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Black Dagger (at right)
500-ton Screw Gdley

Penelope (at left)
165-ton Steam Ram
Captain: Frederick Gustavus Burnaby

Captain: Utumaan Quatlatlani

Gloire (at right)
500-ton Screw Ram
Captain: Frederick Armand LeBegue

Baron Lortmore (at right)

250-ton Steam Gunboat
Captain: Alonzo Quinton Freemerchant

Gato (above)
333-ton Screw Ram
Captain: Arturo Diego della Mora

Lismore (above)
250-ton Gun Kite
Captain: Sr Michael Paget-Smith
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| ntroduction

HIGH IN THE Shistomik Mountains,
east of the British crown colony of
Syrtis Lapis, the city of Karkarham
gts at the crossroads of aworld. The
lofty peaks and strong winds of the
Shistomik range make cloudship
travel impossible except at a few
strategic passes, and Karkarham
dominates the most important of
these.

Its canal locks ill alow ships
from Hesperiaand Trinacriato bring
trade goods north from the great
seabed city-dtates, while the trace of
the old canal to Thoth in the Nepen-
thes-Thoth Steppe forms a rough
highway for caravans coming south
fromthewildcountry above. Withthe
war between Britain and Oenotria
having severed dl canal links to the
east, merchant traffic has more than
doubled. Almost anything can be
foundin the bustling marketplace of
Karkarham.

But Karkarham is more than a
smple commercial center; itis aso
the home port for that colorful and
bloodthirsty company of pirates,
brigands, and adventurersknown as
the cloud captains of the Shistomik.
Like the pirates of the Caribbean,
who, centuriesearlier, plundered the
ships of the Spanish Main and were
allowed to dock at Port Royal by a
corrupt governor, the cloud captains
of the Shistomik Mountains plunder

therich spice ships of the Boreosyrtis
League, the fat ail luggers of Olonia,
and eastern merchantmen carrying
jewels from Amazonia or ancient
relics from the blasted ruins of
Zephyria. All are fair game for the
cloud captains, who find safe haven
in Karkarham in return for asplit of
theprofits.

In astrange sort of way, piracy and

commerce have learned to live to-
gether in Karkarham. To ensure that
it remains a commercia center, the
price of the cloud captains' sanctu-
ary isimmunity from attack for mer-
chant ships bound to or from Kar-
karham—inpractice, dl thosewithin
a 500-mile radius.

Karkarham has thus become the
safest of portsfor amerchant ship as
well as aready source of cheap trade
goods plundered from ships seized
further afield.

Cloud Captains of Marsis a
sourcebook which detailsthe pirates
and privateers who gather at Kar-
karham. It givesrefereesanextensive
listing of its captains, ships, habits,
and haunts. Players who seek the
cloud captains out will journey to
Karkarham, soalargepart of thebook
dedls with that rich and deadly city
perched atop the mountains.

How togetto Karkarham, how itis
defended, what you will find there,
how to contact the cloud captains or
even the legendary Red Captains—
al this and more is covered.

But in addition, thisbook provides
rulesfor hiring crews, huntingdown
and seizing merchant ships, and sall-
ingprizesinKarkarham'smarketsfor
those players who long to fedl the
wind in their face, a deck beneath
their feet, and no flag overhead but
the Jolly Roger.
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Cloud Captains

THE BULK OF this module concen-
trates on two groups of cloud cap-
tains: the Red Captainsandthecloud
captains of the Shitomik Mountains.
Both havereputations as privateersor
pirates, depending on point of view.
The term cloud captain actually re-
fers to any captain of a cloudship—
most are honest, hard-working men
of commerce. LikewiseRed Captain
referstoany red man (Earthman) who
is captain of his own ship. The term
has such aromantic and prestigious
meaning near the British colony that
few human captains would use it to
describe themselves unless they had
been informally accepted into the
ranks of those few aready so cdled.
To do otherwise would brand the
fellow presumptuous at least, and
probably a braggart to boot.

Whatever nameisused, amystique
surrounds any man who commands
a stately ship of the arr. Something
about the majesty of flight and the
freedom of an independent command
brings out the best or worstin aman,
be he commander of the most pow-
erful aerial cruiser or the lowliest
dispatch boat. The silence of the open
sky abovehim andthevast panorama
of an entire world below him either
humble a person or intoxicate him.

Some men find themselves in the
sky. Some find God. Some forget
thereis adifference.

MARTIAN

CLOUD CAPTAINS
THE SPACE: 1889 RULES describe

generating Cana Martian characters
but are not up to generating a dash-
ing cloud captain. The following in-
formation expands on the Canal Mar-
tian character generation rules. When
generating a Cana Martian charac-
ter of any type, use the standard char-
acter generation ruleswiththefollow-
ing modifications.

Attributes. Determine attributesin
any of the three accepted ways, but 4
isthemaximum Strength, and2isthe
minimum Endurance possible.

Social Level: Noble Canal Mar-
tians (Socid Levd 6) areinvolvedin
government and generally lead unad-
venturous lives. Players may gener-
ate Canal Martians at any other de-
gred Socid Level, however.

Skills: Default skills are acquired
normally. Cana Martians may pur-
chaseskills, but human skillswill cost
twice the normal points to represent
human reluctanceto teach these kills
to Martians. Martian characters pur-
chasinghuman languagespay double
normal cost, except for merchants.

Careers: Canal Martians may se-
lect one or two careers in the same
manner as in normal character gen-
eration. See the Careers Table.

Guide: Agl 4+, End 5+. Wilderness
Travel 2, Fielderaft 1, Tracking 2, Marks-
manship 1, Linguistics 1.

Canal Bargeman: Soc 3, Str 2+. Close
Combat 1, Fisticuffs 1, Throwing 1, Swim-
ming 1, Linguistics 1, Piloting 1 (sailing
vessdl), Observation 1.

Canal Pirate: Soc 3-, Str 2+. Close
Combeat 1, Fisticuffs2, Throwing 1, Swim-
ming 1, Stealth 1, Crime 1.

Canal Ship Captain: Second career
only (after having been a cana bargeman
or cand pirate). Int 4+. Piloting 2 (sailing
vessdl), Leadership 1, Linguistics 2, Bar-
gaining 1, Observation 1, Close Combat 1.

Thief: Soc 3, Agl 5+. Close Combat 1,
Stedth 1, Crime 2, Theatrics 1. Wilderness
Travel 1 (mountaineering), Eloquence 1.

Merchant: Soc 3, Chr 4+. Bargaining
2,Riding 1, WildernessTravel 1 (foraging),
Eloquence 2, Linguistics 1.

Wealthy Merchant: Soc 4+, Chr 4+,
Bargaining 2, Eloquence 1, Linguistics 2,
Leadership 2.

Tradesman: Soc 3, Agl 4+. Mechan-

CAREERSTABLE

ics 2, Engineering 1, Observation 1, Bar-
gaining 1, Linguistics 1, Eloquence 1.

Doctor: Soc 3 or 4, Int 4+. Science 2
(biology), Medicine 3, Observation 1, Lin-
guistics 1.

Soldier: Soc 3-. Close Combat 1, Wil-
derness Travel 1 (foraging), Riding 1,
Marksmanship 1 (rifle), Fieldcraft 1,
Gunnery 1 (MLC), Observation 1.

Army Officer: Soc 4+. Close Combat
1, WildernessTravel 1 (mapping), Marks-
manship 1, Fieldcraft 1, Observation 1,
Leadership 1, Linguistics 1.

Mercenary: No prerequisites. Skills
sameasfor soldier, but substitute Linguis-
tics 1 for Gunnery.

Cloud Sailor: Noprerequisites. Trims-
man 1 (cloudship), Piloting 1 (cloudship),
Close Combat 1, Gunnery 1 (MLC), Ob-
servation1, Marksmanship 1, Linguistics 1.

Cloud Captain: Int 4+. Second career
only (after having been a cloud salor).
Trimsman 1 (cloudship), Piloting 1
(cloudship), Close Combat 1, Linguistics
1, Leadership 2, Bargaining 1.

GDW
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THERED CAPTAINS
MARTIANS ARE QUITE pale of skin,

and Earth humans, in comparison,
have very ruddy complexions. As a
result, the standard Martian dang for
anEarthmanisredman. Earthhuman
captainsof cloudships are, therefore,
caled Red Captains. The term actu-
ally has a more specific meaning,
however, asitfirst gained widespread
usage in 1883 during the campaign
tosuppresstheAerianpirates. Atthat
time a number of European captains
with their own vessals, mostly mer-
chant ships, wereoperatinginthearea
of the British colony. As a cheap
means of supplementing the small
aerid squadron then available, the
colonial governor at Syrtis Major
issued severd letters of marque and
reprisal, and made available a num-
ber of surplus guns to arm the mer-
chant ships.

A letter of marque and reprisal
(letter of marquefor short) is adocu-
ment which has been in use on the
Earthfor centuries, and possession of
itmarksthelegal distinction between
a privateer and a pirate. A letter of
marquegrantsthelegal equivalent of
acommission in the naval forces of a
sovereign state for the purpose of
seeking out and attacking the ship-
ping of a hogtile power a war. The
Martian canal princeshavelongused
asmilar lega expedient known as a
warrant for seizure, a document
roughly equivalent to an English
common law search warrant, but with
somewhat broader powers. A captain
with a letter of marque (or seizure
warrant) isfreeto attack enemy ship-
ping and can be reasonably certain
that, if captured, hewill betreated as
aprisoner of war rather than acapital
felon.

LEGENDARY Eg
FIVE

Frederick Gustavus Burnaby
SteamRamPenel ope (27 prizes)
AlonzoQuinton Freemer chant
Steam Gunboat BaronLortmore
(21 prizes)
Frederick Armand Le Begue
Screw Ram Gloire (17 prizes)
Michael Francis Paget-Smith
Gun Kite Lismore (15 prizes)
Arturo Diego dellaMora
Screw Ram Gato (17 prizes)

Of course, some enemies make
very littledigtinction between prison-
ers of warandcommoncriminals, and
that wascertainly thecasewhenfight-
ing the Aerian pirates. What started
out as ajolly adventure turned out to
be along and very bitter fight, but it
ended with the complete eradication
of the pirates and avindication of the
use of nonnaval auxiliary vessas. As
for the captains themselves, they
learned that whileprivateeringmight
be more dangerous than hauling
passengers and cargo, it could aso be
enormoudy profitable. A few letters
of marque were granted from 1884 to
1887 for operations against Liam
O'Connor'sFenianRam, but thereis
very littleprofitinvolvedin attempt-
ing to hunt down awarship with a
Crack crew in aconverted merchant-
man. In 1887 anumber of | etterswere
granted for the campaign against the
Barovaangian pirates in the As-
tusapes, and asignificant number of
Red Captains took part. However, in
genera, the captains have had to look
elsewhere for employment.

Fortunately for the captains, there
isusually awar going on somewhere

onMars, andfew nationsever havea
fleet sufficient to their needs. Few
city-states have anavy much in ex-
cessof adozenvessals, andjudicious
issuance of seizure warrants can
quickly double that. Ships added in
thisway areusually not availablefor
line of battlework, however, and are
instead dedicated to commerce raid-
ing. Thisisnecessarily so sSincesuch
auxiliary shipsareusually notpaidby
the government. Instead they make
their money solely by seizing enemy
shippingandgoods, and sellingthem.
Seizurewarrantsdo enableastateto
put a cloud of commerce raiders
astride the enemy shipping lanes,
though, and concentrateitsown ships
for direct offensive action. On occa-
son, awealthy city-state will even
offer an auxiliary commission to a
ship, andthuspay foritsexpensesand
crew salaries in return for its duties
asaregul ar element of thefleet. Ships
such as this are usually detailed to
escort a city's merchant ships and
fight the commerceraidersof itsen-
emy.

From 1883 to the present the
number of Red Captainshassteadily
grown. Though the term was origi-
nally used by the Aerian pirates to
refer to the European privateersthat
fought against them, it has come to
mean an Earthmanwho captainshis
own ship and who is (or has been)
engaged as a privateer. Instead of
merchant vessel swhich supplement
their income by occasond hitches as
privateers, most of the vessels now
flown are fighting vessels that may
occasionally haul cargo to pay the
bills between wars.

Of course, some captainshavelost
their taste for mercantile pursuits
entirely andfill thetimebetweenthe
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wars with out-and-out piracy. As a
matter of prudence, they usually
range quite far from their home port
to make their raids and have aprice
on their heads in severd regions of
Mars. Other captains would never
think of violating the strict conditions
of a letter of marque or a seizure
warrant, and their behavioris as scru-
puloudy proper as that of members
of the Royal Navy.

Many nationdities of Red Captains
exist, although the nationalities
which have enclaveson Marstendto
predominate, as one would expect.
Britishand American captainsarethe
most numerous, with roughly equal
numbers. TheBritish captainsarethe
clear majority in the Syrtis Major
area, but American vessals have vis-
ited every corner of the world and can
be found almost everywhere. French
and Belgian captains are dso fairly
numerous, but no other nationality
has more than a dozen captains.

Red Captains can be found wher-
ever commerce or war exist, which
isto say anywherethereisaMartian
city-state. The largest concentration
of themisin the SyrtisMagjor region,

however, for two reasons. First, the
British actively encourage their ac-
tivities (at least those of the British
captains), so the two excellent ship-
yardsat SyrtisMajor and Parhoon are
generally available for maintenance,
repairs, or minor modifications.
Second, the city of Karkarham is a
natural magnet for privateers and
pirates of any color, and it offers the
advantages of areasonable shipyard,
a thriving market for prizes, and an
uninquiditive government.

AlthoughtheRed Captainsal have
agreat deal in common, it would be
grossly incorrect to think of them as
a close-knit fraternity. The British
captains do indeed appear that way
at times, as they are dmost without
exceptionloya subjectsof the Crown
and pattern their actions accordingly.
Considerable friction continues be-
tween individuas, however, and the
non-British captains have conddera:
bly moreambiguousloyalties. A good
example of thisis the open contempt
that Captain dellaMora holds for dl
British subjects, including other Red
Captains.

Of al the captains operating in the

Syrtis Maor area, five are nearly
legendary in their skill and success.
These five are listed on page 8, and
the following pages cover them and
their shipsin greater detail. The list-
ingsprovidedl theinformation aref-
eree will need in order to run each
captain as a non-player character,
including information on how play-
ersmight meet them. These men may
become a regular feature in your
campaign, but they should not be-
come too familiar. It is amost incon-
ceivable, for example, that one of
them would decide to join the play-
ers group of adventurers. Not only
canthesedescriptionsbeused asnon-
player characters, but they should
aso serve asaquideto therefereein
creating other NPC Red Captains of
somewhat lesser fame (but not nec-
essarily lesser talent). Remember,
however, that Red Captainsdonot fit
arigid mold; they are dmost by defi-
nitionexceptional individuals. Make
your non-player character captains
exceptional aswell. Spend sometime
thinking about the possible back-
ground of alady Red Captain or even
aJapanese captain.

GDW
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YOUR FIRST IMPRESSION of Burn-
aby is of size. He is aremarkably
big man—=6'4" tall with amassive
chest. He looks to be in his late
forties—with gray flecks in his
dark brown hair and cavalry mous-
tache—butisobvioudly still active
and extremely strong. He has a
serious face with dark, deep-set
eyes. Heiswearing an old, thread-
bare, blue-black army patrol jacket
and a Sun helmet, and he carriesa
heavy, four-barreled Lancaster
pistol. Onhisneckisaragged scar.

Additional DescriptiveNotes. ==
Burnaby looksasif hewould have
a deep, booming voice, but it is L
rather high pitched. Hiswords are
confident and havetheringof com-  often and will again if called upon.
mand to them. Although hisface  TheRoyal Family: Burnabyfinds
will seem seriousinmost situations  most of the royal family boring and
the players are likely to meet him  stuffy. He is on poor terms with the
in, he loves ajoke and is fond of  prince of Wales, on whom he played
practical jokes. His face will show severd practica jokes years before
considerable signs of amusement while living in London. (The prince
and mischief in lighter moments.  of Walesisanotoriouspractical joker

but does not consider himself a suit-
M otives able target for them.) This has aso
ADVENTURESOME, Loyal, Steady. madehimpersonanongratawiththe
gueen, who considershim agreat af -

Attitudes front to the royal dignity.

TheEmpire: Burnabyisfiercely Martians: Burnaby isfond of his
loyal to Britain. He hasrisked his crew and has a natural affinity for
life in the service of his country most nativesof Mars. Herespectsthe

)

Attributes  kills

Str: 6 Fisticuffs 5, Throwing 3, Close Combat 5 (edged weapon)

Agl: 2  Stedth 1, Marksmanship 2 (pistol)

End: 1  Wilderness Travel 1 (mapping), Swimming 1

Int: 3  Observation 2, Science 1 (physics)

Chr: 4 Eloguence 4, Linguistics 7 (French, German, Spanish, Rus-
sian, Turkish, Arabian, Italian, Parhooni, Koline, Umbran,
Oenotrian)

Sc. 5 Riding 7 (horse), Leadership 2, Piloting 3 (aerial flyer)

Frederick Gustavus Burnaby (Elite NPC)

culture and engineering achieve-
ments of the Canal Martians, and
admires the bravery and fierce inde-
pendenceof theHill Martians. Hehas
littleuseforthecrud, lazy, and Slow-
witted High Martians.

Karkarham: Burnaby enjoysKar-
karham immensely and sees in it
many smilaritiesto thecitiesof Asia
Minor through which hejourneyed by
camel and horse when younger. He
thrivesinthenear-anarchy of thecity
andamidstitsrascallyinhabitants.He
haslittleregard for Prince Tumaani,
andconsidershimaweak, dissipated
fopof noconsequence. (Burnabyisa
man of action and does not fully ap-
preciate the danger posed by amore
subtle man such as Sabaat.)

Background
PRIOR CAREERS include army offi-

cer and dilettante traveller.

Frederick Gustavus Burnaby is 47
yearsoldandisfromthewealthy gen-
try. Atthe ageof 16 hebecameacoro-
net (thecavalry equivalent of second
lieutenant) in the Royal Horse
Guards. At 22 he made his first as-
centinaballoon and by 1870 wasan
officer of the British Aeronautical
Society. News of Edison'striptoand
from Mars changed his life, and he
becameafrequentwriterintheTimes
onaeronautical matters, particularly
thepossiblemilitary usesof liftwood
flyers. He spent considerable time
travelling by horseand camel through
the Near East, and wrote a best-sell-
ing book on the subject.

In 1882 he becamethefirst man to
crosstheEnglish Channel inasteam-
powered aeria vessdl, theVivian, and
in 1884 heorganized an aeria squad-




CLOUD CAPTAINS OF MARS (S : 2)

ron to assist Wolseley's army in its
attempt to relieve General Gordon at
Khartoum in the Sudan. Burnaby's
own steam launch, along with a sec-
ond built at government expense for
the campaign, carried dispatches
back and forth for months, harassed
the dervish columns, and scouted
ahead of the Desert Column. As the
dervishes became used to the aeria
vessels, however, they began devis-
ing means of bringing them under
fire. Eventually theH.M. S. Penelope
(the newly built vessel) was badly
damaged and crashed in the Nile.
Burnaby landed in the Vivian, his
original boat, and rescued the crew.
In intense hand-to-hand fighting he
received aseriouswound in the neck
which nearly killed him and left a
large, ugly scar. Although Burnaby
later rescued Gordon in the Vivian,
both Khartoum and the Desert Col-
umn were destroyed, and the main
army retreated back to Egypt.

Later in 1885, the government an-
nounced its intention to step up pro-
duction of aerial gunboats, but at the
same time transfer all such vessels
currently in service to the Royal
Navy. Disheartened by thisdevelop-
ment, Burnaby resigned hiscommis-
son andretired from the army. Actu-
aly, Burnaby had been considering
retirement for reasons of health due
to continuing heart problems. Emi-
gratingto Marsinhopethat thelower
gravity therewould aidhishealth, he
was drawn to the Red Captains and
beforelongwascommandinghisown
ship (the Penelope, named for the
vessd lost at Khartoum). Idolized by
theyounger Britishofficers, Burnaby
was soon accepted in Martian soci-
ety as well. His facility with lan-
guages enabled him to learn Oenot-

rian, Parhooni, Koline, and Umbran.
Also, hisunusual height andmassive,
46-inch chest suggest a physical
smilarity to Martians that has be-
come the source of numerous crude,
but good-natured, jokesby the natives
as to the possibility of his having
Martian ancestry.

Although he has only beenonMars
forfour years, Burnaby hasgainedthe
respect of most of the cloud captains
of the Shistomik and isrecognized as
theunofficial leader of theBritish Red
Captains. Hehasnoformal authority
over any other captain, but his advice
carries grest weight.

THE STEAM RAM

PENELOPE
BURNABY BEGAN building the Pen-

elope in January of 1836, only four
months after his arrival on Mars, at
the shipyard at Syrtis Mgor. It was
completed before the end of the year.
Itwasoriginadly armedwith four five-
barrel Nordenfelts and a 6-pounder
Hotchkiss revolver on the stern tower,
and was powered by a 250-horse-
power conventional steamengine. In
late 1888, however, the Penelope
underwent an extensive refit which
replaced its conventional boiler with
amodern forced-draught modd of the
same power. The weight savings
redlized by this enabled replacement
of thewing-mounted Nordenfeltsby
3-pounder revolvers. Asthe original
design wasintended as aprivatesr, its
expected opponents were poorly
armed merchantmen, and Burnaby
felt that the best armament would be
machinegunsto sweep the crew from
the deck whileminimizing structura
damage (and awell placed rapid-fir-
ing 6-pounder to discourage pursuit
by warships). Since then he has dis-

covered that it is some-

times necessary to fight

other privateers to defend a
prize and that the large merchant
ships can take a fair quantity of
smdll-caliber shell damage anyway
without significantly reducing
their resde value.

The Penel ope does not normally
carry cargo (aside from normal
ship'sstores), but hasasmadl cargo
hold and connection points for
rigging a cargo ding underneath
the keel. When carrying up to 35
tons of additiond cargo its maxi-
mum altitude is reduced to High.
When carrying from 36 to 85 tons,
it is reduced to Medium. When
carrying from 86 to 168 tons, itis
reduced to Low. It cannot carry
more than 163 tons of cargo.

Technical Specifications

Armor: 0

Hull: 2 (sted)

Speed: 6

Engine: 250 horsepower (boiler
Sze 2)

Coal: 60 tons

Endurance: 30 days

Altitude: Very High

Tonnage: 165

Prices £24,920

Crew: 3officers, 3pettyofficers,
20 ratings and marines

Bridge: 2 officers, 2 petty offi-
cers, 1 rating

Deck: 1 petty officer, 2 ratings

Maneuver: 2 ratings

Gunners: 6ratings

Marines: 1 officer, 9 marines

Armament:

1 Nordenfelt forward

2 3-pdr HRCs on wing mounts

2 Nordenfelts broadsde

1 6-pdr HRC on stern tower

GDW
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alarge, heavy sstmanwhowalkswith
the rolling gait of a salor. He wears
anava officer'slong blue coat with
the insignia removed and a Royal
Marine-issue peaked forage cap.

Freemerchant has dark hair, adark
mustache, and aserious, honest face.
He listens attentively to everything
you say tohimand thenthinksit over
for a moment before giving you a
reply. His speech is dow, and his
words are always carefully chosen.

Additional Descriptive Notes:
Freemerchant is not much of a shot,
§ but he does carry a small revolver
3 with him in the pocket of hisjacket.
His slowness of speech (with an
| Eloguence of 1) masks what is actu-
# aly an extremely quick and sharp
mind.

M otives
MERCANTILE, Cautious, Steady.

Attitudes
The Empire: Freemerchant is a

A loyal subject of the British Empire,
and hefeelsaparticularly strongloy-
" alty to Queen Victoria(whomhehas,
of course, never met).

§ Hehasamerchant's healthy skep-
¢ ticism about dl government officials,
however, andheisunlikely tolet him-
self be swept up into any wild
schemes which arein the worksjust
because someone happens to mention
England.
4 Other Europeans. Alonzo Free-
| merchant has afairly low regard for
most foreigners, and he has an espe-
cialy low regard for those who live
{ in the European Quarter of Kar-
karham.

Alonzo Freemerchant (Experienced NPC)

ALZONO QUINTON Freemerchant is Art.

ills

Fisticuffs 4, Throwing 2,
Close Combat 3 (edged
weapon), Trimsman 2 (ae-
rid flyer)

Marksmanship 1 (pistol),
Mechanics 3 (machinist)
WildernessTravel 3 (map-
ping)

Observation 5, Gunnery 2
(breech-loading cannon),
Science 1 (physics)
Eloquence 1, Linguistics2
(Koline, Parhooni)
Soc. 3 Riding 2 (horse), Leader-
ship 3, Pilot 3 (aerid flyer)

Str: 5

Agl: 1
End: 4

Int: 6

Chr: 2

Hewill bevery friendly toEnglish-
men of about his socid station (So-
cid Levels2 through 4). However, he
is suspicious of working class types
and has had unpleasant experiences
withwhat herefersto as"those pam-
pered young gentlemen” of the aris-
tocracy.

Martians. He prefers Cana Mar-
tians as crew, both because of their
native skills and experience and also
because they tend to follow orders
without question and defer to their
English betters.

Heis distrustful of Hill Martians,
as they tend to be proud and unpre-
dictable, but, surprisingly, has occa
sionally included aHigh Martian or
twoinhiscrew. HeconsiderstheHigh
Martiansto be both cowardly and un-
trustworthy, butthey areoccasionaly
valuable and are generally not too
much trouble once they know whao's
boss.

Karkarham: Freemerchant is
comfortablein hislargevilla, which
islocated intheHigh Bluff district of
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town. However, hefinds most of the
rest of the city to be both disorderly
and scandalous. He frequently tries
to enlist the support of the other Red
Captains in a scheme to fund a mu-
nicipal policeforce, but he has been
singularly unsuccessful in the at-
tempt.

"What this city needs is half-a-
hundredbobbies, by God!" ishisfre-
guent lament.

Background
PRIOR CAREERS include military of-

ficer and naval officer.

Freemerchant is 41 years old and
isthethird son of aLondon clerk. His
parents, althoughthey werepoor, pro-
videdtheir sonwith apassingeduca-
tion, and he showed considerablein-
tellectual promise even as ayoung
hoy.

Freemerchant was commissioned
in the Roya Marine Artillery at the
ageof 16, and excelled bothin active
duty serviceandin mastering thede-
manding gunner'strade.

Afterbeing postedtoMarsin 1883,
he transferred to the Aerid Service
and fought in the campaign to sup-
press the Aerian pirates, rising dur-
ingthat campaigntothecommand of
HMSLadybug.

Towardtheendofthecampaignhis
ship captured an Aerian vessel at-
tempting to escapewith the personal
loot of Umraamltabaah, achief of the
pirates. The resulting prize money
made hisfortune (as well asthat of
most of his crew), and in 1885 he
retiredfromthe servicewiththerank
of maor.

In 1886 hebuilt theLortmorewith
his own money (and that of severd
of hisformer crewmembers) andwas
soon in business as a privateer. His

career has been exceptionally suc-
cessful, and the Baron Lortmore is
known as being alucky ship.

M eeting Freemerchant
FREEMERCHANT has permanent

lodgings in Syrtis Magjor but also
maintainsahouseholdinKarkarham,
and much of histime (when heisnot
actually on patrol) is spent there. He
does not frequent public houses, but
heisamember of the Explorer's Club
a Syrtis Mgjor.

Whileat K arkarham, Freemerchant
will divide his time between super-
vising any work necessary on his
vessd at the shipyard, managing the
sde of cargo and prizes at the bazaar,
and enjoying quiet evenings at his
villa(often with another Red Captain
as adinner guest).

His villais generaly guarded by
two or three of his marines (Veteran
NPCs), anditwill bedifficultfor the
charactersto gain accessto himwith-
out aready having aletter of recom-
mendation.

If they havewith them aletter from
agovernmentofficial, however, then
Freemerchant will at least consent to
speak with the player characters and
listen to any proposal they may care
to make.

THE STEAM GUNBOAT

BARON LORTMORE
A STEEL-HULLED boat built at the

Syrtis Major shipyard in 1886, the
BaronLortmoreisheavily armedfor
a privateer.

It wasbuilt with a500-horsepower
forced-draught locomotive boiler,
whichwasvery advancedforits time
and is dill better than many Roya
Navy vesss.

This gives the Baron Lortmore a

respectable top speed of
35 knots. The 80-ton cod

bunker givestheshipanendur-
ance of 20 days. When originally
built, theBaronLortmorehadfour
five-barrel Nordenfeltsin addition
to its heavier armament. These
were recently removed and re-
placed with four Maxim guns.

No cargo isusually carried, but
the Baron Lortmore has an ade-
guate hold, and more cargo can be
carried both on the deck and from
slung cargo nets. Its maximum
atitudeisreduced toHigh whenit
carriesupto50tons, M ediumwhen
it carries 51 to 125 tons, and Low
when it carries 126 to 250 tons. It
cannot carry morethan 250 tonsof
cargo.

Technical  Specifications
Armor: 0

Hull: 3 (sted)

Speed: 7

Engine: 500 horsepower forced
draught (boiler=4)

Coal: 80tons

Endurance: 20 days

Altitude: VeryHigh

Tonnage 250

Price: £40,440

Crew: 3officers,4petty officers,
26 ratings and marines

Bridge: 2 officers, 2 petty offi-
cers, 1rating

Deck: 2 petty officers, 3ratings

Maneuver. 4 ratings

Gunners: 9ratings

Marines. 1 officer, 9 marines

Armament:

1 4" long gun forward

2 Maxim guns in wing mounts

2 3-pdr HRCs broadside

2 Maxim guns broadside

1 3-pdr revolver in stern tower

GDW




(C) LE BEGUE

FREDERICK ARMAND LE BEGUE is a
smal man; he has alithe, wiry look
to him, and his movements are quick
and sure. He has a broad, peasant's
face highlighted by very bushy eye-
browsand awide, expressve mouth.

Hisfaceis heavily lined, as he has
spent most of his life as a sallor, but
his movements and the energy in his
flashing eyes indicate aman in his
& early or middle thirties.

His curly brown hair is mostly
covered by a black knit sailor's cap,
and he wears ared-and-white striped
jersey and white, bell-bottomed
sailor's dungarees. He speaks broken
English with avery thick French ac-
cent.

Additional DescriptiveNotes Le
Begue's conversation will usually be
highly animated, and hewill illustrate
hispointswith grand gesturesandend
many sentenceswith " N'est-cepas?”
1 (Isn't that s0?)

For dl hisdifficulty with English,
heisanatural communicator andwill
be ableto get hispoint acrossquickly
andclearly. When angered, LeBegue
becomes very quiet and is a deadly
Y adversary.

i Frederick Le Begue generaly car-

. ries a knife concealed in his right
B oot

o
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Frederick Armand Le Begue (Veteran NPC)

Motives
AGGRESSIVE,Ruthless, Adventure-

ome.

Attitudes
The Empire: Le Begue has no

loyalty totheBritishEmpireatal, but
he findsit useful to proclam hisin-
terest in it to his English friends.

He finds the protection which it
offers Europeans convenient on oc-
casion but has no real respect or
regard for it. If the inducement were
great enough, he could even be per-
suaded to join Quatlatlani's anti-
Britisn faction.

France: Hisfeelings for the gov-
ernment of his native France are even
less warm than those for Britain. He
despisesthe squabbling between | eft-
ist republicans, rightist republicans,
Bourbon monarchists, Orleans mon-
archists, and Bonapartists, and he
feelscontempt for al manifestations
of French governmental authority. If
he were politically inclined at al, he
would probably be an anarchist, but
heis not.

He does, however, feel a genuine
loyalty to his fellow countrymen on
an individual basis.

Martians: Le Begueis virtually
blind to the difference between

SN Attributes  kills

Fisticuffs 2, Throwing 1, Close Combat 4 (edged weapon),
Stealth 5, Crime 2 (forger), Mechanics 1 (steam), Marksman-
Wilderness Travel 3 (foraging), Swimming 2

Observation 2, Gunnery 1 (breech-loading cannon)
Eloguence4, Linguistics 3 (Arabic, English, Koline), Theatrics

Str: 2
Trimsman 1 (aerid flyer)
Agl: 6
{ ship 1 (rifle)
A End: 4
AInt: 3
*Chr: 5
2, Bargaining 2
Soc: 1 Piloting 4 (steam vessdl)
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Martians and humans. As he began
smuggling to and fromthe Tunisian
coast at an early age, he always
worked on an equal basis with men
of differentraces, andfeelsnodiffer-
ently about Martians.

Karkarham: LeBeguelovesKar-
karham. Itistheonly placethat hehas
ever been accepted and treated with
genuinerespect. InKarkarhamandin
the company of the other privateer
captains, he is aman of power and
substance.

Frederick Le Begue would never
consider leaving either thecity or the
life which he has made there.

Background
PRIOR CAREERS include smuggler

andnaval rating.

LeBegueis36 yearsold and comes
fromthesouth of France, fromasmal
fishing village near Marsailles. His
father was an indifferent fisherman
but an accomplished smuggler, and
trained hissoninthefamily business
from an early age.

Soon Le Begue was captain of a
small smuggling vessal which made
thedangeroustripfromTunisiatothe
south coast of France by way of Sar-
diniaand Corsica, making landfalls
usually at night andinremote, rocky
COVES.

In 1876 he was captured by the
French Coast Guard and sentencedto
fiveyears at hard labor, but his sen-
tence was commuted upon the con-
dition that he enlist in the French
Navy. Hedid so, serving in the navy
for axyearsonavariety of naval ves-
&s.

In 1882 he was sdlected as part of
adetachment of naval ratings sent to
Marsto man a screw galley used by
the French Navy in the Idaeus Fons

area. In 1883 he deserted and signed
on to a Martian merchant ship (are-
markable event for its day), and by
1884 hewasin Karkarhamandin the
crew of one of the less important
Martian cloud captains.

By 1886 he commanded his own
ship, the screw galley Orient (are-
named Martian vessel built in the
Crocea yards). Since then he has
steadily built up his fortune, and in
1888 he sold the Orient and built the
Gloire, alarge, fast, ram-equipped
screw galley.

Meeting Le Begue

LE BEGUE livesin aluxurious and
flamboyantly decorated villain Kar-
karham. Itis guarded in his absence
by his mgjordomo and two Veteran
NPC armed guards, as well as his
eight household servants. When in
port, however, Le Begue will often
wander the streets of the European
Quarter and the tougher parts of town
near the High Docks.

He will be accompanied by three
or four of his crew (Veteran NPCs
with knives and light revolvers), and
will gamble and carouse until late at
night.

If Le Begueisapproached abruptly
by theplayers, histhugsarelikely to
movequickly inhisdefense, with di-
sastrous conseguences for the play-
ers involved.

If there is a chance meeting be-
tween Le Begue and the characters,
however, Le Beguewill respond well
to any character who is able to show
wit, courage, or even a sense of hu-
mor.

THE SCREW RAM GLOIRE
THE GLOIRE is a wooden-hulled

screw galley built in the yards at

Karkarham, and hasthe
distinctive, broad-beam,
teardrop hull form and flying
bridgeforward shared by somany
of the ships built there.

When originally completed, the
ship mounted an ornate polished
brass sweeper on the bridge, to be
used asa signa gun and to sweep
the enemy decks immediately be-
fore ramming.

Recently, however, LeBegueac-
quired a Hotchkiss 1-pounder re-
volver, and that has now replaced
the sweeper.

TheGloirecan carry cargoonits
deck orinunderslung nets. If it car-
ries up to 125 tons of cargo, its
maximum altitude is reduced to
Medium; if it carries from 126 to
333 tonsof cargo, itsaltitudeisre-
duced to Low. It may not carry
more than 333 tons of cargo.

Technical Specifications

Armor: 0

Hull: 5 (wood)

Speed: 5

Altitude: High

Tonnage: 500

Price: £35,870

Crew: 4officers, 6petty officers,
56 ratings and marines

Bridge: 4 officers, 2 petty offi-
cers, 1 rating

Deck: 4 petty officers, 5 ratings

Maneuver: 30 ratings

Gunners: 13ratings

Marines: 8 marines

Armament:

2 light guns in forward wing
mounts

2 light guns broadside

2 light guns in aft wing mounts

1 1-pdrHRC forward

5 smudgepots

GDW




SIR MICHAEL Francis Paget-
Smithistal, dender, andvery dis-
tinguished looking. He has dark
hair, graying at the temples, and a
pencil-thin mustache. His most
prominent facial featureishis nose,
whichislarge, but narrow and aris-
tocratic. Heisdressed casualy, but
expensively. Hewearsawhite shirt
and tan riding breeches tucked into
highly polished riding boots. (In
cooler weather he will dso wear a
white silk scarf, khaki bushjacket,
and wide-brimmed hat with leopard
skin band.) Your main impression
of him is one of extreme calm, bor-

dering on boredom. Nothing seems =7~

to disturb him or even interest him
very much. Heiscertainly not very
interested in you.

Additional Descriptive Notes:
Hedoesnot usually carry arevolver.
If the situation warrants aweapon,
hewill casually carry adouble-bar-
reled shotgun inthecrook of hisarm
or over his shoulder. If asked if he
can useit, hewill reply, "Wdll, I've
bagged my share of grouse and
pheasant. | shouldn'thavetoomuch

difficultywithlargertargets, should
|?'

M otives
ARROGANT, Ruthless, Steady.

Attitudes

TheEmpire: Paget-Smith'sloy-
aty totheempireisabovequestion.
He would never contemplate trea-
son and would probably actively
attempt to thwart any scheme
againsthisnativeland. Ontheother
hand, heis unlikely to go out of his
way todo s0, andif asked to hemay

/

Paget-Smith (Experienced NPC)

'
il

reply, "Butdoesn'tH. M. government
have people to do that sort of thing?
I've alwaysfeltthis sort of thing was
best | eft to the government chaps to
sort out.” Appeals to his loyalty are
unlikely toinfluencehisdecisions; he
is convinced that he is sufficiently
loyal, and doesnot careinthe dight-
est what you or anyone else might
think.

Other Humans. Paget-Smith has
avery low opinion of the human race
ingenera. Heiswilling to tolerate the
company of "gentlemen,” from
which category he excludes dl for-
eigners, al Englishmen below his
socid station, and agood many of his
socia equals and superiors. He ex-
cludes the prince of Wales from this
category, for example. ("He may be

Art. ills

Str: 2 Fisticuffs 1, Close Combat
3 (edged weapon), Throw-
ingl

Agl: 2 Stealth 1, Marksmanship 3
(rifle)

End: 6 Wilderness Travel 7
(mountaineering), Swim-
ming 2, Fieldcraft 1

Int: 3  Observation 2, Science 1
(archaeology)
Chr: 4  Eloguence 3, Linguistics 5

(French, Mandarin Chi-
nese, Swahili, Koline,
Parhooni)

Soc. 5 Riding 4 (horse), Rilot 3

(cloudship), Leadership3

royalty and al that," Sir Michael
oftencomments, "but onecan hardly
consider him a gentleman.")

Martians: "Big ears and not
enough fingers, but awog's awog,
an't he?'

Karkarham: SrMichad hasvisted
some of themost lawless, exotic, and
dangerous cities on the Earth. Kar-
karham rivalsthe worst of them, but
heiscareful to let everyone know that
he hardly findsit exceptional in any
respect. When any aspect of the city
is singled out for comment (either
positiveor negative), hewill noncha-
lantly point out that crimeisworsein
Algiers, or the beggars thicker in
Calcutta, themountainview better
fromKatmandu, themerchantsmore
dishonest in Aden, the streets dirtier
in Lima, or whatever.

Background
PRIOR CAREERS include dilettante

traveller and explorer.
Paget-Smith is 41 years old and
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comes from a very old and very
wealthy English family. With no
financial need to follow acareer, he
spent much of hisyounger years trav-
elling in Europe and the Far East.
Upon the death of his father he re-
turned to England and managed the
family estates for a short time. The
lure of travel soon drew him away,
however. Astheyears passed he be-
camemoreseriousinhispursuitsand
devel oped areputation asadedi cated
explorer and a passable amateur ar-
chaeol ogist. (Paget-Smith's 1834 ex-
peditiontotheFezanunearthedanin-
tact 2nd-century Roman villa south
of Murzuch, alongwith statuary and
coinage. These finds earned Paget-
Smith hisknighthood and the Royal
Geographic Society's Founder's
Medal fortheyear.)

Sir Michael first visited Mars in
1885 and led an overland expedition
into the Aerian Hills. Despite the
suppression of the Aerian piratesin
1883, the hill tribesmen themselves
remain unsubdued, and the Paget-
Smith expedition was attacked and
overpowered. Paget-Smith himself
was taken prisoner and held for over
eightmonths. Hissubseguent escape
and remarkable six-week trek
through the arid hills to Avenel be-
came the basis for his extremely
successful book, ThroughtheHillsof
Aeria.In1886hehadthekiteLismore
built at the Parhoon shipyard, andin
thefollowingyear hehaditarmedand
outfitted as aprivateer. He has since
become extremely successful, and
has ranged as far west as the Mare
AcidaliumandasfareastasOlympus
Monsin Southern Arcadia.

Meeting Paget-Smith
PAGET-SMITH has a house in Par-

hoon and now considers that his
home. Parhoon is listed as the Lis-
more's home port, and that is where
Paget-Smith spendsmuch of histime
between voyages. He has another
residencein SyrtisMajor and asmall
villain Karkarham, although he sel-
domusesthelatter. Hishomein Syrtis
Majorisusedonly when Paget-Smith
isin the city on official business or
attending asocial function hosted by
the governor-general. Heis amem-
ber of the Explorer's Club but sldom
uses the facility in SyrtisMajor.

Paget-Smith is not a recluse but
does keep to himself agood dedl. His
principal motivation for this is that
there are virtually no people in the
colony whom he considers to be his
social equal. Paget-Smith is very
class-conscious, and it will benearly
impossible for characters of lower
socid levelsto approach or meet him.
Hewill ignore or be openly rude and
abusive to anyone of Socia Level 3
orless, andwill beat best condescend-
ing to characters of Socid Leve 4.
Hewill consider meeting with some-
oneof hisown level, andwill bepolite
and receptive to anyone of Social
Level 6. (Hewill not defer to charac-
ters of higher socia levels, however,
and certainly does not consider him-
sdftobetheirinferior. Hewill merely
follow accepted social conventions
with them.) For acharacter to estab-
lish any meaningful contact with
Paget-Smith it will be necessary to
obtain aletter of recommendation or
(even better) apersonal introduction
from someone of Paget-Smith's so-
cid leve or higher.

GUN KITE LISMORE
THE LISMORE was originally de-

signed as a long-range exploratory

vessdl, butthetraditiona
largeload-lifting capability
of akite enabled it to accept a
largearmament array with no sac-
rificein atitude.
Althoughtheshipwasbuiltata
Martian yard, Paget-Smith had
four 1" Gatling guns shipped out
from Earth and personally super-
vised their installation.
Althoughthecargoholdhasnow
been mostly converted to maga-
zinesand marinequarters, theLis-
more can still carry somecargoin
underslung nets. If it carries up to
50 tons of cargo its maximum alti-
tude is reduced to High; if it car-
ries from 51 to 125 tonsit isre-
ducedto Medium; ifitcarriesfrom
126to 250tonsitisreducedto Low.
It may not carry morethan 250tons
of cargo.

Technical
Armor: 0

Hull: 3 (wood)

Speed: Kite

Altitude: VeryHigh

Tonnage: 250

Price: £22,840

Crew: 4 officers, 4 petty officers,
32 ratings and marines

Bridge: 3 officers, 2 petty offi-
cers, 1rating

Deck: 2 petty officers, 3ratings

Maneuver: 3 ratings

Gunners. 14ratings

Marines. 1 officer, 11 marines

Armament:

1 rod gun forward

21" Catlings in wing mounts

2 1" Catlings broadside

2 light guns broadside

2 heavy guns aft

4 spike bays

4 smudgepots

Soecifications

GDW
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(O) DELLA MORA

Arturo Diego della Mora (Veteran NPC)

ARTURO DIEGO DELLA MORA is tall,
muscular, and darkly handsome in a
snister way. He looks the part of a
pirate more than most other captains
you have seen, complete with agold
earring, brightly colored clothes, and
arevolver thrust into the front of his
belt.

Ddla Mords left cheek and fore-
head are puckered by along, white
scar that giveshisleft eye the appear-
ance of a squint and seems to twist
3 hiswholefaceinto acynical, lopsded
grin.

Additional Descriptive Notes:
4 Della Mora has a devil-may-care at-
: titude when in public and is lavish
i with gifts of money to his hangers-
§ ON.

However, this congenial exterior
can quickly change to a murderous
age, often for very little reason. His
emper is legendary. If the players
# should happen to do something to of -
B fend ddlla Mora, their first hint that
they may have made a mistake will
be when everyone nearby suddenly
shuts up and beginstrying to get out
of the way.

*
|

i

Il

{ > “_ﬁmm!{\lli
il

M otives
AGGRESSIVE, Spendthrift, Rage.

Attitudes
TheEmpire: DellaMorahatesthe

Jill Attributes  kills

British and their empire, and makes
very little secret of it. Heisoften seen
in Quatlatlani's company and is
deeply involved in his anti-British
plans.

However, ddlaMoraloveshimsdlf
morethanhehatestheBritish, andfor
al hisanti-Britishtalk heisreluctant
totakeany overt actionthat hasmany
obviousrisksand very few apparent
advantages. Until an open breach
with the British can be shown to be
profitable and safe, heisunlikely to
act.

Martians. Della Mora considers
Martiansto beno better than animals,
but he keeps this attitude carefully
concealed from those he comes in
contact with.

While hewill hesitate to murder a
human (even an Englishman), he
showsno scruplesat dl about dispos-
ing of any Martians. Even Quatlat-
lani, withwhom he often cooperates,
means nothing to him. He does not
hate Martians, by any means. He
simply does not have any respect or
regard for them.

Karkarham: He seesthecity asa
nest of Martian vipers and has no
sentimental attachmenttoit at dl. It
ishiscurrenthome, andheenjoysthe
freedom and opportunities the city
offers.

Neverthdess, if circumstancesever

Sr. 6 Fisticuffs 6, Throwing 4, Close Combat 4 (edged weapon)
M Agl: 4  Stealth 3, Marksmanship 3 (pistol), Crime 1 (lockpick)

End: 2  Wilderness Travel 1 (mapping), Swimming 2, Fieldcraft 2,
: Tracking 2
jint: 3 Observation 3

Chr: 5
Soc 1

Eloquence4, Linguistics4 (English, French, Koline, Parhooni)
Piloting 1 (cloudship)
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forced himto leave and never return,
hewould be ableto do so without so
much asasingleregret or backward
glance.

Background
PRIOR CAREERS include poacher and

Seaman.

Arturo Diego dellaMorawas born
inthe Balearic Idands of f the Medi-
terranean coast of Spain in 1857.
Orphanedat ayoung age, hemadehis
way to the mainland and there made
amodest living as a poacher in the
roya huntingpreserves. Henarrowly
escgped capture on severa occasions,
andeventually apricewasplaced on
hishead.

In 1879 dellaMoraleft Spain asa
common seaman on board a British
merchant vessdl and then spent the
next two years sailing the sess of
Earth.

In 1881 dellaMorasigned on with
the crew of acommercid ether flyer
of the White Star Line. He then
jumped ship upon arrival on Mars.
Making his way as a deckhand on
severa Belgian merchant vessdls, he
occasionally saw somefightinginthe
Coprates, mostly against afew ban-
dits who attempted to harass small
merchant ships. The bandits would
usually stow away or pretend to be
passengers, andthentry tooverpower
the merchant ships crews.

Arturo dellaMoralovesto tell so-
ries of the bloody battles he fought
against rebel boarding parties, but
these are mostly fabrications or, at
their best, gross exaggerations of the
facts.

By 1885 he had found his way to
Karkarham and soon shipped out on
the Mists of Glory, a smal screw
galley privateer. After several suc-

cessful voyages, della Mora had
gained the crew's respect by always
being thefirst man of aboarding party
over therail and on the enemy deck.
He was placed in charge of the ma-
rine detachment and after two years
was made first officer, despite his
ignorance of the mechanics of
cloudships. When Captain Wooha-
neet was killed in 1887, della Mora
was eected captain by the crew and
hasledthe ship, now calledthe Gato,
ever since.

Meeting della Mora
WHEN HE is not on avoyage, della

Mora spends most of his time in
Karkarham, and can befoundin the
taverns and brothels of the tougher
parts of town.

He is free spender when he has
money in hispocket andis apopular
feature of Karkarham's street life.
Any number of street denizens, if
properly bribedwith ashillingor two,
can direct the players to his current
haunts.

When not engaged in carousing,
dellaMoramay be found conspiring
with Quatlatlani. If the players at-
tempt to sneak into Quatlatlani‘svilla,
they may discover dellaMoraandthe
Martian together plotting some
treachery against the English Red
Captains.

THE SCREW RAM GATO
DELLA MORA'S SCREW GALLEY was

built in the Crocea shipyards in the
Oenotrian Empire and originally be-
longed to a Martian captain from
Astrapsk. Della Mora moved up to
captain after the original master was
killed in aboarding action against an
Umbran spice ship.

DellaMorahas since changed the

ship's name to Gato
(cat), but he is not techni-
caly the owner. The ship is
owned by the crew (or at least the
23 surviving membersof theorigi-
nal crew), dl of whomown vary-
ing numbers of shares.

DellaMorais responsible to a
masters' committee, but he has
been able to completely dominate
thecommitteewiththeforceof his
personality. (This in itself is no
small feat consideringthefact that
over half of the owners are Mar-
tian.)

The Gato does not normally
carry cargo, butit cando so either
initshold or in slung cargo nets.
If it carries up to 67 tons, its
maximum altitude is reduced to
High; if it carries from 68 to 167
tons, its maximum altitude isre-
ducedtoMedium; ifitcarriesfrom
168 to 333 tons, its maximum
altitudeisreducedto Low. It may
not carry more than 333 tons of
cargo.

Technical
Armor: 0

Hull: 4 (wood) withram

Speed: 4

Altitude: VeryHigh

Tonnage: 333

Price: £28,700

Crew: 2 officers, 4 petty offi-
cers, 32 ratings and marines

Bridge: 2 officers, 2 petty offi-
cers, 1rating

Deck: 2petty officers, 4ratings

Maneuver: 16 ratings

Gunners: 6ratings

Marines: 5 marines

Armament:

1 heavy gun forward

2 heavy gunsin wing mounts

GDW
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Life Asa Red Captain
GREAT BRITAIN'S meager colonid

forces are locked in a war with the
armies and fleets of the Oenotrian
Empire, and while Britain's aeria
squadrons are otherwise occupied, a
renewed outbreak of piracy threatens
the Umbran spice trade. As aresult,
the British government has once
again turned to the Red Captains for
protection of aerid commerce.

A Rare Opportunity: The colo-
nial administration is now offering
auxiliary commissions for vessels
outfitted to hunt down and destroy
pirates, as well as letters of marque
and reprisal for privateers willing to
strike a blow against the Oenotrian
merchant fleet. Furthermore, the
administration has alimited number
of vessels seized as prizes from the
Oenotrianswhichitiswilling to make
available for use by experienced and
trustworthy groups who do not have
their own ships. This is a golden
opportunity for adventurerstojointhe
fabled ranks of the Red Captains.

Obtaining A Ship: Severd small

Oenotrian warships have recently
been saized asprizes, and the govern-
ment is unable to raise sufficient
crews to man them. Rather than <
them off, they are to be assigned to
deserving captains or groups of indi-
viduals who are capable of bringing
them into service against the enemy.
The six vessels available are a
Fleetfoot screw gdley, a Bloodrun-
ner kite, aSmall Bird screw gdley, a
Clearsight screw galley, aSwiftwood
kite, and an Endtime screw galley.
(All of these ships are described in
both Sky Galleons of Mars and
Cloudships and Gunboats.) To
obtain avessdl, the group must apply
to the governor by rolling onedie and
consulting the Grant of Vessel Table
shown on page 21. Most of the ves-
s are granted on rolls of the die
which are greater than 6, and so may
only be obtained if the group seeking
the ship has a favorable modifier to
the die. The following skills and at-
tributes modify the dierall:
Piloting: Add 1 to thediefor each
player in the group who has a Filot-

ing (cloudship) skill greater than 1.

Trimsman: Add 1 tothedieforeach
player inthegroup whohasaTrims-
man skill greater than 1.

Social Level: Subtract 3 from the
highest Socid Leve inthegroup. The
result (plus or minus) is the modifi-
cation made to the die roll.

Serving Officer: Add 1 to the die
roll for each current or former serv-
ing officer of the British Army or
Navy.

Renown: Add 1 to the dieroll for
eachplayer inthegroup whohasfive
or morerenown pointsfor either He-
roic Acts, Military Prowess, or Ser-
vice to the Crown.

Outfitting The Ship: Thevessd
grantedtotheplayerswill berepaired
and armed as origindly found. The
players may use then* own funds to
purchase additiona or aternative
armament of either Martian or Brit-
ish manufacture. No guns on the
vessal may be sold, but they may be
turned back over to the colonial
government to make room for new
weapons. All new weaponswill cost
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twice the amount that they would
havecostaslisted onthedesigntables
(found in either Sky Galleons of
Mars or Cloudships and Gun-
boats). Thisincrease represents the
additiona expenseof modifying the
structure of the vessal, and the high
current demand for weapons and
labor at the shipyards.

Hiring A Crew: Hiring acrew is
easy; hiringagoodcrew issomewhat
moredifficult. All playerswill start
withGreencrews. Eachtimetheship
returns from avoyage and auctions
off aprize, roll adie. Onaroll of 3 or
less, the crew quality goesup one. If
the players have had a particularly
eventful voyage or their renown as
RedCaptainsishigh, therefereemay
subtract one or two from the roll.

Expenses: If theplayers vessd is
commissionedasafleetauxiliary, the
Crownwill underwriteall expenses.
Otherwise the players will have to
fundthenormal operationof theship.

Slaries. Crewmen must be paid
sdaries. If thevessel isafleet auxil-
iary, theplayersreceive asdary in-
stead, based on the crew position on
thevessdel whichthey fill. Crew sdla
ries, inshillingsper day, arelistedin
thesdebar.

Provisions: The ship must takeon
provisions for long voyages. Provi-
sions cost three pence per day per
crewman (one shilling per day per
fourcrewmen). Most shipscancarry
months worth of provisions, butasa
practical matter only 30to 60 daysof
foodarecarried. Thisallowsfrequent
restocking of perishableitems.

Maintenance: Onceper monththe
ship will require maintenance. This
representsminor breakdownsandthe
need to periodicdly replace exhaust-
edliftwood panels. Dividetheorigi-

nal cost of the ship by 1000 and drop
al fractions. Thisisthe base mainte-
nance cost. Each month the mainte-
nance required will cost one dieroll
timesthisamount. A ship which cost
£6,200 would have a base mainte-
nance cost of £6.

Encounters. To locate potential
prize ships, use the normal aerial
encounter tables as modified by the
section in this book entitled Aerid
Travel onMars. All encountersrolled
while on a privateer are consdered
to be in areas of unrest, and thus one
isaways added to thedieroll for the
typeof encounter. When ashipisover
Oenotrian territory any result of
"pirate" rolled by a5 (increased to 6)
instead becomes "privateer," while
any result rolled by a6 (increased to
7) becomes "convoy."

Inthe case of aprivateer result, the
playersmeet thevessdl of another one
of the Red Captains, and the two ex-
change information. Thisis a good
opportunity for therefereetoreinsert
some role-playing in what might
become a pure search and combat
situation. The other captain will
probably havevaluableinformation
about the course of the war at home
or enemy ship movements. He may
need some item of supply that the
players can provide (or may be able
to provide something they need). He
may have wounded on board from a
previous action and need the services
of adoctor, or he may even need an
expert mechanic to help repair battle
damage. It may dso bethat the other
captain will suggest that the two
vessels work together as a team for
awhile.

If aconvoy is sighted, the players
find an Oenotrian warship escorting
an unarmed merchant ship. On aroll

of 1-3, thisis a small warship; on a
roll of 4-6, it is a large one. The
convoy will consist of one dieroll's
worth of merchantkites, haf of which
(round fractionsdown) will belarge
ones of the Warm Winds variety.

Once battle isjoined, the normal
combat rules are used. An unarmed
merchant ship will surrender if it
suffers sufficient damage or crew
casualtiesto cause aspeedreduction
of two, if it suffers atrim critica hit
at any time, or if abridge hit killsthe
captain. Thisis so even if the mer-
chant ship is escorted by awarship.
(Iftheescortis il fighting, however,
theplayerscanhardly affordtoignore
it.) An armed merchant ship will
surrender as soon as it has had its
speed reduced by four due to either
mast or crew hits, or when dl of its
officers are dead.

GRANT
OF VESSEL
Die Result
1-3  Request Denied
4-5 Fleetfoot
6  Bloodrunner
1 SmallBird
89 Clearsight
1011 Swiftwood
12+ Endtime

CREW SALARIES
(Shillings Per Day)

Amt. Crew

1 Marine, Deckhand, Turn-
crank

2 Gunner, Topman, Engi-
neer

3 Petty Officer

6 Officer

Captain

GDW
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Prize Ships

A PRIZE HIPisan enemy vessdl cap-
tured in combat. One of the greet at-
tractions of the life of a privateer is
the prospect of prize money—the
proceedsfromthe saeof prize ships,
their cargo, and the ransoming of
important prisoners.

Shares. Onceashipiscaptured, it
must betaken back to afriendly port,
where it and its cargo are sold at
auction and the proceeds dividedinto
10 equal shares. Two shares (20 per-
cent of the total) are the ship's por-
tion, and they go to the owner of the
vesHd. If the vesd is a grant from
the Crown, the ship's share goes to
the Crown in payment. One share
goes to the captain of the ship. Two
sharesaredivided equally among al
of the officers of the ship, including
the captain. Thus, if aship had four
officers, the captain would receive a
total of 1V 2 shares (one share ascap-
tain and one-quarter of the two offi-
cers shares). One share is divided
amongthe"seniors," whichisto say,
thepetty officers. (OnaMartian ship
this share is instead added to the
officer'sshare, andthehelmsmanand

trimsman each receive half of an
officer's allotment.) The rest of the
crew evenly divides the remaining
four shares, althoughitiscommonfor
inexperienced crewmember to re-
ceiveonly hdf of afull crewman'sa-
lotment. The apportionment of shares
isrepeated in the Sidebar on page 23.

Auction: Ships may be auctioned
at most mgjor cities, although only a
few cities are used to handling these
auctions on aregular basis. Players
will receive their best price at Syrtis
Major, Parhoon, or Karkarham. To
determine the auction price of the
ship, takeitsorigina vaueanddivide
by 10. Now multiply theresult by the
roll of onedie. Add half the Bargain-
ing skill (round fractions down) of
any oneplayerinthegrouptothedie
roll. Theresultisthe salepriceof the
ship. If the ship is badly damaged,
subtract one from the die roll (but
never reduce theroall to less than 1).
Thecargoontheshipwill dsobeauc-
tioned. Theauctionpriceof thecargo
will beitsweight intons, timesfive,
times the roll of a die (modified as
above). Since only the most precious
cargoes are protected, double the

cargovauefor al escorted merchant
ships and for al armed merchant
ships. All sale prices are in pounds.

CLOUD CAPTAINS
OF THE SHISTOMIK

MOUNTAINS
WHILE THE MAJORITY of the Red

Captains are privateers, a large
number of the native cloud captains
are out-and-out pirates who will at-
tack any ship flying any flag aslong
asthereisprofitinit. Because many
of these men have a price on their
heads, they recognizethebenefit of a
safe harbor and so will generaly
observe the freedom from attack of
ships sailing near Karkarham. How-
ever, a captain desperate for money
may attack amerchantmaninthesafe
zone and put its crew to the sword to
eliminate the witnesses.

Numbers: There are about two
dozen activecorsairswhichfly out of
Karkarhamandraidaerid commerce,
Most of their ships are smdl kites
builtattheKarkarhamyards, usually
under 500 tons in weight. A typical
pirate vessd is shown on this page,
and its ship record form is included
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inthe back of the book. Crews aver-
ageabout 50 personsper ship, which
placesthetotal number of menactive
outof theShissomik Mountainsat less
than 1000. However, living in Kar-
karham are large numbers of former
corsairs whose sentiments are with
the active sailors and who might
quickly rejointheirranksiftherewere
agood prospect of rich prizes.
Range: The cloud captains of the
Shistomik routinely range as far as
3000 miles out from Karkarham in
virtually al directions. While the
cloud captains tend to avoid British
airspace, they are not above attack-
ing ships on the run between Syrtis
Major and the Boreosyrtis League.
They aso tend to avoid Oenotrian
territory, as the efficient and power-
ful Oenotrianfleethasalwaysbheena
potent deterrent to piracy. Now that
both Britain and Oenotriahave their
fleets tied up with combat duty, the
cloud captains are becoming bolder.
Asidefrom the area around the two
large empires, the cloud captains
based at Karkarham infest the ship-
ping lanes of Hellas, Trinacria,
Hesperia, and the Mare Cimmerium

in the south; Aetheriaand Amenthes
in the north; and Zephyria and the
Mare Sirenum to the east. They -
domventurefurther east than that, as
commerce is rare in the barren hills
of Memnonia, and the Belgiansare a
threat beyond there.

Attitudes: Thecloud captainsand
their crews actively didike Earthmen,
particularly the British. There is
hardly one of them who has not lost
ashipmateto either British gunfireor
the noose. Furthermore, growing
British power threatens their entire
way of life. Only their own greed,
selfishness, and quarrel somejeal ousy
keep them from uniting against the
British. This particularly manifests
itself in Karkarham. Many of the
Martian cloud captains are flying
against Britain in the current war,
either as open pirates or with Oenot-
rian seizure warrants. At the same
time, a number of the British Red
Captains are flying in protection of
the merchant ships. When the crews
mix in thetaverns of Karkarham, the
results are often explosive.

Palitics: Thecloud captainsarenot
terribly astutepoalitically, but they do

recognize agood thingwhenthey see
it. Karkarhamisthekey totheir con-
tinued success, even their survival.
Karkarham has become a haven for
them because of the policies of Prince
Sabaat, the chancellor to Prince
Tumaani, the ruler. Therefore, they
are inclined to support the chancel-
lor when he needs assistance of one
kind or another. The closest thing to
a genuine leader the cloud captains
have is a tough, ambitious captain
from the east cdled Quatlatlani. He
has mediated disputes and helped the
other captains put together occasional
cooperativeraids. Under hisguidance
they are gradually learning to work
together. Progressis extremely sow,
however.

PRIZE

SHARES
Entity Shares
Ship 2
Captain 1
Officers 2
Seniors 1
Crew 4

GDW
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QUATLATLANI is SHORT for a Ma-
tian, littlemorethan sx feettall, and
slender as well. He is handsome,
however, and haspiercing blueeyes
that seem to explore the inner re-
cesses of each of your mindsinturn.
You have the feeling that he will
know if you are lying or telling the
truth when you speak to him. His
face is intelligent and patient, and
he shows no sign of violence or ex-
treme emotion. Almost as an after-
thought, you notice several deep
scars on hisface accented by blood-
red body paint. His whole being
projects such calm and control that
the scars and garish pirate decora-
tions go almost unnoticed.

Additional Descriptive Notes:
Astheplayersobserve Quatlatlani,
they will notice that he never raises
hisvoiceto hiscrew, house staff, or
other subordinates. When oneof his
followers reports to him, Quatlat-
lani will listen intently to what he
hasto say, then will givehisinstruc-
tionsin aquiet voice, often resting
his hand on the person's shoulder
while he does so. It will aso be
obvious that his subordinates are  Att.

Quatlatlani (Veteran

/ ‘u’:’ﬁ

o

NPC)

greatest threat toMartian civilization
since the seas dried up. The single
long-term ambition that he hasis to
somehow break British power on
Mars.

Europeans. Quatlatlani has no
particular prejudice against Europe-
ans, although hetendstodidike most
of them by virtue of their association
withthe colonia power structure. He
is willing to work with those who
have a common interest with him,
however, and he spends considerable
time trying to enlist della Mora's
assistancein hisintrigues against the
British.

Martians. He feels that the Mar-
tians are amost their own worst
enemies, with their constant bicker-
ingandfightingamongst themselves.
He spends most of histime, when not
onaraid, talkingwithdifferentinter-
est groups and trying to get them to
work together. Hewill notignorethe
possibility of help from any quarter
and has even carried on extensive
talks with Worm Priests from the

N upper slopesof the Shistomik Moun-

Xills

extremely loyal to him and follow Str:
his orders without question.

Quatlatlani carries a smal knife
in his belt, but if forced to fight Agl:
prefers to use a common boarding

M otives Int:
NATURAL LEADER, Ambitious,

Attitudes
The Empire: Quatlatlani hates Soc:

the British Empire and seesit asthe

pike. End:

Wise. Chr:

Fisticuffs 1, Trimsman 2
(cloudship), Close Combat
4 (polearm)

Stealth 3, Marksmanship 2
(bow)

WildernessTravel 3 (forag-
in

Oggservation 6, Gunnery 4
(muzzle-loading cannon)
Eloquence 4, Linguistics 2
(Koline, Parhooni), Bar-
gaining 1, Theatrics 2
Piloting 2 (cloudship),
Leadership 2

tains.

Karkarham: Karkarham is, for
Quatlatlani, theperfect base of opera-
tions for hisschemes. Whilehewould
prefer that theprince were more anti-
human in outlook, at least the ruler
takes no active role in policy and so
can probably be controlled when the
time comes. Quatlatlani has become
very close to severa of the younger
nobles of the city and is building a
quiet but efficient movement among
them which he may eventually help
to seize control of the city. Quatlat-
lani hasnoambitionsof hisownalong
those lines and would be happy with
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an anti-British government whenthe
time is right.

Background
QUATLATLANI'S TRUE background

will probably never be known, al-
thoughitiswidely believedthat heis
the son of a wealthy merchant or
noble. Over 30 years ago, when he
was gtill an infant, he was captured
inapirateraid in which most of the
passengers of the captured vessel
were dain. Quatlatlani, however, was
sold into davery instead and passed
hisearly yearsasalaborer onamel-
tanoi plantation near Afirenz. When
inhismid-teens, heescapedfromthe
plantation and managed to talk his
way ontothecrew of acloudship. He
grewtomaturity asacloudsailorand
eventually becameinvolvedfirstin
privateer work, and then in piracy,
duringtheyearsoftheSirenianWars.
Out of that time of violence and
chaos, Quatlatlani emerged as a
cunning leader.

Four years ago Quatlatlani moved
his base of operations west to Kar-
karham and has since then become
theforemost of the cloud captai ns of
the Shistomik. He is extremely
wealthy and hasnoreal needto con-
tinue the dangerous life of an aeria
pirate, buthedoessotomaintainhis
|eadership among the captains of
Karkarham. Quatlatlani hascometo
see the immense power of the men
from Earth and believesthat the only
way of resstingthemisto providea
united front. He has become, in his
own way, aMartian patriot, and is
working patiently behind the scenes
to forge an anti-British codlition to
crush them once and for all. He sees
the cloud captains as a potentially
decisive, if extremely volatile, com-

ponent in this force, if only he can
persuade them to work together
against a common foe. He feels the
Oenotrian War has cometoo soon, but
he is nevertheless considering some
sort of action to help the Oenotrians.

Had Quatlatlani not been captured
as an infant, he might have been
raisedin awealthy home, and hisna-
tural genius would amost certainly
have led him to scholarly pursuits.
Instead, his life has dictated that he
become a man of violence, but his
keen mind 4ill searches for unique
and superior waysto deal with prob-
lems. Heisconstantly comingupwith
small inventions, such as a steam-
powered rotisserieused in thekitchen
of hishome. Both hisstudy at hisvilla
and his cabin aboard the Black Dag-
ger are littered with books on avari-
ety of scientific subjects and with
dozens of small unusual inventions.
While these are mostly labor-saving
curiosrather thanimportant scientific
advances, they bespeak theworkings
of an active, inventive mind.

Although he sldomhastimeto do
30, Quatlatlani enjoys hunting with
friends—climbing through therocks
near Karkarham armed with bows
andchasingthesmall, nimble, horned
animalsthat liveinthemountains. He
seldom bags one, however, as he is
not a very good shot and never has
sufficient time to practice.

Quatlatlani's native language is
Hespesian.

THE BLACK DAGGER
QUATLATLANI'SBlackDagger isa

well known sight near Karkarham. It
has agnigter, rakish look common to
ships built farther east, and this look
is emphasized by the ship's black-
painted hull. The ship was built for

Quatlatlani five years
agointheshipyardat Sirenia
in eastern Memnonia (at the
eastern end of the Mare Sirenum),
and is still armed and equipped
mostly asitoriginaly was. Thema
jor departure from its original
equipmentisthecustomreturncar-
riage for the forward rogue gun,
which Quatlatlani has recently
added. (For a description of the
carriage, see page 57.)
TheBlackDagger hasasubstan-
tial cargo hold and can dso carry
cargoinunderslungnets.Whenthe
ship carriesup to 100 tonsof cargo
itsmaximumaltitudeisreducedto
High; when it carriesfrom 101 to
250 tons, itisreduced to Medium;
and when it carries from 251 to
500, itisreducedto Low. The ship
may not carry more than 500 tons
of cargo.

Technical Specifications
Armor: 0

Hull: 6 (wood)

Speed: 4

Altitude: VeryHigh

Tonnage: 500

Price: £38,600

Crew: 4officers, 2petty officers,
47 ratings

Bridge: 4 officers, 2 petty offi-
cers, lrating

Deck: 6 ratings

Maneuver: 24 ratings

Gunners: 16ratings

Armament:

1 return-carriagerogueforward

1 power grapnel at bow

2 sweepers, forward-facing

2 heavy gunsin forward wing
mounts

2 light guns broadside

2 light gunsin aft wing mounts

GDW
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AERIAL TRAVEL ONMARS

MANY CITIES on Mars are not ess-
ily reached by cana, andinany event
the great distances involved make
travel by cloudshipthecenterpieceof
Martian commerce. This section of
rulesisintended asan elaborationon
thebasicrulesfor aeria travel given
in Space: 1839,

Availability of Vessels. Characters
seeking passage to another city will
need to check the landing ground to
determinewhenthenext shipisleav-
ing. All commercial cloudships are
kitesand areprimarily cargo haulers
with varying numbers of staterooms
available for first-class passengers.
(A number of additional steeragepas-
sengers can usually be carried in the
cargo holdsinlieu of cargo.) Cloud-
ships are too expensive to use for
short trips between cities linked by
working grand canalsand areinstead
reserved for very long voyages, of-
ten over vast tracts of wasteland.

Asapractical guidetoreferees, the

% DIRECTION %
OFTRAVEL

Die Direction
North
West
West
East

East
South

oo hwdN—

AVERAGE PRICES

PER DAY
Class Price
Steerage 6/—
Firg¢ Class £1 10—
Cago 8d per ton

number of grand canal sthat flow into
a city is the number of merchant
cloudships that arrive at and depart
from the city each week. Citieswith
no active grand canals have one
merchant ship arrive and depart each
week. The referee should determine
the port of origin or destination of
each such ship. This can be doneon
a semi-random basis, but all such
origin/destination ports should be
drawn from cities within a 3000-mile
radius and no closer than 1000 miles.
Roll adie and consult the Direction
of Travel Table provided in the Sde-
bar.

If playersintend to travel to acity
inadensaly popul ated area, they may
have aavery long wait for aship to
that specific destination. They will
probably find it quicker to take the
firstshipavailabletothat generd area
andthenfinishtheirtrip by canal boat.

Accommodations. Firg-classcab-
ins are let on the basis of double
occupancy. Unless the players are
travelling in parrs, they will be as-
sgned a travelling companion on a
random basis. Most captains will
makeevery effort to match the sex of
cabinmates and, if possible, planet of
origin. This is not always possible,
however. Playerswhorequireacabin
al to themselves must purchase two
tickets. First-class passengers are
givenfreerunof theship, butthey are
advised to avoid the cargo hold and
contact with steerage-class passen-
gers, who can be dangerous.

The food is generaly good, if not
very imaginative. Meals aretakenin
thewardroomwiththe ship'sofficers
or, on larger ships, in the captain's
diningroom. EvenonaWarmWinds
merchantman the captain's dining
roomisnot big enough to accommo-

datethecaptainand al 12first-class
passengers, assuming the ship hasa
full passenger manifest. Inthiscase
certain passengersareinvitedtodine
withthecaptain, andothersdinewith
the officers in the wardroom. Cap-
tainswith agood senseof hospitality
will rotatetheseinvitationsthrough-
out the passenger list and not show
favoritism, while more boorish ones
will select their favoritesand always
dine with them. |
Steerageaccommodationsarecon-
sderably less comfortable. Passen-
gersrideinthecargoholdand arefed
arough version of the same food
given the crew. They are provided |
with ahammock, but their other fur-
niturewill consist of cargo cratesand
baes. Steerageisvery crowded—the
passengers are allowed on deck for
exercise at only selected times dur-
ingtheday (andarethenrestrictedto
acertain areaof the ship, usually the
forecastle). Passengerswhoappearto |
havemoney orvaluablesarelikely to
findthemselvesattackedatnightand
robbed. (Appealsto the captain will
probably havelittleeffect. Heisnot,
afterdl, apoliceman or detective, and
ifthecharacterreally had money, the ‘
captain will ask, then why didn't he |
purchase afirst-class ticket?) |
Fares. The amount listed in the
basic game (6s per day) isthe price |
for asteerageticket, withaberthina
first-class cabin costing five times
this amount (E1 10/—). However,
thesefarescanincreaseintimesof un-
certainty or war. If large numbers of
peoplewishto leave acity, thefares
can easily double or even quadruple.
Travel Times: Ifmovingfromwest ‘
to east with the prevailing winds at
their backs (calledrunning), kiteswill |
travel about 400 milesperday. When
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movingfromeasttowest andforced
to tack back and forth against the
wind (called beating), kites travel
about 200 miles per day. When
moving in a northerly or southerly
directionwiththeprevailingwindson
ther beams (called reaching), kites
travel about 300 miles per day.
Cargo: Merchant vessels carry
passengersforextramoney, buttheir
main business is cargo. The average
feefor hauling cargo by cloudshipis
8d per ton per day of travel. Thisis
cal culatedandpaidinadvancebased
onexpectedtravel times; unexpected
delays are the responshility of the
captain and are not charged against
the owner of the goods. This price
may be dightly lower for large-capac-
ity vessels on established and secure
trade routes, and can be as much as
twice this amount on smaller vessels
or less well travelled routes, or
through dangerousterritory. Particu-
larly valuable cargoes are often ex-
pensive to ship as well, due to the
greater risk to the carrying vessd.
Encounters: The standard aerial

encountertableandrulesgiveninthe §

Space: 1839 book shouldbeused, but
with some variations. To start with,

addonetotheencounternumbersfor ¢

both mountain and nonmountain
terrain, making the encounter num-
bers 3 and 2, respectively. If aship is
flying through an areaof particular
unrest when an encounter is rolled,
add oneto thedieroll for the type of
encounter (with amodifiedroll of 7
treated asa6). If an armed merchant
kite is encountered, you may either
use the armed kite suggested in the
bas crulesorthemoreheavily armed
one presented on page 62. If an un-
amed kiteisrolled, roll again. On a
roll of 1 or 2, it is an unarmed Warm

Winds kite; on aroll of 3-6, it is a
smdler Sy Gift merchant kite. (The
Xy Gift is a smdl merchant kite. A
ship record form for it isincluded in
the back of this book.)

Referees may also wish to modify
some of the encounter results. A
merchant kite may turn out to be a
prize ship captured by pirates and
being salled back to Karkarham or
someother city for sde. A smdl pirate
crew will beforcing the crew to man
the rigging at gunpoint while the
officersandpassengersareheld pris-
oner belowdeck. The players may be
ableto discover thisand recapturethe
ship, thusrescuing the prisoners and
perhaps coming into alarge reward.

A pirate encounter might turn out
to be a Red Captain, perhaps one of
the legendary five, and he may not
attack the merchant vessel sinceitis
not alegitimate prize. (If the players
are flying on avessd of the crown
colony of Syrtis Lapis, the British
captainswill certainly not attack, nor
isLeBeguelikely to, athough della
Moramight.)

Finally, referees should remember
that player charactersarenottheonly
ones who suffer from encounters. If
theplayers are being carried as pris-
onersin an enemy vessdl, that vessel
itself may fall afoul of piratesor some
other hostile ships as theresult of an
aerial encounter.
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(@ SHIPBOARD LIFE

SHIPBOARD LIFE
ALL TOO OFTEN when a group of

characters board a ship bound for an-
other city, therefereewill roll thedice
two or threetimesand then announce,
"Okay, you reach Koomkoom-
kabuhlala City. Now what?' Thisis
not very satisfying fromarole-play-
ing point of view. While not every
cloudshipvoyagecanor should bean
adventure, each one should have a
distinctive character of itsown. You
can accomplish this as the referee
with aminimum of work if you orga
nize your thoughts before the voyage
andfill in afew blanks.

Captain: Assuming the player
characters are travelling first class,
they will have more contact with the
captainthat anyonee seon board, and
smply by giving him a distinctive
personality you can makethevoyage
unique. Here are severa quick pos-
ghilities: He is a drunken incompe-
tent, and he remains captain only
because heisthebrother of the owner
of the ship. Heis a crud and brutal
captain who has the crewmembers
whipped for seemingly unimportant
mistakes. He is an exceptionally
competent seaman with a genuine
love of cloudships and awillingness
to explain theworkings of his ship at
great length to anyoneinterested. He
is fascinated by Earth humans and
will spend much of the voyage ask-
ing them questions about their home,
society, government, etc. He has a
mild didike of Earth humans, butthis
will manifest itself only as rude
behavior. Heis arecluse and seldom
takesmeal swith the passengersat dl,
instead havinghismealssarvedin his
persond cabin.

Officers: There will be severa
officersonboard, andfirst-classpas-

sengers will have some contact with
them as well. Y ou may wish to pro-
vide brief character sketches and
descriptions of them. Y ou may want
to concentrate particul ar attention on
one officer. Perhaps the first officer
is much more competent than the
captain. Thiscouldresultinhimbeing
jealous of the captain and trying to
make him look bad. On the other
hand, he may be extremely loyal to
the captain, who once saved hislife,
and so goes out of his way to cover
up the captain's incompetence.
Crew: You obvioudy do not have
time to providecharacter descriptions
for each crewmember, butyou should
givesomethoughttothe general look
and feel of the crew. They may be
clean and disciplined, and handle
their duties quickly and competently.
They may be dirty and sullen, and
treat their officerswithcontempt. Are
they friendly tohuman passengers, or
curious, hostile, or indifferent? Do
they spend alot of timelaughing and
horsing around, or do they tend to
break up into small conspiratorial
knots and mutter while casting fur-
tive glances over their shoulders?
Passengers. Your PCs are proba-
bly not the only passengerson board
the ship. Give some thought to who
the other passengers are. Perhaps a
merchant and his family travelling
with avaluable cargo or amysterious
human with an eastern European ac-
cent. IfthePCstravel in steerage, the
other passengerswill probably bethe
only contacts the players have, and
therewill be considerable opportuni-
ties for contact and even conflict.
The Ship: The facing page has a
complete description of a Warm
Winds merchant ship. Although a
variety of merchant vesselsarein use,

thisoneisfairly common. Eventually
you may want to design several
smadler merchant shipstouseaswell,
but for the first severa voyagesthis
one will do. Let your players walk
around the ship after they are under-
way and get familiar with it. If there
aresteeragepassengers, thePCsmay
catch sight of them being exercised
on the forward deck in groups of six
or eight. If the playerswalk near the
open cargo hatch, they will catch a
glimpseof crowded humanity below,
and perhaps smell and hear them as
wdl. In stark contrast will be their
owngquarters, whicharecrampedbut
attractive and clean. Eventually the
captain may invite them to visit the
stern galery of the ship (normally
reservedforthecaptain'suse), andthe
PCswill discover that even aboard an
aerial merchant vessel the Canal
Martiansremain asdedicated garden-
ers as are the English. Much of the
broad, well-lit stern gallery will be
full of planter boxes with vines,
decorative green plants, and flowers
of every description.

Adventures: If you are in the
middle of a campaign and want to
spiceitup, consider throwing amini-
adventurein whileon the ship. Here
are some possibilities:

*» The passengers in steerage are
actually brigandsintentonhijacking
the ship. If they succeed, they may
seizethepassengersand sdll themas
davesorjust putthemdown alonga
canal somewhere.

* Thecrew, driven amost mad by
their brutal treatment and whipped
into afrenzy of anger by several
troublemakers, mutinies and triesto ¢
take over the ship. The passengers
may be put down with the officers.

* One of the other passengers is
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murdered, and the players must at- dastardly deed by the authorities. course, damaged, or even wrecked
tempt to solve the crime beforethey  » The vessdl encounters a severe  « One of the other passengersis ac-
reach port, lest they be accused of the  windstorm. It may be blown off tually a German spy.

iﬁ?f CEY ‘%g Warm Winds N
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2.Brig =T : T
4. Armory K 11 (1

5. Passenger Cabin (double) N~ |
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8. Captain'sQuarters
9. Officer's Quarters
10. Shower and Head
11 Crew's Quarters a1 N 1 [
12.Master Seamen'sQuarters T 7. -/
13.CargoL cadingPlatform 15| [18],” Main DeckNa[ T 1
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riety of configurationsand sizes. The
Warm Winds is typica of the large
merchant shipsin service. In atime
of increasing tension, disorder, and

war, theselargevesselsarenow often 15__,;"\1 5
Seen as too vulnerable to pirates and
privateers, and many merchants are | | Quarterdeck

placing greater reliance on smaller
ships. Mogt of the large ships till in
servicehavereducedthelr cargo haul- —
ing capacity in favor of mounting de- %
fensive armament. This example has g e
anumber of guns mounted on the loads without resorting to externally  Altitude: Very High

quarterdeck and forward onthemain ~ slung nets. Even when carrying upto  Tonnage: 660 (exclusive of cargo)
deck, giving it an impressive weight ~ 1000tonsof cargoit canreachVery High  Price: £123,040

of broadside. The crewsthat manthe  altitude; when carrying upto 1300tons  Crew: 4 officers, 2 petty officers,
guns, however, are invariably Green. it can reach High altitude; when carry- 63 ratings

A privateer usually hasthe advantage  ing upto 1800 tonsitcanreachMedium  Bridge: 3 officers, 2 petty officers,
of awell trained crew and canmain-  atitude; and when carrying up to 2600 1 rating

L Main Dccl/ —
Cargo Deck
e

tanahigher dtitude over afullyladen  tons it can reach Low dltitude. Deck: 20 ratings Mg

merchantman. Maneuver: 22 ratings ' "
The armed version of the Warm Technical Specifications Gunners, 11 ratings ~  ~7

Winds is still an impressive cargo Armor: 0 Armament:

carrier, and its capacious holds alow Hull: 20 (wood) 10 heavy guns broadside

thevessd to carry dl but the bulkiest Speed: K 1 rod gun &ft
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Karkarham

ONCE KNOWN AS the gateway to
Amenthes, Karkarhamisperchedin
theonly major passthroughtheShis-
tomik Mountains. The grand canals
from Gorklimsk and Syrtis Minor
meet in Karkarham after climbing
through apair of locks. North of the
city, the locks have falen into disre-
pair, and the old canal from Kar-
karhamto Thoth isjust agreen belt
through the arid scrub of Amenthes.

Karkarhamispicturesque, builton
severd levelsinthemountain'sbro-
kencliffs. Thelower city grew upon
theflat shelf of soil along the canal
banks and contains the roughest parts
of town. Known as the Wet Docks,
thisovercrowded warehouse andresi-
dential district, amajor crimecenter,
caterstobargecrewmenandthepoor.
To the northwest is the stone levee
which keeps the canals from empty-
ing into the broken canal bed and
shatteredlockstothenorth. Inthelee
of the leveeis asmall boat city, the
most dangerous of Karkarham's nests
of poverty and crime. The east Sde
of thecanal isuninhabited and over-
grownwith scrub, vines, and trees.

Looming over the lower city is
KarmaheetHill, onwhichisbuiltthe
upper city. The main access is the
100-yard-wide Brumahaan Steps,
althoughthereisasoasteeproadfor
wagonsandlargeanimals,andalarge
cargo hoist for bulk goods. The sum-
mit of the Brumahaan Steps opens

onto thebazaar of Karkarham, alarge
open-air marketplacewith sSde Streets
leading to avenues of shops and arti-
sans. Southwest are small businesses
andresidences. Closesttothe bazaar,
the inhabitants are minor merchants
and artisans. Further toward the ship-
yards and High Docks, the buildings
are crowded apartment blocksfor la-
borers and cloud sailors, mingledwith
rough entertainment establishments.
Closest to the High Docks are the
most lavish taverns and richest bor-
dellos within 1000 miles, as well as
the High Fort, a mgjor fortification
placed to cover the broad landing
grounds and defend the shipyards.
Northeast of the bazaar is a more
prosperousresidential areacul minat-
ing in the beautiful villas of Fortress
Point, the homes of the elite of Kar-
karham: wealthy merchants, minor
nobility, and the more successful of
the cloud captains. On the western
end of Fortress Point is the Ravine
Fort, placed to cover the northern
approaches to the city aswell asthe
causeway to the Inner City.
Tothewest of KarmaheetHill isthe
Fist of Balakhaat, asmall mesawhich
formed part of the hill but was sepa
rated by amajor tremor centuries ago.
The Fist of Balakhaat was the tallest
part of the hill and looms over it; itis
visghlefromany part of theupper city.
The mesa is occupied by the Inner
City, the politica heart of the date.

Thelnner City iswalled and contains
theresidencesand of fices of thegov-
ernment officialswhomanagetheaf -
fairsof sate. It contains small, rich-
ly appointedvillasfor minor nobility
andvisitingdignitaries. Themainfea
tures of the Inner City arethe palace,
royal garden, and citadel. Thepalace
is a complex of buildings, small
courtyards, and gardensthat takesup
most of the northern part of the Inner
City. The gardens are 100 yards by
250 yards—aformal garden andpark
that stretches along the Roya Way.
Thecitadel isalastrefugeintheevent
of dege and serves as a barracks for
the Inner City garrison.

The only access to the Inner City,
asdefrom aerial vessal, isby way of
the Balakhaat Causeway which
bridges the Balakhaat Ravine, the
sheer and jagged scar that separates
the two hill features. The causeway
iscovered by the defendersof theIn-
ner City and, onitsflank, by the guns
of the Ravine Fort on Fortress Point,
which makes a ddliberate assault on
thelnner City almostimpossible. The
Ravine Fort is dominated by the
higher wallsand gunpositionsof the
Inner City, so an assault onit would
also be adifficult enterprise.

CITY STATISTICS
Population: 90,000
Government: Decadent Prince
Corruption: Very Corrupt
Economy: Mercantile
Vitality: Wealthy
Army: Poor
Mercenaries. Trained
Army Size: 7
Fleet Quality: Green
Fleet Size: £280,000
AttitudeToward Humans: Indif-

ferent
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ARRIVAL IN KARKARHAM
THIS SECTION is designed to enable

the referee to describe the arrival in
Karkarham by playersin any one of
anumber of ways, both open and co-
vert. Each sectionwill have adescrip-
tive passage which can beread to the
players, as well as a summary of the
most likely eventsthat will take place
immediately after the players arrive.

Arrival by Caravan
PLAYERS ARRIVING in Karkarham

will do so by way of the dead candl
fromThoth, ajourney of about seven
weeks.

TheRuined Locks: Thelast week
of the caravan trip from Thoth will be
spentin the foothills of the Shistomik
Mountains, and three days before
reaching the city the old spillway of
the broken locks will have to be
climbed. This is an ascent of more
than 300 feet and is accomplished by
way of a winding path that criss-
crosses back and forth across the
jagged face of the old spillway. The
ascent will take dl day, and players
will have numerous opportunities to
examine the rusty remnants of the
massive pumps, valves, and gearsthat
operated the canal locks centuries
before.

Mountain Men: A day or two af-
ter climbing the spillway the caravan
will encounter apatrol of 10 merce-
nary soldiers of Karkarham. They are
tough, wiry Hill Martians who are
native to the dopes of the Shistomiks,
and the caravan will be almost on top
of them before they show themsealves.
Only theofficer and two or three men
will show themselvesat first, but half
adozen bowmen will be covering the
caravan from the nearby rocks and
brush. The actual encounter will

proceed dmost identically to that de-
scribed under The Mounted Patrol be-
low.

First Sight of theCity: For thelast
several milesof your journey, thecity
of Karkarham has been visible as a
splash of white and red buildings
perchedon arockoutcropping inthe
grayish-brown mountains. A broad
stone and rubble ramp leads up out
of the canal bed and onto the road
along thewestbank. Theroadhereis
in good repair. Asyou arrive at the
outskirts of the city, you see a small
guard house and several soldiers
lounging near theroad. Theywaveat
you and motion for you to stop. To
your right is a long expanse of slum
that stops at the base of a steep dliff.
Several hundredfeet up the city resu-
mes, but the buildings there have a
more orderly, prosperous look to
them. As you watch the edge of the
cliffyou see a man appear and empty
a bucket of garbage off the cliff, the
refusefallsfrom view somewhere in
the sums. The tough-looking officer
in charge ofthe guards walks slowly
over to you.

TheGuard Station: Thisencoun-
ter will be the same as that described
on page 33 under The Guard Post, ex-
cept that these guards are tough
mountaineers, not the soft Canal
Martian mercenaries from Gor-
klimsk. They will not demand any
more in the way of bribes than the
others, but they will do soin aless
polite and more threatening manner.

The Wet Docks: As the players
move south along the Thoth Road,
they will pass the gigantic rubble
levee that dams the canal. They will
notice that awell worn path leads out
ontotheleveeandwindsbetweenthe
larger boulders. They will also notice

the smell, a combination of rotting
fish and human waste, that emanates
from the whole dockyard area. Past
the levee, the left Sde of theroad is
mostly occupied by large ware-
houses, while the streets that branch
off to theright ssemtotwist and wind
into dark, dirty dums of small ram-
shackle buildings crowded untidily
together. All aong the street idle
Martians and a few surly Earthmen
slently watch the party's passage
from doorways and windows.

Arrival by Road
ARRIVAL BY ROAD covers any open

approach from the south by land.
There are two roads from the south
to Karkarham: the Gorklimsk Road
and the Syrian Road. Both run along
the western bank of the canals to
Gorklimsk and Syrtis Minor respec-
tively. There are also roads on the
eastern banks, but they are less fre-
guently travelled, and are abandoned
and broken up in places. The eastern
road along the canal to Syrtis Minor
is completely overgrown and broken
up once the canal locks are passed.
The Mounted Patrol: Thereis a
chance (roll 2 or less on the die) that
theplayerswill encounter amounted
patrol when they are about fiveto 10
milesout fromthecity. Thiswill bea
four-man patrol consisting of rough-
looking Hill Martians mounted on
gashants. They arecarryingapennant
in the blue-and-gold colors of Kar-
karham but do not wear any other sort
of uniform. They are mercenary
cavalry inthepay of Prince Tumaani,
and the leader of the patrol speaks a
heavily accented and crude form of
Koline (in addition to his native
Aethani). They will inquire as to the
players business and satisfy them-
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selves that this is not a hostile mili-
tary force. If thisis a small party
(which they might be able to over-
whelm) or alargeone (withtoomany
witnesses to risk an attack on aroad
patrol), they will attempt to extort a
small bribe. Theleader will hold out
hishand anddemand, "Roadtax." If
theplayers object or ask how much,
hewill just repeat "Road tax!" more
forcefully. He will settle for about a
five shilling bribe and then direct the
playersup theroad to thecity.

For the last several miles ofyour
journey, the city of Karkarham has
been visible, a splash of whiteand red
buildingsper chedonarockoutcrop-
ping in the grayish-brown mountains.
Asyou arrive at the outskirts of the
city, you see a small guard house and
several soldiers lounging near the
road. They wave at you and motion
foryoutostop. Thesheer-sidedmesa
onwhichthecityisbuiltloomsabove
you to the left. The fat officer in
charge of the guards walks slowly
over toyouwearing agreasy smile.

The Guard Post: The guards are
moremercenary troops, buttheseare
Canal Martians from the lowland
areas near Gorklimsk and Syrtis
Minor. The officer speaks both
Koline and Parhooni, but with the
sing-songaccentof onewhosenative
language is from the Bootnai family.
(HisnativetongueisHespesian.) His
men will take a perfunctory look at
any pack animals, and inside any
wagonsor carts, and ask if the play-
ers are merchants with goods. If so,
they will direct them to the customs
house. If not, theofficerwillinsistthat
they have a number of obviously
valuable possessions which they
could sdll in the bazaar for aconsid-
erable profit. The officer is respon-

ghlefor ensuring that such thingsdo
not take place, he will explain. He
could be reprimanded, even fined.
How can adestitute officer like him-
self take the risk of suffering afine?
This will be the players' second en-
counter with therampant corruption
that characterizes the city. The offi-
cer will accept a small bribe of from
one to five shillings (depending on
how wealthy the group members
look) and allow them to pass. If this
is a mercantile party, astute players
may redlize that they can avoid the
customs house by awell placed bribe
here. Anywhere from £5 to £10 will
be sufficientto havetheofficer make
out the correct papers. (See page 34
for more about the customs house.)
The Gorklimsk Bridge: Either
before or after they reach the customs
house, the PCswill haveto crossthe
Gorklimsk Canal Bridge. They will
noticethat the canal hereisabout 400
yards wide and appears to be quite
deep. There are ramshackle piers
underneath each end of the bridgeto
which are tied severd small fishing
boats. Each end of the bridge has a
guardhouse with four soldiers. The
soldiers are more Canal Martian
mercenaries, and they pay no atten-

tion to the bridge traffic. They are
instead gambling with dice or en-
gaged in conversation in the lilting
and highly tonal Hespesianlanguage.
If asked for assistance or directions
by the players, they will pay no at-
tention to them and pretend not to
understand whatever language they
are speaking in. (If addressed in
Hespesian, they will have no choice
but torespond, but will do soinasurly
and uncooperative manner).

The Pumping Station: Immedi-
ately acrossthe Gorklimsk Roadfrom
the head of the Gorklimsk Canal
Bridge is the pumping station. This
isavery largehorizontal wheel turned
by about 30 daves which powers a
large bucket conveyor that lifts wa-
ter from areservoir to awater tank at
the top of the cliff. This is how the
upper city gets drinking water. The
daves areinrags and are chained to
the poles that turn the wheel. Four
guardsstand nearby withwhips, and
they oftenlashtheslavesandbellow,
"Turnfaster!" or "Put your backsinto
it!" Severa of the daves are Europe-
ans—captured saillors or mer-
chants—whilemost othersare Canal
Martians. There are afew Hill Mar-
tians, but no High Martians at dl.

-
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Arrival by Canal
THERE ARE TWO canals to Kar-

karham: onefrom Gorklimsk and one
from Syrtis Minor.

The Customs Boat: About 300
yards past the bridge on the
Gorklimsk Canal (about 100 yards
short of the junction with the two
canals if travelling on the Syrtis
Minor Canal), a boat is anchored in
midchannel. A colorful striped awn-
ing has been erected over it to give
the crew shade, and four menrestin
chairs and drink from wineskins
under it. As you approach, one man
stands up and waves to you, gestur-
ing for you to come aongside. He is
a native Karkarham official, and
speaks fluent Parhooni and Koline.
Heisdlightly drunk, butis supposed
to inspect al vessals for trade goods,
which are subject to tax. Consult the
section entitled The Guard Post on
page 33 for a description of his con-
versation and attempts to secure a
bribe.

The CusomsHouse: The customs
houseisacrosstheriver fromthecity,
on the point of land at the intersec-
tion of the Gorklimsk and Syrtis
Minor Canals. Several docks are
nearby at which a few merchant
barges are tied, either awaiting in-
spection or having been seized for tax
evasion. A pleasant park and a
shabby, run-downresidential district
are dso nearby. The players will be
levied atax of one-half of one per-
cent of the value of their trade goods.
Thatistheofficial rateand will bead-
hered to dutifully. However, the tax
assessor will value the goods at
roughly four times their true value.
When (and if) the players object, the
assessor will respond by praising the
excellent quality of their goods and

will remark that they seldom seemer-
chandise this good in the city. Heis
certain that the PCs will be surprised
at what they will bring in the market.
Again, abribeisin order. The offi-
cia will eventually agreeto assessthe
value of the goods at one-half their
actual value and collect the tax ac-
cordingly, provided the players pay
himanequa amount. Thismeansthat
the PCs pay the full norma tax, but
half of it goes to the tax assessor.

The Wet Docks. The Wet Docks
stretch aong the western bank of the
Gorklimsk Canal and areajumbl e of
rotting piers, floating dead fish, and
avery diversified collection of barges
andfishingvessds. The dockstermi-
nateagainst alarge,jumbledrock and
stone rubble levee that blocks the
canal. Along the levee is a close-
packed mass of boats of dl sizes and
shapes, forthemost part badly in need
of paint and repair. They appear to be
permanently moored or anchored,
and they are connected by numerous
docks and gangplanks so that they
form an entire residential district.
Someof theconnecting gangwaysare
wide, and someareevenroofed over.
Much activity is evident, and small
rowboats and skiffs dart around the
edges of the docks, either carrying
passengers or dragging fishing nets
in thewater. Thewind carriesover a
strong smell of rotting fishandhuman
waste from the boat city.

As the players pull up next to a
vacant pier, they will see severd idle
Martiansloitering on the docksand a
number of small boys. The older
Martians will make no moveto help
tieup, but theboyswill run alongthe
pier and cry for the crew to throw
them the ship'slines. They will help
tie up and make sure that there are

bumpers between the boat and the
piertoprotectitshull. They will then
expect to be paid, and afew pence
eachwill send themrunning away in
joy. The referee should aso consult
the description of the Wet Docks
givenin Arriva by Caravan.

Arrival by Flyer
PLAYERSARRIVING by flyer will pre-

sumably do so openly and during the
daytime. As they approach they are
likely to seeothervessdls, particularly
merchant ships, as Karkarhamis a
major commercial center.

Patrol Vessel: When the players
arewithin ahalf day of thecity, there
isachance (roll 2 or less on the die)
that they will encounter a patrolling
vessdl of the Karkarham Navy. If o,
it will be one of the smaller vessals,
either a Fleetfoot- or a Clearsight-
class screw galley. The ship will
signal to heave to and will come
alongside. Asthevesse approaches,
players may observethat itisin need
of a new coat of paint, and that the
decks are grimy and littered with
refuse, unstowed lines, and assorted
boxesand crates. Thecrew hasalazy,
surly look about it, and the ship an-
swers clumsily to its helm. It also
tendstotiltitsdeck inaturnorwhen
comingto astop, asuresignof anin-
experienced trimsman.

The captain of the vessal will in-
quire asto the destination of the ship
and its cargo. He will not bother
harassing asmall ship (not worth his
time) or avery large one (too much
chance of its owner being someone
important), but amedium-sized ves-
s, say hull sze4to 10, will receive
acloser look. The captain will insist
on boarding and conducting an in-
spection. He will find something
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which he considers an irregularity
(most likely a safety violation, but
Jpossibly contraband cargo instead)
and will insist on levying afine or
impoundingtheship.All of this, even
theinspection itself, can be avoided
by payment of abribe. A payment of
from£20 to £50 will avoid an ingpec-
tion or dea with a minor made-up
violation. A payment of fiveor even
10 times this amount will be neces-
say to hush up any genuine contra-
I band discovered. The referee should
modify thisup or down basedonthe
valueof thecargo, the seriousnessof
thecrime, orthebargai ningability of
the players.

The City In Sight: As the day
wearson, the mountainpeaksaround
yougrowtaller. After afewhoursyour
ship ismaking itsway between snow-
topped mountains along a natural
pass. Below you is the canal, the
greenfoliage along its banks con-
trasting starkly with the gray rock of
themountain slopes. Asyoufloat past
amountainside, the valley takes a
dight turn, and suddenly the city is
visibleseveral milesahead. It'sbuilt
ontwosteephills, plateausactually,
on the west bank of the canal, and
looks like afaerie castle of shining
white spires rising from streets and
parks and marketplaces.

Asyou draw closer theindividual
buildings become clear, and the city
appears less romantic. Many of the
tall towers are broken off, and the tops
arejagged, untended openings. The
old, majestic original buildings ofthe
city were built with ample space
between them, but thoseintervalsare
now packed with ajumble of low,
shabby, stoneandbrick hovels.

The smaller of the two hills is
completely covered with a largefor-
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tification guarding what appear to be
villas, parks, andaverylargepalace.
The larger oftheplateaus looks like
afish, with the tail to the north and
the head to the southwest. On the
southwesterntipisalarge, flatland-
inggroundwheremanyaerial vessels
aremooredamidstthefamiliar bustle
of a busy port. Just southeast of the
field is a looming grayfort. Its cov-
ered gun turrets move as you ap-
proach, allowing its large-caliber
weapons to cover your ship until it
lands.

The High Docks: As the ship
approaches, anumber of laborerswill
direct the ship to hover over an open
tie-down berthandwill taketheship's
linesto secureit. Asthe playersdis-
embark, the burly foreman of the
[aborers will tel them that thereis a
berthing fee. The fee will be £5 per
hull size number of the ship, and
covers one full week (whether the
PCs want to stay a week or not).
Longer berthing times have to be
cleared with the harbormaster, how-

ever, and avigt to the harbormaster
is required in any event.

Before the players leave, the fore-
man asks if they would like him to
keep a gpecid eye on their ship for
them to make sure nothing happens
toit. Thisisafairly friendly request
for a bribe, and the foreman will be
satisfied with about £1 per hull size
number. If the request is politely
turned down, he will take no further
action. If heis insulted or offended,
however, hemay returnwithhisgang
at night and carry out some mischief.

TheHarbormaster'sOffice: This
office is in the shipyard area. The
harbormaster will collect any addi-
tional berthing fees and assign the
players along-term berth if desired.
Long-term berthing fees are £10 per
hull sze per month or £50 per hull
gze per year. He will aso assess a
commercetax on any cargo. Thiswill
probably result in the payment of an
additional bribe. For details of the
transaction, see the section on the
customs house on the previous page.
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Arrival Overland
CHARACTERS WHO approach Kar-

karham overland will probably do so
for reasons of stealth, and this section
assumesthat the playersaretrying to
make aclandestine entry into the city.

The Climb to Karkarham: Kar-
karham is surrounded by mountains,
and most overland approaches to it
will require considerable mountain

» climbing. Use the mountaineering

rules from the Space: 1839 game to
resolve this part of thejourney.
A Patrol: When the players are

oF three hexes from Karkarham, they

will begin to encounter mountaineer
patrols. Roll adie once per day, and
on aroll of 1 or 2, they will encoun-
ter a patrol consisting of four Hill
Martian mercenaries (Experienced,

e bow-armed, Marksmanship 4,

Fieldcraft 5). Have the character in
the party with the highest Observa-
tion skill make a Difficult task skill
roll (target 12) to see the patrol be-
fore it sees the characters. If he is

{ successful, every character must

make an Moderate task roll (target
8) using his Stealth skill dice and

| adding his Fielderaft skill number as
j abonusto the dieroll to avoid detec-
Zadl tion. Ifany character failstheroll, the

patrol will seetheparty membersand

&} demand that they show themsdlves.

At this point the party members
may either give themselves up or
fight. Ifthey givethemselvesup, they

@ \ill bedisarmed andtakentothecity.
gl (\Wandering aroundinthe mountains
% isconsidered to be suspiciousenough

behaviortowarrant specid attention.)

| If they fight, adjudicate the combat

using the norma combat rules. Roall
two dice, add theresult, and multiply
by 10to determinetherange at which
the combat starts. Asthecombat takes
place on a mountainside, numerous
rock outcroppings are available for
cover, both Sdes are considered to be
concedled and will benefit from their
Fieldcraft skill. (The Hill Martians
have aFieldcraft of 5 and so have a
+3 modifier to their saving throw for
concealment.) Once two Hill Mar-
tians have been killed or wounded,
the remaining members of the patrol

will attempt to escape. The players
will have one more turn's worth of
firing to attempt to stop them before
they disappear into aravine and es-
Cape.

If the Hill Martians escape, more
patrolswill be sent out to look for the
players. These patrols will be encoun-
tered in the hexes adjacent to Kar-
karham and in the Karkarham hex
itself. Each of these patrols will
consist of nine mercenaries as de-
scribed above. The party will auto-
matically encounter one patrol per
day and will encounter asecondona
roll of 2 or less on one die. Resolve
the encounter the same as for the
origina patrol.

Aerial patrolswill aso be sent out
if a member of the encountered pa-
trol escapes, and a small screw gal-
ley will passover the playersonce per
day. Each member of the party must
make aModerate (target 8) task skill
roll using Stealth dice with a Field-
craft bonus to avoid detection. If the
PCs are detected, the screw galley
will demand their surrender. In this
case the players have very little
choice unless a cave or large over-
hanging rock is nearby. The player
with the highest Observation skill
must make a Formidable (target 16)
kill task rall with Mountaineering
skill asabonus to locate such aref-
uge. The party members can seek
shelter thereand, although the screw
galley will fireitsgunsat them, they
will remain safe until nightfall. The
local windsaretootricky for thegal-
ley to actually land on the mountain-
gde, and soitwill beforcedto leave
once the Sun sets. The players can
then maketheir way sowly away by
night. This will not count as any
additional distance travelled or rock
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facesclimbed; itwill merely distance
them from the cave gte.

First Sight of the City (Ap-
proached From the West): Asyou
reach the crest of the rockface you
areclimbing, youarefacedwithara-
vinewhich isabout amile wide. On
thefar side ofthe ravine is a steep-
sided plateau, and on the top is the
city of Karkarham. There are actually
two plateaus, the smaller ofwhichis
closer toyou. Itscrest is completely
surrounded byfortified walls, andyou
can see towersand buildingsrising
frombehindthem. You can'tseemuch
ofthe northern end of the main pen-
insulafromwhereyou are standing,
but the southern end to your left has
alarge, flat landing ground. Over a
dozen cloudshipsaretetheredthere,
andyou can see that a considerable
number of menandcargowagonsare
moving near thevessels.

First Sight of the City (Ap-
proached From the East): Asyou
reach the crest of the rockface you
are climbing, you arefaced with a
valleywhichisalmosttwomileswide.
The city of Karkarham is on thefar
side of it. Below you are two grand
canals approachingfrom the south-
west and southeast. They come to-
gether directly belowyou, and then
terminate in amassive dammade of
boulders and rubble. To the north
(your right) the canal is empty and
badly broken up. Considerable scrub
foliagegrows up through the cracks
initsbottom.

The city itself begins on the banks
ofthecanal asalongexpanseof slum
that stops at the base ofa steep dliff.
Several hundredfeet up the city re-
sumes, butthebuildingstherehavea
more orderly, prosperous look to
them. Asyou watch the edge of the

cliff you see a man appear and empty
a bucket of garbage off the cliff. The
refusefallsfrom view somewhere in
the slums.

The Levee Path: If approaching
from the east, the players should
make their way down to the valley
floor, and find ample conceament in
the undergrowth and scrub trees on
the west bank of the canal. Fromthere
they can make their way to the levee
path and cross over it under the cover
of darkness. As they cross, they will
see the dim lights of the boat city to
their |eft, hear the sounds of bawdy
revelry drifting over from the pleas-
ure barges, and experience the smell
of the boat city: acombination of rot-
ting fish, garbage, and humanwaste.
They will aso hear furtive scram-
blings in the rocks near the path and
may catch sight of a man-sized
shadow or two. None of thethugsthat
lay in wait for drunks will attack a
party this size, however.

Once across the levee, the players
will bein theWet Docks digtrict. The
only important obstacle to cross will
be the broad Thoth Road, which is
fairly well lit by gas lamps. Once
across Thoth Road, the players will
be able to disappear into the dark
labyrinth of streets and dlies that
make up the Wet Docks dums.

Scaling The CIiff: If the party
members approach from the west,
they will probably need to scde the
cliff to reach the summit of Kar-
maheet Hill or the Fist of Balakhaat.
These would normally be considered
as one rock face each, but since they
will be scaled at night (for purposes
of secrecy), they will be considera-
bly more difficult. Use the normal
mountain climbing ruleswith thefol -
lowing exceptions. A player's Moun-

taineering skill isthe number of small
rock faces which may be climbedin
one night. The players sdect a point
on the cliff and scout the dope dur-
ing the daylight, the same asif they
were scouting a mountain face. The
number effacesrolled is the number
of amdl rock faces at that point. If the
players wish to scout an easier path,
they may do so, butit must beat |east
200 yards away from the original
point. Each member of thegroup with
aMountaineering skill of 4 or more
may scout aseparatepathinaday. (If
no one in the party has a skill of 4 or
more, theparty may till collectively
scout one path per day.) Scoutingis
done during daylight and consists of
lying in concealment and making a
detailed map of thecliff sdeshowing
the easest route to the top.

Once aroute is sdected, the lead
climber will climb it at night, mak-
ing the normal roll for a climbing
mishap. The lead climber must have
sufficient skill to complete the climb
during the night. At the end of the
climb the lead climber will secure a
greased block and tackle, and throw
downalinetothemainparty waiting
below. The party can then hoist each
member up the cliff safely and
quickly.

TASK

SUMMARY
Detect Patrol: Difficult (tar-

get 12), Observation.

Avoid Detection By Patrol or
Cloudship: Moderate (target 8),
Stealth+Fieldcraft.

Detect Cave: Formidable (tar-
get 16), Observation+Mountain-
eering.

GDW
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MAJOR FEATURES
1. Fist of Balakhaat
2. Royal Landing Grounds
3. Pdace
4. Balakhaat Ravine
5. Balakhaat Causeway
6. Main Landing Grounds
7. Shipyards
8. Karmaheet Hill
9. Brumahaan Steps
10. Cargo Hoist
11. Pumping Station
12. Gorklimsk Bridge
13. Customs House
14. Customs Boats
15. Levee
16. Dry Cana Bed

SQUARES
21. Roogie Place
22. Gorklimsk Square
23. Great Bazaar
24. Pasaan Square
25. Balakhaat Square
26. Drayage Square
27. Jumaheet Place
28. Cleansing Mercy Square
29. Sgquare of the Captains

PARKS
31 Roya Gardens
32. Balakhaat Park
33. Istobaan Park
34. Customs Park

The City of Karkarham
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(Og CITY DISTRICTSOF KARKARHAM

CITYDISTRICTS

OF KARKARHAM
WHILEITisSNOT possibletodescribe

every part of the city in detail, each
of the mgjor districtshasitsown spe-
cid fedl, and capturingthat feel isim-
portant. This section is intended to
provide thereferee with themost im-
portant impressions of each of the
parts of the city.

The Bazaar: The bazaar is abus-
tling, colorful beehive of activity, the
very symbol of Karkarham's impor-
tance as a trading center. The ar is
filled with the smells of spices, fine
perfumes, sweet confections cooking
in the wagon cart of a vendor, draft
animalstoolong under saddle, rotten
meat, and human swest. Thenoiseis
amost deafening as customers and
merchants haggle over price and
guality in half-a-dozendifferent lan-
guages. The harsh, guttural conso-
nants of Parhooni and thelilting sing-
song tones of Hespesian are both in
evidence, but Kaline is the dominant
language spoken.

Asthe characterswalk through the
bazaar, they will be struck by the
staggering diversity of goods avail-
able for sde here. As they sroll past
aline of open-air stals, they may see
the following:

In thefirst stall there are perhaps
10 different varieties offreshfruit in
several different colors and shapes.
The vendor smilesasyou pass by; he
Is sprinkling water on them con-
stantly both to keep them cool, and
so their skin will shineandlookmore
succulent.

Next to thefruit vendor is a stall
withfine statuary, as beautiful and
delicate as any jadework you have
seen. Some of it is broken, and other
pieces have scratched or worn sur-

faces. These are obviously very old
relics of aprevious civilization.

The next stall hasseveral crates of
black, |eather boundbookswhichthe
vendor insistsare scientific works of
great valueand providetheformulae
for various chemical compounds,
including aparticularly effective love
potion. They areimmediately recog-
nizableasBibles. Theyareprintedin
Dutch.

The next stall has an impressive
collection offirearms, including
several mint-condition Winchester
lever-action rifles and a worn but well
maintained Holland and Holland
.600 Nitro Express.

If the players show serious interest
in the vendor's guns and appear to
have funds, he will take them to the
back of his gdl where saverd large
crates are covered with atorn canvas
sheet.

The main crate under the sheet
contains the breech and barrel (but
no carriage) for a 12-pounder
breech-loading field gun, while the
smaller crates contain 50 rounds
each of shrapnel and shell ammuni-
tionfor it. All thewritingonthecrates
isin Japanese.

At the next stall the vendor has an
extensiveassortment of clothingfrom
the eadt, all of it in subdued pastels,
and looking cool and comfortable.

In the next stall the vendor has a
completeworking analytical engine.

Next the players may notice the
prices of things. Common |uxury
items (such as fine clothing, exotic
rugs, and spices) and normally rare
items (such asrelics, artifacts, paint-
ings, and exotic weapons) are unusu-
aly inexpensive, perhaps 10 to 30
percent cheaper than in other cities.
Everyday necessities, however, such

asfood and clothing, areabout twice
what they would normally be. Thus
Karkarham is an excellent place to
live if you have money, but a bad
place in which to be poor.

Onemore thing that will stand out
for theplayerswill bethe davepens,
largeenclosureswithragged, demor-
dized prisoners chained up to posts
inside. Thereareauctionplatformsin
front of the penswherethe davesare
displayed and sold to the highest
bidder. (Averagepriceforadavehere
is £25, but specia prisoners go for
somewhat more.) Slavery isnot prac-
ticed in the British colony or in the
Oenotrian Empire, but the citiesfur-
ther east still keep daves, thus pro-
viding anatural demand for thepris-
oners taken by the Shistomik cloud
captains in their raids. The players
will perhaps be darmed to seeone or
more European prisoners among the
daves awaiting auction.

The High Docks.: As the players
walk or ride westward from the ba-
zaar, the small shops and markets
begin givingway to apartment build-
ings, taverns, and small residential
buildings. Thispart of townisknown
as the High Docks, after the aeria
landing ground and shipyards on the
western end of the hill. The rough
dividing line between the residential
High Docks district and the commer-
cid Bazaar districtliesabout hal fway
between the Great Bazaar and Gor-
klimsk Square.

The eastern half of the High Docks
is occupied by respectable middle-
class residential and commercial
blocks. These are the workshops of
themany tradesmenin thecity aswell
as their homes and apartment build-
ings. Further west the district be-
comes less respectable and is taken
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over by inns and taverns catering to
dock workers and cloud sailors. Most
of the cloudship crews live here and
gpend their night ashore in drunken
revelry. A particularly notorious
haunt for both human and Martian
cloudship crews (andthe steof many
fights) is the Inn of the Red Roogie,
which fronts on Roogie Place (loca
tion 21 on the map on pages 38-39.)

Further west the shipyards and
docking areas are dive with activity
during the day. There are almost
always a dozen or more ships tied
down to the docking platforms with
dozens of men engaged in loading
andunloadingthem. Whiletwolarge
steam-powered cranes are used to
load the bulkiest cargo, most of the
work is still done by sheer muscle
power. At night the activity subsides,
but the areais well lit by five large
firepitsthat arekept burningal night
to discouragethieves and saboteurs.

The shipyards are dmost always
working on anew ship and conduct-
ing repairs on several older ones.
Players will find that the yards at
Karkarhamcanundertakeany sort of
repair or conversion desired, but that
theprices are about threetimeswhat
itwould cost toinstall the component
as part of the original construction
plan.

FortressPoint: Thiswedthy res-
dential areaoccupiesthenorthernpart
of KarmaheetHill,fromabout Bal ak-
haat Square north.

Here the players find numerous
middle-class apartment buildings,
homes, and small exclusive shops
whichgiveway tothepalatial walled
villas on the extreme northern sum-
mit of thehill. Thedite of Karkarham
livehere; the streetsarewe | patrolled
by the army, and the villas are pro-

tected by private armed guards.

TheWet Docks: The lower city is
notablefor its squaor and poverty. Its
narrow streets, aleys, and courtyards
are sanctuary for the large crimina
element of Karkarham, and the civic
guard refuses to pursue felons into
many of these natural fortresses.

TheWet Dockshave severd points
ofinterest. Atthe southwesternfringe
of the city isthe waterwheel, turned
by daves, which supplies the upper
city with its drinking water. The
daves are routinely beaten to keep
themworking, and some of the daves
are Earthmen. Thewarehousedistrict
runs along Thoth Road, particularly
onthecanal sdeof that thoroughfare.
Thisis the site of considerable activ-
ity duringthe day andusually severa
break-ins each night.

Thereis asmal European Quarter
in the Wet Docks region composed
mostly of unskilled men who came
looking for richesand adventure, and
foundbrutal, grinding poverty. These

men haveturnedto crime andlivein
filthy run-down buildings clustered
around Jumaheet Place (location 27
on the map). Experienced travellers
and permanent residents of the city
will generally warn the charactersto
stay away from this quarter, but this
is an excellent place to make first
contact with thecriminal underworld.
Martian criminals will be less likely
todeal withhumansthanwill human
criminas, who in turn have numer-
ous links to the Martian underworld.

The Wet Docks also includes the
boat city that has collected aong the
rubble leveelikeflotsam against alee
shore. Althoughitisthemost danger-
ous place in the city, it adso offers
many unique opportunities. Certain
types of illega or extremely scarce
merchandise will only be available
here, but players will first have to
make contact with the underworld.
For humansto venture uninvited into
the boat city is amost to ask for an
attack.
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THE CATACOMBS
THE CATACOMBS are a series of

tunnels, tombs, and sewers that
honeycomb Karmaheet Hill and the
Fist of Balakhaat. Thebuildersof the
canals provided their cities with self-
maintaining sewers with active bac-
teria, and small scavengersthat break
down the city's waste products and
turn theminto flammable gaswhich
inturnisused for heat and light.

The bacteria in the ancient (or
"living") sewers are deadly to Mar-
tians, butthecatacombsunder thetwo
hills of Karkarham are of morerecent
construction. Theliving sewersbegin
severa hundred feet under the sum-
mit of the hills, while the catacomb
sewersaredrainage passagesflushed
by water that removes waste to the
lower levels.

Since the drainage sewers are not
dangerous for Martians, they have
been used for generations as hiding
places for criminals. The under-
groundtombs and occasiona tunnels
have gradually been linked into a
complex system of passages, access
to which can be gained from many
cellars.

The authorities make periodic at-
tempts to explore the catacombs and
wall up unnecessary passages, but
these are never completely success-
ful. Many tunnels are covered by
disguised doorsknown only to afew
denizens of the underworld, and the
authorities cannot dose tunnels that
they arenot awareof. Fortunately for
the royal household, the Balakhaat
Ravine makes it impossible to con-
nect the catacombs of the Inner City
with those of Karmaheet Hill.

Mapping the Catacombs: No
map of the catacombs is included,
since acomplete map would take up

severd pages, and anincompletemap
is not very useful. If required, the
referee should make a map of the
catacombs, an easierjob than it may
sound like at first.

For one thing, areferee will know
roughly wheretheplayerswanttogo,
and he can limit himself to that sec-
tion of the catacombs. More impor-
tantly, the map areferee generates
does not have to be a complete map
even for that section since no one
person knows all of the secret doors
and passages of the catacombs, and a
hired guide would be unlikely to tell
everythingthat heknows. Asaresullt,
you can draw your map in as much
detail as you care to, remembering
that you can always go back and add
morechambers, tunnels, and soforth
later, provided access to them is by
way of a secret entrance.

To make your map, start with a
sheet of graph paper. Each squareon
the graph paper will be atwo-yard
tactical grid square. Now examinethe
map of the city and locate the scale
bar. The scale barismarkedinincre-
ments of 100 yards. Each 100-yard
segment will be 50 grid squares
across. That should give you agood
idea of the size of the catacombs and
will enable you to plan how muchin
the way of tunnels you will need to
map for an adventure.

General Layout: Asyou make
your map, you should keep in mind
the generd layout of the tunnels. The
primary avenuesof the catacombsare
the large drainage sewers which
roughly pardle the major avenues
and areflushed by excesswater from
thefountainsandwellsineach of the
squares or "places’ inthe upper city.
There are also a number of waste
chutes that feed the sewersfrom the

apartment buildings and businesses
above, but these are only the size of
amedium-si zed pipe—say sSxinches
in diameter—and do not provide ac-
cess to buildings.

Numerous small feeder tunnels
branch off of the main sewers and
connect them, and alarge number of
maintenance tunnels lead to tool
storage rooms and ladders or stair-
ways to the streets.

Most of the buildingsin the upper
city have at last one basement, and
some have a subbasement and asub-
subbasement. These should be con-
sidered the top three levels of the
catacombs.

Thedrainage sewersactually begin
be owthesubsubbasements, andthus
are consdered to be the fourth level
of the catacombs.

Tombs areusually at the second or
third level. Many subbasements and
subsubbasementsareaccessibleonly
by secret doorsor passages, and many
of these subbasements aso have es-
cape tunnels which lead to the sew-
ersorindependenttunnel systemson
the second or third level. Grave rob-
bers often have made clandestine
tunnels to the tombs of the very
wealthy, and other thievessometimes
use these or other secret tunnelsas a
means to gain access to the villas
above.

Finally, generations of criminal
gangshave carved tunnel sand made
large underground chambers, and
these have been linked to the general
network.

Features. There are avariety of
featuresinthecatacombs. Thelisting
which follows is meant to cover al
of the mg or features, but you should
feel free to add your own. The side-
bar on page 43 suggests anumber of
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standard mapping symbols for these
features.

Main Sewerway: This is a fairly
largetunnel, usually two grid squares
wide and the same height. Usually a
three-foot-wide catwalk islocated on
one sde of the sawerway which is
about five feet above the floor, and
themain channel usually hasthreeto
five feet of water in it. When the
sewerway reaches a branching pas-
sage, it will often be necessary to
cross the channel to get to another
catwalk, which may present ahazard,
either from swift-flowing water or
from aguatic predators.

Maintenance Tunnel: These tun-
nels branch off the catwalks of the
main sewerways and usually have
heavy, locked doors. Sometimes the
locks are easily picked; sometimes
the door is rusted solid to its frame;
and sometimes the door is missing.
A short, low tunnel usually leadstoa
tool storage area (which may or may
not havetoolsinit) and astone spiral
stairway which leads up to the street
level. The door at the top is usually
locked to prevent casual access.

Feeder Sewer: This is a small
branch tunnel, one grid square wide
and the same height, which either
feeds into amain sewerway from a
remotepart of thecity or connectstwo
sewerways. It is usually waist-deep
inwater.

Drainage Sump: A drainage sump
isalarge holein the base of a sawer-
way which feeds further down into
themain sewersof thecity. Thewater
currentwill bevery swift near it, and
alargewhirlpool will liedirectly over
it. The dippery floor of the sewerway
makesthesevery hazardous.

Martians swept down a drainage
sumpwill perish. Earthmenprobably

will as well, but they have some
chance of making their way out. For
coverage of the "living" sewers
proper, see "The Ausonian Stalker"
in Tales From The Ether.

Tomb: Thisis the buria vault of a
wealthy or noblefamily. It may range
from as small as three by three grid
squaresin sizeto amuch larger cham-
ber. I1ts walls are covered with small
doors which hold the remains of the
family's ancestors, and severd sar-
cophagi on platforms hold the most
recent departed.

Wealthy Martians are usually bur-
ied in expensive jewelry. If atunnel
gives the players access to the tomb,
thejewelry hasprobably aready been
stolen. Sometimes traps are laid in
tombs, such as deadfall stones or
covered trapdoors, and players should
exercise caution.

Underwater Passage: Thisis a
small passageway in the side of a
sewerway whichisbelow the normal
level of the water, making it very
difficult to locate.

Itwill be 1D6 grid squares|ong and
will connect with alarge chamber or
small tunnel; playerswill havetohold
their breathwhilemovingthroughthe
passage.

Secret Tunnel: Thisis usually a
smdl (one grid square or even hdf a
grid squarewide), dry passageway. It
can be found on any level. Players
will have to crawl slowly through
areas where the passageway is nar-
row, as this usually indicates a low
ceiling as well.

Basement: Thisisthe basement of
a house and may be on sewer leve
one through level three. It may be a
smple storage area, awine cdlar, or
ahideout in the event of araid.

SecretDoor: Theseareusually very

well camouflaged and designed to
blend in with the stone block pattern
of the wall. Generally, a hidden
handle somewhere nearby trips a
weight that moves the door gar. The
door opens easlly, but requires some
effort to close, asthisis what resets
the hidden weight or spring.

Large Chamber: This room is a
very largecavernous chamber. While
it may bedeserted, thereisaso agood
chance that it is a bandit's lair.

Fallen Roof: Part of the roof has
collapsed and left a pile of broken,
jagged rubble. Rubbleisdifficultand
dangerous to clear away; an alterna
tive path would be better if possible.

Ladder: Avertical passageleadsup
or down. Steel ladder rungs anchored
in the stone wall are made of avery
hard nonrusting steel, but some may
have worked loose from the wall.

KEY
Ladder

—=== Main Sewerway

Maintenance Tunnel

Drainage Sump

Feeder Sewer

E x .:..._::.._\[ Underwater Passage
124 Secret Tunnel
ll[—ll _‘ Secret Door

: ! Fdlen Roof
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THE INNER CITY
THE INNER CITY occupies the sum-

mit of the Fist of Balakhaat and com-
prisesdl the government buildings of
Karkarham, as well as the palace of
Prince Tumaani and hisfamily. Most
banking concerns have their busi-
nessesinthelnner City astheir vaults
are much less vulnerable to thieves
there than anywheredse. Findly, dl
embassiesandforeignlegationstothe
city-state are located dong either Sde
of the broad Roya Way.

Points of Entry
PLAYERS CAN ENTER the Inner City

inonly four ways: the causeway, the
landing ground, aclandestineflight,
or the cliff.

The Causeway: The Balakhaat
Causeway carries the Royal Way
across the Balakhaat Ravine and to
the east gate of the Inner City. A pair
of stone guard towers stand at either
end, and al travellers are inspected
for weapons upon crossing.

The Landing Ground: Aerial
travellers of high status are generdly
given permission to land at the roya
landing ground on the northwest
corner of theplateau. Fromtherethey
usually enter through the gate south
of the field, although very esteemed
noble guests and ambassadors are
often given the honor of entering by
the Royal Gate directly to the east.
Both gates are guarded, but high-
ranking guests are not searched.

ClandestineFlight: Itispossible
for aHigh Martian to glide slently
in over thewalls, as could acharac-
ter in aparachute. Asthe towers and
walls are ailmost always guarded,
something asnoisy or bulky asaship
would amost certainly be spotted. A
Throckmorton Conveyor would aso

be very risky, but might succeed if it
were well greased beforehand and if
dl the shiny brass fitting were cov-
ered with lampblack.

Roll adieto determineif aclandes-
tineflight isdiscovered. A loneflyer
or parachutist is discovered on aroll
of 6, a silenced and blackened
Throckmorton Conveyor on aroll of
5 or 6, anorma Throckmorton Con-
veyor on aroll of 4 through 6, asmall
kiteon aroll of 3 through 6, and any
other nonsteamship on aroll of 2
through 6. Add oneto thedieroll for
every additional character or vessel
making the attempt. If the flight is
discovered, a sentry will raise the
adlarm, andapatrol of guardsmenwill
rush out to arrest the intruder.

ScalingtheCliffs: Characterswho
approach from outside the city may
attempt to scde the steep dopes of the
Fist of Balakhaat. Thisisdonein the
same way as scaling the dopes of
Karmaheet Hill, asdescribed on page
37. Onceat thetop, however, players
must dso scale the city walls with-
out being detected. To do so they will
have to throw a grapnel up over the
wall and climb up arope. To throw
the grapnel up over the wall is a
Moderate task using a character's
Throwing skill. The sound of the
grapnd hitting stonewill dert aguard
on aroll of 6. Once on the walls,
characters will have to stay in the
shadowstoavoidtheguards, making
occasiond skill rolls against Stealth
to sneak past guard posts (or sneak up
to guardsto overpower them). Seethe
section below for information on the
location of guards.

Guards
AT ALL TIMES there are two com-

panies of the noble guard, two com-

panies of Veteran mercenaries, and
two companies of Experienced mer-
cenariesingde thewalls of the Inner
City, although not dl of these are on
duty.

Thetwo companiesof Experienced
troops are aways on duty. (That s,
therearea waystwo such companies
onduty, andtheduty isrotated every
12hours.) Thesemen provideguards
forthegates, walls, andtowersof the
compound. One man is alwaysin
each tower. During theday two men
areat each gate; at night thegatesare
closed, and these men pace thewalls
asroving sentries. All of these troops
are provided by one company. The
other company provides a small re-
servegarrisonforthecitadel. Usually
half of thiscompany providesroving
patrolsforthestreetsof thelnner City
while the other haf is resting at the
citadel, but ready to respond to an
emergency.

Of thetwo companiesof thenoble
guard, onewill usually beloiteringin
the citadel or wandering the streets.
The other will actualy be in atten-
dancewith Prince Tumaani and Prin-
cess Iteebu (haf acompany each) as
their ceremonia guard. At night
usually only acompany is on duty,
andtheseguardsareamost dl at the
citadd (and are often drunk).

The Veteran mercenaries are Tu-
maani'sactual bodyguard.Duringthe
daytime a half-company always
guardshim, whiletheresttrainor ex-
ercise in the citadel. At night his
chambers are guarded by four dert
sentrieswhiletheremainder of ahal f-
company is scattered as guards
throughout the palace. The other
Veteranmercenariesaread egp or of f-
duty, buttheir quartersareinthecita-
del, and they could respond fairly




CLOUD CAPTAINS OF MARS ( 45 »

quickly to an emergency.

There are 12 artillery piecesin the
Inner City, one in each of the towers
onthecity walls. All of thesegunsare
incoveredmounts, andtheir carriages
make them capable of either high-
angle or flat-tragjectory fire. About
half of the guns are manned during
thedaytime; atnightonlytherodguns
are continuously manned.

The Royal Catacombs
AERIAL ATTACK is always a possi-

bility, asareraidsby High Martians,
and so the Inner City has an exten-
sveset of underground gdleriesand
tunnels. Themainundergroundtun-
nel runs from the palace to the cita-
del, and alows the prince and his
family to safely maketheir way tothe
fortress in the event of a sudden ae-
rial attack. There are dso numerous
underground storage chambers near
the palace and the citadel, severa
levels of basements for many of the
buildings, theroyal tombs, anexten-
sive dungeon, and the customary
drainagesawers. Generationsof royal
familieshavea sof ounditconvenient
to have various secret tunnels con-
structed, sometimesfor the purpose
of clandestinevisitsduring thenight
to the villas that surround the roya
gardens. Many of these are secretly
linkedintothemaintunnel and sewer
systemaswell. Thedrainage sewers
arelinked to the main sewer system
severd hundredfeetbelow by means
of drainage sumps and spird water
tunnels. WhileMartianscannot sur-
vivein the main sewers (due to the
presence of a particularly virulent
bacteria which bresks down waste
byproducts), humansfromEarth can,
and several years ago a party of
adventurers actually managed to

enter the main sewers at canal level
and make their way up the spiral
water tunnel sintothelower drainage
sewersof thelnner City. They subse-
guently enteredtheroyal treasury and
made off with a small fortune in
jewels. Apparently only haf of the
group made it back out alive, asthe
lower sewers are quite dangerous
even for Earthmen, but the prospect

of arecurrence has led the prince to
have sted gratings installed over all
of the drainage sumps. Itis always
possible that somewhere in the for-
gotten corners of the catacombs,
however, thereremainsanopensump
linking them with the main sawers
below. For amore compl eteexplana-
tion of the drainage sewers, and of
catacombs in generd, see page 42.
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(@ THE RULERS OF KARKARHAM

Prince Tumaani (Green NPC) %

THE PRINCE |spudgy W|th swsagellkefmgersand pale, soft skln He
S e has large, dark eyes, but they seem to
wander as if he has difficulty paying
attention to what is going on. He seems
{ friendly, but lacks energy.
Additional DescriptiveNotes. The
I princewill befriendly initially but will
soon loseinterest in whatever the play-
ll ers are talking about. He will not be
rude, butwill stifleayawnandbeeasly
digracted. Eventualy hewill make his
excuses and send the players away.
~ Tumaani hasllittle rea interest in seri-
" ouspursuits. I heiscalled uponto exert
s himself physicaly, the players will be
surprlsed at h|qu|ck and nimble actions, but hewill tire quickly as he
is in poor physical condition.

Attributes  kills

S 1

Agl: 5 Stealth 4, Marksmanship 4 (bow)

End: 2  Wilderness Travel 1 (mountaineering), Swimming 1

Int: 3 Observation 2, Science 1 (geology)

Chr: 4 Eloquence 3, Linguistics4 (Oenotrian, English, Hespesian,
Hédlan), Theetrics 2

Sc. 6 Riding 5 (gashant), Filoting 2 (cloudship)

Motives
SPENDTHRIFT, Greedy, Lustful.

Attitudes
TUMAANI HAS few attitudes of significance beyond a quest for pleas-

ure. He loves money and loves to spend it. He spends most of histime
with his harem, and is restless and absent-minded. He has nothing ap-
proaching a strategic plan or st of goals for the city.

Background
TUMAANI WAS spailed and ignored in equal measures by aruthless father

and smple-minded mother. The result is a decadent, dissipated ruler.
He was a pleasant boy and would be an inoffensive man if he were not
sguandering the wealth of a potentially prosperous city-state.

THE RULERS

OF KARKARHAM
KARKARHAM is a hereditary princi-

pality ruled by Prince Tumaani, the
23rd member of hisfamily torulethe
city.

Karkarhamroseto itscurrent emi-
nence as a mercantile center and
havenfor thecloudcaptainsunder the
ruleof hisfather, Amruutu. Amruutu,
however, ruledwith aniron hand and
established afirm set of standardsfor
thecaptainsof Karkarham. Privateers
were welcome, but pirates were not.
The city government wasfairly effi-
cient and honest, at least by Martian
standards.

The 12 years of Prince Tumaani's
rule, however, have seenKarkarham
dide into increasingly rampant cor-
ruption and decadence, led by the
prince himself.

Tumaani relaxed the standards on
the captains, even tacitly encourag-
ing them to raid innocent merchant
shipsinreturn for alarger cutin the
profits.

Hehaslavished theresulting reve-
nues on the pursuit of pleasure; the
palace is lavishly decorated with
precious tapestries, porcelain, and
statuary, and Tumaani is reputed to
have over 50 wives.

Following the example of their
prince, the officials of Karkarham
have become lazy and corrupt. The
navy andarmy arepoorly trainedand
demoralized by low pay and rusty
equipment.

As luxury goods and stolen cur-
rency pour into the city, costs have
risen, and theincreasing numbers of
poor are driven to crime out of des-
peration.

The merchants and captains con-
tinuetomakegiant profits, however,
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and discourage the prince from
making any changes.

There are numerous nobles in
Karkarham, but thefour mostimpor-

tant members of the power structure
are Prince Tumaani, the ruler of
Karkarham; Prince Sabaat, his chan-
cdlor; Princess Iteebu, his younger

Sgter; and Prince Samaam, hisuncle.

The native language of al of these
important Karkarham nobles is Par-
hooni.

THE PRINCE'S CHANCELLOR is ex-
tremely tall and dender, and he has
along, gaunt, seriousface. Hiseyes
are cold, and he has an obvious ar
of superiority. Heisdressed in the
gaudy, heavily bejeweled, and
brightly colorful style popular at
court, but it somehow looks more
somber on him. You have a defi-
nite impression of concealed hos-
tility.

Additional Descriptive Notes.
Sabaat always carries a stout, Sx-
foot-long staff with his medallion
of office attached to the end. The
staff is highly polished and lac-
quered, and has severa jewels st
in the wood near the top. If at-
tacked, he will use this as a quar-
terstaff, and he is quite proficient
with it.

M otives
AMBITION, Ruthlessness, Arro-

gance.

Attitudes
The Empire: Sabaat sees the

British Empire as the rising power
in the world. He resents it but has
no intention of provoking it. He
intends to plot a course for Kar-
karham that will steer it clear of
being ether too great an annoyance
or too valuable aprize for the Brit-
ish to consider taking it. As to
Earthmen in genera, he considers

Prince Sabaat (Experienced NPC)

them to be a clearly inferior species
from an inferior culture. He will tol-
erate agood dedl lessfrom them than
he will from the governments of
Earth.

Karkarham: Sabaat intendseven-
tually toruleKarkarham, althoughhe
islaying his groundwork slowly and
carefully. His plan is to eventually
marry Princess Iteebu, force Tumaani
to step down (or murder him), and
rule through Iteebu, the legitimate
heir tothethrone. Thefact that Iteebu
has no interest in marrying him (and
Tumaani has no interest in dying) is
a matter of very little concern to Sa
baat.

Background
SABAAT WAS NOT born anoble, but

rather is the son of a wealthy mer-
chant and came to be a successful
merchant in hisown right at an early
age. His money provided himwith a
means of befriending the young heir
to the throne of Karkarham, and he
came to be Tumaani's closest advi-
sor long before Tumaani becameruler

Attributes  Skills

of the city. Upon the death of
Tumaani's father, the new ruler
raised Sabaat to the rank of prince
and made him chancellor, or chief
advisor, aposition he hasfilled ever
since.

Sr: 3  Fidticuffs 2, Throwing 1, Close Combat 3 (polearm)

Ag: 2  Stedth?2

End: 1

Int: 6  Observation 5, Science 3 (archaeology)

Chr: 4 Eloquence 3, Theatrics 2, Bargaining 3, Linguistics 4 (Hes-
pesian, Oenotrian, German)

S 5 Riding 4 (gashant), Leadership 2

GDW
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PRINCESS ITEEBU is a very petite

in moras and valuesin her city at

Princess Iteebu (Green NPC)

womanfor aCanal Martian. Sheis
lessthansix feet tall andvery den-
der, and shelooksddlicate, likea
flower. She appears to be in her
early twenties. Her face is warm
and friendly, and her finely chis-
eled features are framed by thick,
shining black hair that cascades
below her waist. She is dressed
more Ssmply than mostin thecourt,
and her jewelry, while obviously
worth agreat dedl, istasteful rather
than ostentatious.

Additional DescriptiveNotes:
Iteebu's subj ects adore her and call
her"TheLittlePrincess." Itecbure-
turnsthisaffectionandloyalty, and
often goes unescorted to the bazaar
to look for a bargain. When she
does so she dresses asacommoner
(althoughan obviously prosperous
one). Most of her subjects recog-
nize her but do not acknowledge
her identity out of respect for her
wishes.

M otives
PROUD, Just, Generous.

Attitudes
PRINCESS ITEEBU LOVES her sub-

jects and is very concerned about
the growing corruption, crime, and
violence in the city. Sheis unsure
asto the cause or apossible course
of action, however. Sheiscertain
that her brother's preoccupation
with his own pleasures is a large
part of the problem, but she loves
her brother as well and would not

cons der plotti ng agal nst him. Instead
she makes repeated efforts to con-
vincehimto pay moreattentiontothe
affairs of state; when he does o, the
results are usually worse than when
he ignores them.

The princess aso thinks that the
European invasion of the area has
brought on some of the decay and
corruption, although sheisuncertain
exactly how. Certainly she has wit-
nessedtheentiretenureof humanson
Mars, and has seen a steady decline

Attributes kills

the same time. Shedoes not didike
Earth humans, however, and is
interested in learning more about
them.

Background
PRINCESSITEEBU isonly 22 years

old—quite a bit younger than her
brother Tumaani. Shewasraisedin
the palace and has little practical
education, but shehasaquick, logi-
cal mind and an honest set of val-
ues. Sheis aso legdly entitled to
succeed Tumaani should he die or
abdicate. The throne does not nor-
mally pass to siblings, but rather
passes to the oldest male child of
the ruler. However, only the chil-
drenof aruler'sfirst wife are con-
sidered legitimate heirs to the
throne. While Tumaani hasover 20
children, noneareby hisfirstwife.

Iteebu is particularly fond of
nature, and spends a good ded of
time hiking in the mountains and
hillsnear thecity. Shecanidentify
any of the local flora and fauna,
knowswhich plants are edible, and
knows which can be used to make
medicines.

Str: 1

Agl: 3 Stedth2

End: 2  WildernessTrave 2(foraging), Fieldcraft 2, Tracking 1, Swim-
ming 1

Int: 4  Observation 3, Science 1 (biology)

Chr: 5 Eloquence4, Theatrics 2, Bargaining 2, Linguistics 4 (Oeno-
trian, Hespesian, English, Nepenthes)

Soc. 6  Riding 5 (gashant), Medicine 1

[
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You NOTICE THAT in the crowd of
noblesis aplainly dressed, middle-

Samaam's officer's uniformis clean
but worn and faded, and he wears no

§ Prince Samaam (Experienced NPC) | 35

aged tradesman, although he does
not act deferential to the young
noblesaroundhim. Thismanisin-
troduced to you asPrince Samaam,
the uncle of Prince Tumaani and
brother of the former ruler of the
city. He appears to be in his late
forties. Hisfaceisdarker than most
of thoseat court, tanned by the Sun.
Hishandsarerough and calloused,
and his face is weathered and
deeply lined.

Additional DescriptiveNotes:
Samaam has a reputation as a
"character." He spent his younger
years as a vagabond canal sailor
and appearsto have profited from
it. Heremainseccentric andinsists
on dressing as atradesman except
onthosedayswhen hereviewshis
legion of the army. Then he wears
theproper uniform of aswordmas-
ter (company commander). He is
entitled to the uniform of amaster
of the march (Ilegion commander)
andisasoagenera inthearmy by
virtue of hisroyal birth. However,
he refuses to wear a rank badge
greater than the senior company
commander in his legion who
handlesthedaily affairsof theunit.

Attributes kills

additional ornamentation.

M otives
ECCENTRIC, Wise, Loyal.

Attitudes

TheEmpire: Samaam admiresthe
British, andmost Earthmen, andfinds
them likable as individuals as well.
Heconsderstheempire an admirable
institution, but onewhich hasgrown
too largeto pay proper attentiontothe
diversity of its possessions. The re-
sult, inhisopinion, isapoorly thought
out policy toward Mars. He can dis-
cuss British colonial policy with the
characters in surprising detail, and
will engagein a spirited debate of the
pros and cons of colonialismwith no
animosity toward his opponents.

Karkarham: Samaam feels tre-
mendous loyalty to his city and
Prince Tumaani. He isfinding those
two loyatiesincreasingly incompat-
ible, however, as he seesthecity dip
steadily into decay and corruption.

Background
SAMAAM is the younger brother of

Tumaani's father, Amruutu. Since
Tumaani was Amruutu's son by his

Fisticuffs 6, Close Combat 3 (bashing weapon), Throwing 4

Wilderness Travel 1 (mapping), Swimming 1, Fieldcraft 1

Sr: 6

Ag: 2  Stedlth 1, Marksmanship 1 (bow)
End: 1

Int: 4  Observation 5

Chr: 1  Linguistics 2 (Koline, English)
Sc 6

Riding 5 (gashant), Pilot 3 (sailing vessal), Leadership 3

wife of state (hisfirst, and aswith
most Martians in this part of the
world, his only, wife), the throne
passed to him instead of to Sa-
maam. Thispleased Samaam, who
had nointerestinpolitics and spent
hisyounger yearswanderingMars
as adeckhand on a canal boat.

He has returned to Karkarham
and devotesmuch of histimeto the
legion, of which heisthe honorary
commander. Given the poor state
financing of the legions and the
considerable personal fortune of
his family, Samaam has spent
much of his money on his legion,
seeing to the repair of its quarters
and equipment. He has personally
supplemented its pay. He super-
visesitstraining aswell, teaching
techniques he learned travelling
through Oenotria. Theresultisthat
Prince Samaam'sLegionisthebest
unit in the army in terms of profi-
ciency and morae. Its members
areextremely loyal to Samaam, a-
though he has never exploited this
against hisnephew.

GDW
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THE ARMY
THE ARMY is made up of regular

troops (raised in Karkarham) and
mercenary bands (mostly Hill Mar-
tian mountaineers from the north
dopes of the Shistomiks). The army
isamostexclusvelyinfantry, asthere
isvirtually no use for cavary in the
rocky badlandsthat surroundthecity.
The few cavalrymen in service are
usedto break up mobsin the bazaars,
or to patrol the roads to the south or
the dry canalbed caravan trall to the
north. The regular army consists of
threeparts: thenobleguard, thecivic
guard, and the "ordinaries.”

The noble guard is made up of the
sons of young nobles and wealthy
citizens. It consistsof four companies
ofinfantry, al Greenwith aFieldcraft
of 0, and its duties are purely cere-
monid. The sentriesand guardsinthe
palace are al made up of the noble
guard (except at night—seepage 44),
and despite their splendid uniforms
and ornate weapons, their total lack
of discipline, training, and profes-
sionalism are obvious. The palace
guards are alazy, dovenly, insolent,
and often drunken group who con-
sder themselves the equal of the
prince and everyone else's superior.

The civic guard is as close to a
police force as there is in the city,
althoughitsmainresponsibilitiesare
watching out for fires and breaking
up mobs. Whileit will break up large
fights, it will seldom interfere in
small, or "persond,” ones; while it
will often chase apetty thief, no one
has ever seen aguardsman catch one
unless the victim first offered are-
ward. The customary reward is an
eighth of the stolen money, and a
common cry for help in the tougher
partsof townis"Eighth-part! Eighth-

part!" For those more interested in
justicethantheir money, quarter-parts
or even half-parts are sometimes
offered, and these bring even surer
action. However, since this share
system of fees for the police produces
agood ded morerevenueinthe richer
parts of town than the poorer ones, the
civic guardisnotably absentfromthe
areas where it is most needed: the
dums. The civic guard consists of
four companies of foot guardsmen
and onecompany of mounted guards-
men, al Trained and with aFieldcraft
of 0. Theguardisdividedintotwo 12-
hour watches, and two foot compa
nies and one mounted half-company
areonduty at any time. Civic guards-
men are routinely deployed in four-
man detachmentsroaming the streets
or a major squares and gates.

Theordinariesaretheactua fight-
ingarmy, and consist of four infantry
legions (each of threecompanies) and
theartillery park. Thefour legionsare
named for their noble commanders,
although the named commander's
only rea function is to occasionaly
inspect the troops. The actua com-
mand of the troopsis exercised by the
legion's senior company commander.
All legionary infantry hasaFieldcraft
rating of 2 (1 for Soldier's Com-
panion purposes). The four legions
ae

* Prince Tumaani's Own Legion

(Trained).

* The Prince of Gorklimsk's Le-
gion (Experienced).

* Prince Samaam'’s Legion (Vet-
eran).

* Princess Iteebu's Legion
(Trained).

The artillery park is divided into
five batteries of varying size. One
guards the palace citadel, one the

High Fort, one the Ravine Fort, and
one the customs house, and oneisa
gashant-drawn flying battery de-
sgnedtotakethefiddwiththearmy.
The citadel, Ravine Fort, and High
Fort batteries have their guns
mounted in covered revolving turrets
on the fortress towers, and the guns
are mounted for high-angle fire as
well as conventional fire. Thealoca-
tion of guns within the battery is as
follows.

PalaceBattery: Tworodguns,two
rogues, three lob guns, five heavy
guns.

High Fort Battery: Onerod gun,
one rogue gun, one lob gun, two
heavy guns.

Ravine Fort Battery: One rod
gun, oneroguegun, onelob gun, two
heavy guns.

Customs House Battery: Two
heavy guns.

Flying Battery: Four light guns.

Themercenarieshired by theprince
of Karkarham are mostly mountain-
e Hill Martianswithvery littlelove
for the Canal Martian city folk. This
makesthemexcellent reinforcements
forthecivic guardwhendealingwith
disturbancesin thecity, and they are
largely immune to palace intrigue.
Their loyalty is to thelir employer—
in this case, the prince.

There are atotal of 12 bands of
mercenary infantry: two Veteran,
seven Experienced, three Trained.
Two Trained bands of mercenary
cavalry have also been recruited,
mostly from the lowlands near
Gorklimsk and SyrtisMinor (aswere
thethreebandsof Trained mercenary
infantry). A few of the cavary are
from the steppe nomad tribes north
of the mountains. Themountaineers
have aFieldcraft of 5 (3in Soldier's
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Companion rules). The cavary has
a Fieldcraft of 3 (2 for Soldier's
Companion). The lowland merce-
nary infantry has aFieldcraft of 2 (1
for Soldier's Companion).

Army Dispositions

THE NOBLE GUARD is garrisoned in
the Citadel. Of the four companiesof
the noble guard, about one company
isusually on duty, and another isloi-
tering somewhereinthe Citadd com-
pound. About half the noble guard on
duty at any onetimewill beintheim-
mediate vicinity of Prince Tumaani,
while the rest will be near Princess
Iteebu.

Thecivic guard will have eight foot
patrolsand two horse patrolson duty
at any given time. The horse patrols
are usualy billeted at the two forts
and are available to respond to any
sudden outbreak of trouble. They do
make occasiona patrols down the
main thoroughfares, about once ev-
ery two hours. The eight foot patrols
are normally deployed as follows:
oneat thecustomshouse, oneat each
end of the Gorklimsk Canal Bridge,
one at the base of the Brumahaan

Steps, one at the cargo hoist, one
patrollingtheWet Docksdistrict, one
patrolling the Fortress Point district,
and one patrolling the shipyard dis-
trict.

The four legions are quartered in
the two forts overlooking the ap-
proaches to the city. The Prince of
Gorklimsk's and Prince Samaam's
legion are in the High Fort, while
Prince Tumaani's Own and Princess
Iteebu'slegion arein the RavineFort.
Each legion usually has one company
on duty during the day and two
companies drilling or carrying out
routine duties. At night each legion
hashalf acompany onduty. Theduty
troops man the walls and towers of
theforts and provide aready forceto
reinforcethecivic guardinthe event
of amajor civil disturbance.

The mercenaries are billeted with
citizens, for the most part in the Wet

Docksdistrict, although many of the
officersliveininns near the shipyard
orbazaar. ThetwoV eterancompanies
act as Prince Tumaani's personal
bodyguard; a half-company accom-
panieshim at al times, whiletherest
train or exercise. Four men guard his
deeping chamber at night. Thereare
also always two companies of Expe-
rienced mercenaries on duty in the
Inner City, and these men provide
gate guards and wall sentries. This
duty is rotated through the various
mercenary companies. Themounted
companiespatrol theroadsnorthand
south of the city. An Experienced
infantry company usually patrolsthe
mountain trails nearby, and the three
companies of Trained lowland mer-
cenariesmanoutpostsalongtheroads
leading into the city from the south.
A half-company usually patrolseach
of the three roads il in use.

tH
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ENCOUNTERS

IN KARKARHAM
THE FOLLOWING encounter tables

are provided as a means for the ref-
eree to generate random encounters
inKarkarham. Thereferee shouldroll
foranencounter atirregularintervals,
but as a genera rule not more than
once every 15 minutes and not less
than once every hour.

Random encounter rolls should be
made only while the players are
moving about in Karkarham, not
while they are engaged in routine
activities (such as deeping, having
dinner, and so forth).

Thesetables arelaid out and should
bereadin exactly thesameway asthe
encounters in the basic rules book.

Although they have been generated
for Karkarham, they canbeusedwith
little or no modification for any
Martian city.

Encounter Descriptions
ENCOUNTERS in Karkarham are de-

scribed below.

Thief: A thief attempts to rob the
players. A pickpocket will randomly
select a member of the party and at-
tempttolifthispurse. Roll againstthe
Observation skill of the victim, but
add onel to the die roll unless the
victimhasaCrime sill of 1 or more.
Alternatively, this could be a Street
urchin who dashes by and attempts
to grab apossessonfromtheplayer's
hand, or an armed thief who appears

suddenly from an aley and, holding
aknifetothethroat of oneof thechar-
acters, demandstheir money. (A char-
acter wishing to escape or avoid the
thief's hold should make a quick
Agility roll to do s0.)

Patrol: A four-man patrol of sol-
diersappears. They areTrainedtroops
and are armed with pikes. If encoun-
tered at night, thepatrol will attempt
to question the players as to their
activities. In the daytime they will
probably not pay much attention to
theplayersunlessthey areactingina
suspi cious manner.

Thug: Oneor moreMartianthugs
(roll 1D6 for the number) attack the
players. If the players are in alarge
group, the attack will come from a

DAYLIGHT ENCOUNTERS
Wet High Inner Fort Boat
District Dock Dock Bazaar City Point City Catacombs
Encounter # 3 2 3 4 2 4 2
Die Rall Encounter Type
1 Thief Thief Thief Patrol Merchant ~ Thief Thief
2 Assassin  Merchant  Merchant Patrol Patrol Thug Prisoner
3 Crime Assassin Merchant  Patrol Patrol Fight Thug
4 Thug Patrol Patrol Prince Accident Riot Patrol
5 Fight Fight Fight Accident Crime Accident  Predator
6 Riot Accident  Accident Merchant Red Captain Crime Predator
NIGHT ENCOUNTERS
Wet High Inner Fort Boat
District Dock Dock Bazaar City Point City Catacombs
Encounter # 2 2 2 2 1 3 2
Die Rall Encounter Type
1 Thief Thief Thief Thief Thief Thief Thief
2 Assassin  Crime Thug Patrol Assassin Thug Prisoner
3 Thug Assassin Crime Patrol Patrol Fight Thug
4 Crime Patrol Patrol Patrol Patrol Fight Patrol
) Fight Fight Fight Patrol Crime Crime Predator
6 Patrol Red Captain Accident Patrol Red Captain  Crime Predator
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distance (athrown rock or knife, or
even abow shot); if thereareonly four
or fewer players, then the thugswill
make adirect attack. The thugs may
make the attack to rob the players,
because they were paid to attack
them, or because they just don't like
Earthmen, at the referee's discretion.

Fight: Either the players come
upon afightin progressor agroup of
Martianspicksafightwiththem. This
might be a fight between two riva
cloudship crews between Shistomik
cloudship crews andthecrew of aRed
Captain'sship, orbetweenrival crim-
ina gangs. If thePCsareintheEuro-
peanQuarter, theantagonistsmay be
disgruntled Europeans who pick the
fight.

Riot: Theplayerscomeupona riot
inprogress and are either threatened
by it (if it is an antihuman riot) or
sweptupinit(ifitisantigovernment).
After 5D6 turns, amounted patrol of
10 to 20 mercenary horsemen will
show up and charge themab, scatter-
ingit after abrief but bloody fight. If
the playerswerefighting off themab,
they are saved. Ifthey werepart of it,
they may be injured or arrested.

Predator: Subterranean predators
attack the party while it is moving
through thecatacombs. Thiskind of
animd is amilar to avery large rat
andisagoodswimmerinwater-filled
tunnels. Animal combat characteris-
ticsareidentical tothosefor aroogie.
Roall adietodeterminethenumber of
attacking animals.

Accident: Theplayers come upon
thesceneof anaccident. Thismay be
atipped-over cart, collapsed building
front, or any similar mishap. The
players have the opportunity to help
anyinjuryvictims, assistthelocasin
recovering their property, or help

themsel vestotemporarily unguarded
goods.

Crime: The players witness the
commission of acrime. Thiscould be
anight bregk-in, the work of apick-
pocket, or even a ddiberate murder.
Thereferee will determine the exact
situation; it is up to the players to
decide on an appropriate course of
action.

Red Captain: Theplayersmeet a
Red Captain on the street—either one
of the legendary five or alesser cap-
tain. The referee should generate a
situation by which the players will
actually meet the captain. They
might, for example, seealoca thief
pick hispocket, apprehend the scoun-
drel, and return the wallet.

Assassin: A lone assassin will at-
tempttokill oneof theplayers, either
by meansof adirect attack with sword

ey
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or spear, or by means of some sort of
rangedweapon. Thismay beasmple
act of terrorism inspired by Ground
Cleansarsor the Cult of theWorm, or
itmay bethework of ahired assassin
sent after theplayers by an adversary
(assuming they have been in town
long enough to make that big of an
enemy).

Prisoner: The players come upon
a prisoner tied or chained in one of
the small chambersin the catacombs.
The prisoner could be the son or
daughter of an important noble held
toforceapolitical move of somesort,
awealthy merchant held for ransom,
acrimina fromarival gang, apromi-
nent Red Captain, or any of a num-
ber of other possibilities. Itis dso
possible that the prisoner will lie to
the players as to his rea reason for
being held captive,

GDW
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ADVENTURES

IN KARKARHAM
THE ADVENTURE possibilities in

Karkarham or withthecloud captains
are amost limitless. The following
plots may be fleshed out into full ad-
ventures or may suggest other idess.

Afoul of the Secret Brotherhood:
The players are in Karkarham and
discover the existence of a secret
brotherhood whichisactive not only
here, but in many other places on
Marsand perhaps even on Earth. The
brotherhood attempts to silence the
characterswhilethey try either toflee
or to destroy the organization herein
Karkarham. Possibilities for an or-
ganization include the Fenian Broth-
erhood, Anarchists, Ground Cleans-
ers, Cult of the Worm, the Bavarian
[lluminati, and the International Ar-
maments Cartel.

A Promise of Revenge: While
travelling over or through the foot-
hills of the Shistomik, aparticularly
observant member of the party no-
ticesalonefigure crawling aongthe
broken ground. Theparty rescuesthe
castaway, whoisbadly injuredandon
the verge of death from exposure and
starvation. He tells the story of a
merchant vessel attacked by pirates
fromKarkarham. Thisiswell within
the free commerce zone guaranteed
by the city government, however, so
the pirate crew killed al of the pas-
sengers and crew to prevent them
fromtelling the prince in Karkarham
of their breach of the law. This man
pretended to be dead after sufferinga
serious wound and has been strug-
gling through the badlandsever since.
Before he dies, he describes the pi-
rate ship as a small kite painted red
and yellow, with the ram painted to
resemble a bird's beak. He asks the

playerstoavenge himand hisfriends.

Breaking the Shackles: As the
players enter the city by way of the
Gorklimsk Road (or as they crossthe
Gorklimsk Bridge), they pass by the
waterwheel. Their conversation is
overheard by severa of the daves,
who are English seamen and recog-
nize the accents of one or more of the
players. The seamen cal out to the
players and give "three cheersfor the
Queen," forwhichthey arerewarded
withrenewed beatingsby theguards.
Theplayers should be movedto find
out about the daves and make an
effort to break the English seamen out
at night.

A Friend In Need: Whilewalking
through the bazaar, a familiar voice
will call out to the players. They will
turn and sseacharacter they have met
in aprevious adventure chainedin a
dave pen. Approaching him, they
discover that thispersonwascaptured
in apirateraid on amerchant vessel
andistobeauctionedinto davery to-
day. The auction master will not at-
tempt to stop the conversation and
will instead encourage the playersto
buy their friend'sfreedom. If they at-
tempt to do so, awealthy Martianin
thecrowdwill alsotakeaninterestin
the prisoner and force the bidding up
to £100. If the PCspersist, he will let
them buy their friend's freedom at
that pricebut will havethemfollowed
and later attempt to kidnap the pris-
oner and dispose of the players. If the
PCs are unable to bid as high as the
Martian, thenthey will haveto make
plansfor aclandestinerescue attempt.

The Key tothe Past: The charac-
ters are contacted by a renowned
British archaeologist, whotellsthem
of a stone tablet recently unearthed
from aruined city in Zephyria. The

tablet contained what the professor
believes will prove to be the key to
deciphering thelanguage used by the
pre-Seldon inhabitants of the region.
However, the ship carrying the tab-
let, as well as hundreds of other arti-
facts from the archaeologica site,
wascaptured by pirates, andtheitems
were auctioned off in Karkarham.
The professor is not concerned with
most of the items, but the tablet is
extremely important to hiswork. The
University of Edinburghiswillingto
pay £500 toward itsreturn, to which
the professor will add £75 of hisown
money. Upon arrivinginthecity, the
players discover that the tablet was
purchased by aloca crimina leader
who refuses to even talk with the
characters(or any other Earthmen, for
that matter) and is unwilling to sl
thetablet at any reasonableprice. He
has the tablet in his lodgings, which
occupy the stern cabin of alarge boat
moored in the middle of the boat city.

Diplomatic Mission: The charac-
ters find out that one of the secret
brotherhoods is plotting the assassi-
nation of the ambassador from the
BoreosyrtisL eague. Astheambassa-
dor is a strong friend of the British,
the characters will wish to stop this.
Prince Sabaat, however, may some-
how beinvolvedintheplot, sncehe
has given strict orders that no oneis
to crossintothelnner City for thenext
two days, ostensibly due to security
surrounding an upcoming state cere-
mony. The players must devise a
means of gaining covert accessto the
Inner City, make their way to the
ambassador's residence, convince
him of the danger, and deviseameans
of ensuring his safety.

Second Story Job: The characters
arecontacted by aloca merchantwho
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iswillingtopay them severd hundred
pounds if they will unobtrusively
break into Arturo della Moras villa
to locate and remove severa folders
full of documents which strongly
implicate the merchant in illegal
transactions.

Sabotage: A ship is scheduled to
leave in the morning for Western
Dioscuracarrying aGerman diplomat
and anumber of sensitive dispatches.
The characters are contacted by an
agent of the British Foreign Office
and asked to undertake a secret mis-

son. They are to gain access to the
High Docks this coming night and
sabotage the ship, thus delaying the
departure of the German and allow-
ing other plans which the Foreign
Officeadready hasin motionto come
to their successful conclusion.
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Sky Galleons Supplement

Heavenly
Archer

THE FLEET

OF KARKARHAM
KARKARHAM'S FLEET is small, but

its ships are generally good and it
consistsof isauseful mix of vessls.
Some of the ships were desgned and
built in Karkarham, but a number
were built elsewhere, notably at the
Oenotrian yards at Crocea. These
ships were mostly taken as prizes by
various cloud captains, and then pur-
chased andrefitted by theKarkarham
Navy. Thebiggestdifficulty thefleet
facesisthelow level of crew quality.
Thebest cloud sallorssignonwiththe

cloud captains, leaving the navy with
thedregs. Crew quality inthefleetis
Green.

Ship ratings are provided in the
back of the book for the ships of the
Karkarham fleet, but severd things
about the fleet deserve noting. There
areatota of 10 shipsinthefleet, in-
cluding the royal yacht (which is
armed). The ships built at the ship-
yards of Karkarham are notable for
their broad-beamed look and spa-
cious decks.

Many of thevessalsin Karkarham's
smal navy areof thistype, asaremost

of the vessdls of the Shistomik cloud
captains. The largest of these is the
flagship and pride of the Karkarham
fleet,theHeavenlyArcher.Itislightly
armored, using a rock-filled double
hull to protect against smal armsand
light ordnance, and dl 10 of its guns
areplacedin broadsdemountstofire
through gunports. It has the smooth
lines common to ships built in Kar-
karham.

The other locally built ships are
three identical screw galleys: Ardu-
ousPassage, Martial Pride,and Tra-
dition. These are identical to Le
Begue'sship (theGloire), except that
they have not been rearmed with
European weapons, and they do not
carry smudgepots.

Themost powerful of the captured
vessasin sarvicearetheDetermined
Venture and the Divine Fist of Sark
Removal. These areidentical vessals
and began their service life as Swift-
wood-class kites. When these two
shipsunderwent refitting in Karkar-
kam, their light guns, sweepers, and
power grapnels were removed and
replaced with apair of heavy gunsin
the wing mounts. The weight was
identical, so performance was not
affected. Firepower is considerably
better against heavy ships, however.

For small craft and dispatch boats
therearetwo Clear sight-classscrew
galleys (one captured and one sold at
a reduced price by the Oenotrian
Navy) and one Fleetfoot screw gal-
ley.

Theroya yacht, the Sunbeam iff,
isaBloodrunner-classkitewhichhas
been rearmed with two light gunsin-
stead of theoriginal two heavy guns,
thusincreasingtheroyal yacht'sceil-
ing to Very High dltitude. It isnever
used for military missions, but it
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could be pressed into service in an
emergency.

Mogt of the fleet is moored at the
High Docks, athough one or two of
the smdl vessels are aimost always
airborne on patrol near the city, and
one or two of the larger vessels are
usually away patrolling the trade
lanes. The royal yacht is usually
anchored at the paace.

RETURN-CARRIAGE

ROGUEGUN
QUATLATLANI is atalented and crea

tive inventor, despite hislack of for-
mal education, and he cdls his latest
inventionthereturn-carriagegun. His
ingpiration for the device came after
hearing of the new Royal Navy 4.7"
quick-firing gun, which uses a hy-
draulic recoil system to absorb recoil
and return the gun immediately to
firing position.

Quatlatlani immediately saw the
utility of such adevice. Hewas espe-
cialy interested in it because one of
the lengthiest parts of reloading a
heavy muzzle-loading shipgun, such
asthe Martian rogue, is actually the
runback, whereropesandpulleysare
used to drag the gun back into its
firing position.

Without accessto the sophisticated
metal-workingtechnol ogy necessary
to construct areliable hydraulic re-
coil cylinder, Quatlatlani instead
turned to a more traditional torsion
device.

He built two tension springs out of
rope and gumfibers, to which he at-
tached two long levers. The springs
were then mountedto either sde of a
roguegun, whilearopewasattached
to each of the lever arms and the gun
cariage.

Whenthe gundischarges, itrecoils

back on its wheels adong a wooden
dide, with the spring levers absorb-
ingtheforce. Attheend of thegun's
recoil, the spring uncoils, and the
ropes draw the gun carriage back
forward into firing position.

This carriage cannot be effectively
used on guns which fire directly out
of a ship's gunport or turret because
thegunisrun out beforeit can bere-
loaded. For guns on pivot platforms
with plenty of working space, how-
ever, it eliminates one step of the
loading process, and both increases
therate of fire and reduces the crew
requirement.

Quiatl atlani's experiments demon-
strated that insufficient timeissaved
with smaller pieces to warrant the
carriage, but thatimportant efficien-
cies are gained when the return car-
riage isused for arogue gun.

Thisinnovationisaprototype, and
Quatlatlani has no immediate inten-
tion of sharing it with anyone ese.
Thusplayersareunlikely to encoun-
teranythinglikeit except ontheBlack
Dagger.

GameEffects: Thereturn-carriage
roguewhichison Quatlatlani's ship

requires agun crew of only two, not
three. In addition, it hasan ROF of 1,
not(l).

;E HEAVENLY iig

ARCHER
Technical Specifications
Armor: 1

Hull: 12 (wood) with ram

Speed: 3

Altitude: High; Medium with
300 tons of cargo; Low with 800
tons of cargo

Tonnage: 1200

Price: £98,000

Crew: 5 officers, 2 petty offi-
cers, 69 ratings

Bridge: 5 officers, 2 petty offi-
cers, 1rating

Deck: 12 ratings

Maneuver: 36 ratings

Gunners: 20ratings

Armament:

10 heavy gunsfiring to broad-
gde (under armor)

4 liquid fire racks

2 tether mines
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RULES ADDENDA
THESE RULES are recommended

when playing Sky Galleons of Mars
or the aeria combat rules from the
role-playing game. They cover items
of unusual equipment used by some
of the vessdls covered in this book.

Smoke Screens
SOME STEAM-POWERED ships are

equippedtomake smoke, whileafew
Martian cloudshipsareequippedwith
smudgepotsto create asmoke screen.
Smoke screens are used to obscure
visibility, usually to cover an escape.
Laying Smoke: Steamships
equipped to make smoke may do so
in any turn they wish. Their move-
ment allowanceisreduced by onein
any turnin which they make smoke,
as smoke generation reduces the ef-
ficiency of the engine. Any ship
equi ppedwith smudgepotsmay make
smoke in any turn desired, but each
turn of smoke consumesone smudge-
pot. When aship makes smoke, place
asmoke marker in each hex it moves
through during its movement phase.
A burning ship aso produces smoke
in each hex through which it moves.
If aburning ship or a ship laying
smokeremains stationary for theturn,
it produces a number of smoke
screens equal to one rall of the die,
and these are placed in line starting
withthehex occupied by the ship and
stretching directly downwind.
Smoke is only present at the alti-
tude at which it was made.
Movement of Smoke: Atthe start
of each movement phase, roll adie,
and move al smoke screens that
many hexes directly downwind.
Duration of Smoke: Smoke laid
by a ship persists for two full turns.
Remove the smoke markers in the

correct movement phase two turns
after the smoke was laid.

Effects on Fire: Any shot whose
line of sight passes through a hex
containing smoke is resolved with a
-1 modifier to hit. Successve smoke
cloudscanreducethechancetohitto
amaximum of -3 to hit.

Ship Design Notes: Any steam-
driven ship can be equipped to make
smoke for £20 per engine size num-
ber. Any ship can be equipped with
smudgepots. These are chemical
smoke generators which cost £30
each and have no significant weight.
They dotake up deck space, however.
One deck space position is used for
smudgepots, regardlessof how many
are purchased. (Only oneison deck
and in use at atime.) Smudgepots
burnand generate smokefor oneturn,
at the end of which time they are
discarded. Smudgepots may aso be
fitted into tether mines or drogue
torpedoes, replacing the normal
explosives. Minesproduce smokefor
two turns, torpedoes for three turns.
Cod for the mines and torpedoes is
the same as for the explosive varie-
ties.

Spike Droppers
INVENTED BY MARTIANS and soon

copied by colonists, the spike drop-
per is a hopper full of short metal
spikes or darts.

Dropping Spikes: Spikes are
dropped by aship at any point during
its movement phase. The procedure
for determining hitsisthesameasfor
liquidfire, withtheexceptionthat the
modified dierall result is the number
of crew casualtiestaken, not thelevel
of fire started. Spikes may not be
reloaded during the course of play.

Ship Design Notes: A spikedrop-

per weighs five tons and costs £450
in any yard. Reloads cost £50 each.
Spike droppers take up deck space,
smilar to tether minesand some other
exotic devices. If spike droppers are
fitted, count them as guns for pur-
poses of hit location. They do not
have explosive magazines.

Scout Flyers

A NEW TYPE of aerial vessdl, the
scoutflyer, isaddedwiththeserules.
These very smdl flyers are designed
for speed and distance at the expense
of cargo and weaponry. They have a
crew of only two—a pilot (who
serves as both helmsman and trims-
man) and an observer/gunner. The
second crewman is optional, of
course. Characters may only pilot a
scout flyer if they haveboth pilot and
trimsman skill.

Inorderto conservefuel weightand
to eliminate the need for astoker, the
scout flyer uses a petrol bailer, and
thefuel lineswhich feedit areregu-
lated by valves operated by thepilot.
This means that fuel for theflyeris
somewhat limited since ail is scarce
onMarsandisonly easily foundnear
the cities of Gorklimsk, Olonia,
Niront, and Gigantia. At those places
itisavailablefor £3 per ton, aslisted
in the basic rules. At other places it
will be scarce, and prices will vary
from two to five times as much,
depending on the remoteness of the
locde. The scout flyer hasafuel tank
which will hold up to 15 tons of ail.
Theflyer burnsaquarter ton of ail per
day (and thus can travel for up to 60
days without refueling).

Notethat duetotheir small hull size
scout flyersdrop from Very High to
Low altitude after suffering a single
hull hit, andwill crash after asecond.
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RULES AMENDMENTS
THE FOLLOWING RULES ae not ad-

ditions to the basic Sky Galleons
rules, but are clarifications and
amendments to them which have
emerged from constructive sugges-
tions by players.

Ship Combat
THESE RULES cover a number of

different issues involving ship-to-
ship combat.

BoardingParties: Novesselsmay
fire a a ship which has afriendly
boarding party on board.

Collisons. A vessel may maneu-
ver to avoid a collision in the same
way asto avoid aram. If the ship has
already moved for that turn, the
movement spent avoiding the colli-
sonischarged againstits nextturn's
movement.

Armor and Small Arms Fire:
Addthe armor vaueof the ship'shull
to the saving throw number for smal
arms hits. For example, troops on a
vessel with an armor value of 2 save
on aroll of 4 or less, not 2 or less.,
Regardless of the armor value of the
ship, aroll of 6 never saves against
smal arms. If avesse has aboarding
party ondeck, thismodificationisnot
made, and al small arms hits are
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taken from the boarding party first.

Trim Critical Damage (Clari-
fication): Vessds normally recover
trim if they roll higher than the
damage of the round or if they rall a
6 (if the damagevalue of theroundis
6 or greater). Thefavorable modifier
for hull sizeis applied to the dierall,
not to the damage val ue of the round
causing the damage.

For example, adroguetorpedo has
a damage value of 10, while a ship
with ahull size of 5 receives afavor-
ablemodifier of+1 tothedierall. The
ship can only recover trim on a die
roll of 6 normally. However, with the
favorabledieroll modifierof +1 it can
recover on aroll of 5 or 6, eventhough
the damage value of the mine is
considerably larger than 6.

Tether Mines: If severd minesare
aloft, only oneroll is made to deter-
mine whether they drike an enemy
vesd. If they do, al of the mines
detonate in achain reaction and add
thelr damage values together, as if
their individua detonationswere one
large explosion.

If aplayer rel eases tether mines, he
rolls separately for each mine to see
ifitstrikesanenemy ship. Only mines
which srike enemy ships detonate.

Drogue Torpedoes. If severd tor-
pedoes are being towed, only oneroll

is made to determine whether they
srike an enemy vessdl. Ifthey do, dll
of the torpedoes detonate in a chain
reaction and add their damagevalues
together, as if their individual deto-
nations were one large explosion.
Throckmorton Conveyors. Due
to very limited deck space, only one
Throckmortonconveyor may takeoff
from aship per hull size per turn.

Ship Design

THESE RULES provide some addi-
tional limitations on overall ship de-
sign.

Armament: All armament must be
balanced (by weight) oneach side. A
ship may have a heavier weight of
weapons forward or aft, but it must
be balanced on its sides.

Marines. A maximum of five ma-
rinesmay becarriedper hull size. Ac-
commodations may be provided for
additiona troops, but these may only
be carried aspassengers dueto limits
on deck space and access to below-
deck firing ports. If extramarinesare
carriedbel owdeck, they may betrans-
ferred topside at the start of any turn
to replace casualties or marines sent
away as boarding parties. Marines
may not form boarding parties the
turninwhich they movetopside, but
they may fire.

SCOUTFLYER
Weight: 20tons
Speed: 45 knots
Power Plant: 64 horsepower
Crew: 2
Armament: Maximgun
Price £2000
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Shlftlng
Now Her e sthe Plan:

FLY SWIFTLY through the mountains and locate the kraag of the brutish High Martian potentate, King
Gnaashriik. Then you (and a hand-picked team) stealthily enter, search, and make your rescue. If you are
quiet enough and quick enough, you will be out before the High Martians discover you. There is no way
you could have known that others would be here too, each looking for his own treasure. And the invasion
of their domain has stirred the beastmen into a blood frenzy. Now you wonder if you'll ever leave the
Temple of the Beastmen alive.

In Temple of the Beastmen, each player controls one of 10 adventurers, each with their own goals and
special abilities, intent on rescuing slaves and treasures from the clutches of the wicked Martian king,
Random map tile Iayout and card sequence make the temple, its treasures, and |ts dangers different with

every game. Stealth
and strategy are es-

sentid to winning.

Temple of the
Beastmen can be
learnedinunder hal f
an hour and can be

playedinunder two

hours. Awell devel-
oped set of optional
rules allows more
elaborate strategies
and lets you choose
the level of com-
plexity. Solitaire
playispossble, and
complete rules for
it are provided.

GOW

_P.O.Box 1646
'Bloomington,. IL 61702-1646

Available at hobby and
game stores everywhere.

: ~ Wiritefor aur freecata og.

Who Knows What Dangers Lurk Withm'?



HIGH AMIDST THELOFTY PEAKS of the Shistomik Moun-

tains sitsthe rich and deadly city of K arkarham, perched C‘ L @U D C A PJTA | N[S
at thecrossroadsof aworld. Almost anythingcanbefound ) - s I J
initsbustling marketplace, butKarkarhamismorethana OF
simple commercia center. It is aso the home port for that color-
ful and bloodthirsty company of pirates, brigands, and adventur- \ i ) (= \
ers known as the cloud captains of the Shistomik.

Like the pirates of the Caribbean, who, centuries earlier, plundered —/ e | N
the shipsof the SpanishMain andwerealowed to dock at Port Royal SR e S )
by acorrupt governor, the cloud captains of the Shistomik Moun- G
tains plunder therich spice ships of the BoreosyrtisL eague, thefat
oil luggersof Olonia, andeasternmerchantmen carryingjewelsfrom
Amazoniaor ancientrelicsfromtheblastedruinsof Zephyria. All are
fairgamefor thecloud captains, whofind safehaveninKarkarhamin
return for a split of the profits.
Cloud Captains of Mars details the pirates and privateers who gather
at Karkarham. It gives an extensive listing of its captains, ships, habits,

to get to Karkarham, how itis defended, what you will find
there, and how to contact the cloud captains or even

thelegendary Red Captains. Inaddition, this .
book provides rules for hiring crews, 4 -
hunti ngdownandsei zingmerchant &”

ships, and sdlling prizesin Kar- (= '

karham's markets for those A—77",
intrepid players who long 7,

to feel the windin their €20, i .

face, adeck beneath o Flying ships,

their Teet, and no /408" Dashing Red Captains
flagflylngover- AARN ’
head but the £ 7/ / Karkarham,

Jolly Roger. 4720785 the Casablanca of Mars—

Darethepirates lair!
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'1 | Copyright© 1989 GDW Inc.
< | Space 1889 is GDW'strademark for its role-
| playing game of Victorian Era space-faring.
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