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The Marine unloaded round ’h
after round from his Impaler i
« » » cutting apart dozens of £erg-
lings as the horde advanced. There !
‘were hundreds of the ravenouscrea- =~
(tures, however, and the Marines ammo
wos slowly being depleted. _f_{_-;.
"Where are they?" the Ghost de-
'manded. “We called for pick up nearly
fifteen minutes agol” -l

"Easy, Terran,” the Protoss High
Templar cautioned, unleashing another
volley of psionic bolts info the nearest R
Zerglings. “We must remain patient. If
we give in to our fears, we will be de- {
stroyed.” A

“Screw that,” the Marine ex-
claimed, slapping another ammo pack
into his Impaler. "I'll show you pa- !
tience! Eat spikes, bug breath, and be
afraid "

“Yes,” the High Templar said, hii-
ting the Zerglings with o psionic storm,
“sloughtering our enemies is another
way to opproach the situation. ...

Alternity® and

Starcraft®:

You've played the exciting omputer
game. Now get ready to play the ad-
venture game! We've sét this version of
the AvrenniTY Science Fiction game in
the universe of STaRcCRAFT. It features
the heroes and aliens trom the com-
puter game and translates them so you
can experience the excitement and fun
of playing without your computer.

The ALTERNITY game iz a game of
"Make-Believe" with rules that let you
play new adwventures in the STARCRAFT
universe. Youand your friends take on
the rolas af Brave soldiers and strange
aliens in a war-tom future, All you nesd
is this game, some hriends, and your
imaginotion.

How Do We Play?
The AiterNiTY Sclence Fiction Game has someathing that no computer
gome can match. Ithas a Gamemaster—a living, breathing, highly imag-
inative, wickedly creative master storyteller who con reoct to any situa-
tion and improvise solutions on the spot.

There's no one more important to the AITERNITY game than the Game-
master. If you're reading'thie, then you get to take on this essential and
exciting role. The GM does everything thot the Al does in computer RPGs,
plu= a whole lot mere. You're the director, the narrator, and the special-
effects studio wrapped up in one parson,

The GM runs the missions, referees the action; cnd portrays all of the
aliens and characters the heroes meel over theé course of their adven-
tures. The GM runs the universe, and everything in it does the GM's hid-
ding. That's how the GM plays the game.

The other players control the herced, mighty ehargcters who influence
the galaxy with every action they take. The players must work together so
thert their characters con overcome hozards; solve puzeles, and otherwise
work through each unfolding adventure. The players iall the GM what
their characters do in situations the GM presents. If the herces survive o
particular adventure, the players win the game.

Overview

Oune to five people, plus the Gamemaster, can play this game. You and
your frisnds get together to create a STARCRAFT story. The GM begins with
the Skirmish Scenario presented in this book. It halps give everyone a
taste of how the game plays. Then, go on i the scenarios presented in the
Adventures Book. An adventure scenario provides o basic plof; how the
story develops is up to the GM and the-actions of the players’ characters.
The other players each select a Heme Folder. The Herc Folders present
eight different characters from the STARCRAFT universe—including Ter-
rans, Protoss, and Zerg heroes. Thesa are ready-to-play characters, com-
plete with game statistics, weapons and defenses, and other equipment.
Players can customize their characters, as described in each Hero Folder.
During a game session, the heroes are the players’ interface to the

world of StancrarT. The GM describes what these characters gee and hear

as they explore Zerg Hives and Protoss Citadels; then the players de-
scribe how the heroes react to each situotion.

It's kind of like acting, except everything happens atound the gaming
table. The players don't have fo stand up and deliver lines or perform
stunts. The GM just reads parts of the Adventures Bock out loud, impro-
vises added detail as desired, then lets the players describe what their
characters are doing. When the cutcome of an action isn't obvious (like
when a hero attacks @n cpponent), everybody rolls some dica.

This give-and-take, this interaction, is at the heart of every adventure.

How does an adventire end? That's the best part about an AvTERNITY
game—nobody knows how it's going to snd untl you réach the climax of
the sloryl
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A Game Spssion ‘o .ﬁ

Betore we start explaining the rules, let's take a few momenis to draw a
mental picture of what an ALTERNITY game session is like. Let's pretand it's
next weekend. You've Ell'ﬂlld'j" read through the Rules Book and the Skir-
mish Seenario, so you're ready ta be the GM. You've invited a fow friends

fo come over to play, What happens next? 7

First, make sure you have a good supply of beverages and snacks.

. This is o social game, and people |
like to eat and drink when they're
being social. It’s parfectly okay to
ask your friends o contribute 1o the
game-session snack slash.

. Then, find a comfortable place
with a flat surface to roll dice on.
Any table works nicely. You =it at
the head of the table with the GM
gcreen in front of you and the Rules
Book ond Adventures Book set ba- |
‘hind the screen so the players can't
soe tham. Place the dice and the
Hero Folders in the centar of the
table, where everyone can reach
them, along with plenty of pencils
and paper.

When your friends show up, give
them a-few moments fo look over
the Hero Folders ond select charac-
ters, The players can speak "in
character” ("I attack the Zergling”)
orrafer ta their heroes in the third person ("The Marine attacks the Zerg-
ling"). ¥oushould use ditterent voices and sound effects when you run the
opponents.

Winning

You don't win this game by beating the other players. Instead, each ad-
venture has its own vietory econditions. Sometimes survival is the only key
to victory; Other times, the heroes have a particular mission to aceom-
plish. A= long gz everyone has fun and the group tells an exciting story,
averyone wins:

Individual players win when their herces defeat foes, gain wealth,
fame, ond achisvement points, and incrégse their personal power amd
repufations,

That's what's great about the ALTERNITY game—each adventure is just
one tale in the continuing saga of the hero charaeters. Each hers devel-
ops over time, getting better and better from one advanture to the next,
Sure, you can have a great iime just playing once: But the real exciiemen|
comies from watching the heroes improve and grow,

'm"’—m-m [ “

Dice
There ore five dice in this

shape and has a different
diz number of sides.

These dice help deter-
mine the outcome of aclions
in the games. If a player wonts
his or her choracter to try
something (make an attack.

" use askill, etc.), tha dice are
used whenever the outcomea
L " isn't @ sure thing.
Sy The Hero
Folders

Each Here Falder features a
different character and in-
cludes thet character's back-
ground, ability scores, and
equipment, and a selaction of
gkills. There are also game-
play reminders for the

d4 players and brief explema-
tions of the gkills.

dé

Playing the Game

The ALTERNITY Adventure Game has ahe prim@ry rule: Have fun! If evary-
one has a good time, then you've done everything right.

With that in mind, consider the folewing information as a series of
guidelines. These guidelines present a simple way to figure out whet
happens in any given situation. If something happens that isn't coverad
by the rules, the GM decides what lo do.

The foundation of the ALTERNTTY gome is simpls. Every character has
three types of key game statistics: abililyscoresi skill scores, omd on ac-
tion check score, A player must roll'a number that is egual toor less than
the hero's appropriate score tesucceed. A roll that'’s greater than the score
indicates a failure,

Ability Scores

All characters have six ability scores, reprasanting physical and mental
attributes, Ability scores for Terran charactess range from a low of 4 toa
maximum ol 14, An average score is 9, Some aliens exceed the maximum
score In some abllities.
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The six abilities are Strength, Dextarity, Constitution, Intelligence,
Will, and Parsonality.

S5kill Scares

All characters have skills. These re-
Hlect training and experience in
specific areas. There are two types
of skills: broad skills and specialty
skills

& broad skill represents gen-
eral knowledge in a certain field.

A specialty skill represents spe-
cific knowledge and training in a
subsat of that fisld.

For exomple, Unarmed Attack is
a broad skill, and brawl is o spe-
eialty skill within that broead knowl-
edge base,

okills are relaoted to abilities. A
skill score is defermined by adding
the related ability score to the num-
ber of ranks a particular skill has.

Brawl, for example, s a
Strength skill. o, a hero with a
Strength of 10 and 2 ranks of braw!
hios o brawl skill score of 12
(10+2=12)

Note thiat broad skills den't
have remks, o the score lor a broad skill Is the same as the ability score
it is related to. In this case, the hero's Unarmed Attack skill score is 10 (the
same a3 her Strength ability scorel.

Action Check Scores

All characters have action check scores. These are used to determine the
order in which characters may act in an action round. Every round is di-
vided into four phases, which occur in this order: Amazing, Good, Ordi-
nary, and Marginal. Heroes roll a d20 (20-sided die) and compare the
result to their action check score o delermine which phase they get to
actin.

Charactéers controlled by the Gamemaster don't roll. The phase they
cam act in is listed in their entries. For example, a GM character (such as
a hostile Zergling) with.an Ordinary action check always acts in the Ordi-
nary phase of a round
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Rolling Dice

The ALTERMITY gome uses two kinds of dice: a'confrol die and various sifi-
ation dice. Whenever dice are rolled, one of them must be a gontrol die.
Sometimes you also roll one situation die, The result of the roll deter-
mines i{ gn oction succeeds or fails.

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

The situation die can be any one of the lollowing dice: a 4-sided dia
{d4), a 6-sided die (d6), an 3-sided die (d8), or a 12-sided die (d12).

Thea situation die is sither added fo or subtracted from the control die.
You're always locking to get as low a result on the two dice as possible—
the lower the roll, the better the success. Low rolls.are good in the
ALTERNITY gome.

The Most Important Rule

Not every action requires a dice rolll The GM enly calls ior dice rolls in
dramatic situations, when the outcome of an action isn't a sure thing, or
when the GM needs to judge an action’s degree of success.

For example, i a player declares that her hero crosses a moving side-
walk, no dice rolls are necessary. There's nothing particularly ditficult ar
dramatic about this situation. If the haro wants to cross through o swarm
of ravenous Zerglings, then the situgtion has suddenly become dramatic,
and dice should be rolled.

So. when a hero attempts something he =.gat a high degree of expert-
ise in, don't call for dice rolls unless there's an added cemplication. & pi-
lot shouldn't need to make a skill check tehandle a nermal space flighti
But flying through an uncharted astereid fiéld adds drama and uncer-
tainty, so dice rolls should be applied:

Situation Die Steps

How do you know if you should add the situation die roll to the contrel die
roll or subtract it? What type of situation dis should you roll? Those ques-
tHons are related, so wea'll answear them togather

Doing something of average difficulty doesn't require a situation
die—just roll the control die (the 420) to see il the action succeeds,

Add the result of a situation die to the control die if a ¢hﬂ:ﬂ:ler tries
something that is more challenging them normal.

Subtract the result of a situation die from the control die if a task is
easier than average.

Note: Only use a siluation die with skill checks, not Wlﬂ'.l. action
chacks. Action checks just use the control die.

The smallest situation die you can usa is o d4. To make a skill check
for a task that is challenging (slightly harder than average), roll o 420
and a d4 and add the results. This is refarred to as making the check with
a “+] step penally.” For something nottoo tough (slightly easier than av-
erage), roll a d20 and a d4, subtracting the d4 result frem the d20 result.
Thiais a <1 step bonus,”
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Remember, low rolls are good in the ALTERNITY game—you're tryingle

get o result that's equal to or'less than the skill score of the tharacter pers - Skirmish Scenario

AT

apply step penalties if the hero is rushing, has no equipment, or is at
tempting something in dangerous conditions, Or you can just stick with

to beat the evil aliens controlled by the GM. Each player selects one of
the Hero Folders. These are the players' characters for this scene,

e

- forming the action. Obviously. the chance of getting that desired low re- h I Combat, from dangerous blaster shoot-outs to spectacular martial-arts =
" sult is better if you subtract the situation die from the control die. - ' free-foraalls. is a staple of science fiction adventures. As such; combat is
- Deciding which eituation die fo use ie almost alwaye under thea GM's an important part of the ALTERNITY game. B
=~ control. (Sometimes an adventure may call for a partieular situation die. 28 l, Take a look'at the Hero Folder for Dennis Wiker. We'll use this hero to o8
) due to the nature of the scens, In those cuses, you'll see o notation like explain how a charaeter attacks and defends in the ALTERNITY game. ;
"+1 step penalty” or "2 step bonus.”) Using the table below as'a guide, i -4
‘ the GM determines the difficulty of a task and ossigns the appropriate b
. situation die. For example. firing @ weapen to hit an exposed target at Getting Started (=
| z]:nﬂrimﬂ tﬁzﬁ;ﬁﬁff:ﬁﬂfﬂﬁﬁ? :‘;Hﬁi r;ﬂl:?ein;:r:iﬁr Pl The Gﬂmemumer‘mnt.mis a_:ll n?l the evil aliens that the ?thar players’ he- TR - ,
The situation die gives the GM a powerful tool for running the game. roes must defeat in this Skirmish Scenario, If you haven't selected a i
You're free to a==ign siep bonuses if g hero is using superior equipment Gamemaster yet, do so now. ; L
or is taking his time and being especially careful. Conversely, you cun The other players control the heroes. They cooperate with each other y

The GM dosan’t get o Hero Folder. He or ghe gets te control the sce-

the cantral die and let the chips fall where they may.
; . T naria and run the evil aliens that challenge the heroes,

i

( Situati 3 o =
on Die Table =
Situation __:-n.?__ Situation The Action Round :
Description Steps Die Type This Skirmish Scenariois an example of @ combat scena. All combot b
Impossibile +4 steps +di2 scenes are divided into'action sounds. Every character, whether con: :
Nearly impossible +3 steps +dB trolled by a player or the GM, ean perform one action in o ¥ound, . F-
Very hard +2 steps +db An action round consists of four phases that aceur in this order: Amaz- ‘ ]
Challenging +1 step +o< ing, Good, Crdinary, and Marginal. Everything thot happens in one phase ¥ E '
Average None Naone is resolved before the next phase begins Se, a character who gets ’
Not too tough -1 step —d4 knocked cut in the Good phase can't perform an action in the Ordinary or [ |
Really =asy £ steps =db6 Marginal phase. [ I;'
MNo sweat -3 steps -8 E
A sure thi —4 steps -di2 E
\. i J G Action Round Sequence ) {l -
1. Roll Action Checks '
: : : 2. Amazing Phase
Now let's try @ practice gome to see how this works. - b P b Bk e
3. Good Phase n
a. Heroes Act b. BM Characters Act
4. Ordinary Phase
a. Heroes Act b. GM Characters Act
5. Marginal Phase !
a. Heroes Act b. GM Characters Act I
6. New Round: Repeat steps 1-5, el
i go on to new rounds as needed J t i
¢ o}
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Action Checks

The Gamemaster announces each phase in order, asking the players
if any heroes can act in the phase. Then the GM characters act in the
phase, if it maiches the one listed in the entry. After the actions are re-
solved, the GM announces the next phase.

Actions

A hero eon attempt to perform one actien in o round. For this Skirmish
Scenario, the actions avallable to a heto are Attack, Hun, Dodge. and Re+
cover. The chosen action may take place in the phase indicated by the
bero's aclion check, or the hero's player eon decide to hold the action until
any later phese in the round.

For GM chardcters, the only differerice is that instead of rolling an ac-
tion check, the GM chatadtars act in the phase indiccted in their entries.

Attack

There are three types of attacks @ choroeter can use; Unarmed, Melee,
and Hanged. A character can walk and attack asa single action in a
phose,

Unarmed Attacks include brawling and martial arts attacks. The
charoctar must be adjacent to the target (within 2 maters) to make an Un-
armed Attéck.

Melee Attacks include atiacks made with clubs, knives, and other
handheld weapons. The character must be armed with o weapon and ad-
jocent to the target (within 2 meters) fo maoke g Melee Attack.

Ranged Attacks include attacks made with lirearms, energy weapons,
and any other distance attacks. The character must be armed with a
ranged weapon and able o see the targst tomake a Ranged Attack.

Hefer to the attack information on each Haro Felder. It shows the at-
tacks avuailable to the hero, the attack skill score; and the cmount of dam-
age inflicted with o successful use of the skill, If Wiker's player puts 2
ranks in the rifle specialty skill, Wiker's attack information would look
like this:

Gouas Rifle A G (8] F
Skill Scora -3 4-5 7=13 144
Damage 2d6+3w d6+3w dG+ 1w Migssl

Ji-_ 1

To maoke anaitack, roll a d20 (the control die) and compare the result

in just a moment.

Run

Instead of making an attack, the GM or ‘@ player can decide to have o
choracter run away. A character can run aweay, butthot's all thot charac-
ter can do in the round.

Dodge

A character can dodge as an action in a phase, When a chiaracter dodges,
that's all the character does, but it's harder ta attack that character for the
rest of the round. (A hero who dodges in the Good phase receives the
dodge benetfit in the Goad, Ordinary, and Marginal phases of the round.)

O
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¥ 4 io the character's gkill score. I the number is equal to or leéss than the
At the beginning of every action round, the players roll action checks for ekill score, the attack iz successful and the target gets hit. The lower the sl
their heroes. Each player rolls @ d20 and compares the result {o the action recult; therbetter the attack, For example, it Wiker's player rolls 3 or less, i
: check score listed on the Hero Folder. then Wiker makes an Amazing attack. . Wiker's player rolls 14 er greater, ey
- For example, on Wiker's Hero Folder you see that if Wiker's player the aitack fails tmd the rifle shot misses its target. = v
rolls a 3or less, Wiker can act in .“W Amazing phase. ! If the attack succeeds, then you roll the approprigte domage (as indi- r 2
The GM's action check doesn't require a die rolli The GM just checks cated). Doamage is expressed as a die to roll, followed by either an “s” o
the entry of the GM character to see which phase the character acts in. {stun damage) ora "w" (wound-domage). We'll explain domage more fully -
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Anyone attacking a dodging charactst does so with.@ +2 step penalty,

types ol damage in the AtrenniTy Adventure Game: stun and wound. Each
hers has & number of stun ond wound points oz shown on the Hero
Folder,; These represent how much damage that character can sustain be-
fore falling unconsclous or being killed.

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

Wound damage mprnmti gerious, lasting damage. When all of a
character’s wound points are gone, that character dies,

Relerring to Wiker's Hero Folder again, if Wiker's player rolled an
Amazing success when attacking with Wiker's getuce rifle, the damage
would be "2d6+3w." This means the player rolls a b-sided die twice and
adds 3 to'the numbers rolled. This result is the number of wound points
inflicted ¢n the target.

Armor

Fortunately, most characters wear some kind of armer fo halp protect
them from damage. When an armor-clad character is hit by a successiul
attack, the character's player gets to make an armor check to block some
or all of the domage.

For example, Wiker wears a durable suit of powered armor. It has a
defense rating of d6; This indicates that it can block 1 1o 6 points of dam-
age. i Wiker is pegged for 7 wounds and rells a 4 for his armor check,
then you only mark off 3 wounds lor that altack—only the damage not
stopped by the armor ig intlicted on the character.

points; Amazing success, regoin 3
stun peintis. On any success, the
character regains consciousness.

Practice Combat

Now that you've lecrned how chexae-
ters attack ond defend themselves in
a combat round, let's play the Skir=
mish Scenario to test out the rules.

Setup

The heroes begin the scenario defending a colony from a Zerg infestation

torce. Their mission is to defeat the enemy fofces and thereby protect the

civilions hiding in the colony bunkhouse,

Start

Make sure every player has selected a Hero Folder. Point out'the hera's
Ettacks, Durability, Action Checks, aond Defenses. That's all they need to
use in this Skirmish Scenaric. You (the GM]| get to confrol the Zarglings.
When everyone is ready to begin, retd the fellowing out loud fo the
players:

The battle to defend the colony has been long and arducus, but
it all comes down to this: Can you stop the last Zerg advance and
keep the remaining colonists safe? You take up positions in front of
the main bunkhouse, A swarm of Zerglings is coming over the hill.

What are you going to do?
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b Recovery —
- This means that instead of rolling just the control die (the d20) to make an —
. attack, the player or GM must also roll a d6 situation die. Because this is It'a character loses all of her stun —
a penaity, the result of the d6 is added to the result of the d20. : pointe, she falls unconscious, The —
Dodging makes it harder to roll a low rasult, but it won't be impos- < Ay only action an unconscious character —
sible. & lucky roll can still hurt & dedging character. 1y can attempt is @ recover action. —
When o character makes o recover N e
o cction, the player rolls od20 and N
Recover - compares the result to the chorocter's i 4.: :
pon 1. , L , 3 _ ! Stamina or Stomina-endurance el =
This ig a special aetion availabls to characters who are unconscious. score. If the check succeeds, the bl |
We'll discuss this action in the Damage section that follows. - character regaing o number of stun T 4 | |
points, as shown below: [ a .
_ Dill'ﬂilgl! Ordinary success, regain 1 stun J *‘i
When an attack roll succeeds, the target sutfers damage. Thers are two point; Good success, ragain 2 stun b
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Ask each player to make an action check and note the result, (Remember,
they sach roll @ 420 and compare the result to their hero's action check
scores.) Then the first round of this combat scene begins!

In the Amozing phase of the round, heroes whose players rolled
Amazing action checks may act. Let each hero who can act declare an-ac-
tion and resolve that action. (Remember, actions that can be used in this
Skirmish Scenario are attack, run, dedge, and recover—though noe cne
will need to use this lost oction just yet),

In the Good phase of the round. heroes whose players rolled Good ac-
tion checks may act.

[n the Ordinary phase of the round, heroes whose players rolled Ordi-
nory ogtion checks moy act: The Zerglings alzo act in this phase, after the
heroes.

Finally. in the Marginal phase of the round, heroes whose players
rollad Marginal checks may act. Thiz ends tha first round of combat.

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

Continue playing through rounds until the haroes defeat all the Zerg-
lings, or the Zerglings defeat all the heroes.

How Many Zerglings?

Thot depends on the number of heroes in the game. Here are some guide-
lines for a fair fight, bat you can make the combeat harder or easier by
placing more or fewer Zerglinge in the ottack swarm.

1-2 Heroes: 4 Zerglings

5-6 Hetoes: 8 Zerglings
3-4 Heroes: 6 Zerglings

7-8 Heroes: 12 Zerglings

What Do the Zerglings Do
You decidewhat tha Zarglings 'do every round. You ehould hove them run

~and dodge in the firet round to get closer to the heroes, since they have to

be up close fo use their claw attacks, Any time an alien is close enough to

" make an attack, it should do s6. But you can decide the bast way for them

{o act. Just remember to play them with the cunmng ofa pradutnr end the

b Eam::itr of @ wild, dmmgumus beast.

Zm-gllngs

See page 48 of #his BGE for miore detmlu butham- what you need to run
the Zerglings for this skirmish.
Action Check  Ordinary

Claws A G o F
Skill Score 1-2 3-5 6-10 11+
Damage d4+2w dd+1w ddw Miss!

SE5 +1 slep penalty to attacker due lo speed
Durahbility Stun 89, Wound 8
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unnlng Adventures

Playing the ALTERNITY game ig & lot like developing o story line for a novel
or movie, The majer difference is that there's plenty of room for improvisa-
tion and no one, not even the Gamemaster, is really certain how . every-
thing is'going t&eome out'in the end.

Every game revolves around what the heroes do. Somathing happens
as a resulf of the herces"actions, or the heroes take some sort of action in
rasponss to something the Gamemaster decides. Either way, heroes can
do lots of things.

Doing Things

An ArrerMTY adventure begins with the Gamemasteridescribing o sceng
of o situation, like the read-aloud from the Skirmish Scenario. When you
get to the question—"What do you do?"—then it's time lor the players to
decide what their heroes are going to do in response to the scene you've
set before them.

Anticipation hangs in the air as the players figure out a course of ac-
tion. It's their turn to influence the story. How do players cnswer your
question? The quick respones is: Any way they want to. A heroc can do al-
most anything that makes sense for the character and that the player can
imagine. Depending on the situation, a player might have his or her hero
talk, move, use a skill, opercie o plece of equipment, or do anything &l=e
that seems oppropriate of the time,

When the players answer the guestion, theycan either nomrate thelae-
tion or act it out. When a player namrates, she approaches her hero with
some detachment: "My hero pulls cul his gauss pistol and starts blasting
the Zerglings,” for example. When o player acte out a scene, she spagks
as har hero speaks: "I pull out my g't:ru.ns pistol and start blasting the:
Zarglings.”

Either style works. Let the p]ay&m use ﬂ:u!l style that makes them! the
maost comfortable and leads ta the mest fun for everyone invalvad.

The GM at Play

Once the players have guthered and it's fime to begin the adventure, the
Gamemaster and players have two very dilleresl selés. The players get to
portray the heroes of the adventuresTHe Gmaﬂ.mi&i‘ is the narrator of
the adventure. Tha GM knows everything that's'going on cnd must maks
sure that the players lecrn the things their heroes are oware of. Tf the
players don't understand the snvironment surrounding their heroes, they
won't be able to make wise decisions aboutswhat to do next,

In addition to being informative, however, the GM must also be enter-
taining. When the players try to get information from a tight-lipped spy,
the Gamemaster should be gruft and diffigalt; just as that character
would/be. While the players are able to focul all their attention on their
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own heroes, the Gamemaster gives life to all the GM characters in the
game.

The Gumemeaster alse acts as a referee. You need to know how the
game works. If the players try to do something the rules don't cover, you
have ta come up with a fair way fo determine if the heross succeed.

Be fair, If the players attempl something that has a good chance of
success, you need to give it that chance. By being fair, tha GM sams the
respect of the playvers and contributes to everyona’s fun.

Another aspect of fairmess the Gamemaster must keep in mind is the
special knowledge from reading the adventure. You know all the secrets
in the story, or you make up new secrets as the story warrants. Howsver,
even though you know what's going on, the various GM characters don't
have that knowledge. You know the herces are trying to trick the spy, but
the spy doesn't know that. Keep the twe separate, and the story will coms
out gracat!

To sum it up, a Gamemaster:

P Desacribes each scene,

B Decides what the heroes ars up ggainest.

» fzks the players what thair heroes are doing.

P Takes the part of the GM charaeters (also called the supporting
cast)in copversations:

» Tells the players what the resulis of their heroes’ skill checks are
and detarmines which skill checks are appropriate for which actions.

P Calls for and keeps track of actien checks and when each hero and
ig cost meniber takes actions in combat situations.

P Rolls all chacks and decides all notions for the supporting cast

members based on what the supparting cast members know (not what the

Gomemuaster knows).

Sup

Campaign

The term 'eompaign” is used to describe the grand bﬁﬂkground against
which the various adventures are played. Often, o campaign has an cver-
all goal or confinuing story.

‘The campaign presented in this game revolves around the herces de-
scribed in the Herc Folders. These heroes will be brought to lite by your
players as each adventure unfolds. Hare's some background for this coam-
paign: You, o8 Gamempster, con alter, add to, or embellish this material
as you see fit. That's how the GM makes the campaign personal.

The Future, Koprulu Sector

In the distant future, @ small group of human exiles departed Earth in
cryogenic slumber. When they awcke thirty years later, they found them-
galvas in the most distant corner of the galactie rim. Strunded and bereft
of anyassistance from home, these stalwort Terrans colonized the region,
and their numbers grew guickly. Dozens of worlds were within (hair reach,
and despite harsh conditions they thrived and spread, As rescurces
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d wmdled th&y Ix:-ught with one another and developed new weapons fcx
war in the distant reaches of space.

Yot the Terrans werae not alone. Watching from'the shadows in this
sector were the enigmatic Protogs, a species with manners aod technolo-
gies unfathomable to Terrans. The Protess studied humanity and were
largely undecided on what {o think of their new neighbors when another
species arrived on thescene. Traveling in fergl sworms, the broods of the
Zerg descended inlo Terran space. While the Terruns reacted with shock
end horrer as the Zerg invadad their space, sloughtared their people, and
infested their worlds, the Proioss went to war with the Zerg, destroyiny
anything—and @nyone—that got indhe way. As'the Terrans quoarreled
and sought to organize their defense againet these species, a three-way
war exploded in the region.

The Wars

The Great War, s it iz sometimes known, was a chaotic and bloody atfair
that cost millione of lives and ruined dozens of worlds, & new Terran Em-
pire, under the leadership of Arcturus Mengsk, arose to lead humanity
with on iron fist. Yet the Zerg smoshed 'waove after wave of Terron armies
and fleets that stoed in their way, ond eventually furmed their focus on
the Protoss. The Terrans and the Protoss formed an uneasy alliance as
they endured defeat alter defeat. In the greatest of battles, the Zerg
swarms reached the Protoss home world of Aiur and laid siege ta'it. Bra-
ken and almost lost, the Protess were saved only by theactionsof the
hero Tassadar, who died to destroy the Zerg Ovennind.

In the aftermath, the three speciss triad to rebuild. But it was=n't long
before the trumpets of war sounded agoint The Brood War started as Zerg
swarms fought among themselves for confrol. The Protoss forged an al-
lictnee with their lost brothers, the Benk Templar, to retake Aiur and lay
waste to all that opposed them, They ewen formed o dork bargain with
Kerrigan, the Zerg mistress of destruetion, to wipe oul numerous swanms
that threatened them. Of course, for Kerrigan, such an alliance merely
eradicated her rivals for contrel of the Zerg broods, and today she sits
atop the throne of the Zerg. To the surprise of everyone, a vast fleet from
United Earth arrived to do battle'with the threats that the government on
Earth deemed teo dangerous to be'ledt to the exiles. Yat the United Earth
forces were destroyed by their own arrogance and by their desire o not'
meraly check the Zerg, but to control the pawer of the:swarms" tor them-
selves, Ultimately, the Zerg proved wiclorions and beholden to m:tl]r one
authority: Kerrigan, the Queen 'of Blades.

Today

No formal trace or treaty declared an end to the confliet, and to this doy
battles infect this region of space. Yet for gll sides, it is onee again a time
to rebuild and consolidate, All of the warring lactions seem to know that
It inenly a matier of time before a new serles of wars begins, So the Zerg,
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The Protoss

With their highly advanced technology and potent psionic abilities,
the Protoss have long considered themselves the most powerful
species in the known galaxy. Although they are not a prelific species,
they have learned to bolster the ranks of their military with robotic
war machines and to combine their intrinsic psionic ability with tech-
nology, thus producing some of the most ellective warriors ever
known. If the Protoss have a wealkness, it is their refusal to accept
change. The tenets of their major religion, known as the Ehala, form a
rigid path, and the Protoss are loath to deviate from it for fear of once
again falling into civil strile,

The Protoss were united by a single scholar/philosepher known
as Khas. Having studied the archaic, forbidden teachings of his an-
cestors, this mystic unearthed ancient, monolithic artifacts known as
the Khaydarin Crystals. The power contained within these crystals,
along with his teachings. are apparently responsible for the strength-
ening of the primordial, psychic link that all Protoss share. Khas alse
developed a strict religious, philosophical. and social structure chris-
tened the Ehala. The lew Protoss that relused to join became the Dark
Templar, exiled from Protoss society to the dim reaches of space. The
Protoss possess extremely advanced technology, including warp-gate
manipulation, energy shield generation and the ability to power their
buildings and units with a Psionic Matrix.

Teday. the Protoss are a lost species. Their homeworld, Alur. fell
to the Zerg swarms and has yet to be truly reclaimed. The Protoss
have sworn vengeance for their lost paradise, and their nomadic
flests and remaining armies are determined to avenge themselves on
the Zerg and reforge Aiur. whatever the cost.

Protoss, and Terrans e seak resources and subtle advantages to bol-
ster their odds in tt : {0 come. With all three species reluctant to
pul it all on the li r, its a time for skirmishes, infiltration, and
cleverness. [tis o time for new heroes to distinguish themselves and
prove they have what it takes for the wars to come.

Adventures

An adventurs ig a story line set in the campaign, Although on adventure
iz a1 self-contained story, it often begins where a previous odventure
ended and leads qrun..ul!'llr tn t.']i- stzrt o fthﬁ next siﬂn
The three ad f
ples of this. The
where the e
TY geries. Co
and over.
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The Zerg

The Zerg are composed of several different types of creatures that
have been integrated into the Swarm by the Overmind. These crea-
tures. or breeds, have been selectively evolved to become efficient
killers and to assist the Zerg in their quest for ultimate power. The
Zerg do not utilize technology in the common sense, but their natural
weaponry and armor is comparable to the most advanced gadgetry
employed by any other species. This bislogical evolution, combined
with an unmatched savagery and their blind devotion. make the Zerg
an extremely formidable and deadly toe.

After taithiully serving the new Terran government fot years, the
humean Sarah Kerrigan was abandoned on the Zerg-infested world of
Tarsonis. The Zerg Overmind decided to incorporate her into the
Swoarm. Kerrigan was transformed into the terrible Queen of Blades.
Kerrigan's latent psychic powers manifested themselves rapidly. al-
lowing her to lead the Zerg to countless victories over their enemies.
After the Overmind was destroyed by the Protoss hero Tassadar on
the planet Aiur, Kerrigan began to bend the scattered Zerg Broods to
her will. With the help of foalish and optimistic Protose and Terran al-
lies. she became the unguestioned leader of the Zerg and the most
feared creature in the galaxy.
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Scenes

Scenes are the building blocks of adventures. Each scenes tells o portion
of the story. Often this portion is an encounter with a eingle person or
vigil to a specific location. Thers are no limits to what'a given scene
might include, but most scenes fall into one of four general categories:
puzzle scenes, encounter scenes, combat scenes, and challenge scenes.

P Puzzle Scenes: A purzle scene presents the players with a riddle or
other mystery that must be solved in crder to advence the storyline. For
example, a puzzle scene might present the heroes with several clues that
must be pleced together or a eryplic message that must be carefully con-
siderad before its meaning can be understood, While dice rolls might be
used 1o help work through the process of solving a puzzle, the scene’s fi-
nal resolution must depend upon the players.

P Encounter Scenes: An encounter scene places the heroes in contact
with members of the supporting cast, Encounters like this are often de-
cided by the diclogue betwsen heroas and those they're dealing with. If
things go'wsll, un encounter scene can further the-story and even set the
herces up with a polential ally or reseuree later on. If things go badly, an
encounter scene can résult in the creation of a new enemy. In extreme
cases, on encounter scene can rapidly twn into a combot scene.

P Combat Scenes: A combat scene places the heroes in o situation
where, like it or not, they ve almost cartainly got to use force to continue
with the adventure. The Skirmish Scenario is an example of a combat
scene, Combat scenes call for carsiul contral on the part of the GM.
Things happen fast in combat; both in the imaginary world of the game
and in the real world of the players. In order to resalve o combat scene
fetirky, yowmust be sure that the ployers have o clear understanding of
what's going on.

b Challenge Scenes: A challenge scens puts some task in the path of
the hetoas. If they are to continie with the adventure, they must {ace this
obstacle and either overcome it or find o way around i, A scene in which
the heroes are forced to use a portabls computer to override an auto-
mated sectrity system would be a challenge scene.

In many ways, o challenge scene is like o puzele scene. The most im-
portant difference is that a challenge scene is designed to testithe hero,
not the player. Thus, while the player may have to ligure out the best
course of action to take. succese or failure depends upon the skills, abili-
ties, or equipment of his or har hero.

Raounds

[n most cases; you keep track of time only casually as it passes in the
story. When the herces leap into a Dropship and head for o combat zone,
it seldom matters whether the ride takes 10 minutes or an hour Az long
as you and the players understand and agree, fime can be ignored
Sometimes, however, precisely tracking time s wital. This situation is
mosgl common in combat or when the heross are lorced o race against
tims. When this happens, you begin to keep track ef time in rounds. A
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round represents how long it takes everyone involved in g scene to per-
iorm one action (both the heroes and the GM characters). To see who acls

when in the round, we divide the round into phases.

Phases

A round has four phosias, From first to last, they are: Emuxing: Good, Or-
dinary, end Marginal. The erder in which heroes act is determined by
their action shecks. Remember, to make an action check, a player wolls a
420 and compares tha result to his.or her heré's oetion check scare, For

GM charaeters, the specific phose they can act i5-listed in their entries, so

no die rolls ore necessary.

The result of o herc's aetion check dﬂl\mmim!a the phase in which the
hero can take an action. A here who gets an Amazing result on the action
check gets to act in the Amazing phase; a hero who gets a Good result on
the action check acts in the Good phasa.

Everyone acts once in a round. A hero with an Amazing action check
result con act as early as the Amaozing phase or wait as late as the Mar-
ginal phase to use his or her cetion, -

Actlun.:-

Whenever one of the heross (o5 o member of the supporting cust) alfempis
to do something, that's called anaction. Although the number of possikle
actione is unlimited, some are very commen and are attempied frequently
in any ALTEANITY game; sea the list below

Defining an Action

The limiting factor in determining what is.and isn't possible as an action
is the imagination of the players and Gamemaster. With that understeod,
there are a few guidelines that should be adhered to. Remember that
each phasze that mokes up a round represents only o few seconds of time.
Because of this, certain things are-simply imposasible. A hero might be
able to fire his gauss pistol, for sxample, but he can't disassemble it and
replace the weapon's domaged caopagitor in a single action.

Here are a few examples of the common sorts of actions heross can|
attempt in a phase:

» Moke on unormed attock

P Strike with a melee waopon,

P Fire a ranged weapon.

» Throw or catch'eomething.

» Dodge.

» Heady a weapon or plece of aquipment.

» Walk or run a short distanca.

> Attempt Hret aid.

» Use a skill

® Speak a lew santences of conversation:
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» Try something spacific o the scene (bribe a guard, break into a
computer systam, and so forth).

With these examples, you should have no trouble deciding whether
an action can be accomplished in a single phase,

It's important to remember thet longer actions aren't impossible to af-
tampt. If the heroes need to do something thot takes more time, gou

should simply announce that it takes them more than one round to.com-
plete the task.

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

Degrees of Success

Whenever you make o check. these are the possible resulis. All
checks use a d20 and a situation die, except average checks (which
just use the d420),

Aulomatic Success: A roll of 1 on the d20 indicates at least an
Ordinary success, no matter what the roll of the situation die is.

Critical Failure: A roll of 20 on the d20 indicates a failure, no
matter what the roll of the situation die is.

Failure: Whenever the total of the d20 and the situation die is
gredater than the Ordinary score, the action fails.

Ordinary Success: A roll that is equal to or less than the Ordi-
nary score. The action succeeds. more or less as the player wanted.
This is the most common type of success.

Good Success: A roll that is equal to or less than the Good
score. The action succeeds better than planned, with the Gamemaster
determining the extra advantage based on the player’s deseription of
the action.

Amazing Success: A roll that is equal to or less than the Amaz-
ing score. The action succeeds spectacularly. often turning the tide of
a scene. The GM determines the extra advantage based on the
player's description.

Skill Checks

Mozt of the actions herces attempt in the course of the game depend on
their gkille. Any oction begins when a player announces what his hero
will aftempt. The description should be preciss, specifying the name of
the gkill to-be used ond the way in which the effort will be made. The dec-
laration ghould also stata the desired cuteome of the action so that eavary.
one knows what everyone else is trying (o do.
I most cases, skill checks are based wholly 6n the desires of the

player. From time to time, however, the Gomemaster may mondate a spe-
cilic action. Usually. this happens in responsa to something in the snvis
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ronment over which the heroes have no contral, such as a raging storm or

extreme darkness

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

After a player deelares an action, the Gememaster considers the situ-
ation and then decides how difficult it is to suceeed at. This is reflected
by the selection of the proper situation dis.

Remember that a difficult environment creates a situaiion dis
penalty, whete the result of the situation die roll is added to the control
die. In a fovorable situation, the result of the roll is subtracted from the
contrel die.

Sometimes, aplayer may want to ask fer & change in the Game
master's decision. That's perfectly ckay, provided thet its done paolitely
and infrequently. In most cases, the Gomemaster knows something about
the action that makes it more or less difficult than is obvious to the

players. In the and, the Gamemaster has the final say on what dice are
rolled.

Resalving Skill Checks

Now it's time to see if the action has been successlul. The pluyer picks up
the control die (which is always a.d20) and the situation die (if any) and
rolls them. If the situation die was a penalty, it's added to the cantrol die.
It the situation die was a bonus, it's subtracted from the control die.

The player compares the total result to his or her hero's skill score, I
the total rolled is equal to or less than the skill score {the number listed in
the Ordinary column), the action is succeastul. If the result is greater then
the skill score. the action has lailed.

An action may succeed far better than hoped for. On the other hand, it
may end up in disaster. Take o look at the Degrees of Success sidebar for
details about the various types of success and failure.

Ability Checks

Most af the actions o player wanis to attempt will be based on hisor her
hero's skills. Sometitimes, however, something comes up that isbetier de-
termined hy using one of the hera's c:b.ili‘t‘lr BCOYes. ﬁlﬂ}nugh the same
general process is used to resolve such actiens, there ore a lew important
considerations to keep in mind.

When to Use Ability Checks

Gamemasters should remember that the ALTERNITY gome is designed to
amphasize the use of skills in problam salving. Bacause of this, on ability
check should ba used only when there is ne ebvious skill that can be em
ployed in its place, or when a hero doesn’t have an associated skill. For
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example. o hero without the
dodge skill can still try to
dodge using his or her Dexter-
ity scora.

Some ekills can’t be used
unlegs the character has a
scora in that skill. These ara
marked in red on the skill list
displayed on the GM Screen. In
the case of these gkills, a chex-
acter gan’t attempt an acticn
i using one of these skills unless it appears on the character’s skill list. For
| example, a hero who doesn't have the Medical Science-surgery skill can't
attempt to perform surgery on a wounded character.

S0 when would it be gppropriate to use an ability check? Here are a
tew good examples,

Strength: Any ifeat of brute force, such as breaking down a door or
winningan arm wrestling match, con be resolved by a Strength ability
checlk,

Daxterity: Whenever the hero is testing his or her agility, coording-
tion, or reflexes (such as frying to grob the edge of a pit after stepping
into a trap); the GM calls for a Dexterity check.

Constitution: Most of the actions thal might normally be resclved
with o hert's Constitutisn score com éetudlly be resalved with the Sta-
mina gkill. When'a hero {5 exposed {o some mander of poison or disease,
however, the Gamemaster can use o Constitution ability check instead.

Intélligence: When o hera s trying to solve ariddle or recall the
name af someone met long age, an Intelligence ability check is in order.

Will: Many of the tests one might assoeiate with Will com be handled
by the Resolve skill (or the Resolve—menial skill). An stfort to stay awake
during a bering mission brieting or maintain locus on o repetitive task
might be regalved with a Will ability eheck.

Personality: A Fersonality ability check is often used to determine an
initial reaction when « character meets a hero for the first time. Similar
eetsuial goclal encounters can be influenced the same way, dlthough inti-
mate or prolonged situations should be resolved using skill checks.

Resolving Ability Checks

An ghbility check is resplved just like o skill check. First, ployers state
what they want thelr herces to do and how they want them to do it. Then,
the GM Higures out whether g situation die bofius or penalty is indicated.
Next, players roll the appropriate dice to determine whether their af-
tempts were successful. And, finally, the Gamemaster explains the resull
of the ettempted action and what effect it has had on the situation,

11

Combat

Combat i3 resolved as a series of skill checks, We showed the basics of
this in the Skirmish Scenario. Now we'll cover o few details to help round
out the rules, Howsever, there may be times when things hoppen beyond
the ecope of whats coverad here. When that happens, decide on a gkill or
ability appropriate fo the situation, assign asituation die, and call for a
skill check or ability check. Above all else, don't get bogged down in wor-
rying about the right way to do something! make your best guess and
have fun!
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Attarks

Heroes make attacks just as they would attempt any other action. The
players state their heroes’ targets, the weopons the herces are using, and
anything else that has a bearing on their chanees for success. More often
than not, attack declarations are no more detailed than: “I'm gonna blast
that creep with my gauss pistoll”

An attack is resolved by a skill check; use the gkill that governs the
type of attack being attemptad. For example, Ranged Attack-pistol is the
appropriate gkill for using a gauss pistol,

If the hero succeeds, the result of the roll Indicates whether the hero
achieved an Ordinary, Geod, or Amazing success, This determines
exartly how much damage was inflicted by the attack—the better the
success, the more damoge that con be inflicted.

¥ Combat Modifiers i
Situation No. of Situation
Descriprion Sreps Oie Type
Extreme range +3 +dB
Heavy cover +3 +ci8
Target dodoes +2 +dE
Long range +2 +db
Medium cover +B2 +db
Medium range +1 e =1
Light cover +1 <3
Short range MNone None
Point blank range -1 -3
Use the largest modifier (either positive or negative] if

more than one applies. For example, a dodging character at
extreme range provides a +3 step penalty [+d8 situation diel,
the larger of the two modifiers.
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Combat Situation Dice

What situation die do you apply to combat skill rolis? That dependsion
the situation. Any one of four factors can coniribute to making an attack
aasier or harder for o charaster. These factors are the distance to the tar-
get (the range), any cover the torget is hiding behind, if the target is
dodging, and some unigue foctor defermined by the Gomemaster.

Armor

Of course, few people simply stand
still and let their enemies hammer
away ai them. Most try to protect
themselves fromeharm. For this rea-
gon, mony herces wear some form of

Range only comes into play if @ character is using o ranged weapon ATMOT.

. (like a pistol or rifle) or a thrown weapon (like a grenade). Pessible ranges The protection provided by any
ara point blank, short, medium, long, ond extreme. The Combat Modifiers armor is rated as a die type. When a
sidebar shows which situation die to use at each of these ranges, Con- character wearing armor is success-

i zider an attack to be point blank if the target is less than 2 meters away. fully ottocked, roll an armor check

1 Use your best judgment when assigning o range, taking into eonsidera- using the die type indicated for the

' ticn line of sigh! to the target and the type of weapon being used. A gauss armor. The result.is subtracted from

» pistol, for example, might have a much shorter long range figure than a ! the damage roll.
gouss rifle. Whatever you do, don't get bogged down with this kind of de-
tail. Tust @&sign a situation die ond keep the action and story moving.
Unarmed and Melae Bttacks don't have o range factor. They are con- | Heal ing
siderad fo be of overage difficully, so use just the control die (the d20) un- .
less some other factor comes into play. Injuries can be cured through natural
Cover is anything & target hides behind for protection. Light cover ei- healing ormedical treatment.

ther represents a material without a lot of stopping power, or it indicates
that mere than hall of the target can be seen. Medium cover represents - .
better material than light cover, or it indicates that less than half the tar- Natural Healing
get can be seen. Heawy cover represents a wery strong material, or it indi-

Given time, a hero will recover from
cates that less than a quarter of the larget can be seen.

most minor wounds and llnesses. Of

Dodging improves & targets defense. Any character attacking a dodging course, mare severe ailments don't
target receives o +2 step penalty (a 86 situation die added to the d20 roll). improve without the attention of a
A uvnigue foctor can be anything that the Gamemaster determines skilled physician.

:
E
E

will make the action easier or harder to accomplish. A tight in o blizzard Matural healing is most effective
might add a penalty to every skill check. I a target isn't aveare of his or when o hero has only suffered stun
her attacker, the attacker might receive a bonus o the skill check. This | damage. When all of o hero's stun
kind of degision is left up to the Gamemaster unless the adventure specit- . points are lost, she or he falls fincen-
ically declares otherwiss,

-

scious. Unconsciousness lasts until
the player rolls a suctesstul recovery
check (see page 13). With 4 suceessful

I]amage recovery check, the hero regaing al
The degres of Buccess of an attack indicdtes héaw much damage o target l”f’_st 1 stun point and becomes Cr.:'-1]1- i
can sustain: Damoge comeas in two formes: stun and wound damage. scious. At the end of gny agene, il o

a hero's stun points are restored,

Heroes who suffer wound damage
don't recover so swiftly. As leng as
they didn't lose all their Wound points,
they can heal natursglly. toa. (A ehar-
actar who losesall wound points
dies.) At the end of every week of
imaginary compaign time, a wounded
horo regsovers 1| wound point. Rapid
healing requires medical core

Stun Damage (8] Stun damage indicates the battering and bruising
thet haroes are subjected to almost constantly over the course of their
travals, When all of o herc's stin boxes ara croseed off, she or he is
knoekad unconscious.

Wound Damage (whk Wound damage'is more severe. When all of a
heros wound boxes arécrossed off, she or he dies,

Thea number of points of damage done by an attack is determined by
rolling dice. The exact type of die (or dice) rellad varies with the type of
wedapon used and the level of success of the atlagk. A gauss pistol, for sx-
ample, has more damage potential than a punch with a {ist.
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Medical Care

There are three types of medical care available in this gome: first aid,
ireatment, and surgery,

First Aid

First aid is a general term used to describe basic medical care, Itis oiten
provided in the heot of battle and with improvised equipment. First aid
cem ba provided by anyone with the Medical Science broad skill, the Med-
ical Seience-treatment specialty skill, the Knowledge—first gid specialty
skill, or an Intelligence ability check.

4 g
Healing

First Aid
Surcess Points Recoverad
Level Stun/Wounds
Critical Failure —_——
Failure —
Dirdinesry Heal 2sTw or #w*
Good Heal 3s1Tw or 2w®*
Amazing Heal 4s/2w or 3w*

Treatment
Success Level Points Recovered

Critical Fallure Suffer Iw

Failure —

Ordinary Heal 2w

Good Heal 3w

Amazing Heal 9w
Surgery

Surcess Level Points Recovered

Critical Fallure Suffer 2w
Failure —
Ordinary Heal dw
Bood Heal Bw
Amazing Heal 12w

A dash [—] means no effect. Attempting to administer
first aid or treatment without ot least a first aid kit adds a +3
step penalty to the roil.

*in order to heal 2 or 3 points of wound damage, a medical
kit (not a first aid kitl must be used.

o v
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( Common Hazard Damage
These hazards threaten far-future heroes. Use this table if a
hero encounters a hazard.
Drowning/Suffocation
Sramina Check Result Damage
Critical Failure ey
Fallure s
Ordinary 25
Bood 1=
Amazing —_
Falling
Dexterity Check Distance Fallen
Result up to 10m 11-30m I0m+
Critical Failure d&+&w di2+bBw diZ2+Bw
Failure df+2w dig2+<w di2+Bw
Drdinary s 5100 di2+2w di2+dw
Bood dd+ds d8+2w di2+2w
Amazing [ = =l dh+2w dB+2w
Fire/Poisan
Constitution Fire Poison
Check Result Damage Damage
Critical Failure IdBw dB+Iw
Failure edbw db+Tw
Ordinary dBw dbw
Good dw d<w
Amazing —_ s
p _

If first oid is attempted without a first aid kit or medieal kit, the skill
heck is made with a +3 step penalty (add the regult of a dB silugtion die).
Use of eithar tool means the check is made with justihe control dia (the

B successful check using any of the above skills (or an Intelligence
ibility check, for a hero without any of those skills) instantly restores
wome of the patient's lost stun points, as indicated on the Healing table

Administering tirst aid requires the use ol on oction, end a character be-
ing healed can’t perform any aclion in the round in which healing is at-
tempted on him or her.

First aid eam ales heal wounds. Adiret eid kit or madical kit must be
ined fo do so. See the Healing table for resulis of successiully, using first
iid and a firet ald kit or medical kit en o wounded chéracte;
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Treatment

Medical treatment is generally more effective than first aid. However,
medical treatment is o systematic process of therapy provided over a pa-

riod of time. A treatment skill check cant be completed during combat or

whenever similar time constraints are present {except o provide first
aid). A good rule of thumb is to assume that this type of action takes
about an hour to conduct. A Medical Science-treatment skill check is
made and, if successtul, restores o number of lost wound points as de-
tailed on the Héaling table.

A first aid kit or medical kit must be used, or the skill check receives
o +3 step penalty (add the result of a d8 situation die). A physicion con
use the treatment skill only once per day on « given hero,

Surgery

Surgery ig the most effective form of medical core available, [t is used to
treat massive wound domoge exclusively.

Surgery is assumed to take several hours fo conduct and requires the
Medical Seience-surgery skill, a reasonably clean, well-lighted area in
which to work, and proper surgical toolg; The number of wounds recov-
eted through a successful surgery skill check is indicated on the Healing
table. A Pailure on the gkill check indicates unforéseen complications
that make the patient's condition worse. A hero com undergo surgery once
per wael,

Zerg Healing

Any Zerg entountered by the heroes will exhibit temendous healing
power. This dossn't have any aifects in combat, but any Zerg that is
fought by the heroes but not killed will be entirely hecled when it is next
encountersd.

Skill Descriptions
Here's o brief description of the skills found on the Hero Folders,

In miany cases; Gamemasters will have to use their own judgment to
determina excctly what o given skill can or cannot be used for. In gen-
erdl; allow the herpes the benetit of the doubt whenever possible.

The skills listed below are grouped alphabetically under the name of
the ability they're associated with. Broad skills are presented with bold
paragraph headers, and specialty skills have bold ilalic paragraph head-
ers with a symbol (™) next to them. In text. broad skills are clways capi-
talized and specialty skills are disployed in italic, often in the following
{ormat; Broad Skill-specialty =kill (for example, Unarmed Attack-brawl),
Bl1 skills merked with an asterisk (*) cannot be tiged unless the character
possesses that skill.

Strength Skills

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

Armor Operation: The ability to cperate and move in bulky armor.

» Powered Armor*: The specific skill nesded to utilize o powered
combat suit without sulfering acticn penalties.

Athletics: This skill is used to determine the sucgess of physical ac-
tions, such as climbing tnd jumping.

» Climb: This =kill allows &G hero to move more safely ond rapidly up
vertical surfaces. A talented elimber combines the skills-of o mountoinesr
with the wall-scaling skills of an experienced thisl.

» Jump: & character with training in jumping techniques ean laap
farther or higher.

» Throw: Some athletic events call for characters 1o throw things.
Whether hurling a baseball or a grénade, a good arm can be the ticket o
hitting a target. !

Melee Attack: This brood gkill indicates @ familiarity with close coms-
bot involving hondheld weapons.

B Blade: Thiz skill applies to any manner of weapon that does dam-
age by means of a sharp cutting edge, such ¢s knives, daggers, swords.
axes, spears, and broken bottles.

» Bludgeon: This skill applies to any type of weapon that inflicts

lamage by sheer mass and force of impaet, including everything fram o
baten to a club. i y

¢ Powered Weapon: Training in the use of energy-powerad melas
waapons, =5k i

Unarmed Attack: This gkill indicates exparience in hond-ta-hemd
combal.

> Brawl: This skill relates to o simple slugtest style of combat, good
for cracking heads when no weapons are availakble,

> Martial Arts®: Formal combat training, the martial arfs skill in-

reases/the domage inflicted by an Unammed Attack by +1 for every rank.

N in

/
|

<R

I e i

1

: |

3

4

=y §



AR R TR BT A By
= —;-_ — = —
u.__,

~I“--... -

e Y e e g i = g

BB e -,

Dexterity Skills

& hero's ability with these skills isbased upon his or her Dexterity score.

Manipulation: The Manipualation gkill indicates that the hera has very
nimble fingers. Thus, it con be used for picking pockets, palming amall
objects, or picking mechanical locks.

Ranged Attack: Experience with ranged weapons allows a character
to moke better use of pistols and rifles.

P Pistol: Expert training in pistel-style ranged weapons.

P Rifle: Expert training in rifle-style ranged weapons.

Stealth: Training in techniques associated with remaining uncb-
served and otherwise evading detection.

P Sneak: Expert trgining in hiding and moving silently.

Vehicle Operation: Basic training and experience in operating manu-
ally controlled vehicles.

> Air/Space Vehicle®s This ekill indicates that the character has been
gpecially trained in the operation of advanced oeroncutic craft and
spacecrail. This skill is used to pilot Drapships and spoce fighters.

» Land Vehicle: Expart training in operating land vehicles such as
Vulture Hover Bikes and Arclite Siege Tanks

Lonstitution Skills

The following skills are based on a chargeier's Constitution score,
Staminas The ability to shake off the effects of damage and fatigue.
# Endurance; This akill enables a character to better withstand the
eftects of damage and other physical hozards.

intelligence Skills

The skille listed below ore driven by & character’s Intelligence skill.

Demolitions: Basic training in the field of setting and disarming ex-
plosive devices.

B Set Explasives™: Advanced training in setting charges and fimed
explosives 1o cause maximum damage.

Enowledge: An abstract skill that represents the general understand-
ing & character is assumed to have about the world areund her, including
a knewledge of current events and common devices.

» Computers®: Basic training in the use of computers and computer
programs.

P First Ald": Heroes with this skill can provide first aid to others,
ireating minar injuries, resuseitating unsonseious people, ond so on. They
can use this skill to heal stun damage or a smallamount of wound dam-
age. They are not trained to use advanced medical equipment,

Medical Science: An understanding of medieal science enables a
character to better treat wounds, injuries, and linesaes.

P Surgery*: When lesser medical techniques don't sulfice, a physls
cian can employ this skill to heal woundas,

R T i

Ul

P Treatmeni™: Training in diagnosing illnesses and treating injuries
and diseases.

Technical Science: Experience with modem technology, including ba-
sic maintenance and repair training.

» Repoir®: Advanced training in maintaining and repairing techno-
logical devices.

Will Skills

These skills are based on g character’s Will score.

Awareness: The ability to notice things that others might not spet.

» Intuition: A natural awareness of things that can be perceived
through instinet and gut feelings.

» Perceplion: A relined awareness of things that can be perceived by
a cheracter's senses—hiddan ohjects, minute details. A high perception
score makes a character hard to surprise.

Investigate: This skill indicates basic training in the methodical tech-
niques used to solve problems and uncover avidence.

b Search: Advanced fraining in spotting concealed ckjects, investi-
gating a efime scene, and tracking an individugl.

Psionics: The ability to channel and focus psionic energy to perform
various peychic feats: Peionic skills require the expenditure of psionic en-
ergy points, Armor does not reduce peionic damage.
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® Mind Read”: The ability to detect the surface thoughts of another
sentient creature: [t can't be-used to probe deep memories or subcon-
scious thoughts. Costs | psionic energy point to use, The better the sue-
cess, the clearer the details.

» Psionic Bolt*: An attack utilizing blasts of mental energy af a single
target. Costs 2 psionic energy peints to use. Damage dis/d4widés2w.

» Psionic Storm": A mental attack that creates a storm of raw psychic
energy that can tear apart a target mind. Cosis 3 pslonic energy points fo
uge. Damage dow/d6+2w/db+ 4w

» Psychic Attack®: A minor mental alterck that costs | psionle energy
point to use. Damage dds/d4+2s/d4+4s,

¥ Psychic Heal”: Mental energy used for seli-healing. Costs 2 psionic
energy points to heal stuns, 4 psionic energy points to heal wounds, The
use of this skill heals 28/ds/8s or 1w2wi3w, depending on the degres of
suecess (Ordincgry/Good/Amazing).

Resalye: The ability to continue on even in the face of overwhelming
odds.

» Mental Resolve: A determination and degree of willpower that
maokes & character more resistant to mental stress of all types.

Personality Skills

Each of tha following skills is based en a charaeter’s Personalily score.
Deception: A talent for decelving others through conversation and
face-to-ioce activities. '
» Bluff: The ability to miglsad or deceive through bravade or cutright

s
Interaction: The ability to deal comfortably with others.
» Bargain: The ability to negetiate for a better deal.
P Charns: The ability to use kind words and flaflery to thange atti-
fudes and win others over.
P [ntimidote: The ability to convingingly threaten another o cooper-
ate by sheariorce of personality or Béhavier. N
P Teunt: The cability to insult an spponent to keep him or her off

' guard and on edge—giving the charccter an advontage.

Leadership: Busic command truining, including earning trust and

_confidenca, issuing cammands, and getting others to fellew them.

» Command: The ability to coordinate o team effort by providing a -1
step bonus for the current and next round to the actions of all team mem-
IR !

Protoss Species
Archon

The Archon is.a being of pire enetgy whoss creation surprised the
Protoss. In times of great need, two Protoss High Templar have been
known to sacrifice thelr lives, combining their life energies and quashing
their individuality to merge-into the form of an Archon, While most if not
all psionic abilities are lost to this new being, the Archon wields
immense power. Covered in layers of protective ghields, the Archon sheds
light and energy much like a star onthe battlefield. The Archon attacks
with @ wave of charged psionic energy that rends metal and flesh alike.

STRENGTH 16 INTELLIGENCE 12
DEXTERITY 10 Wi 14
CONSTITUTICN 20 PERSCNALITY 10
Durability
Stun 20 Q0QOO0OQOO0D0D
QOOODOBLOO
Wound 20 O0O0ODO0O0
COoO0000000
Psionic Energy 14 QD000 0
O00O0000
Energy Recovery 2 per hour of rast
Action Check Crdinary
Attacks
Peionic Shockwave A G 0
Skill Score 1-4 58 8-l
Damage d12+dw dB+d  dBedw

Peionic Cost: 4 psionic energy points

Defenses
Heavy Profoss Shields 841
Shills :
A G (8]
Enowladge 1-3 4-B B-12
Awareness 1-3 4-F a-14
Intuition 1—4 5-4 9-16
Pelonics 1-3 4-6 g-14
Shockwave 14 5-8 9-16
Resolve 1-3 47 B-14
Mentwl Resolve 14 5-8 9-16
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E m While the Deark Templar have few of the High Templar psionic abili- ;E i }_
= Dark Te plar ties (except for telepathic communication common to all Protoss), they — =1
— Even after fighting in the last great war in the Koprulu sector, the Derk ! have their own gift. Drawing frem unknown sources of power, Dork Tem- — =
— Templar remain g mystery, even to the Protoss. Exiled from Aiur long ago; plar'can bend light around themselves. They are essentially invisible. —— s
—_— the Dark Templar left behind the conventional studies of the mind and When they strike, only the appearanceol scythelike psionic blades reveal — =
- the philasophy of the Khala. Now, they draw on unknoewahble power from their présence. - T
- the void of space iteelf, ond ne one can justity their actions. At times they . tf 2
seem to be defenders of all things Protoss, scourges of thoze who have 1 - of
' ravaged Aiur. At other times they appear secretive and without purpose. DI'EQI:II:II'I B, .!-;
= T 5 Veterans of armed conflict, the Dragoens once served as Protoss Zealots: = (&8
£ St RENE 3 INTELLIGENCE 1 When mortal wounds forced them to leave behind most of their bodies, | el
;’*l D‘:‘f TERTE 10 WILL 11 they were transplanted into the Dragoon exoskeleton. A few Zealots even El° 5
] CORSTITUTION 10 PERSONALITY 9 volunteer for the procedure, surrendering their torms for the cause of Alur, : 'Y
0 bxifi These veteraon warriors are honored members of Pratoss society. ?
S l.ll'ﬁ . 0000000000 though the need for their exoskeletons marks them as cutsiders among b
g ! their people. Their shattered bodies are housed within the large, mechan- ' .
Weound 10 ooo0o0QQoo0 ical walkers. Draogoons utilize a powerful phase disruptor ranged l ] £
Peionic Energy 11 OO0O00000000D0 ' Weapor, :
Energy Hecovery 1 per hour of rest I AR - 12 I s ia RiE 3 s
: ; DEXTERITY 8 WiLL 10 ) i
L
Actiam Lheck [Qrdinary CONSTITUTION 12 PERSONALITY 10 F !
Attacks ]
Durahbility "
Warp Blades A ) o . = -
il Bt e 1=3 47 8-14 Stun 12 eYolelelalatsialoletolel h .
Damage 2d4+6w dd+bw dd+dw Wound 12 o000 00DOLB0000 E 1
Psionic Bolt* A G 0 Action Check Ordinary i
Ekill Beore 1-3 7 815 j I
Damage di+2w ddw dis I’;-' t ﬂg“!i t 3 o - IS
Psionic Cost 2 psionic ener ints “hase Disruptor - ﬂ_
P Q}'Pﬁ Skill Scora 1-3 5.6 ?—12 E
Defenses ' Damage 2d6+2w d+Zw dBw ¢

Light Protose Shields  dd+]
[nvisibility 43 step penalty to attacker Defenses

ragoon Exoskeleton dB+2

%
;
ﬁ
1
!‘
|

Bhills
] G (o] kills
Melee Attack 1-2 3-4 9 G O
Blade i 4.7 B-14 \rmor Operation 1-3 3-8 7-12
Stealth 0 3.5 B-10 Powered Armor 1-3 47 B-14
Sneak 1-3 5 79 Ranged Attack 1-3 31 -8
Knowedge 1-3 4-8 617 Phase Disruptor . 1-3 58 7-12 b
Bwareness 129 -5 B-11 laminag 1-3 ] T-12 ]
Intuition 13 4.5 L B4 L] Endurance 13 ] =13 ¢
! Psionics 144 3.5 6-11 Knowledge 1-2 3-5 B-10 i E
Psienic Bolt 1-3 4-5 7-12 3
Hesolve 1-2 35 611 :
Mentol Resolve  1-3 4-8 7=12 i
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High Templar &

High Templar are the defenders, teachers, and leaders of Protoss society. |
They are seasoned veteran warriors respected for their bravery and prow-
ess. They have sacrificed continued martial training to more perlectly
command the awesomae psionie abilities of their station. Wearing only L
moderate armor benaath their omate robes, the High Templar moy _t
appear out of place on a field of Baitle, but few doubt their pmﬁr twice.

STHENGTH 7 INTELLIGENCE L

DEXTERITY 8 WILL 1 12

Conetrrumon. 10 PERzoNALITY |

Durability '. . !

Stun 10 0000000000 |

Wound 10 0000000000 !

PeionicEnergy 12 000000000000 ]

Energy Recovery 1 per hour of rest | :
L

Action Check | Ordinary

Attacks

Peionic Balt* A& @]
Skill Score 1=3 4=7 8-15
Damage dis2w didw  dis
Paionie Cost 2 peicnic ensrgy points
Paionic Storm*™ A G o
Skill Score 1-3 47 B-14
Damage dé+dw dE+2w dBw
Peicnic- Cost 3 peionic energy points

* Armor has no effect against this
uﬂcrck.

Defenses
Medium Protoss Shislds dB+1
Shkills
A G o
Knowledgs 1-2 - 1|
Awarensass 1-3 1-8 712
Intuition 1-3 4-5 7-13
Psionics 1-3 4-8 =12
Pzionic Bolt =3 =7 g=15
Psionic Storm -3 -7 8-14
Hesolve -3 4i-6 7=12
Menital Resolve | 1-3 4.9 B-14
Leadarship 1-2 3-5 B-9
Command 1-3 4-6 7=12

i *".
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Not living beings at all, Probes are robots controlled by artificial intelli-
fgences:They are the workers of Protoss society. They gaother rescurces
and construel facilities and worp themin from remote locations, They
alse'serve as stouls and, if abeclutaly nocessary, a last line of defense.

Probas are commen within Protoss settlements; literally hundreds of
them line the streets, peffoming one task or another, More impressive is
the power of a Probe to create new settlements. Given sulficient resources
of energy and time, a single Probe can uiiliza Protoss warpgate technolo-
gy o summon into existence an entirely new town.

STRENGTEH : A

INTELLIGENCE 8
DEXTERITY 7 W 8
CONSTITUTION 8 PERSONALITY 4
Durability
Stun 8 20000000
Wound 8 QOO0 00O00

Action Check  Moginal

Attacks
Particle Beam B L] o
Skill Bcore 1-2 -4 o8
Damage dd+2e - dd+le, .dis
Nefenses
None
Shills
A e
Aanged Attack 1 2-3
Porticle Beam 1-2 -
itaminag 1-2 34
Endurance 1-2 3-5
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Zealot A are .

The path of the spiritual warrior must begin somewhere. For the Protoss .,-
templur assault warrior, it begins as a Zealot. While Zaalots receive little:
if any fermal training in the Khala, they begin by dedicating themsealves
to ite code and the Protoss people. To say that the young warriors are y
indoctrinated is an understatement. During Zealot training, they become
servants cf the Aiur. Thoughts of selfishness, even seli-preservation, have
no plaes in the Protoss army,

In exchange, the Zealot hacam&l powerful. Cybernetic grafts and
blazing power suits offer protection. Psionic blades, channeled through
the foreorm cybernetics, rival the sherpest physical cutting Instruments.
Tha chvious weakness of the Zealet is its reliance on close-combent

i

weaponty, and its overall lack of maneuverability and speed. —+

STRENGTH 13 | DwEiucemece | 8
DEXTERITY 7 WL 9
CONSTITUTION 1z PERSONALITY B
Durability ,

Stunl? GQ_DDUQDDDUOD
Wound 12 CoODOOO0O0D0O00

Action Check - Ordinary

Attacks
Psionic Blades A G e
Skill Seore =3 4-7 8-14
Damage ddd+dw dd+dw dd+2w
Defenses
Power Suit dd+2
Shills
. G O
frmor Operation  1-2 46 7-13
Powered Armor 1-3 47 814
Melee Attack -3 48 | 7-13
Psicpic Blodes 13 4-7 g-14
Stamina 1-3 4-5 712
‘Endurance 1-3 45 7-13
Resolve 1-2 34 5-9
Physical Resolve 1-2 4-5" &-10

"‘.
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Zerg Spe:les

The simplestel Zerg liteforms, the Drone represents the typlcal worker in
a Zery Hive. Found-in high numbers both deep in Zerg space and near the
front lines of wor, Dronhes posgese little in the way of combet ability. In
large numbers, however, they can represent a significant threeat.

The Drone grows from larva within a Zerg Hive. lts physiology conlains
incradible potential for development. With a eommend from the Hive, a
Drone can break down its own genstic code and transform into a rudi-
mentary Zerg structure—a Hatchery, a Spawning Pool, a defensive Spore
colony, or whetever is required. This transformetion tukes at least several
minutes to accomplish. ]

STRENGTH a8 INTELLIGENCE ]
DECTERITY a Wi 5
CORgTITUTION g PERSOMALITY 2
Durability
Stun B 0000000
Wound 8 0000000
Action Check  Maginal
Attacks
Claws A G Q
Skill Score 1-2 34 39
Damage d4+2w déw dd+2s
Spines A G o
ikill Score 1-2 -5 6-10
Damage 2d5+2w de6+dw dbw
Renees
None
yicills
G o
Inarmed Attack 1-2 84 58
Clows 1-2 3—4 5—9
H rmwr?l Attack -3 3-4 59
|. rlfn'ﬂ:'”'a l-‘E 3"6 E_]D
amina 1—2 3‘*4 5—3
Enduraonce 132 3-5 610
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Hgdraliﬁk |

With spindly, snakelike torsos and elaws in the place of upper limbs,
Hydralisks have bsen bred for combat. They represent the main infontry
troop of the Zerg army, classified s medium assault warriors, ond thay
perform guite well against the average Marine company. Nightmarish K

killers, they hunger for blood and viglence and are known for performing .

sadistic acts. {
The bloodthirsty Hydralisk tends fo fight from o distance; lounching

wave after wave of spines from its upper carapace. The spindly; snoke- >

pace plates.
A Hydralisk likes 1o lie in wait for prey, burrowing into the ground and
striking when on opponient draws neas

like creatures house hundreds of armor-plercing spines within their cara-

STRENGTH | 1 | eeiseice 1y
DEXTERITY 10 WiLL ="
Cowsfitumion 11 PERSOMALITY it
ﬂuréhilitg ! .
Stundl 000000Q000D0
Wound 11 00000000000
Action-Check Ordinary
Attacks =
Claws A G o
Skill Seore -3 +6 712
Domage dd+2w dd+lw ddw
Needle Spines A G 0 -
Skill Scora 1-2 35 511
Domaga 2d6+3w db+3dw dboslw
Oefenses
Carapoce d4+1
Skills
! o ‘A G O
Unarmed Attack 1=2° | 35 6-ll
Claws 1-3 46 7
Hanged Attack -2 35 610
Needls Spines ~ 1-2 35 611
Awarerness 1 23 4-7
Perception 1-2 35 (610
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Infested Terran

If an Infested Terran had any choice in the matter, he or she would prefer
to die rather than exist in this state: The most pitiable victims of the Zarg-
Terrcn wars, Infested Terrans are Terrom soldiers and civilions who hove
beent consumed'by the will of the Overmind.

Once infected by'the Zerg hyper-eveolutionary virus, an Infested Terran
is completaly subservient to the will of the Hive, Ha or che flaile ot an
enamy with deformed clows until death frees the Infested.

When an Infested Terran is reduced to 0 wound peints, it explodes. The
twisted, mutated bodies of Infested Terrans produce extremaly unstable
chemicala: Either when damage overcomes them or when they decide to
detonate themselves, their bodies explode inie o cloud of toxic fluid.
Anyone within 10.meters of the explosion suffers db wounds. A target
within B meters suffers d6+2 wounds, and anyene within 2 meters suffers
dB+4 wounds, Armeor appies normally against this demage,

STRENGTH 10 INTELLIGENCE 4
DExTERITY B W B
CoONSTRUTION 11 PERSONALITY |
Durability _
Stun 11 Q0000000000
Weaund 11 OQO0OoO0OCoO00000
iwction Check  Moginal
\ttacks
Claws A G o
Skill Score 1-3 ] 7-12
amage dd+3w dd+lw ;Hw
i P s
None
hills
A G o
Inarmed Attack 1-2 3-5 6-10
Claws 1-3 4-5 T-12
lamina 1-2 3=-3 =11
Endurance 13 4-7 g-15
Awareness . 2-3 4-6
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Lurker

Lurkers were first encountered during the last great conflict with the Zerg,
under the leadership of the Queen of Blades. Regretably, the first evi-
dence of their existence came not from spotting the Lurkers. but {rom
examining the etfects of the deadly wave of subterranecan spines they
lounch. While it was known that some Zerg could burrew underground
and hide, the Lurker aticcks only after it has burrowed,

It's almost impossible to detect o Lurker betore it sirikes. Lurkers
always strike first (in the Amazing phase} in the initial round ef combat.
Thereafter, their hidden location allows them to strike in the Good phasa

of every subsequent round.

When @ lurker successtully attacks, all creatures within 5 meters of
the target creature gutomatically sulfer d4+1 wounds. (Armor cun be used

to reduce this damage.

STRENGTH INTELLIGENCE B
DEXTERITY 10 Wit B
CONSTITUTION 12 PEREONALITY B
Durability

Stun 12 COoOoOO0OO0OO0D000
Wound 12 DOQQOOO0O00000

Action Cherk  [(Amming) Good

Attachks
Subterranean Spines A G o
Skill Score 1-2 35 Bl
Doamage 2d6+4w db+dw dB+Ew
Defenses .
Burrowed Harder to hit; +2 step
penalty to attacks
made against them
Skills
K G (o]
Ranged Attack =2 35 EBEID
Spines 1-2 e - 1 §
Stealth 1-2 5 E-10
Sneak 1=3 47 814
Awareness 1 2-3 1-E
Perception 1-2 3= 58

B

Mutalisk

Until the development of the Mulalisk and its later subbreeds, no one in
the Koprislu sectorof space had anything to fear. While the Zerg dominiat-
ed their own plomet, it wosn't until they goined the Mutalisk's powear at
flight—both atmespheric and deep space flight—that the Zarg truly began
to menace the galaxy

The winged Mutaliskisnt especially intelligent and exerciges little ini-
Hative, seemingly preferring todrifi-lazily through the air. Once engaged, it
demonstrates a blind blood lust that makes it dangerous to everything
around—even itself. Mutalisks rarely, if ever, retrect; they die in droves if
necessary to achieve an objective.

The Mutalisk's acid spray sometimes hits secondary and tertiary targets.
When a Mutalisk achieves a Good success, one target closest to the initial
victim (determine randomly) sutfers domage as for an Ordingry hit. When a
Mutalisk achieves an Amozing success, one targef closest ta the initial vic-
tim sulfers damage as for o Good success, and a third target (or the first tar-
get again if no others are near) sulfers damage as for an Ordinary hit.

STHENGTH
DEXTERITY
CONSTITUTION

Jurability
Stun 10

Wound 10

wchion Check  Ordinary

ittacks
Acid Spray

kill Score

Image

Iefenses
argpace

hillg

Acrobatics
.I III}"

Henged Attack
Acid Spray

\wareness
Perception

INTELLIGENCE | /&
WiLL B
PERSCNALITY B

C000C00000
0000C00C00D

A G (]
1-3 4-7 g-14
db+dw dE+2w dd+2w

dd+1

A G O
1-3 4G 7-12
1-3 4-7 g-14
=3 46 =12
1-3 47 - B-14
1-2 a4 5-8
=3 35 B-10
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Tarrasque s AL Ultralisk

]
Only a few of these titans are known fo exist. Larger and faster than the
more common Ultralisk, the Tarrasque rules over a battlefield. Without /
whale squadrons of artillery and infantry to weaken and bring down
these unholy Zerg terrors, the best thing to do is flee—¢nd into the air, if
possible.

If the strength of ten mammoths of Old Earth could be combinad in a sin-|
gle beast it wolilld stand little chance against the might of the Zerg heawy
assanlt warrior, the Ultralisk. The Ultralisk stands a full § meters tall and
stretches glmost 20 meters long. Single Ultralisks have been known to
decimate anlire companies, raze towns, and trample buildings. Whan the
Zerg unleashes its mightiest armies ontn the field of battle, groups of

A

v

:

STRENGTH 20 INTELLIGENCE 5 - Ultralisk represent near-unstoppable forces of desiruclion.
DEXTERITY g WiLL 8 i ; Ultralisks appear incredibly poweriul as they strike down saldier
Constiumion 20 PERSONALITY ] 4 alter soldier, but it's their incredibla reserve of stamina that make them
jearsome, The only woy to safaly deal with these beasts is to take to the
Durability E air, where their long, tusklike blades can't reéach, When an aerial attack
Stun 20 CO0000000 - is mounted, a sustained rain of fire will bring ean Ulttalisk down—
O0O00000000 | eventually.
Wound 20 0000000000 i
00000QQO0D0 STHENGTH 18 InTELLIGENCE 3
. ' DEXTERITY 8 Wir B
Actipn Check  Ordinary . CONSTITUTION 16 PERSONALITY B
|
Attacks ‘ Jurability
Kaiser Blades . o 0 Stun 18 QOoOo0DOOO
Skill Score =5 81l 122 00000000
Damage 2d8+2w d8+2w dB+lw Wounnd 16 Q0000000
00000000
Defenses
Carapace db+4 iction Check  Ordinary
Shills ttacks
G 0 Kaiser Blades A G (o]
Meles Attack 1-5 6-10 1l-20 Skill Score 1-4 5-9 10-18
Kaiser Blades 1-5 611 12-22 Damage 2d8+2w dB+2w  dB+lw
Stamina 1-5 6-16  1}=20 [
Endurance -6 7-12 1324 vfenses
Awrareness 1-2 4 5-8 arapace: db+2
Perception 1-2 35 E-1D
hills
A G o
Melee Attack 1-4 -8 918
Kaiser Blades 1-4 59 10-18
IITnga 15 E'l[]- 11—2“
Endurance 1-8 T-12718-24
AwOreness 1-2 34 o8
Perception 1-2 5 B-10
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Zergling - A
Many Terran ﬁrkﬂa;ahmabnﬂ”imull crmtunmqu peds only ¢
meter tall, and felt no fear. And the first one dies so y that it B
that a Zergling would represent no threat to a plmmmemn.u m
well marine. But lone Mﬁﬁgﬂ are only scouls—the
a larger force to come. When Zerglings attack, they advance in. &
swoarme numbering anywhere ﬁ‘ﬁm ¢[ dozen to a hundred m&!?ﬁhﬂt 8%,
creatures. | ; 4

In the Zerg army, Zerglings u:r:g primarily as ,Tharr are
also uged to lead death charges into 1 ed enem terﬂtm‘_f le man
die in such charges, the more mlmhlu :.Ina troops follow behind and

fer feﬂﬂu-saaa Zerglings are, affer i:tIL a:mllr replaced. s B
STRENGTH 8  INTELUGENCE S Qe
DEXTERITY 11 Wit .-_I 7 4
CoNsSTITUTION 971 ] PBEEDHAun' - E 8
j 1 .....| . d-.
Durahility : ¥ -
Siind Mg _;.DDODGD{}E'}G : !
Wound 9 --_GODDGU-C'GG
Action Check ' Ordinary
AUt e e
Claws UL RTINS &)
Skill Score 172 1S 7 60,
Domage d4+2w dé+lw . ddw
Defenses LN
F_r:tsl _ +1 step penally ta r.rttnckar.__
Skills '
A G 0
. Unarmed Attack -2 34 58
R
, i 1-
. Staming - -2 34 58
| Endurance . 1-2 3-5 B-10




] 2 =2 : I - I}
e TER N I T Y

SCIENCE FICTION ADVENTURE GAME

e
x
N7
BLARD
=y —

EDITION

Adventures Book




I T o ————

J AP AT S SIS e W,
. - . —— = oo

= —— o e L. ‘o LY B ) | 1 . & = = - - e e et [ - O . N:T-.
il ] » - - . #uh - . - I | . . L 3 | -‘.ﬂd-‘-— .!ld-q“‘-.ﬁ "'il",‘

T

1}

_At the end of each adventure (starting with the Skirmish Scenario),

L]

NEREER

1r!|4|r

This book contains information written specifically for
Gomemasters. If you are playing a hero in this STARCRAFT cam-
paign, stop reading this book now. When we refer to "you” in this
book. we're talking to the Gamemaster.

What GMs Should Know

The Gamemaster should read through the Rules Book and lack over the
Hero Folders beiore reading this book. Also, take a look at the Game-
maoster Screen. It summaorizes the rules of the game and provides some
handy reference tables. We recommend that you try the Skirmish Sce-
nario in the Rules Book before moving on to the adventures in this book.

Preparing to Play

By thig time, you've read everything we asked you to and you've set o
time ‘f?nryuur first session. Your friends are on their way over to play. Now
what?

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

Make sure there are refreshments for everyone, because lighting
hordes of Zergs can be thirsty work. It's & good idea to have everyone
who's playing share in the expenses by bringing something to share,

Set up your Gomemasier Screen, game books, pencil, and notepaper
inaspet thet allows the other players to see and hear you but doesn't en-
courage them to look over your shoulder.

Have each player choose a Hero Folder and give them a few minutes
to pick skills and read through the material.

Start with the Skirmish Scenario in the Rules Book, then move on to
“Adventure 1: Special Delivery” in this boaok,

Between Scenes

Each of the three adventures in this book is composed of scenes during
which the story takes a turn in a certain direction. The scenes are meont
to be played in order, but i1's not necessary to move immediately from the
conclusion of one scene to the beginning of the next one.

You com allow the players te take some time between scenes for their
heroes {o briafly discuss what they want to do next. This is also a good
time for heroes to use their ekills to heal each other. Remember, any stun
damage a hero sutfers disappears at the end of a scene—but wound dam-
age remains, unless the heroes use some means to heal themselves.
Don't let these interludes between scenes drag on for tco long, but give

the heroes the time they might need to regroup before going on with the
advenlure.

Improving the Heroes

Adventures ore learning experiences for heroes. Heroes gat batier with
egch adventure they survive, and this is reflacted By higher akill searens

decide how well the herces did and award them achievement points,

» [f the heroes completed the adventure and defeated the yillaing in
spectacular fashion; give each hero 3 achievement points:

b If the herces complated the advanture but had a few problems of
their own creation, give each hero 2 achievement points.
B If the heroes survived but weren't akle to complete the adventure
(they retreated, for example), give each hero 1 achievement point.

P i the heroes failed completely (for instance, were killed or ren-
dered unconscious), don't award any achievement points.

Spending Achievement Points

Between adventures, players can spend achievemen! points to improve
their heroes. Here's how:

P Increasing a Specialty Skill Scora. A player con spend 1 achieve-
ment point to increase a specialty skill score by 1 point. (Brood skill
scores can't be increased.)

Naospecialty skill score con be increased by more than 1 point be-
tween adventures.

> Buying a New Skill. A player can spend 2 achievement points to
purchass a broad or specialty skill her hero doesn't have. The plaver s&
lects a new skill from the list in the Rules Book or on the GM Screen.

Only one new skill can be purchased between adventures.

A new broad skill has the some score as the ability it is related to.

A new apecialty skill has the same score as its broad skill, plus 1.

b Increasing an Action Check Score. A player con spend 3 achigve-
ment points to increase his hero’s oction check score by 1 point.

An action check score can't be increased by more than 1 point be-
tween cdventures.

Players can decide to store up achisvement points rather thon spend-
ing them right after they are owarded.

If your players want to go beyond the levels indicated in this gams,
try the complete ALTERKITY game, as detailed in the ALTERNITY Players
Hondbook and Gamemaster Guide.

Gamemaster Characters

You control all of the characters in the game other than the heroes. Ex-
plain to the players whenever you take on a role so that they know you
are speaking as a character and not the GNM.

If you want to have some fun with playing GM characters, adopt a
differant voice for every character, Speak slower for some; louder for oth-
ers. Use accents if you're even a little good ot it, or an older voice, or &
deep voice, or a squeaky voice, depending on the character.

You don't have to de this, of course. Just informing the players that
you're playing a role is sulficient. But the game can be a lot more fun for
everyone if you add touches like these.
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Adventure 1:
Special Delivery

The heroes get assigned a mission to inliltrate a space station that has
been overrun by Zergs and destroy it. No problam for @ group of hard-
edged Marines! ' ;

Background

The heroes cre assigned to General Jim Roynor, commander of the Al-
liance, They are a quick-response team skilled in infiltration, investiga-
tion, cnd gcombet. Raynor uses them as « first line of defense not only
against Zerg oggression, but also for octions taken by rogue Protoss ond
Terran elements. The heroes have been selected for this team because of
their skille, and also for their ability to adapt to constantly changing cir-
cumstancas. "Failure™ i not o word associaoted with this team. "
Their first mission takes them to Dylar Stetion, located in orbit B
arotnd the planet Dylar IV. Dylar Station serves as a refueling depot as '
well o8 a listening post for the Koprulu sector—that is. it was until Zerg
{orces overran the station.
The heross ossemble in a ready room at Allionce headquarters to re-
ceive their briefing from General Roynor. Read the section below to the
players; Raynor's brieling gets the heroes right into the action,

"Greatings, troopers. The Alliance needs your help in neutralizing
the Zerg presence on Dylar Station, one of four stations the Zerg have
overrun during the past week. The Terran Orbital Stations are de-
signed to keep us informed about happenings in the Koprulu sector.
Well, Kerrigem and her Zerg minions have virtually blinded us to
what she iz doing in the coreward part of Koprulu. I'm afraid this is
just the start of another Zerg buildup prier to an invasion.

“We've got to nip this in the bud. Your primary mission is to infil- i
trate Dylar Station, attach a tactical cold-fusion nuke to the core reac- I
tor, and evacuate before it blows up. You'll have fifteen minutes,

which should be plenty of time—it's not a big station. The Dropship's LI
shielding will protect you, as long as it isn't still docked with the sta- i
tion. T
“Your secondary mission is to find the station commander's sur- .
veillance logs and bring them back or destroy them. We don't ab- h

solutely need them, but we don't want the Zerg decoding them, sither.

“You'll be transported to Dylar Station aboard a Dropship spe-
cially meodified with clogking technology. Once on the station, the
nuke must be connected to the core reactor of the station. [ can't
stress that enough. Anywhere else just won't cut the spoce gas. We
believe the station is full of Zerglings and Hydralisks, so be ready for
anything. Good luek. I'l]l see you when vou return.”

&
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Scene 1:

Welcome to Dylar Station

The heroes travel toDylar Station on o modified Dropship called Sleep-
walker. Sleepwalker's cloaking technology makes the trip uneventiul. The
ship is fully automated, and the docking process is preprogrammed. How-
ever, the herces see the affects of Zerg infestation as the Dropship op-
proaches the station. Read:

The station obviously has taken some domage, but more horritying
is the metamorphosis it has undergone. The station appears organic
in nature. The rough outline of the Terran-built station still exists, but
Zerg Creep (a kind of organic growth) covers most of it now. You can
only guess at the function of some of the strange protuberances you
ge2 as the Dropship heads toward the docking platform.

After on uneventiul londing on the docking plattorm (area 1 A on the map
on page 71, the ship uncloaks, The force field girlock deactivates as Sleep-
walker docks, then reactivates to protect the dock from the cold vacuum of
space,

Have the players state which hero.is canrying the nuke balors they
exit the Dropship. Then, as the heroes leave Sleepwalker, read:

A= you step down from the extended plank of the uncloaked Sleep-
walker, you get your first glimpee of the station from the inside, The
view is much different in the docking boy than it cppeared from out-
side. There are signs of Zerg infestation, but not to the degree that
was evident on the extarior of the station. A faint guttural hissing con
be heard nearby, and suddenly the platform in front of you rises.

Four Zerglings and a pair of Hydralisks ride the platiorm up from
the lower docks, and none of them are wearing Alliance aggression
inhibitors. They immediately move into combat positions.

What are you going to do?
% .

The Zerglings and Hydralieks come from beneath platiorm 1B. These
aliens represent the main security forca for the station, stopping Intruders
as they disembark from the docking bay area. Their exders are to stop all
unauthorized beings from entering or leawing the station.

At this point, the heroes have two choices: bluff their way past the
Zerg or initiate combat.

Bluff

This requires one hero to tell a convineing story and make a successful
[nteraction check (none of the herces have the deception specialty skill
this early in their careers). Listen to the herces’ blulf and decide if it's a
convincing blulf or an cbvious lie. A good blufl provides a -2 bonus (-dE),
while a poor blufl gives the heroes a +2 penalty (+d6). Only one hero
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makes a skill checlk: it should be the hero who takes the lead in the bluft . 7 Y Al
atternpt. S — ] i : - illk i

Ii the skill check igils, the Zarg don't buy the line the heroes are fead- e ol N :
ing them. Proceed to "Combat” to see what happens naxt, %ﬁ % il‘. l .ﬁ. l H[
If the skill check succeeds, then the Zerg do not attack immediately. It l I.I . ii“ i
the herces act quickly, they use the Zerg's delay to attack with surprise on o I e -
their side (gaining a -1 step benus to all attack rolls in the inl}:iul round of m l .E. ' l.. m & E
combat) Or they can move past the Zerg and goin agcess to the stotion
{proceed fo S\.H:}H 2}, If the heroes hesitate, however, the Zarg grow suspi- i’ I ..= I IE. I "
cious and attack the intruders; proceed to "Combat,” ﬁi I !E ‘ == = aﬁ
: e e
Bl B YNSWST [ 2] YN B |
Hydralisk us 1 N e | oam L
{Sea page 42 in the Rules Book for the full description of a Hydralisk.) ﬂl ! ii n I ‘.. l ﬂu i
Durability LB : ;..-. ' l-. I L
Stun 11 00000000000 3 RIE | s IkET
Wound 11 00000000000 ﬁi 1 Il ® IEE 1
1)
Action Check Ordinary s IHE . I AN -

: Attacks s, 1 i Y

" i g | 0] |

A Claws A G o il

8 | Skill Score 13 48 71 B | [ =i R ity

3 Damage dd+2w dd+lw  ddw i -

lr Needle Spines A G o

¥ Skill Srora 1-2 3-5 B-11
l l Damage 2d6+3w d6+3w  dE+lw
i Defenses Corapocs dd+1 -
i Zergling 'ﬁi -
(Ses pege 4B in the Rules Baok for the full description of a Zargling.) ;_ﬁ ¥

! | Durabil | »

N e AT Ji.H N
Wound 9 000000000 1 BT . : {
Action Check Ordinary =E= ﬁ
Attacks i 9 |
Claws A G : (

' 5kill Score 1-2 3-5 B6-11 ‘ . ’ ;
I Damage diiZw dislw  diw l ' | :
) Defenses Fost +] step penalty to attacker l ‘..l . f
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Using Sleepwalker

A clever player might realize that Sleepwalker can fire at the Zerg. By
using his or her action in a round. o hero can board Sleepwalker and
grab the controls. Every round thereafter, that hero may make a Vehi-
cle Operation—air/space check to larget and fire al a Zerg. If success-
ful. Sleepwalker's weapon eliminates one Zerg.

Combat

As soon as either side makes a hostile action, call fer action checks. Have
sach player make an action check for hig or her hero. The Zerg act in the

Ordin SELH

T]:T;Eezgliugs try to team up against targels, two Zerglings focusing
on ona hero. The Hydralisks prefer to stemd back ond fire needle spines
for a few rounds before charging in with their claws.

The docking bay is an open areq, so there is no cover except for
Sleepwaiker itealf, Herges can use their actione in the tirst round to get
behind the Dropship and achieve either medium cover (if they want to re-
turn fire] or tull cover (if they want to stay out of the fight).

The Zerg fight until killed; they do not retreat or surrender. If the he-
roes defeat the Zerg, they may proceed into the stafion.

Aftermath

There is not much in the docking bay for the heroes to explore. The Con-
trol Hoom {area 2) would normally have personnel monitoring spacecraft
traffic to and from the station, but is currently empty. There is a Supply
Room (grea 3), but all of its shelves are bare.

Proceed to Scene 2 when the heroes board the elevater (arec 4).

Scene 2:
Checkpoint Zergling

Once the herces are inside the station, they must make their way to the
reactor room to plant the nuks. They have to do some exploring, but they
should sasily be able to navigate the station. Life support is tunctional,
ond'the station is dimly illuminated. The dim lighting and the natural lu-
minescence of the Zerg Creep create an eerie, shadowy feel to the station,

Once the elevator doors slide open, the heroes are on the main leval
of the station larea 1). Read the following:

The Zerg Creep has started to superimpose itself over the existing
framework on this level of the station. Alien growths cling to the steel
and plastic interior of the etation. A hallway stretches before you,
and you hear a clicking and whining noise in the distance.

S TR

When the heroes get close to area 2, continue the narrative:

You see a guard station straight ahead, and the clicking noise has
become much louder. The noise comes from a group of Zerglings po-
sitioned at the guord station. They leap over the guard desk and
move toward you.

What do you do?

Eight Zerglings move toward the herces to atfogk. The herces have one
round of free ranged otiacks before the Zerglings get close encugh to use
their claws. Atter that, the remaining Zerglings engage in close-quarter
combat with the herces. They work in pairs, with two of them focusing on

one target whenever possible, The Zerglings attack until killed or victori-
BUs.

fi Zergling )

(See page 48 in the Rules Book for the full description of a Zergling.)

Durability
Stun §
Wound 9

Action Check Ordinary

Attacks

Claws A G 0
Skill Score 1-2 35 6-11
Damage dd+2w di+lw ddw

00000000
00G000000

Defenses Fast +| step penalty to attacker

<

The Security Terminal

Once the Zerglings are defeated, the herces notice that the computer ter-
minal at the guard station is fully functional. f o hero makes o successiul
Knowledge skill check, he or she calle up o map of the-gtation. Show the
players your map. Now they know exactly where to tind the reactor room
{area B).

The players con secure any of the doors an the station from this termi-
nal. This requires a Knowledge—camputers skill check. All of the doors are
currently set to open automatically when approached; the heroes moy
chocse to lock the deors if the skill check succeeds. A failed check pre-
vents this and alerts the Zerg on the bridge (area 10) that there is some-
thing gelng on.
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Key to the Station

The herces must deliver the nuke to the reactor room, hook it directly to
the reactor core, and leave the station before it detonates in 15 minutes.
The herces may decide to proceed directly to the reactor core, plant the
nike, and attempt to escape, but you should remind them that General
Roynor wonts the stotion commander’s logs. This might give them incen-
tive to look around belore they blow the station up,

1. Elevator
Thi= iz where the herces enter the station's main level.

2. Guard Station
This is the main security station. See Scene 2 for details.

3. Briefing Room

A conference room for station personnel, it's now empty.

4. Supply Storage Alpha

This locked room heas not been opened by the Zerg, A successiul Knowl-
edge-computers skill check using the terminal at the guard station opens
this door, but the check receives a +1 step penalty [+d4).

The roem appears o have been depleted before the Zerg arrived, but
o few items remdin. There's a gauss rifle ammo clip (21 shots), a gauss
pistol clip (15 shote), two doses of combat stimulant (one dose immedi-
ately removes all stun damage); ond a tirst aid kit,

5. Sick Bay
The Zerg have removed anything of use trom this room.

6. Mess Hall

Thiz dining area iz completely overrun with Zerg Creep. This room is des-
tined to become a nest for a smaller Overmind once the Zerg fully infest
the station, as well as a larva spawning area.

7. Kitchen

This food preparation area has been overrun by the Zerg Creep and noth-
ing is usetul or functioning.

8. Reactor Core
Sea Scane 3 for more details on this ared.

9. Communications Roam

This room served as the main communications netwark for the station,
and the hub of the station’s listening duties for this region of space. This
gred remains intact and functioning. If the heroes enter this area, read:

P— -

 —— R — el L
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The instruments in this room continue to function deepite the devas-
tation inflicted on the station, Bonks of computers and sensor read-
outs hum softly as they go about their assigned tasks. More of o
gurprise, however, are the three Terrans working diligently here.
They turn 1o foce you as you enter the room. They appear to be in
poor shape, showing a mix of contusion and terror in their eyes.
Suddenly, from a dark corner, a Terran emerges. He's a horrid-
locking man with o rough carapace of skin and two deadly-locking
organic blades protruding from the small of his back. He cackles with
sadistic delight, shouting a guttural cry, "1 live for the swarm!”

What do you do?
&

Call for action checks. The man belore them is an Infested Terran. He at-
tacks immediately, using his blades a= weapons. He detonates himsslf in
the Marginagl phase of the third round. or when he is reduced to 0 wounds.
Knocking him cut by reducing his stuns to 0l doesn't couse him to explode.

lf the Infested Terran detonates, the explosion severely domoges the
communications equipment and possibly the herces! Anyone within 2 me-
ters of the explosion sulfers dB+4w; someone who is within £ meters suf-
fers dB+2w; and someone within 10 meters suffers déw. In addition, roll
db+2w for each Terran captive. A Terran captive dies if he or she suffers 7
or more wounds.

Note: For thiz encounter, it's important for the players to describe
exactly where their haroes are in relation 1o the Infested Terran. Assume
that the Terran remains in the northern one-third of this room, which
mecns that the door in the southeostern corner is more than 10 meters
away {rom it. Any heroes who are located nex! lo the door when the In-
fested Terran explodes will not be damaged by the explosion; others who
are closer will take some damage (which might be oifset by their armeor).

If the heroes sliminate the Infested Terran, they have a new situation
on their hands as their mission becomés a rescus. Getting the remaining
Terran captives to safety scores major kudos from General Raynor. The
Terrans have the station commander’s logs. lf asked, the Terrans reveal
their lives were spared so they could decode the logs for the Zerg—some-
thing they've bean doing very slowly.

The rest of the station, they report, is lightly statfed with Zerg; most
went to the planet's surface a couple of days ago. Zerg reinforcements,
however, are due any day now. If the heroes wonder why the Zerg were
interested in the commander’s logs, the Terrtns reveal that the ferg sus-
pected something of great importoncs wag'on the planat helow.

Deciphering the station commander's logs wilkaa days. But if cnys
one makes a successiul Knowledge—<compulers skill check, that hero'can
download informationon recent Zerg activities with respect to thair inter-
esl in the planet Dylar IV. {This information, when tumed over to Raynor,
becomes a special boon in the second adventure.)
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i Infested Terran
{See page 43 in the Rules Book for the
full description of on Infested Terran )

Durability
Stun 11 0O00000C00000
Wound 11 000000 OoO0O0C00
Action Check  Marginal
Attacks
Claws A G o
Skill Score 1-3 48 7-12
Damage dd+fw di+lw  ddw
Defenses None

G

180, Main Bridge

——-—

)

11. Personnel Room

Baeic living quorters for the station
personnel. The Zerg infestation of
these areas is well in hand,

12. Commander's
Ouarters

The commander’s living space, it has
succumbed to Zerg infestation.

13. Supply Storage
Heta

This supply room once held many of
the basic staples tokeap the station
running. It is now barren, except for
the pragence of not only the Zerg
Creap, but also twe eggs. Slight
movement can be saen within the
tramelucent eggshells.

Much of the equipment in this area has been completely destroyed, and
the main viewport is bayend rapair. This room now serves as a Zerg den,
home to three hydralisks. They attack any heroes who enter the room and
fight to the death.

14. Recreation Room

Thie arect wae the general HER area
for the station's personnel. This room

.é' now lies barren except for the pres-
? £ ence of the Zerg Crocp.
: Hydralisk ‘1
l (See page 42 in the Rules Book for the full description of a Hydralisk.)
i Durahbility
Stun 11 Q0000000000
Wound 11 leleloleleiololollolole]
Action Check  Ordinary
' Attacks
Claws A G o
Skill Score 1-3 46 7-12
Domage dd+2w ddelw diw
Needle Spines A G Q
Skill Score -2 3-5 6-11
{ Domage 2d6+3w dB+3w db+lw
Defenses Carapace dd+l
L A
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Scene 3:
Delivering the Package

The heroas must set the nuke in the station's reactor core, area 8. Access
to the room is adsy enough, and the reactor and its contrels are not hasd
to miss. Once inside, the heross can connect the cold-fusion nuks to the
reactor controle with little difficulty. Once the nuke is ottached, recd:

~

With the cold-fusion nuelear device securely attached to the sta-
tion's core reactor, you activeate the timer, A display reads 15:00, giv-
ing you time to leave the station. But before you turmn to go, an alert
gounds from the reactor computer; " Attention! Critical tault! Evacuate
immediately! You have five minutes to meltdownl!”

& quick check indicates that the core reactor was damaged by
the Zerg asscult on the station. Connecting the nuke has triggered
imminent destruction,

What do you wemt to do?

A W

Duick Exit

With the reactor spiraling out of control, electrical explosions are occur-
ting all over the station. Klaxons sound, and automated alerts issue from
unseen speakers telling all personnel to evacuate.

 From this point on, keep track of how many actions the heroes take.
They have 12 rounds to board their ship and fly it out of the station. Use
the time track provided here to keep o running tab. If the heross aren't off
the station by the end of the 12th round, the station explodss and kills the
Zerg and the heroes.

Time Track

m @ @3 ¢ 151 B\ @7 [\ 9 Dol pmo nel

Elevator Malfunction

Ii the heroes run, they reach the elevator in | round. It fakes 2 rounds if
they wilk.

The elevator has stopped functioning dus 1o the reactor overload. A
succeszhul Technical Science-repair skill check is needed to get the ele-
vator working long enough to deposit the herces in the docking bay. Each
attempt tetkes 1 round (though more than one hero with the gkill con try in
the same round). Plus, it takes | round for the elevator to travel from the
main deck to the docking bay.

LT 1 e
Trouble in the Docking Bagy
Cnece the Herces get to the docking bay, read:

~
With precious seconds ticking away, the doors to the elevator open

to reveal the docking bay. Malfunctioning instruments showar the
bay with sparks. The force field airlock is still in place, and Sleep-
walker sits on its platform,

Suddenly, from a patch of Zerg Creep in front of Sleepwalker,
three Hydralisks spring out from their burrowed hiding spots. Their
eyas glow red with seething hatred. They move toweard you.

What do you do?

N .

The Hydralisks attack in the Amazing phase of the first round of combat
due fo surprise. In following rounds, they act in the Ordinary phase,

The heroes need to dispatch the Hydralisks quickly, as tie station lit-
erally falls apart around them. The heroes cdan choose to fight a running
bettle, trying to circumvent the Hydralisks to board Sleepwalker. If the
heroes do this, the Hydralisks receive o1 step bonus (—d4) in combat,

As hafore, players might think to use Sleepwalkers waapons to elimi-
nate Hydralisks. Remember to mark each round as it goes by during the
battle.

-‘,‘
fy Hydralisk
(See page 42 in the Aules Book for the full description of o Hydralisk.)
Durahbility
Stun 11 (olelololelolviofoliole]
Wound 11 jelalelolelololalalols)

Action Check Ordinary

Attacks

Claws A G o
Skill Score 1-3 46 7-12
Damage dd+2w dés+lw diw
Needle Spines A G O
Skill Score 1-2 35 6-11
Damage 2d6+3w db+3w db+1lw

Defenses Corapace dd+1

~ /
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- Exiting the Docking Bay A - —
— Onee the heroes board the ship, they have little time to get out of the sta- 5 dventurel_l E - — -
- tion befors it explodes. The cutomated pilot reguires 4 rounds to leave the — =i
— docking bay and clear the station. If the heroes want to go faster, a living Wy Eavenge r u“t / —— 1
— character must take the pilot's chair ) This time the heroes heud down to the surface of Dylax IV to try to find out —
= The pilot must make a Vehicle Operation-airfspace skill check. The Al what has the Zerg g0 interested in the planst, What they discover isn't = £
degres of success determines how fast the pilot gets the Dmrpshig to = Zerg ot all—it's Protess| y
move: an Ordinary success takes 3 rounds to exit the station, o« suc- o
- pesa takes 2 rounde, ond on Amazing success takes 1 rmfkd, e Elat:l(grn und . [:: :
(L SECESREI chak S ' e The hetoes gathr ot the order of General i Reynor, who needs their P |
i ¢ ';ﬂ B uhﬂi:lc i PRy tht—".an T o S e help agoin. Thig time they're going to Dylar IV toinvestigate stronge hap- b |
. ::I must ?ﬁﬁ;‘;ﬁa;ﬁmk aiﬁ :::Tnd s penings on the surface of the planet. General Raynor personally briefs i‘ : + ¥
' ; . them on their mission. Read: . sl
The Station Explodes - N f ¥
When the time counter reaches the end of the 12th round, the station's re- *Greetings, troopers,” General Raynor says as he enters the briefing “ ' !
actor core detonates, If the heroes are still inside the station, they die in room. “Your damn fine efforts at Dylar Station severely hampered the K -
the explosion. Zerg operating in our territory. But we've discovered another situa- i- i L
Otherwise, the tremendous blast reduces the station to pretty tion. 14 2
sparkles in the darkness of space that quickly fade away as the heroes "Tust beiore the detonation of the station, we picked up coded -4
watch from the safety of the flesing Dropship. transmission from Dylar Station to an unknown Zarg source on the
planet below. From what we've been akle to piece together from the 4
transmission and the details you brought back, the Zerg took over Dy-
E“d'ng the Ad\"E"tHI"E - lar Station becouse they were logking for something on the planet.
The adventure ends when the heroes leave the station. Dylar Station ex- Now, if we translated their transmission correctly, we think they
plodes behind them, eliminating the inlested Zery presence, The heroes found what they were looking for
receive high praise from General Raynor for accomplishing their mission. "Since you are our resident experts on Dylar IV, we need you to
I cddition to the normal Gward for completing the adventure, give go back there and ses what's going on. Good luck, troopers.” ]
the hetoes 1 extra achievement point each if they rescued any of the Ter-

ran captives from the station. e >

Scene 1:

Planetfall

The herces once again climb aboard the moditied Dropship Sleepwalker
and head for Dylar IV, Thig time two Wraith fighters escort them, and if pi-
lot Tulian Byrne is among the heroes, he gets to fly the ship manually: The
Dropship carries a modified Arclite Siege Tank, to be used as transport
once the heroes land on the planat, . :

The trip to Dylar IV is uneventiul: Time passes, As Sleepwalker and
its escorts near the mystericus planet, the Drepship recéives an incoming
message. Head the following text out loud to the players:

N e e T TTR
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— As vou barrel through space toward Dylar IV aboard the transport, N In the distance you can see some kind of structure looming above — ] |
— the communication panel lights up. It's General Raynor, and he looks y the rocks and crags. It's still too for to see details, but it nevertheless — =
- disturbed. / appears impressive and alien in nature. - !
— “We've finished decoding the Zerg transmission,” Raynor tells y Suddenly an explosion rocks the tank. The ground beneath you —
— you. "It seems that the Zerg aboard the station were upset with the / erupts with a poweriul blast that sends the vehicle into an uncon- — e {
? exploration force for not reporting in. In fact, they hadn't been heard 1 trolled spin. You're sliding through some kind of minefield as unseen (1 o |
i from in two days. Something may have happened to the Zerg on the =t bombs explode all arcund you! E ‘_‘f'

: planet. We have the coordinates of their last known position, and 3 B e £ =

T we're loading that into your navigation conscle. Be wary, soldiers, sl =

and watch sach other's backs down there. Raynor out.” ! 3

. : The player whose hero ie driving the Siege Tanlk needs to make a Vehicle "

.
®
=

Uperation—Iland check to regain control of the tank. He or she con make o
Dexterity ability check if the hero doesn't have the skill. The result of that
Planet Details check indicates how much damage the tank suffers os it zlides out of con-
! trol through the mine field. Note that you shouldnt moke an armor checlk
for damage sustoined in the mine field.

e

. = —— 5.-_
=

Dylar [V is an inkiospitable desert planet with a thin oxygen-nitrogen at-

mosphere that allows movement on the planet without the immediate
ol spoce suits or respirators. The tronemission was beamed to coor- i Vohicle Cosration~Jand or Dextarity Check

dinates in o rocky region of the pl-:mert. The terp:ﬂn makes it diflicul; to Arnazing success: The hero brings gﬁ tenk to o halt just beyond the limits i

sufely land the Dropship. The herces’ best bet is to park the Dropship ina of the minefield, The hero’s expert driving can’t keep the tank from get- =

relativaly clear spot about 2 kilometers irom the transmission coordi- . eracter dam iy :
nates. They can then use the Siege Tank to travel across the broken ter- ~{ Elgfhsﬁ:fmgkgﬂf iﬁﬂﬁggﬁf Eﬁ:&ﬁtﬂn tﬂum ﬂ::g? .0 I . vl

rain. Make sure they designate one heto as the tank's driver. The Wraith Good success: fis above, except the heroes take d6 wounds each.
fighters JSSais near the Lrapsip, kesging guapguntil the heroes return. Ordinary success: As above, except the heross take d8 wounds each.

o

Y v ~ Fqilugg: Thz hl:m] com’t “fghﬂqin cnnm;i '}'i]i;& t?;i It tlips :;r.l;d ;?1115 toa - £
- Arclite slege Tank stop just beyond the limits of the minafield. The t it saverely dam- : |
’ aged, and each hero takes df+4 wounds; arnior checks can reduce this \ E
Lt Critical Pailure: A massive explosion rips through the tank, and it i |
1 Durability i flips over and rolls to a stop within the minefield. The tank is a total loss, i !
Stun 14 0000000000000 and each hero suffers df+4 wounds in the erash. Armor checks can reduce i
Wound 14 Q0000000000000 this damage. The herces must woll out of the minefield. Luckily for them. ! ir
Wea none of them is heavy enocugh to set off ony explosions (but don't tell the 4 g
pons 1 thatll. =
1 Twin 80mm Cannons | & G O SRR 173
! Damage 12+8w d12+4w dl2+2w The Lurkers
Defenses Armored Hull d8+4 The Siege Tank has suffered massive damage, If the hero driving the tank
{ ! 3 made o successiul cheek, the tank can't be driven but the twin connons i
g still work. If the hero got a Failure result, even the cannens are inopera- ; 4
tive, :
After passing through the minefisld, the heroes ara cmbushed by a
1 The Minefi=id pair of Zerg Lurkers. Call for action checks at this pointin the Amazing
" ‘A= thie hetoea rocket Geross the broken ferraif i the Siege Tank, they be- phase of the round. the Lul Sfific Reld. |
: gin to sea sign= of =ome kind of settlement on the horizon. Haad: | ol
l [ l s
L. " ¢ o)
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A strange sound fills the air. It seems to be coming from the ground
itself, Suddenly the rocky soil explodes, and you are showered with
dense gpines. You're under attack! It con only be a Lurker, a specially
avolved Zerg that burrows underground and fires rippling spines. A
second explosion follows directly after the first. There are two of
them!

Determine two targets and make attack rolls for the Lurkers. Allow any
heroes who made Amazing action checks to take their actions, then caleu-
late damage for the phase. Finigh out the round. In the second round and
thereaiter, the Lurkers gt in the Good phase.

-
Lurker i
{See page 44 in the Rules Book for the full description of a Lurker.)
Durability
Stun 12 C00000000000
Wound 12 CCcOO00C0000C0
Action Check (Amozing) Good
Attacks
Subterramean Spines A G (8]
Skill Score 1-2 3-5 6-11
Damage 2d6+dw db+dw dB+2w
Defenses Burowed +2 step penalty to attacker
s A

The Lurkers won't communicate with the heroes: they fight to tha death,
Upon dying: o Lurker surfoces from its burrow.

Al len Device

[f the heroes check the badies of the dead Lurkers, they discover a small,

glowing device affixed to one of them. A successiul Knowledge or Techni-
cal Scienpe check reveals that it is some sort of transmitter. (Note thet the
uge of the Technical Science skill receives a -2 etep bonus; the hero rolls

d20-dB.) The device is one of the three "keys” pegessary to unlock the Pro-
toss vault in the Main Storehouse (area Sfin the city ruins. It resembles a

black wedge of superhard plastic that glows with an internal light.

Onea the heroes head for the city ruins,-proceed o the next scene.
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Scene 2:
The Ruined City

After navigoting the minefield aond defeating the Lurkers, the herces have
aclear pathifo the distant structure. It seems to be at the exact coordi-
nates the herossare trying to reach. As the heross approach the structure,
read the following text aloud: :

You ascend a small hill and are greeted by an impressive sight—
the ruins of an ancient, alien settlement, Tall buildings loom over the
bleak landscape. and have probably done so for thousands of years.
Maony of the buildings are no more than upright heaps of rubble. A
few, however, have weathered the centuries well; they look as though
they could still be inhabited.

The layout of the settlement is easy to take in as you approach. A
massive structure stands at the center, flanked by six smaller build-
inge—or, more accurately, the remaine thereof.

Three broken-down statues stand close to the center structure, all
in a row. One of these statues has fared better then the other two, It
depicte an alien species that has mony similarities to the Protoss,

What would you like to do?

N, ~

The descriptions that follow are keyed to the map of the ruined city (sce
page 23). If the heroes contact the Wraiths, the fighter pilots.assure them
that they can pick them up as soon as they call. In the meantime, the he-
roes should complete their mission.

1. The Status=

[ the heroes examine the status; read this aloud:

~
This statue is impressive, standing well over 5 meters tall. Even
though it has stood here for countless ages, it might have been
sculpted only recently. A plague at the foot of the statue contains
writing that none of you can read. It resembles the Protoss language,
but seems to be an ancient version of it. Three small indentations,
abaout the size of a person’s fingertips, are visible in the frent of the
plaque.

"

-

L v

I'his statue represents dn ancient Protoss Templar. (The other ruined stat-
ues once represented the Khalai and Tudicator castes.)

The indentations in the front of the plaque are indeed finger holes.
Should any of the Terran heroes place tll:eir fingers in the hales, nothing
happens. lf a Protoss hero touches the three holes simultaneously, read
the lollowing tex! to that hero's player:
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H'“'l'“s A= you place your fingers into the indentations, everything goes

J dark. You suddenly find yourself inside a vision, locking upon a
: small Protoss settlement, though the Protoss appear to be from an
L ¥ earlier time. It seems to be a mining facility. The Protoss move aboul,

3 harvesting shining blue erystals from the otherwise barren soil. A
strange-locking device moves about in the middle of the settlement.
The emooth black cylinder features random appendages that move
constantly, Lights flash off and on as the device juts about the settle- e BB
ment. Then, just as suddenly as the image entered your mind, it is '
gone.

511

The status is o storage device. It holds a history of this ancient Protoss o Y
N settlement. The other statues are nonfunetional, and any attemptis to re- i
peat the vision with the functioning statue fgil: ' i

"

2. The Temple i
If the heroes enter this building, read the icllowing aloud:

As you open the doors to this building, a strong walt of musty air
escapes, as though these doors have not been accessad in a long
5 time. Inside, you see the remnants of seats facing a great raised plat-
[ r 4 I form. On the platform is a statue of @ massive alien being, its arms
stretched toward the seats. It seems to be holding a glowing,. wedge-
shaped device of some kind.

s

e v =,
- S

This bullding served a temple for the ancient Protoss. The statue repre-
gents an ancient, long-forgotten deity. The glowing device is another
alien transmitter. The herves need this item to gain access to the Main
Storehouse {area 5). The stotue securely holds the glowing device in its
cupped hemds. Tell the heroes thet it looks as though any attempt to free
- the device will damage or destroy it.
L If somecne is carrying the Hret device {the cne taken from the Lurker)
ond gets within | meter of the stotue, both devices begin to glow brightly.
A hum begins deep within both devices, and it gets louder the closer the
two devices get to each other.
If the first device touches the second, read:

] e, A ol
-

A graat grinding noise begins to emanate from the statue as its |

cupped hands begin to move apart. Time has taken a toll on the F
statue, however, and the hands only move a few centimeters. The I

grip around the glowing device has loosened, but the hands have not 1 §
moved lar enough to completely free it 'l 4 t
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The crange sphere contains the third device necessary to craate the key
that opens the vault of the Main Storehouse (area 5). The sphere is a con-
tainmant field. which holde the last piece of the key until the proper com-
bination ofbuitons is pushed. Two buttons hove to be pushed ot the same
Hme on three different occasions. The puzzle that the heroes need to solve
ig exactly which combination of buttens to push when.

The color of the sphere is the only clue. If a hero pushes the red and
yellow buttons at the same time, the srange sphere dissolves toreveal a
smaller grean ephere of light. The ohject inside the containment Held can
now be seen much more clearly, but'it is still trapped inside.

A hero now needs to push the yellow and blue buttons at the same
time. Cnge this is done, the gra-an sphere dissolves to reveal an even
light
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damaged components of the Protoss robol. These items can be taken back
for study by the Alliance.

5. Main Storehouse
When the heroes investigate this building, read the following text aloud:

This is the largest structure in the ruined city, ond perhaps the most
unusual one. Its pyramid-shaped contours cast shadows on the rest
of the ruins. If not for the small dunes of sand and dirt that have col-
lected around the building over the centuries, it might have been
built within the last year.

The building has no visible doors or other openings. Hather, a
large, bubblelike section juts from one side. Near the base of the bub-
ble, at about 2 meters above the ground, is a square indentation

i’

.

Ifa ham then pu the red and blue buttons at the same time, the ; : : B
purple sphere fades away, leaving the glowing chject floating above the whose four sides taper to a point about one-third of @ meter inside
termingl. It may now be acquired. the hole.
Pughing buttons in the imprope: sequence delivers a jolt of dds to A J :

apyone within two meters of the sphere. Armor doesn't protect against
this damage. Whenever the device delivers its domage, it automatically
resats the sequence (digplaying a large orangé sphere once again), so

This building served the ancient Protoss as o cultural storehouse; they

L efee————— A Ty

=  Theheroes can now safely attempt to dislodge the device without danger | ) complete. It resembles a black pyramid that glows from some internal en- —
- of damaoging it. Any hero con attempt to push the arms apart oncs by ergy source. —
b  making a Strength check. Any success indicates that the crms move dmi | — &
— the device is freed. " —
- If the two devices are brought in contact, the glow intensifiesfora ?;‘ I:I.Ii I?Ed EFII"IJTI'! 4 —
_— moment and then dime as the two parts merge, It now looks like o small, y the hercessaer this area, rec —_—
} black pyramid that is two-thirds complete. There is still one udd‘limnuk (
prece B to compiliee e g e A Koy This building has o raised dais at the center surrounded by seats =
\ arranged in stadium style. The building has sustained much dam- . -
3. Room ﬂf Enlnrs : - age. Blast holes litter the walls, and some walls have crumbled com- =R
When the heroes enter this building, read: i pletaly. -
. A tfoul stench fills this building. and the remdains of a small Zerg '3 {3
oy torce litter the area. A large black cylinder lies on its side amid the tl a
The walls of this smell building are lined with many devices that rubble and slain Zerg troops. a
resamble terminals, Most appear dark and nontunctional. In the far A Y |
corner, however, one terminal shines brighily. i &
It's more than a terminal; it seems to be a projection device as 1.'
well. A large oronge sphere of translucent light, about 25 centimeters The Zerg were members of the unit originally sent down from Dylar Sta- i,
in dicmeter, is projected from the terminal. The sphere hovers above ] tion. The black cylinder was an automated Protoss sensor/defense array. 21
the terminal, though it is more than just a projection of coler and | If ey of the heroes activated the "playback” feature of the ruined statue F 3
light. It has substance and takes up space. The sphere surrounds an . in area 1, tell that hero that this object looks very much like the black
object that glows softly. On the conscle beneath the terminal you see i cylinder chserved in the vision.
three buttons—one red, one yellow, and one blue. A surceseiul Investigote-search chack reveals some basic Zerg com-
\ E r munication and recording equipment on the badies, as well as some un-

¥

kapt various items locked inside the extremely secure building. The in-
dentation is a keyhole of sorts. The only way the wault opens-is if the com-
bined pyramid device is inserted into il—apex inward.

If the heroes hoven't assembled the deviee but try to insart any single
plegs into the indentation, they note that it fills only ene-third of the in-

that the haroes have to start over. \
If the newly acquired object is brought in'dontact with cne of the \

other abjects, the glow intensifies for @ moment and then dims as the twa

ports merge, When oil three devices are found and merged, the key is
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dentation. Only the combined three devices inserted into the indentation
produces an effect. The heroes need to assemble the key by touching the
three pieces together so they merge.

When the heroes insart tha assambled davice into the indentation,
read the following text:

As soon as you place the combined device into the indentation, the
pyramid begins to glow brighter than ever before. A series of whirs
and clicks can be heard from deep inside. Then, after a final loud
click, the bubblelike section slowly splits into two stone hemispheres
and recedes into the framework of the building. At last, the mysteri-
ous structure is open.

Inside, you see numercus terminals, items, and devices. You can
only guess ot their origin and purpose. You have uncovered o Protoss
artifact cache, perhaps one of the biggest ever found.

Your communiceation pad beeps. It's one of the Wraith pilots.
“Anything to report? the pilot asks.

. >

If the-herces ask, the pilot agrees to bring Sleepwalker in to extract them
from the ruins. It won't ba easy, since thera's no place to land the Drop-
ship. but they can lower magnetic lines to lift the heroes out of there,

Scene 3:
Extraction

After the Beroas call for the Wraith fighters and the Dropship to pick them
up. one last obstacls appears to delay them. Read:

As you await extraction, you hear a faint humming and clicking in w
the distonce. Then the horizon shimmers, as though something
cloaked has passed in front of it.

Immediately, a large black, hovering eylinder uncloaks in front of
you. The cylinder advances on your position as deadly devices
spring from hidden compartments,

o ™
Protoss Sentinel

Durability

Stun 16 0000000000000 O0O0

Weound 18 0000000000000 O0D0

Action Check  Ordinary

Attacks

Laser A G o
Skill Score 1-3 4-6 T-12
Damage dd+2w dé+lw diw
Psionic Blades A G 8]
Skill Score 14 5-8 9-16
Damage 2d4+6w dd4bw dddw

Defenses Armor db+l

What do you do?
A o

This block cylinder iz identical to the gne found with the remnants of the
Zarg lorce |area 4) and the one seen in the status Hashback. This model,
however, is in full defensive mode. It attacks until destroyed.

Howe the players make action checks for their heroes; the cylinder, a
Protoss Sentinel, acts inthe Ordinary phasal In the first round, it uses its
laser beam attack as it moves into close-combeat range. In the second and
subsequent rounds, it uses its fearsome armay of psionic blades.

Alter the Sentinel has been defeated, the Drapship arrives to axtraet
the heroes.

. =/
Ending the Adventure

The adventure ends whenever the players call for exiraction for their he.

roes. The heroes do not have to open the Main Storehouse to end the od-
venture. Qf course, the information they uncover for the Alliognce is more
significant it they do obtain the secrets of the storehouse, but just discov-
ering an ancient Protoze settlement is importemt in ite own right.

The Dropship picks them up, and they retum to their base without fur-
ther incident.
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Adventure 3 Fhe Alliance Camp

The heroes set Sleepwalker down within the lomding zone: A young Ma- — =
RE“EQH[IEE! 3 rine, Carporal Hurtz, greets the heroes. Read; — 15
- In this adventure, the heroes retum to Dylar IV }3; whq]ti ::ppﬁ::ﬂ tobea : > N — us
-— joyous event. However, Protoss renegades see this as the pe t opportu- ! = = - i - —_ 2
" nity to weaken the Alliance and g:flﬁ ancient artifocts 10 Esa agﬁiﬁ: the /48 Welcome to Dylar IV” the young Marine says crisply. "Or should [ py. i,
! Protoss leaders. The heroes must stop the renegades and hold the fragile i say welcome hm:_k? I'm Cn{puml Kurtz, and I'll show you around be- (.‘ "
Allianee together belare the Zerg make another advance! fore the ceremonies begin. : = N
i "We've been studying the Protoss site for a couple of weeks now," -
Kurtz explains az he leads you toward the camp. "We've found all -
H.ﬂtk!-ll'ﬂl-l“ﬂ : kinds of amazing artifacts. It's almost a shame to turn the place over il
% Three weeks after the heroes return from the ruins on Dylar IV, General to the Protoss before we've finished our own studies. No cifense 4344 |
! Raynor gathers them for emother mission. Head: medant to the Protose on your team, of course.” | . :
“Here's a map of the camp,” Kurtz says, handing you o computer a
~ pad. "T'll point out any places of note as we head toward the bar- 5 &
General Raynor enters the briefing room, cutting an imposing im- { racks.” ﬂ B
| age in his full military dress uniform. A J » 3
' i "l hope you've enjoyed EDM break, 'cause it's time to go back to - ~ i'.-f‘ 3
work. Yesterday, we received o communication from the Protoss. In L
the spirit of cooperation between our two spacies, blah, blah, blah. Corporal Kurtz ¢
No offense to our esteemed Protoss representatives! Anyway, what it i
boile down to is that they want access to the ruins on Dylar IV, and Durability
the Alliance is going to help them get it. Stun 8 0C000000
"A Protoss force will be heading to Dylar IV shorily. We need to g Wound 8 OCCOo0000 ! !
pack up our gear and held tight until they show up. Then we give & L"
them the keys to the place and clear out. Action Check Ordinary : | S
"The bad news is that the Alliance wants to send you folks along. % E
You discoverad the ruins—at least, you discovered it for the Allionce. Attacks i e
The Zerg were technically there first. The Alliance feels it would be a Gauss Pistol A G Q b I
good gesture for you to show the Protoss around the ruins, tell them gkill Scara 1-2 5 810 g .
how you found it, and so forth. Boring as hell, I know, but just don't Dameage dé+3w dd+w dislw [ i
talk politics, look happy, and try not to start any trouble. "
“So suit up in your fonecy jumpsuits, troopers—we move out in Defenses None 6 £
two hours. Have fun and good luck.” :
L i \§ s |
Show the players the map of the fort. Corparal Kurtz answers any of
their questions about the specific locations marked on the map. Sea the
Scene 1: Arrival key below for details, i
The heroas and Hoyner travel to Dylar IV ae part of @ small Allianeca task _ = .
force. The task force consists of one Battleship, two Wraiths, four Energy Barrier
Valkyries, and one Scieénce Vessel. The irip passes without incident. Balore showing the heroes to theic bunks, al Kurte takes spacial
Raynor stays aboard the Allicnee Bettleship while the heroes board are to demonstrate the energy barrier around the camp, including how o o L
their Dropship, Sleepwalker, and head down to Dylar [V's surface. "You go ictivate and deactivate it from the gate house (ared 15 i
A to the surface und check aver thinge" Rayner telle the heroes. 'l have to "Whatever you de, don't touch the barrier,” he werns. "It's kind of like o
talk to a few of our Protoss partners.” 1 big bug zapper, but its maant iozap l}ugs the size of Hydras. Somebody |
A makeshift landing zone has been established just outside a tempo- |lloe you or me touches it. and zzzzt! Taps, l "
) fort thot serves as the research camp for the Science Corps stafl Corporal Kurtz isn't exaggerating aboul the energy barrier. Touching &L i,
' Mozt of the scientists have cleared out of the fart, taking all sensitive ma- the borrier while it's active intlicts 2d6+2 wounds. The barrter extends 5 !
terials with them. A skelaton crew of a dozen Alliance Marines remains to meters in helght. After the corporal’s demeonstration, he leaves the barrier

guard the camp. linongaged.
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'I'hll. structure houses the generator that powers the energy hr;:mﬂ.r Opn:-
ating the barrier requires a code. Kurtz provides the heroes with a guest
code that con be overridden in case of emergencies.

There are three Marines in this building.

2. Guard Towers

Each of the four guard towers stands about B meters tall, and -::cmmmlds
a view of one quadrant of the perimeter. Each tower has a mounted 8mm
C-14 Gauss ritle. ond 500 rounds of ammo. (The rifles won't stop a vehi-
cle assault, but they'll punch holes through ground troops.) Currently,
none of the rifles are loaded—the Allicnce doesn't want the Marines
pointing guns ot the Protoss when they arrive. The ammo is locked in a
storage. bin. One Murine stationed at each tower has the key to his
tower's bin.

Thera are two Marines in each tower.

B
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3. Headguarters

This building serves a8 the mess hall, storage bunker, and headquartars
of the camp. The huge antenna on the root makes it clear that it's alsc the
communications bunker. This is where the herces con grab some grub if
they get hungry.

Currently, the mess area has been :a»urrcmged tc provide space for
the diplomatic ceremonies.

The officer in charge, Major Berry, has on office here, but he's cur-
rently aboard the Alliance Battleship to take port in the initial meetings
with the Protogs delegation.

4. Marine Barracks

This building houses the caomp's contingent of Marines. There's a lairine
- here, as well as o weapons rack. I the herces feel like they need the ex-

tra ordnanee, they can pick up:

1 suit of CMC-405 Light Combat Aumer (prevents dd+1 points of

damage)
1 ﬁrs {'.; 10 Candster Rifle ED'rdinury dbwiGood ﬂﬂwmmmng
+2w

2 clips of C-10 25mm ammao (15 shots each]

2 clips of C-14 8mm sommo (21 shots each)

4 clips of E-9 10mm ammo (12 shots each) :

‘1 mini-computer (-1 step bonus to any INT-based skill check) e .

2 flashlights ; 18 %_
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5. Scientists’ Quarters

The selentists’ quarters use the same floar plan as the Marine barracks. ' . —————S—AN  ~See-
The scientists have all been moved over to the Marine barracks to make )
room for the Protoss. ' snargy barriar

R
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6. Research Bunker

Everything the scientists have unearthed at the ruins has been brought
back here for study. The artifacts will all be turned over to the Protoss as
part of the ceremony. Currently, there are various pigces af the cylindrical
robot, some bits of machinery (from the reined statuek playback mecha-
nism), and a wide variety of other finds. '

Among the iteme here is a piece of block jewelry that the Terron sei-
entists haven't cataloged yet, They intend to ask the Protoss if they know
what it's used for. It's obviously designed to fit the head of a Protoss. If
gomeona with peionic abilities tries it on, that hero {eels o surge of men-
tal energy—and i the hero had previously expended any psionic points,
he or she immediately recovers db points of psionic ensrgy. The device
works ance per day,

There are also seven unidentified items that can be combined to form
a peionic ehockwave inducer. This aneient weapon is powerful and leg-
endary. No records of how 10 construct one remain, though it is rumored to
have the same lirepower as an Archon. The Tarran scientists have no
idea thotthe seven pisces con be combined in this manner.

Psionic Shockwave Inducer: Use 1 psionic energy point per shot (can-
not be used by nonpsigni¢ characters) damage— Ordinary db+4w/Good
dB+dw/Amozing d1Z+4w.

7. Motor Pool

The motor pool currently houses fourvehicles: two transports, a patrol wa-
hicle, and along-range recon vehicle. All of the weaponry has been re-
moved, though; the vehicles are going 1o be given to the grolc-ss as a gift,
to. help them with their investigation of the roins.

Scene 2:
Unexpected Guests

About 15 minutes after the heroes begin to make themselves comiortable
in the barracks. a siren blares to gignal the arrival of a ship. It too early
far either the Protoss delegation to be landing, but gomething ia definitely
happening outside, i the heroes go outside 1o look, read the following
text cut loud. _ -

I they don't lock, then tell them that they hear an approaching ves-
sel, the sound of weapons lire, and explosions as the camip is pounded
from abova,

With a mighty roar, a Protoss shuttle falls from the sky. Unlike typi-
cal Protoss shuttles, this one bristles with armament. Antimatter mis-
siles blast the guard towers to each side of the headgquarters
building, while photon blasters strafe the other two guard towers and
pepper the gate house with blazing death. The shuttle circles the
camp once, then lands outside the camp near the ruined gate house,

QA
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The attack by the Protgss shuttle wipes out most of the Marines still sta-
lioned at the camp. One ofthe eight Marines in the guard towers is sfill
alive, though he has been badly wounded. None of the Marines in the
gate house survived the attack. The energy barrier is deactivated, but
gtill functiongl. Corporal Kurtz and the four scientists in the barracks are
unharmed, as are the heroes. Of the four mounted rifles in the guard fow-
ers, only one remains in working order, Randomly determine which one
by rolling o d4. The moter pool, the research bunker. and the headguar-
ters building were also left intouched by the Protoss attack.

The herses nead to decide what they ore going to do. Corporal Kurtz
will aszist thém, but the scientists.are useless in a fight. Each scientist
has & stun points und 6 wound points. Ask the players what their heroes
are doing, then read the following text out lond,

-
An imposing-looking Protoss steps from the open shuttle hatch.

Four Dragoons and two Zealots, each bearing the symbol of a sword
and triangle on thelr armer, flank the lead Protoss. "l understand that
the brave warricrs who secured this important frogment of my peo-
nle's history from the Zerg are in this camp,” the lead Protoss calls
out. "I do hope we did not kill you during cur enthusiastic arrival. |
am Miratiz, the Dark Templar, [ claim thiz planet in the name of the
true Protoss legacy! Now, will you approach me, or should [ have my

i i

LI roops level this stinking Terran hellhole?”

Iy

f Miratix, the Dark Templar <

iSee page 36 in the Rules Book for the full description of & Dark Templer.)

Durability

Stun 10 0000000000

Wound 10 eleloioielofofofole]

Psionic Energy 11 O00CQQCQQOCQCOO0

Action Check COrdinary

Attacks

Psionic Blades A G o

Skill Score 1-3 4-7 B-14

Damage 4 +Bw did+Bw  dd+dw

Paionic Bolt A G o

Skill Seore 1-3 -k 7-12

Damage dé+2w  diw dds

Defenses Light Protoss Shields dd+1,

Invisibility +3 step penalty to attacker
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It's ebvious to any Protoss hero or GM character who the heroes ask the
Miratix is o villain who must be stopped. He's doing this for himself, not
for the good of the Protoss people. Throughout this adventure, the heroes
can also identify Miratix's minions by the symbols of  sword and trian-
gle on their armoer. |
Miratix is deliberately baiting the heroes, trying to get them to show
themselves, If the herces don't respond in some fashion ofter o few mo-

F e,

ments, Miratix orders his troops te secure the research bunker (area ). He

sends one Dragoon and two Zealsts into the bunker, while the other three
Dragoons position themselves in the camp's central courtyard. Miratix
himeelf stands behind the Dragoons, where he can watch his troops from
a relatively safe position. If the heross attack, he becomes invisible,
which makes it harder to target him.

~
# Dragoon
(5ee page 37 in the Rules Book for the full description of a Drogoon.)

Durability

Stun 12 elelelelisiololofoleRole]

Wound 12 slelsisiolelslosfofotole]

Action Check  Odinory

Attacks

Phase Disruptor A G o

Skill Score =3 4B 712

Damage 2d6+2w dB+2w dbw

Defenses Exoskelston dB+2
o J
-

Zealot 2
(See page 40 in the Rules Book for the full description of a Zealot.)

Durability

Stun 12 Co0DO0O0DDOQ

Wound 12 000000 0ODODO0

Action Check  Oddinary

Attacks

Psionic Blades .1 G 0

Skill Score 1-3 4-7 8-14

Dameoge 2d4+6w di+Bw  di+dw

Defenses Power Suit d4+2
S A

-
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Scene 3:
The Battle with the Renegades

The renegades hove to move quickly. Their sudden attack on the base
will leave the Terran and Protoss confused for a while, but eventually the
armed forees ofthe Alliance will descend brom space to destroy them. Ba-
fore that happens, Miratix plans to raid the research bunker and steal as
many ancient Protoss ortifocts as he con,

In the meantime, the Terfans and Protass take up defensive positions
in orbit around the planet. Neither side is certain whaot i= happening on
the surface, and both sides smell treachery. However, neither side is will-
ing to endemger the Allicnce withoutevidence of some kind, which is just
what Miratix was counting on. .

While the leaders and generals talk about some peaceiul conclusion,
Miratix and his renegade troops can plunder the Terron science camp as
they wish—at least until the herces decide to'take action. Unless the he-
roes have acted very quickly, the battle occurs in three stages. This zcens
covers the first two stages.

Battle Stage 1

The first apportunity for combat takes ploce in the camp's courtyard.
Three Dragoons take up positions in front of the research bunker, guard-
ing the path to the bunker’s only door. These renegades fight o the death.

While this battle rages, the second Protoss squad enters the research
bunker. As soon as the path is cledr, an invisible Miratiz follows them
into the bunker.

Hattle Stage 2

After the heroes defeat the renegodes in the courtyard, they must attack
the renegades who have commandsered the research bunker. The last of
the Draogoons stations itself just outside the bunker's doorway (it's tao
lrrge to enter the structure), determined 10 keep the herces from entering.
Meanwhile, the two Zealots pasition themsalves inside the building, o ei-
ther side of the doorway, using the frame as ¢over, This gives the Zealots
medium cover (+2 step penally to attackers) for as long as they coan main-
{oin this position.

The Drageon and the Zealots fight to the death.

While the heroes battle the renegades, Miratix searches the research
unker. He quickly recognizes the pieces of the sheckwave inducer for
vhat they are and begins to assemble the poweriul wetopon.

When only one of the renegades reméins, go.to scene 4.

The Protoss Shuttie

[he shuttle that brought the renegodes to Dylar IV has been cutfitted with
m antimatter missile louncher ond twin photun blasters. Two Zealots
pucrd the shuttle and serve as ils pilot and weapons officer. If the heroes

sorily attack the shuttls, the Zealot pilot lifts off and fires the photon
blasters al them, They won't wasle either of thelr two remaining antimert-
ot misailes on the heroes: they're saving them ih case they have to battle
the Allianee torces when they leave the planet,

RRRRRRARAREL

FTRY
2

il

E EEIEL s s JAPTORETET
»
. .

-

-
R s at

A "-k" -—m—mmqu ..I.‘ ol =



T wmmuw
u

| e

Niiaa --l’ 8 4 Hh ;

L=

Slatistics for the shuttle are provided below.

Durability

Stun 14 Qo0 O{) 00000000
Wound 14 OC000R0O0CD0OOO00
Attacks

Photon Blasters A G o

Skill Score 1-3 4-6 7-12
Damage 4dE+4w 3dB+3w E.dﬂ+ﬂw
Antimatier Missile A G (o]

Skill Seare & a7 8-14
Daomage

Sdf+Sw 4dB+dw 3dB+3w
Defenses Armored Hull 4646

Sceng 4:

An Ancient God Rises

When Miratix finishes building the ancient artifact, a few noticeable
things happen, First, the encient weapon molds around the Dark Templar,
appeating as dark liquid metal that covers his torso and lett crm—it
flows and undulates, changing shape every few seconds as flashes like
stars burst within its liquid depths.

In addition to giving Miratix the ability to fire psionic shockwoves for
the cost of only 1 psionic energy point, the artifact increases his defense
(to dE+2) It alss inereases his action check t6 Good; while wearing the ar-
tiforet, Miratix acts in the Good phase of every round.

Alsg, the artifact isn't completely docile. It conlains o persenality pro-
gram that feeds Miralix's ego. It convinces him that he has been trans-
formed into a Protoss of old—a peionic god made monifosit!

As spon as only one of Miratix’s renegades remains standing, the
leader emeérges to help destroy the hertes. Read:

Suddenly the research bunker's wall explades, bursting open from \]
within. Rising out of the still-smoking opening, Miratix levitates into
the courtyard. But he looks more confident, more powerful than he
did earlier—and that's saying something!

A dark, ever-changing sheath of liguid metal covers his torso and
left arm. It glows from within. One moment it resembles spiky Pro-
toss armor; the next it flows like dark mercury around his torse and
arm before once again taking the form of solid metal. The way it
moves is . . . disturbing.

"Beheold now the return of ancient glory!” Miratiz shouts in a
voice that seems even deeper than what you heard earlier. "Give
thanks, proud sons of Aiurl The power of the Protoss race lies within
mal Tremble, Terran seum! My visage will be the last your aver seal
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With that, the strange metal glows like a sun, and Miratix points
his left hand ot you.
What are you going to do?

Have the players make action checks for théir heroes ond tell you what
they want {o do. Mirotiacts in the Good phase. He fires the psionic
shockwaye each round uniil his psionic energy points are depleted. If he
hasn't been stopped by that point, or he hasn't killed all of the heroes, he
fighis his way back to the shuttleusing his pgienic blades.

Mote thet the psionic sheckwave deals damage to the target it's
aimed ot and anyone nearby. The primary tmgai remaivas the full amount
of damage rolled; up io two additional targets within 2 meters of the pri-
mary target receive half of the specified damage.

When Miratix iz defeated, or when the heroes ore on their last legs,
the Alliance forces arrive to help out. The Allionce forces take on the
shuttls; it falls to the herces to defeat Miratizx and any of the remaining
renegades outside the shuttle,

When all of Miratix’s stun points are used up, he deoesn't fall uncon-
scious. The artifact allows him to mainkoin consciousneas. When all of
Miratix's wound points are eliminated, read;

-

Another attack slams into Miratix, and this time semething unusual
happens. He screams, but his voice is joined by another wail of pain,
[t seems to come from the ancient armor. At the same time, the glow
within the artitact fodes, and the metal drips off him in thick, liquidy
globs. It forms seven separate puddles, each of which solidifies into
a separate piece. Miratix moans a final time, then collapses to the
floor

\_ —_

Ending the Adventure

Atier the heroes defeat Miratix, the Terran emd Protoss delegations arrive.
Miratix isn't dead, but be is in @ coma induced by the destruction of the
irtifoct. Whether the artifact can be rebuilt is left for the Gamemaster to
lecide, though in any svent it should take a lot of time and research to
istermine this.

The Protoss make o great peint of dencuncing the Dark Templar and
his renegades. They apologize for the trouble that was goused and the
loat lives.

The ceremony is postpened, giving the heroes time to rest and recu-
perate betore the next adventure. Note that Alliance medical personnel

an heal any damage the heroes suffered.
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Adventure 4:
Escape from Dylar IV

In this adventure, the heroes get ready to enjoy the celebratory turnover
of the Dylar IV ruins to the Protoss leaders. With the renegodes defeated,

it appears that nothing can stop the party to come. Nothing, that is, except

for the Zergl The insectoide aren't prepored to give up Dylar IV without o
fight, ond they've returned in forceto drive the Allionce froam the system,

Now, while the Alliance forces foce off agminst overwhelming odds,
the hevoes are called upon to pull off & miracle. They must protect the Al-
liance ambassadors and get General Jim Roynor of the Terroms and High
Templar Nagonis of the Protoss through hostile forces emd to a wuitiﬂg
escape craft. No matter what happens in the Alliance/Zerg battle, the he-
roes must make sure Raynor and Naganis aren't captured or killed.

Background

Thanks to the heroas, the Zerg weare driven from Dylar TV a few wesaks
back. Since that time, Terran ressarchers have begun to study the ancient
Protoss ruins on the planet, and the Allience has agreed to turn those ru-
ins aver to the Protoss. An attack by renegade Protoss forces delayed the
turnover, bul the heroes helped deal with that threat as well.

Now, on the day of the celebratory. gifting of the historical site to the true
Protoss govermnment, the Zerg return in full force. The Alliance forces presant
at the planet; including a small contingent of Terran and Protoss ships and
troope. are hard-pressad to fight a helding action against the swarms of
Zerg. While the baitle rages, the heroes receive their own mission, a special
part they're asked to play in the deadly drama of Dylar [V.. . .

|

PRSRS——— R oy
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Scene 1:
The Celebration

With the Protoss renegades defeated, the research camp undergoes &

hasty cleanup. Then the formal celebration begins, and the herces are in-
vited to attend. Read:

~

With all the pomp and pageantry the Allionce can muster, the sym-
bolic passing of the ancient site from Alliance control to the Protoss
repraseniatives plays out with remarkable sase and an air of solemn
oceasion, General Raynor looks crisp end commanding as he hands
the digital reader containing the site deed to Naganis, High Templar
and Ambassador of the Protoss. The regal Naganis bows slightly, ac-
cepting the deed with quiet charisma. You have a great view of the
ceremonies from your place of honor; you were asked to stand beside
Raynor as the herces of Dylar [V

Suddenly, warning sirens sound and explosions rock the re-
search camp. One explosion bursts nearby, and you find yourself
{alling into a crater as the ground beneath you gives way. You, your
companions, and members of the diplomatic procession fall about
three meaters.

As sounds of battle erupt above, one of Raynor's guards,
wounded in the fall, listens to his communications headset and =says,
1t's the Zerg. They've launched a major offensive on the planet. The
Alliance and Protoss ships are engaging them, and we're sending
Dropships full of troops to defend the site, but we're greatly outnum-
bered. A distress call has gone out, so now it's just a matter of how
long we can hold them before the cavalry urnves

Raynor turns to you. "1 need your help again,” he says. “l much as
it galls me, I have to get out of here. Neither mysel! nor Ambassador
Naganis can be captured by the Zerg. It just isn't an option. There's a

ship waiting to get us out of here about four kilometers from the

amp. | need you to get us there, Are you up to it?”

o

(iive the heroes a moment or twoto respend. As they give their cnswer,
ey can hear the sounds of battle in the camp above them. 1f they say no,

lisappointed Raynor takes the Protoss ambassador and heads out on
 own. I ﬂ'li:,"f say yes, read:

Good, good," Raynor replies. "Ambassador Naganis, please come

with us. We will get you to safety.”

Naganis nods

Now, let's get to the motor pool and grab a transport,’

Raynor
mmands
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4 2 Scene 2: —
General Jim Raynor N : —
= s ¥ Getting Wheels = &=
- Durability The motor pool, area 7 an the Alliance Base map (see page 31}, contains —r g
- Stun 12 000000000000 two transports. Each covered, wheeled vehicle holds up to o dozen pas- —
= Wound 12 000000000000 pi gengers plus a driver. When the heroes head out of the crater, read: ‘(—.- .
) Action Check Ordi : -
" e The research camp is in chaos. Zerg Mutalisks fly overhead, spray- .
A Attacks ing acid at the troops. Buildings burn, but it's ebvious that the [=F ey
{ Gauss Pistol A G O Marines are starting to fight back. The motor pool building ie on fire, ' Tt
Skill Scora 1-3 4-7 B-14 but the flames haven't yet engulfed the structure. Before you coan T
Domage dB+3w  d4+3w  dd+lw close the distance, however, two Mutalisks target you and swoop in | "
for the kill! i
Defenses None & '+
o S 40 | & 1
Note that Raynor and Nagaonis offer suggestions and even fight if neces- . The Mutalisks zip above the heroes, using their acid spray attack to harm Ig ;
sary, bul neither of them is still in peak combat condition. They've both them. The heroes must defeat the Mutalisks to reach the motor pool. lf a g
been administrators for o few too momy years. Its up to the heroes to keep Mutalisk is reduced to two wounds or less, it flias away. Lt b
them saife and get them to the waiting escape ship. P N 1 -
R N i : illes : d, \ %
aynor und Naganis must not be killed or caplure Mutalisk i
(Bee 45 in the Rules Book for the tull description of a Mutalisk.) ' R
d ( Naganis, the High Templar b i H 4 B
% Sﬂ‘urﬂh“ﬂl_-l jalelsielalalofoRole i |
i Durabilit tun f .
! o Wound 10 0000000000 \ 4=
. Wound 10 0000000000 : gt
| Psionic Energy 1l 00000Q00000 Action Check Ordinary : E i
! Action Check Ordin Attacks L)
| = Acid Spray ) J ;
Attacks - Skill Score =8 ey ik | ik
| Biinnas Bladas A el o) : Damage dB+dw dB+Zw dd+2w | £
Skill Score 1-3 4-7 B-14 |
Damage 2d4+6w dd+6w ddsdw . Defenses Carapace dé+l E
; \
i Psionic Bolt A G o
g;i][ Seore -3 4B 7.12 Onee the heroes get past the two Mutalisks, they can enter the moter -
i Damage dd+Zw  ddw dds pool. The place has suffered a lot of damage; both inithis attagk and the f
warlier atiack by the Protoes renegades. Now, the building’s rocf is on fire, I
Defenses Light Protoss Shields dd+1 nd thick smoke fills the interior of the garage. The herces con sea that i
nly one of the transports seems to be in decent shape, though it has saf- I
: L _J lorad a few denis from falling debria. .
Any herces that enter the smoke-filled garage must make successiul {
I Hamina-endurance checks to' avoid being overcome by the thick smoke.
' A lailed cheek indicates that haro is wracked by a terrible coughing fit
¥ j l
! ind can toke no other actions excep! 1o run into the fresh air. ' _

The Vehitle Operation-land skill is needed to operate the transport,
though a character can aleo drive it with just & Dexterity check
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Scene 3: : Hydralisk N =R

The First Klick (See page 42 in the Rules Book for the full deseription of a Hydralisk.) —

The heroes load Rayner and Naganis into the transport and head out. In = =B

all the confusion, they can easily slip out of camp. Terran Marines Durability o

- rounter any Zerg troops that attempt to intercept them. In o few moments, Stun 11 0000000 DLDDO = 3 I

¥ the transport is racing away from the research camp toward the ren- } Wound 11 [efeliofelololelalelale] e ¥ B
: dezvous spot some 4 kilometars distant. \ ‘,!.
3 The mountoinous terroin makes it difficult to maneuver, and the 3 Action Check Oddinary B B

3§ transport is often forced to novigate through narrow canyons. Still, I

. Raynor knows the way and offers excellent directions; he committed the Attacks 3 ] 1

[ topographic map to memory bafore the start of this mission. Raynor be- Claws A G (o] bel L E

1 lieves in being prepared. : Skill Score 1-3 4-6 7-12 :

i Aftar about a kilometer of travel, the heroes spot an obstruction in the Detrneigge di+2w did+lw  didw o R
canyon ahead. Going back isn't an option; it would add time they don't 5
have to back up down the long conyon. With ne room to tum around, for- Meedle Spines A G (o] ;
ward is the bast aption. As they draw a little closer, read: : Skill Score 1-2 3-5 E-11 L i

Damage 2dB+3w dB+3w dB+lw g

A wall of living material that looks just like a Zerg structure blocks Defenses Corapoce dd+1 ) s

the narrow canyon pass chead. Zerglings and Hydralisks crawl over : & ) ‘ [ ~
the wall, readying their weapons. 4

"We're going to have to fight our way through!” Roynor shouts. i

“This transport will never break through that wall,” Naganis [ Z I ™y 2

adds. "l your Marines can keep the Zergs busy, we can plant a | ergnng g

Lchurge to knock o hole in the wall.” (See page 48 in the Rules Book for the full description of a Zargling.)
.
Durability
The haroas must battla the Zerg Stun 9 O0CQ0O0000
forces while Raynor and Naganis Wound 2 0000000

deal with the wall. If all of the he-
roes move to fight the Zergs, then
Raynorand Naganis are sl pretty

=,

Action Check Ordinary

:
)

3 |
|
l

| 1
e e e ._n:rm
B —

much aloné te do their thing, I | Artacks

ey haroes etay to guard the two | Claws A G (o]
diplomats, then have o few of the | Skill Score 1-2 3-5 B-11
Zergs move in to give those heroes | Damage dé+iw déd+lw ddw

gomething to do.

There are four Hydialisks and
eight Zerglings defending this
location. The Zergs fight 1o the
death to hold this fortification,

| Defenses Fost 4] step penalty to attacker's rall

ice the Zerg forces are defeated, ¥éad:

| Haynor and Naganis return to the transport at a run, "Everyone -
down!” Raynor yalls. A moment later, expartly planted charges blow l

—a

a hole in the wall that's large encugh to drive a transport through.
"What are you waiting for, an invitation?" Raynor asks. "Let's get
this bus moving againl”




NI Y S —— L AU (L S r———— | .

i i S, ds Wl B 737 1 S e )

W i TE

o
i

-

TRl

Sreng &= T i) tﬁem. The Ultralisk's attack severely damaged it and also {lipped it over.

ERERREAR

- It's not going anywhere without the help of a heavy-duty tow truck. - o g
- The Third Klick - Still, the herces are only o kilometer away from the rendezvous sita. —
= The haroas’ transport covers o lot of ground without eny trouble. Then, at They can hoot it from here. — 1
— about the third kilometer of their 4-kilometer trip, ancther attack hits T — =
= them. Read: 8 Scene 5: =
3 - The Escape Ship (o
: 7 n : The h ke thei 3 the final kilometer to reach the escope . f: :
Orver the rumble of the transport’s engine and the pounding of the ine herces mao eir woy across the lind = F, e
sh::-;l;s -:Ii:rthe tires vibrate mvﬁ-r the rough ground, you hear a terrible i ship. Neither Raynor nor Naganis complains about the trek across rough LIS =S
sound. A huge Ultralisk charges toward you, its great size dwarfing ground. but both of them appear slightly wmd!ad by the time the ]:_Ler{:as [ f" ;
your transport the same way you dwart a child's tricycle. You swerve, lead them out of the canyon and inte the clearing where the ship is sup- e ¥ EH
3 but it slams inte the side of the transport. The vehicle rolls and posed to be waiting. Read: s i
' crashes on its side. This trip has ended, and the Ultralisk is moving J
in for the killl You emerge from the narrew canyon onto a relatively flat plateau. ' 1 ;
N S Raynor's escape ship, a modified Dropship not unlike the Sleep- 1 .
walker, waits patiently a short distemee away. But there's trouble at il g
3 : == 8 ; i he landing site! A squad of Zerglings, aided by a wing of Mutalisks, i
The massive Ultralisk is a terrible enemy and may turm out to be more _ t : ] : ; : {
than the herces can handle, It fights to the death, Raynor emd Naganis [ has ;?UIIIDUHGE'd the ship and is enguged”m a fierce battle, 3 Liif i3
#id the hatoes by fighting alongside them. Raynor will order the heroes to __ 'Let’s get down there and help them,” Raynor commands. We ' -
treat if things start to look grim didn't come all this way to have our ride home cancelled by a couple : &
e ' of big bugs, did we?" : s
F it -\ 3 B
Ultralisk N - : @
i description of em Ultralisk.) b o o
{Gos grage: 43 1 itse Rules flook fox the fll description There are sight Zerglings and two Mutalisks attacking the escape ship. "' B
Durability The troops defending the ship have taken a fumber of ecisualties, buf ¥
Stun 16 000000000000 0000 they've also reduced the attackers to the numbers listed above. = ’
Wound 16 0000000000000 000 The heross must fight their way to the ship and take out the Mu- ! i
talisks if the ship has any hope of liffing off. As soon as the Zerg forces {5
: 1otice the heroes, they turn away from the tired defenders protecting the J&8
Action Check  Ordinary sscape ship to concentroate on the new torgets. g
Attacks &« & & a < -
Kaiser Blades
Skill Score -4 59 1018 Zergling
Deamaige 2d8+9w dBs2w dB+lw (See page 48 in the Rules Book for the full description of a Zergling.) _
Durability '
Defense =
W oo o 2 Stun 8 000000000
\. / | Wound 9 000000000
In fact, there is a norrow canyon passage nearby that the beast can't , _ .
fit into, If the heroes want to find such a delensible spot, have them ur:u:tim - Action Check Ordinary .
Aweareness—perception checks. Any suecess allews a hero to notice the lo- . |
cation. The herces cun reach the pussage in @ round, but they can take ng | &t‘tﬂl:lt.. A G 0 i
ather aetion in that round. Onee inside, they can fles (since the Ultralisk | Skill Scote 1-2 35 Bl 1
ean’t follow them) or they com attack from cover. The narrow passage pro- ]u} ill Se oS i
vides heavy cover against the Ultralisk (+3 step penalty to ':hE Ultralisk's amage +aW +lw w o E
attocks, +d8 situation die} while allowing the heroes to attack it. 1 ; : L
Whather they fight the Ultralisk until they killit or they escape down DElEnEES. Pt +1 s1ep penalty 1 tisakars toll |

the narrow canyon, the herces' transport won't ba finlshing the trip with 3 >,




1}

‘A EN]

Mutalisk
{Sea page 45 in the Rules Book for the full description of a Mulalisk.)

| |

]

— Durability
- Stun 10 CCo00000000
f" Wound 10 0000000000

' Action Check  Ordinary
= Attacks
Acid Spray A G o
Skill Score 1-3 4-7 B-14
Damage db+dw db+2w dd+Zw

Defenses Corapoce dd+]

o e

Ones the Mutalisks and Zerglings ave defeated, the heroes can proceed to .
the escope ship.

P
. ™

Scene b:
Leaving Dylar IV
The attack on the escape ship has taken its toll on the ship's crew. All sur-
viving members of the ship’s crew have been wounded (there are three of
them left); The pilet is hurt; he can fly, but if'a herc pilot is laring better,

he'llgladly turn the pilot’s chair over to him.
When everyone is aboard, read:

Ending the Adventures

Back with the Alliance flest, the herces are given any medical aid they
require. High Templar Nagaonis thonks the herces for their aid, then
leaves to join his own lorces. General Raynor pins medals on all of the
heroes for their bravery and assistance.

With Raynor cnd Naganis safely aboard the Dropship, you lift off

and head for open spoce. With all of the other action taking place, it L s . Ak /

isn't hard for the relatively small Dropship to slip through the lines Turn to "Improving the Heroes” at the beginning of this book to prop-

and rocket away from Dylar IV erly reward the herces, The adventures on Dylar IV are over, but there's
After a while, the Dropship’s communication panel lights up. an entire universe of action waiting—and the Allionce needs herces like

"Raynor here,” the General says as he leaps to the panel. them,
"Glad to hear your voice, General,” comes the reply. "This is
Commander Haley of the Alliance Battle Cruiser lron Fist. The Hest

has arrived. | rzepeat, the fleet has arrived. The combined Alliance
forees have made an overwhelming counterattack, and the Zerg are
in retreat. Dylar IV is ours again, sir.”

"No, Commander," Raynor says as he smiles at Naganis. "It be-
longs to the Protoss, ond we're just glad we were able to help them
defend their historic treasure.”
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Armor Dperation

Athletics

Martial Arts

exrerity
Shills
Manipulation
Ranged Attack
Pistol
Rifle
Stealth
Sneak
Vehicie Operation
Air'Space Vehicle
Land Vehicle

A

SKILLS
Lonstriwultion
Skills
Stamina

Endurance

Intelligence
Shills
Demaolitions
Set Explosives
Knowledge
Camputers
First Aid
Medical Science
Surgery
Treatment
Technical Science

Repair

Will 5kills
AWaArenesss
Irrtasition

Perception
Investigate
Sparch
Psionics

Mind Read
Psionic Bolt
Psionic Stonm

N

Psychic Attack

Psychic Heal
Resolve

Mental Resolve

Personality
Shills
Deception
Bilurr
Interaction

Bargain
Charm
Intimidate
Taunit
Leadership
Cormmand

Skills in bold are
broad skills.

Skills in borled Fealic
are speciaity skills.
Skills in red cannot

be used unless the
character possoss-

B

-

HEaALING

<

{m.nmnﬂlunnulnlm.

First Aid Treatment Surgery
Success Level Result Result Result
Critical Failure — = Suffer 1w Suffer 2w
Failurea —_f =" - —
Ordinamy Heal 2sTw or 2w® Heal #w Heal Sw
Good Heal 357w or Bw®* Heml 3w Heal Bw
Heal Ss/&w or Iw®* Heal Sw Heal 18w

A dash [—] means no effect. Attempting frst ald or treatment with-
out at least a first ald kit adds 8 +3 step penalty to the rmoll.
*In order to heal 2 or 3 points of wound demage, & tresms pack

4
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r”f CHECKS \\

Making an Action Check
Rull d20. Compare to the action
rcherk score on your Hero Folder
to s2e which phase the harm
acts in.

T?wflh'.—ll:lr & Skill Lheck

Ruoll d20 (and a situation die. if
the Gamemaster directs you to
dn sn)]. Compare the total to
your hern's ahility score. This
determines the degree of suc-
cess achieved using the skill.

HWakimngy an Armor Check
When your hero is successfully
attacked, roll an armor check
using the indicated die type Tor
the armor gour charscter is
wearing. The result is subtroct-
ed from the damage roll.

Waking an Abilfty Check
Roll d20 [and o situation die, i
the Gamemaster directs you to
do so). Compare the total to
your hero"s ability score. This
detarmines the degree of swuc-
cess achieved using the ability.

- P

Whensver you make a check, yous
have a number of possible
reEsulis.

futownatic Surress

Ay roll of 1 on the control dis=
Ithe d20) indicates at least an
Ordinar) success, no matter
what the total of the contral dis
and sitvuation di= is.

Crit |;r = 1 .'.--'i'r"_;. | B

Any moll of 20 on the control die
[the d20) indicates a faillure, no
matter what the total of the
control die and situation die is.

Failure

Whenever the total of the con-
trol die and the situation die s
greater than the number listed

in the Ordinary column of a
score, the action fails.

SiirCPss

When the total of the control die
and the situation die is egual to
or less than the Ordinany score
for the skill being used, the
action surceeds.

Orofinnariy

When the total of the cootrod die
and the situation die s egual to
or less than the Good score Tor

the skill being used. the action
succeeids better than planned.

When the total of the control dis
mnd the situation dis is egual to
ar less than the Amazing score
for the skill being used, thes
action succesds Far better than
k{'llll:lp'llﬂ.
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= AMEMAS IER CREEN =
— —
= g SiruaTion Dhe TasLs ) r/_ Action Rouno £l UEGREES OF "\ ( Comear Srruamion Dice \ = *‘"I
. i ' SUCCESS = 7
- SEQLENCE i - SNy
Situation No. of  Situation 'i B & et T . 5"“::“““ No. of f]"_t“:“““ %1
Description Steps Die Tupe ; Roll Action Checks there are a number of pos- Descriptinm Sreps ie Type {.' a
Impanssibls +8 or more +dl2 - Amazing Phase sible results. Extreme range +3 +dB8 i
- Nearly Impossible  +3 Rt} e SR—. I Shissingg Cxnmy +3 +dB . ‘*.:5'.1
1] Vidoss Buiied = e b, BM Characters Act lUTImatic CPSS Target dodges +2 +dE [ §-1
] Challenging +1 +O9 3. Good Phase Anurnﬂurtunmmtml Long range +2 +diG s
Average (Pt PrimihdE @, Heroes Act die [the d20) indicates at Medium cover +B +dB br. B
Aot too tough -1 % b. BM Characters Act least an Ordinary success, Medium range # +d4a 1k '
Really easy -2 a8 = Doy Ml no matter what the total Light cover # +a4 ™
A -3 -8 ;:::‘MIM 5 of the control dis and sit- Short range None None ‘ "
Characters Act uation die is. Point blank ra -1 Bk |
A sure thing - @r more -l e
5. Marginal Phase
si a. Heroes Act Critical Failrire ¥ E
mﬂn.l:ltl'ﬂ tuation die to the control b. M OF . Act ﬂl\ﬂrﬂlu‘l‘iﬂtﬁlﬂ‘lttﬂ Lse the largest modifier [sither I
m'm“"t;'mﬁ'z_m AR 6. New Round; Repeat trol die [the d20] indicates m“:;“w'"m“”‘ one n
partape g . g steps 1-5, go on to new & failure, no matter what applies. "‘"""'“""'“"""‘:‘m - =l
l\im success is more u.j/ \ hg Sod ‘/ tha total of 4 ey at extreme range provides a +3 step L -'-I
die and sitsation di= In. penalty [(dB situation die), the larger E
F _ ~ J
FLAYING THE LAME Whenever the total of the e
control die and the situn- /"'_ ity g i g _\‘ E]
g ek F Compars: the total to the tion die |s greater than Lovivion HazARD 1 -
.l.tﬂm.t—-tnl'-u:h round of character's skill score. This deter- the number listed in the These harards thresten STARCRAFT h
combat, plagers roll action chechks mines the degres of SUCCESS Ordinary column of a heroes. Lse these tables F a hero ¥
to find out which phase of the schisved using the skill score, the action falls. encounters o hazard 1 .
round their hero acts in. GM char- e I
acters have a specific round list- Arnmor Lhecks | Ordinary Success Orowning Suftocation
ed in their entries. Many characters wear protective Whan the total of the con- Stamina Check Result Damage I
. | i z armor. This protection is rated as trol die and the situation Critical Faillure as Tt
AT LT a die type [dE-1, for example). die is equal to or less Fallure 3= s
> ""!ll"‘ JEXS R . MEWL When a character is successfully than the Ordinary score Drdinary #s 3
pare that number to their hero's attacked, roll an armor check for the skill being used, Good iIs i
action chech score. The result

using the indicated die typs. The the action succeeds. Amazing —
Falling

Distance Fallen
Check [in meters)
Result up ta 10 11-30
Crit. Fallure dB+2w
Fallure 3P
Ordinary iy
Tarneacd ddifs dBH:2w di2«Fw
Amazxing dd-2s db+2w dB+Ew

Constitution Fire Paoilsor
Check Result Damage Damage
Critical Fallurs AcdBww elH Tww
Fallurs 2w o+ Twy

indicates in which phase of the
round [Amazing, Good, Ordinary,
or Marginal] the hero can act.

When the total of the con-
ol die and the situation
die is egual to or less
than the Good score For
the skill being used, the
action succeeds better
than planned.

Dexterity

Most actions are based on a char-
arter's skills. Sometimes, homwew-
er, something comes up that Is
better covered by an ability
SCOre.

0+

di2+6w di2+Bw
di@dw d12-6Bw
dig+2w diE+aw

haracters use skills o perform
mctions, includinvg operating
egquipment, utilizing knowledoge,
and making attacks.

» Roll d20. As 6M, you deter-
mine if players should add a bo-
nus or penalty dis to the rmill,

depending on the situation. Add
the situation die to the d20 i it

= Aol d20. As Gamemaster,
you determine if players add a
bonus or penalty die to the roill.

¥ Compare the total to the

When the total of the con-
trol die and the situation
di= is squal to or less
than the Amazing score

=
i
PG e T Wi il . . 11

i hero's ability score. This deter- for the skill belng used Drdinary b dbw = E
i Y die. Subtract E mines the degres of sicrcess o :

the sction succesds Far Emtreaad =ty MEe ;
uation dis from the 420 if it is a hi i usi the sbillt
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Playing the Game

Action Theacrks

At the start of each round of combat,
roll an action check.

How to Roll an Action Check

Roll d20. Compare the number to your
action check score. The result indicotes
which phase of the round your hero
can agt in: Amezing, Good, Ordinary,
or Marginal.

S5kill Checks

Use skills to perform actlons, such as
making on attack or seqrching for a
hidden abject

Hew to Roll a Skill Check
Aell d2. The Gamemaster may tell
youto usé a bonus or penalty die
with the roll, depending on the
situation,

Panallies are added to the 420 roll:
bonuses are subtracted from the roll.

Compaora the total rolled to the
hero's =kill score to determine the
degree of suceess achieved.

lf on attack skill is used, the degres
of success datermines what kind of
démage dice to roll

Armor Checks

Armor provides protection from dam-
age. When your hero is successtully
attacked, 1oll an armor check using
the indicated die type, The result is
gubtracted from the domage roll.

Ability Check
When an action can't be handled by

a skill, check it against an Ability
Scora.

How to'Roll an Ability Check

Rell 420, You mry recaive d bonus or
penally dis. Compare the total rollad
{o the herc's Ability Score to determine
tha degres of success.

2000 Blizzard Enteroinment™Wizards of the Cc
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Situation Die

A gituation die is o bonus or penalty
die combined with @ d20 roll, You add
a penalty die whan the situdtion is
more challenging thon normal. You
subtract g bonus die when a task is
eqgsier than normeal.

Situation No. of Situation
Description Steps Die Type
Impossible +4 steps +dl2
Nearly

impossibla +dsleps  +d8
Very hard +2sleps  +df
Challenging +1 steap +dd
Averoge Nene None
Nat too tough -1 step —d4
Really easy —2'gteps -df
Mo swaat -Jsteps —dB
A gure thing 4 steps  -dl2

Degrees of Success

Whenever you make a check, these are
the possible results. All checks use o
d20 and @ situation die, excapt average
chacks {which just nse the d20)

Auntematic Success: A roll of 1 on the
dl indicates at least an 'Drdi.nnr',- suc-
cess, no matter what the rasalt of the
situation die is.

Critical Failure: A roll of 20 on the 420
indicates a foilure, no matter whal the
result of the situation dig is,

Failure: Whenever the total of the d20
and the situation die is greater than
the Ordinary score, the action foils.

Ordinary Success: A roll that is equal
lo o7’ less than the Ordinary score, The
action succeeds.

Good Success: A roll that is equal to or
less than the Good score. The action
succesds better than plonmed,

Amazing Success: A roll that is equal
to or less than the Amazing score. The
action succesds spectacularly.

ast, Inc. All tights ressrved, Made |6 the USA

Private
Dennis Wiker

Of all the young.men and women re-
cently inducted intothe Terran
Mearines, Wiker has an iten grit that's
already legendary among his peers.
Despite his young age, he has already
served admirably in several combed
actions and won a medal of valor in
hig lost campaign.

Bachground Information

Species Terran
Profession Combat Specialist
Career Marine

Ability Scores

Strength 12  Intelligence 8
Dexterity 11 Will 9
Constitution 10 Personality 3
Skills
STRENGTH A G 8]
Armor Operation 13- 4GS
FPowered Armor [+ i i
Athletics 1-3 4-8 =12
Unarmed Attock 1-3 4-8 7-12
Browl - —t
DEXTERITY A G (o]
Ronged Attack 142 | 35 6-11
Rifle s T A
CoNsTITUTION A G (o]
Staminog 1-2 35 BN
Endurance - e byl
INTELLIGENCE A G L)
Knowledge 1-2 -4 59
WiLL A G o
Awnareness 1-2 -4 58
Ferception ] S| & Ly
PersonaLITY A G O
Interaction 1-2 3-4 5-9
Intimidate il | FAR
Taunl L i L
Action Checks
Roll 1-3 46 7-13 14+
Phase A & (=] M

A = Amouing: G = Good

"_"’q—m?m ﬁ_ .

T —

ug%»

Attacks

Unarmed A G 8] F
akill Score T P e
Damage dd+3s d4+28 dd+ls Miss!
Gauss Hifle A G 0 F

Skill Score = a1
Domage 2d6+3w db+3w db+lw Missl

Defenses

CMC-400 Powered Armor di

Durability

Stun 10 o0QQ0
Qo000

Wound 10 Q0000
o0000

V= Ordinary; M = Marginal, F = Foilwm
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Wiker's Bachground

Dennis Wiker i5 respected by his fel-
low soldiers, and many Temans believe
thet warriors like Wiker will turn the
tide in the war in the Koprulu sectar.
Although he is brutal and has a repu-
tation for being headsirong. few of
Wiker's childhood friends would heave
ptedicted he'd become a passionate
soldien

In his youth, Wiker planned on a civ-
il career in lerw or business. Then his
home planat, Chau Sara, was dea-
stroyed by oliens while he was away
at school. Business and law were
torgotten, and Wiker signed on with
the Marines. Since that time, Wiker has
demengtrated loyalty, valer, and hon-
or—buit thege qualities are always
tempered by his desire for revenge and
his nead to protect Tarrans againat all
thrects.

"D you want a piece of me?™

Customizing Skills

You have a number of broad akille list-
ad on the front page of this tolder
These have scores that show what you
need ta roll fo achieve an Amazing,
Zood, or Srdinary success. (Anything
higher thon an Ordinary resull is &
Failure )

You algo hove a =election of special-
ty skilla. These have no scores as-
signed to them yet. You get to
customize this hero by assigning
geores in the skills you want the char.
actar to have. Here's how

All specialty skill scores are bosed
on the broad skill score associated
with them (which. you might notice, is
the same as the Ability Score related to
the broad slkill).

P Add the number of points you as-
sign lo'a spécialiy skill'io the broad
skill seore. This determines the spe-
cialty gkill score.

Assign Points. You have 8 points to
assign to specialty skills. Assign all
these points at this time.

1

Limits. You can only ossign 1, 2,01 3
points to o specialty skill. Later, you
can improve a specialty skill further
with achievement awards.

After the First Adventure. You'll re-
ceive additional points after playing
the first adventure. These are called
achievement awards. These points can
be used 1o Increase o specialty skill
score, buy a new akill, or increase your
hero's actien check =score. If you buy

new skills later, record them on page 3.

Completing Page 1

Fill in the scores of the specialty skills
you selected. Add the points to the
broad skill's highest number to deter-
mine the Ordinary score. The Good
scors i3 half of the Ordinary score,
rounded down. The Amazing score 18
higli of the Good score, rounded down.
Then fill in the attack scores,

That's it! You're ready to play.

Equipment
Along with basic clothing, your hero
has the following equipmant.

CMC-400 Powered Combat Suit: This
armaor is effective against most small-
arms fire and provides full life support
and NBC [nuclearbiological/
chemical) shielding for operation in
deap space and hostile anvironmenls.
It includes a communications array.

Without the Powered Armor skill, a
character wearing this armer suffers o
+1 stép penally to all actiond and ae-
tion checks.

C-14 Impaler Gauss Rifle: This
weapon fires 8mm metal spikes at hy-
personic velocities. The rounds are de-
signed to provide maximum
penetration against all armor types.

Skills

Broad skills are presented in bold type.
Specialty skills follow the broad skills
they are aesociated with and are pre-
sented in bold Halic type. A skill with
an asterisk {*) can't be'uged unless the
character has put at least Tipoint in it

Strength Skills

Armor Operation: The ability o oper-
ate cmd move in bulky armor.

Powered Armor: The specific skill
needed to utilize o CMC-400 Powered
Combat Suit without @utfering action
penalties.

Athletics: Thia skill is used to deter-
mine the success of physical actions,
such as climbing and jumping.

Unarmed Attack: Thiz skill indicates
experience in hond-to-hand combat.

Braw!l: A simple slugfest style of
combat, good for cracking heads when
no weapons are aveailable:

Dexterity Skills

Roanged Attack: Troining in the usa of
pistols and rifles.

Rifle: Er_pert training in rifle-style
ranged weapons

Constitution Skills

Staminoa: The ability to shoke off the
affacts of domaoge ond fotigua.

Endurance: Additional ability to
withstand the adverse effects of dam-
age ond fotigue.

Intalligence Skills

Enowledge: This gkill represents a
character's familiarity with the sur-
rounding universe—whal the hero
knows about history, politics, and &ul-
fure,

Will Skills
Awareness: The ability to notice
things that others might not.
Perception: A relined awareness of
things that can ba perceived by a char-
acter's senses—hidden things, minute
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details. & here with a high Percaption

score is hard to surprise.

Personality Skills

Interaction: The ahility tc deal com-
fortably with others.

Intimidate: The ability to convincing-
ly threcten another 1o cooparale in
SOMe mManner.

Touni: The ability to insult on oppo-
nent to keep him ar her off guard and
on-edge—qgiving the hero on advan-
tage.

Improving Skills

You earn achievement awards for sue-
cesstully completing adventures. Be-
tween adventuras; you can epend
these points to improve your hero,

Increase a Specialty Skill: Spend 1
achievemaent point io increase o spe-
cialty skill by 1 point. Only 1 point can
be spent on ony single specialty skill
betwoen adventures.

Buy a New Skill: Spend 2 achieve-
ment points to purchase a broad or
specialty skill your-hero deesn't have.
Only one new skill con be purchased
betwaen adventurag.

Increasa Action Check: Spend 3
achisvement points to increase your
hero's action check score by 1 point.

hNew Skills

Lok | S

R aumn guiinm

ESp———

T 2 B

i i B
vl o SUURRRARRARRAREL

T il i o, S ol e

e

T
f".

W

l'-Ju- —— ¥ = :.' . L e
) E




AU R TR T LA ———— T S

R

-
Gy

"

-I-I p
- -
Lo,
e

Playing the Game

Action Checks
At the start of each round of combat,
roll an action check.

How to Roll an Action Check

Rell 420, Compare the number to your
action check score, The result indicates
which phasge of the round your hera
can act in: Amazing, Good, Ordinary,
or Mﬂ'rg‘inﬁl.

Skill hecks
Use skillg to perform actions, such as

making an-attack or searching for a
hidden ohject.

How to Roll o Skill Check
Reoll 420, The Gomemaster may tell
you {0 use o bonus or penalty die
with the rall, depending on the
situation.

Panalties aore added 10 the d20 roll;
bonuses are subtracted from the roll.

Compare the total rolled to the
hero's skill score to determina the
degree of success achisved.

It 'an atteck =kill is used, the degres
of success datermines what kind of
domage dice to roll.

Armor Checks

Armor provides profection from dam-
age. When your hero is succesafully
attacked, roll an armor check using
the indicated die type. The result is
subtracted from the damoge roll,

Ahifity Check

When an action can't be handlad h}l‘
a skill, check it against an Ability
Score.

How to Roll an Ability Check

Holl d20. You may recaive a bonus or
pan{:ll]r die. CDH‘.I.P{IIE' the total rollad
to the heros Ahility Scors to determine
the degree of success

Situation Die

A situation die is a bonus or penalty
die combined with a d20 roll. You add
a penalty die when the situation is
more challenging thon normal. You
subtract o bonus die when a task is
egsier than normal,

Situation No. of Situation
Description Stepa Di= Type
Impossible +4 gteps +dlZ
Hecu'ly

impossible +lgteps  +d8
Very hard +dsteps  +dB
Challenging +1 step +dd
Avrerage None None
Mot too tough -1 step —dd
Really easy 2steps  -db
Mo sweat -Jdsteps —dB
A sure thing —4 steps  dl2

ODegrees of Sucrcess

Whenever you make o check, these are
the possible results. All checks use a
d20 and d' situation die, except average
checks (which just use the d20).

Automatic Success: A roll of 1 on the
dal indicates at least an Crdinary sue-
case, no matter whot the result of the
situation die is.

Critical Failure: A roll of 20 on the d20
indicates a failure. no matter what the
rasult of the situation dia is.

Failure: Whenever the total of the d20
and the situation die is greater than
the Ordinecry score, the action fails

Ordinary Success: A roll that is equal
ta or less than the Owdinary score, The
action succesds.

Good Sucecess: A roll that is aqual to or
less than the Good score. The action
eucceads better than ploanned.

Amazing Success: A roll that is equal
to or less than the Amaozing score. The
action succeads spectacularly:

2000 Blizzard EnterioinmentWizards of the Coast, Inc. All rights mesrved. Mode in the ULSA

Lisutenant
Mari Suzek

Suzek hates the.comaoge of war, but is
driven to provide some reliaf from the
pain and sulfering she encounters
avery day. As o medic with the Terran
Marines, she treat= wounds and heals
injuries so auldllars con return to ootive
duty. When necessary, she defends her
sguad with remarkable martial skills,

Background Information

Species Terran
Profession Technical Operative
Career Madic

Ability Scores

Strength 8 Intelligence 11
Dexterity 11 Will 10
Constitution 10 Personality 12

Skills
STRENGTH A G O
Athlatics 1-2 o 54
Climb L A
DEXTERITY A G o
Ronged Attock 1-2 5 b1l
Pistol - -1 .
CONSTITUTION A G o]
Stamina 1-2 35 6B-10
INTELLIGENCE A G o
Knowledge 12 35 Bl
Computers =i i i
Medical Science 1-=% 3=5 11
Treactment h W
Technical Science  1-Z =3 11
Wi A G Q
Awareness 13 3-5 B-10
Intuition
PERSOMALITY G o
Interaction 1-3 45 12
Borgain i iR
Charm | " - Vi
Action Checks
Roll 1-2 3-5 B-11 12+
Phose A G (] M
A = A wming; G = oo |

Attachs

Unarmed A G o B
Skill Score . O - H
Domege d4+2e dd+le dds Missl

Gauss Pistol A G o K
Skill Score 1) L
Damege d6+3w dé+ 3w dds 1w Missl

Defenses

CMC-405 Light Armor d4

Durability

Stun 10 OO0Q00
Qoo 0

Wound 10 COO00
0000

Crd inory; M = Marginaly F = Failume

RLRRRER

maale RALLLEAR



-

T L e g s o g

)

———

0 v e s gy

Surerk’'s Background

Mari Suzek is all Marine, but also a
skilled healer. The closest thing her
squad hos to a morale officer, ehe's
beautiful, even when moving through
the horrore of the battletield. She
wedars & happy smile and tells claver,
sometimes even suggestive, jokes,
while trying to make her fellow sol-
diers forget the horrors of wor

But she can never forget those hor-
rors harsell. Bhe's seen too much of it—
up close and personal, She wants the
war to end as desperately as anyone.
And she wents it to end ina Terran
victory.

"You want to get physical? Let me
get mydiggnosis probe.”

Costomizing Skills

You have o number of broad skills list-
ed on tha front page of this iclder,
These have scores that show what you
nead to rall to achieve an Amazing,
Good, of Ordinary success. (Anything
highsr than an Crdinary result is a
Failure.)

You alse have a selection of special-
ty skills. These have no scores as-
signed to them yet. You get to
customize this hero by assigning
scores in the skills you want the cher-
acter to have. Here's how:

All epegialty skill scores are based
on the broad skill score azsociated
with them (which, you might notice, is
the same as the Ability Score related to
the broad =kill).

» Add the number of points you as-
sign to a specialty skill to the bread
gkill score. This determines the spe-
cialty skill scora,

Assign Points. You have 11 points to
assign 1o epacialty skille. Assign all
these points ot this time.

Limits. You can only assign 1, 2, or 3
points to o specialty skill. Later, you
can improve a specialty skill further
with achievement awards,

J

After the First Adventure, You'll re-
ceive additional pointe after playing
the first adventure. These are called
achievement awards. These points can
be used to increase o specialty skill
score, buy a new skill, or increase your
hero’s action check score. If you buy
new skille later, record them on page 3.

Completing Page 1
Fill in the scores of the specialty skills
you selected. Add the poinis to the
broad skill's highest number to deter-
mine the Ordinary score. Tha Goad
score is half of the Ordinary score,
rounded down. The Amozing score is
half of the Good score, rounded dawn.
Then fill in the attack scores.

That's i1l You're ready to play.

Equipment
Along with basic clothing, your haro
has the following equipment.

CMC-408 Light Combat Suit: This ar-
mir provides limited protection
against small-arms fire and features
full lite support and light NBEC (nu-
elear/biclogical/chemical) shielding lor
operation in hostile anvirenments, Tt
includes @ comm unit,

C-7 Btinger Gauss Pistol: This
waapon fires Bmm melal spikes de-
signed to provide minimum penetra-
Hon againet all armor types. For light
defensa, this weapon is usually em-
ployed asa backup by the typical Ter-
rem Marine,

Medical Kit: Complete with dicgno-
sis probes, surgical tools, ond heal-
paks. With this kit, Suzek suffers no
penalty when treating injured soldiers
and can treat a seldier twice a day lin-
stedad of just once!.

Skills

Brood skills are presented in-bold type.
specialty skills follow the brood skills
they are absociated with and are pre-
sented in bold ifalic type. A gkill with
an asterisk (") can't be used unless the
character haa put at least kpoint in it.

Strength Skills
Athletics: This gkill is used 10 deter-
mine the success of physical actions,
such as climbing and jumping.
Climb: Improved training in climb-
ing technigues, including moun-
taineering and wall scaling.

Dexterity Skills

Ranged Attack: Training in the use of
pistols and rifles.

Pistol: Expert training in pistol-style
ranged weapons.

Constitution Skills

Stamina: The ability to shake off the
effects of damage ond fatigue.

Iintelligence Skills

Knowledge: This skill represents a
character's fomiliarity with the sur-
rounding universe—what the hero
knows aboul current events.

Computers: Basic froining in the use
of computers.

Meadical Science: Troining in the
field of medicine.

Treatment™: Trl:tininr:] in diugn nﬂing
and treating injuries and diseases

Technical Science: A fomiliarity with
modern technology, with basic mainte-
nance and repair training.

Will Skills
Awareness: The ability to notice
things that ethers might not
Intuition: A notural aworeness of
things that can be perceived through
instinct and gat feslings.

 —
<

Personality Skills

Interaction: The ability to ded] com-
fortably with others.

Bargain: The ability to negotiate for
a better deal.

Charm: The ability to use kind words
and {lattery to win others over.

Improving Skills

You eorn achisvement awards for sue-
cesshully completing adventures, Be-
tween adventures, you can spend
thege points to improve your hero.

Increase a Specialty Skill: Spend 1
achievement point to increase a spe-
cialty skill by | point. Only 1 point can
be spent cn any single spacialty skill
batweean adventures,

Buy a New Skill: Spend 2 achieve-
ment points to purchase g broad or
spaciallty skill your hero doesn't have.
Only one new skill con be purchased
between adventures.

Increase Action Check: Spend 2
achievement points to increage your
hero's action check score by 1 point.

New Skills
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Playing the hama

Action Chechs
At the start of each round of combat,
roll an action check

How te Hall an Action Check

Roll d20. Compare the number to your
action check score. The resull Indicates
which phose of the round your hero
can aet in: Amazing, Good, Ordinary,
or Marginal.

Skill Checks
Use gkills to periorm actions, such as

making anattack or searching for a
hidden object.

How to Roll a Skill Check
Roll 420. The Gamemaster may tell
you to use o bonus or penalty die
with the roll, depending on the
situation.

Penalties are added to the d20 roll;
bonuses are subtracted from the roll.

Compars the total rolled to the
hera’s skill score to determine the
deg:ea af success achieved,

It om arttorck skill is used, the degres
of success determines what kind of
domage dies to roll.

Armor Checks

Armor provides protection from dam-
oge. When your hero is successfully
attacked, roll an armer check using
the indicated die type. The result is
subtrocted from the domage roll,

Ability Check

When an action can't be handled by
a'skill, check it against an Ability
Scote.

Heow ta Rall an Ability Checl

Roll d20; You may receive o bonus or
penu]ty dia. C{‘nmpure the total Tolled
to the hero's Ability Score to determina
the degree of success.

Situation Die
A situation die is a bonus or penalty
die combined with a 420 rall. You add
a panalty die when the situation is
more challenging thon normal. You
subtract a bonus die when a task is
eqsiar than normel.

Situation No. of Situation
Description Steps Die Type
Impassible +4 steps  +dl2
Nearly

impossible  +lgteps  +d8
Very hard +2 staps  +db
Challenging +] step +dd
Average None Nona
Not too tough -1 step d4
Heally easy -2 steps B
No swecl -dsteps  —d8
A sure thing -4 steps -d12

Degrees of Success

Whenaver you make a check, these are
the possible results. All chacks uss o
d20 and a gituation die, excepl overage

checks {which just use the 420}

Autematic Success: A roll of 1 on'the
dil indicates at least on Ordinary suc-
cess, no matter wheat the result of the
gituation die is.

Critical Failure: A roll of 20 on the 420
indicatesa failure, no matter what the
result of the situgtion die is.

Fallure: Whenaver the total of the d20
and the sitaation die is greater than
the Ordinary score, the action lails.

Ordinary Success: A roll that iz equal
to' or less than the Ordinary score. The
action succeeds,

Good Suecesess: A rall that is aqual te ar
legs than the Good score. The action
suceesds better than planned,.

Amaging Success: A roll that is equal
to or less than the Amozing score. Tha
action sucteads spectacularly.

2000 Blizzard EnterlainmentWizards of the Coast, Ino. All rights reserved. Mode in the U.S.A

Specialist
Kare Vaessen

In any other galaxy, Kare Vasssen
would be enjoying four years reveling
in misspent collegiate activities. Bus
this galaxy is ot war, and it needs
someocns with Voogsen's intelligenee,
moral character, and incredible psionic
potential. She has been trained as an
alusive Ghogt—a spy, infillrataor, and
assgssin,

Background Information

Species Terran
Profession Free Agent
Career Ghost

Ability Scores

Strength 9 Intelligence 10
Dexterity 11 Will 12
Constitution 9 Personality 8

ShLills
STRENGTH A G Q
Athlaties -3 3-4 59
Unarmed Attack 1-2 34 >8
Martial Arts A
DEXTERITY A = o
Ranged Attack -2 | 35  6-11
Rifle LI LD AT T
Stanlth -2 35 11
CONSTITUTION A G O
Stamino -2 3-4 5-5
INTELLIGERCE A G 8]
Knowledgs -2 3=5 6=l0
Demolitions -2 3-5 &=14
Set Explogives &=
Wi A G (o]
Aworeness 13 5 7=12
Intuition =4 Ha—p -
Psionics -3 46 T=1%
Psychic Attack ][l LA [ ¥
Psychic Heal i - |
PERSOMALITY A G o
Interaction 1-2 34 549
Action Checks
Rell 1-3 4-B 7-12 13+
Phoss A G O M

A= ;".rl'-ljlﬂl-J & = Good

Acrtacks

Unarmed A
Skill Score
Damage
C-10Rifla A
Skill Score

G o

dd+2s ddsls dis
G o}

Domage 2dB+2w dB:2w dBw

Paychic
Attack A
Skall Score
Demoge

Defenses

G o

dd+ds dd+2s dds

Hostile Environment Suit

Durability
Stun 9
Wound 9

Oooo0
coo0
0000
o000

0 = Ovdinary; M = Marginal, F = Foilum

dd
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Vaessen's Background

Considered cold and unfriendly by
those who don't know her, Vaessen was
guarantined as an infont and trained
to channel her peicnic energy. Un-
known to her commanders, her psychic
dampeners have maltunctioned and
she secrelly uses her psionic powers.
She takes no plessure in her mission
profilas, and she longs to leave this
business behind her. Even if she has to
blow every alien ensmy to hell to do it.

"Are you afraid of me? You should
be. You should be.”

Customizing Skills

You have o number of broad skills list-
ed cn the front page of this folder,
Thesze hove scores that show what you
need to roll to achieve on Amozing,
Good, or Crdinary success, (Anything
higher than an Ordinary result isa
Failure.

You alse have a selection of speacial-
ty skills: These have no scores Gs-
signsd to them yet. You get to
customize this hero by assigning
seores in the skills you want the cheor-
acter tohave. Here's how:

All spacialty skill scores are basad
on the broad skill score associated
with them [which, you might notice, is
the saoma as the Ability Score related fo
the broad skill).

P Add the number of points you as-
sign to a specialty skill 1o the brogd
skill score. This deiermines the spe-
cialty skill ecore.

Assign Points, You heave 10 points to
assign 1o specialty skills, Assign all
these points at this time.

Limits. You can only assign 1.2, or 3
poinis fo @ specialty skill. Later, you
cam improve a specialty skill further
with achievement awards.

After the First Adventure, You'll re-
ceive odditional points after playing
the firet adventure. These are called
achisvement awards, These points can
be uised to increase a specialty skill

1|8
i
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soore, buy a new skill, or increase your
hero's action check score. If vou buy
new skills later, record them on page 3.

Completing Page 1

Fill in the scorez of the speciclty skills
you selected. Add the points to the
broad skill's highest number ta detar-
mine the Ordincary score, The Good
score is hall of the Ordinory score,
rounded down. The Amazing score is
hali of the Good score, rounded down.
Then {ill in the attack scores.

That's itl You're ready to play.

Eguipment
Aleng with basie clothing, your hero
has the ollowing equipment.

Hostile Environment Suit: This armer
provides limited protection against
small-arms fire and features full life
support and light NBC (nuclear/biclogi-
calichamicdl) shielding for cperation in
hostile environments. It includas a
Bornm wnit,

Cloak: The armer is squpped with a
parsonal cloaking device that provides
a =2 step bonus to Sneak checks and
makes it harder to hit the hero (+3 slep
penalty toattack). The clook can only
ba speratad for 10 rounds belore it re-
quires recharging.

Qo ODOo0000

25mm C-10 Canister Rifle: This
weapon fires high-explogive rounds.

Demolitions Kit: Includes tools for
disarming explosives, as well as two
l0kg satchel charges that can be used
for snbotoge missions. Depending on
the degres of success, a charge inflicts
2d4 +2wriTdd+dwi2dB 4w poinis of dam-
age on o target.

Shills

Broad skills are presentad in bold type.
Bpecialty skills follow the broad skills
they are aesociated with and are pra-
sented in bold iHalic type. A skill with
an asterisk (') can't be'used unless the
charaetar has put at least Tpoint init.

Strength Skills

Athlatica: This skill is used to deter-
mine the success of physical actions,
such as climbing and jumping.

Unearmed Attack: This skill indicates
experience in hond-to-hand combet.

Martial Arts*; Formal combat train-
ing, it increases the domage inflicted
by an Unarmed Attock by +1.

Dexterity Skills

Runged Atteck: Training in the use of
pistols and rifles.

Rifle: Expert troining in rifle-style
ranged weapons

Stealth: Tralning in techniques asso-
ciated with remaining unobserved,

Constitution Skills

Stamina: The ability to shake off the
affects of damage and fatigue.

Intelligence Skills

Enowledge: Thie skill represents a
character's familiarity with the sur-
rounding universe—what the herg
knows aboul current events,

Demolition: Basic training in the
field ol setting ond disorming explo-
sive devices,

Sat Explosives: Advaneced training in
setting charges aond timed explosives
o couse moximum damage,

Will Skills
Awareness: The ability to netice
things that others might nol,
Intuition: A notural awareness of
things that can be perceived through
instinct ond gut feslings

e LN

sl

Peionies: The ability to channel and
focus psionic energy to-parform weri-
ous psychic feats.

Psyehic Attack: Inflicts
dds/dd+3s/dd+4s as a ranged attack
that can't be stopped by armor. Costs 1
paionic energy point to use.

Psychic Heal: Mental energy used for
soli-healing. Costs 2 psionic enargy
points 1o heal stuns, 4 peionic energy
points to heal wounds. The use of this
zkill heals 2s/43/65 or 1w/2w/3w, da-
pending on the degrae of success

Personality Skills

Interaction: The cbility to deal com-
fortably with athers.

improving Skills

You eorn achievement awards for suc-
cessiully completing adventures. Be-
tween adventures, you can spend
these pointg to improve your hero.

[ncrease o Specialty Skill: Spend 1
achievement point to increase o spe-
cialty skill by | point. Only I point com
be spent on any single specialty skill
between adventores.

Buy a New Skill: Spend 2 achieve-
ment peints to purchase o broad or
specialty skill your here doasn't have.
Cnly one new skill can be purchasad
between adventures,

Increase Action Checl: Spend 3
achisvamant points to increase your
hero's action check score by 1 point.

New Skills

Pslonic Energuy

0O0000
{Recovered ] per hour of rest)
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Playing the Game

Action Checks
At the start of sach round of combat,
roll an getion check.

How to Roll an Action Check

Holl 420. Compare the number to your
action check score. The result indicates
which phase of the round your hero
can aet in: Amazing, Good, Ordinary,
or Marginal.

Skill Checks

Use skills to perform actions, such as
making an attack or searching for a
hidden object.

How to Raoll a Skill Check
Hell d20. The Gumemuaster may tell
youto use o bonus of panuit;r dia
with the moll, depending on the
situation.

Penalties are addead o tha 420 rall:
bonuses ore subtracted from the rall,

Compare the lotal rolled to the
hero's skill score to determine the
degresa of success achisved.

[t e eterck =kill is used, the degree
of success detlermines whed kind of
domoge dice to roll.

Armar Checks

Armor provides protection brom dam-
age. When your hero is successiully
attacked, roll an armor check using
the indicated die type. The result is
subiracted from the domage roll,

Ahility Check

When an action can't be handled by
a gkill, check it against an Ability
Score.

How to Rell an Ability Check

Holl d20. You may recsive a bonus or
penalty die. Compare the total relled
ta the herc's Ability Score to determineg
the dagres of success,

Sitwation Ois

B situation die is a bonus or penalty
die combined with.a 420 roll. You add
a penalty die when the situation is
more challenging thon nommal. You
subtract a bonus die when o tash is
edasier than normicl.

Situction No, of Situation
Description Steps Die Type
Impozsible +4 steps  +dlZ
MNearly

impossible  +3steps  +df
¥ery hord +2 steps | +db
Challenging +1 slep 4
Awverage None None
Mot too tough -1 step e
Reclly sasy -2 steps  —dB
No swaat -dsteps -dB
A sure thing 4 steps  -dl2

Degrees of Surress

Whenever you make o check, these are
the poseible resulte. All chacks use a
d20 and g sltuation die, except average
checks (which just use the 420}

Autamatic Succeas: A roll of 1 on the
d20 indicates at least an Ordinary suc-
cass, no matter what the result of the
situation die is.

Crlical Failare: A roll of 20 on the d20
indicates a failure, no motter what the
result of the situation dieis.

Failure: Whenever the total e the 420
and the situation die is greater than
the Ordinary scaore, the action fails.

Ordinery Success: A roll that is equal
to ar less than the Ordinary gcore. The
action succseds.

Good Success: A 1all that is equal to or
lags than the Good score. The sction
succeeds batter than plonned.

Amczing Success: A roll that is squal
to or legs than the Amozing score: The
action succeads spectacularly.

2000 Blizzord Entartoinmant™Wizards of the Ceast, Ine. ANl righis ressrved. Mada in tha 115.&

Captain
Julian Byrne

Everything has always come easy to
Julian Byme. Recently promaoted to o
command rank in the Terran Marines,
Byrne belleves It's tima to finally prove
thot he's as good as his legend. Is it
luck? His family's wealth and influ-
ence? Or is Byme truly the exceptional
Tarran he has always been told he is?

Background Information

Species Terran
Profession Technlcal Operative
Coareer Filot

Ability Scores

Strength 8 Intelligence 1]
Dexterity 12 will 8
Constitution 3 Fersonality 10
Skills
STHENGTH A G o]
Athletics -2 -4 548
DEXTERITY .| G (8]
Ranged Attack -3 45 T=Id
Pistol B ESF o i I
Vahicle Operation -2 4~  7-1Z
Land
AirlSpace beile el L
CoNSTITUTION A G o
Stamina -2 3-4 49
INTELLIGENCE A G o
Enowladoa 1-2 -5 B-11
Technical Science 1-2 5 B=ll
Repair = | ot
Wi A G 0
Awareness 1-2 -4 5-9
Perception i 5 1 5
PERSONALITY A G o
Interaction -2 35 6-18
Leadership 1-2 35 8-10
Command A
Action Chechks
Rall 1-3 46 7-12 13+
Phaose A G o M

A = Amating G = Good, O = Ordinary; M = Manginali F = Failume

Attarks

Unarmed A [ O F

Skl Score  _ B 4, A

Domage dd4+2s di+ls  dds Miss!

Gauss Pistol A G o F

Skill Scote LI e e

Damage dE+3w dd+3w dd+lw Miss!

Defonses

CMC-405 Light Armor d4

Durability

Stun ) o000
oo0oO0

Wound 8 D000
o000
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Byrme's Background

Juliom Byrne was bom inte a wealthy
tamily. The son 'of prominent philan-
thropists in the Koprulu sector, Byme
anjoyed all the comfarts of lifle when he
was growing up. He aottended the best
schools and tock an early interest in
piloting. He loved to fly, and evaryone
said he was good at it

He jeined the Terran Marines to sup-
port the war effort and quickly attained
o command rank. Now everyone looks
to him {0 set an example and provide
leadership. Byrne hopes he's really up
to the task.

“I om goed, aren't [P

Customizing Skills

You havea number of broad skille list-
ed on the front page of this folder.
These have scores that show what you
need toreoll to ochieve an Amozing,
Good, ar Ordinary suceass, (Anything
higher than an Ordinary result iz o
Failura.)

Tou also have a selection of special-
ty zkills. Theses have no scores as-
signed to'them yet. You get to
customize 1Hig hero by assigning
seores in the skills you want the char-
acter to have. Hare's how:

All specialty skill scores are based
on the broad skill score associated
with them (which, you might notice, is
tha same as the Ability Score related to
the brood skill).

» Add the number of points you as-
sign to o specialty skill to the broad
skill score. This determines the spe-
cialty skill score.

Assign Points. You have 11 points 1o
assign to specialty skills. Assign all
thesa points at this time.

Limite, You can only ossign 1, 2/ or 3
points-to a specialty skill. Latar, you
can improve a specialty skill further
with achisvement awards.

After the First Adventure. You'll re-
caive addilional points after playing
the lirsl odventure: These are called

achievement awards. These points can
be used to increase a speclalty skill
seore, buy a new skill, or incréase your
hero’s action check scora. 1f you buy
new skills loter, record them on page 3.

Completing Page 1
Fill in the scores of the specialty skills
you selected. Add the points te the
broad =kill's highest number to dete:-
mine the Ordinary score. The Good
score is half of the Ordinary score,
rounded down. The Amazing score is
hall of the Good score, rounded down.
Then fill in the attack scores,

Thert's it! You're ready lo play.

Equipment
Along with basic clothing, your hero
has the following equipment.

CMC-405 Light Combat Suit: This ar-
mor providaes limited protection
against small-arms fire and features
full life support and light NBC inu-
clear/biplogical/chemical) shielding for
operation in hoslile environmants. It
ingliudes a comm unit.

-7 Stinger Gauss Pistol: This
weapon fires Bmm metal spikes de-
signed lo provide minimum penetra-
tion ogainst all ormor types. For light
dalensas, this weapon is usually em-
ploved as & backup by the'typical Ter-
ron Marine.

Terran Vessel Authorization Card:
Your pass to securing Drop-ships.
Wraiths, Vulture Hover Bikes, ond
Siege Tanlks.

Playing Cards: A deck to help possz
the time and win some credits,

Navigational Datapad: A personal
computer used to plot courses and de-
termine locations.

Skills

Broad skills are presented in beld type.
Specialty skills follow the broad skills
they are associated with and are pre-
sented in bold italic type. A skill with
an asterisk (7] can't be'used unless the
character has put at least Lpoint in it

Strength Skills
Athletics: This skill is used to deter-
mine the sucecess of physical actions,

such as climbing and jumping.

Dexterity Skills

Renged Attack: Training in the use of
pistals and rifles.

Pistol: Expert training in pistol-style
ranged weapons,

Vehicle Operation: Basgic training in
the use of manually controlled vehi-
cles.

Air/Space: Experl training in flying
craft. This skill is used to'pilot Drop-

ships and space fighters sueh as the
Wraith.

Land: Expert training in opesating
lomd erecft such os Vulture Hover Bikes
and Arclite Siege Tanks.

Constitution Skills

Stamine: The ability ta shake off tha
effects of domoge and fatigue.

Intelligence Skills

Enowladge: This skill represents a
character's familiarity with the sur-
rounding universe—knowledge of his-
tory and current events.

Technical Science: A familiarity with
modern technology, with basie mainte-
nonee and repair training.

Repair: Advonced training in main-
taining and repairing techneleg-ical
devices.

will Skills
Awareness: The ability to natice
things thet others might not.
Perception: A refined awareness of
things that can be paresived by a char-

* R | o s B K=
o P a3

octers senses—hidden things, minute
details. Ahero with a high Parcaption
score is hard to surprise.

Personality Skills

Interaction; The ability to deal com-
fortably with sthers.

Leadership: Basic leadership train-
ing, including earning trust and confi-
dence; isguing commands, and gefling
others to follow them.

Commeand: The ability to coordinate
a team effert by providing o -1 step
bonusfor the current and next round to
the actions of all tedm members.

Improving Shkills

You eqa achievement awards for suc-
cagafully completing cdventures. Ba-
twaean adventures, you can spend
these pointis to improve your hero,

Increase a Specialty Skill: Spend 1
achievement point to increase a spe-
cialty gkill by 1 peint. Only 1 point can
be spent on any single specicalty skill
between adveniures.

Buy a New Skill: Spend 2 achieve-
ment points to purchase a broad or
specialty skill your hero doesn't hove.
Only one new skill can be purchased
batween adveniures.

Increase Action Check: Spend 3
pchievement points to increase your
heros action check score by | point.

New Skills
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Rituation Dis
A situation die is o bonus or penalty

Playing the Bame Darakian

CURRERARRARRANER

Action Chechs die combined with ad20 roll. You add Like all the Dark Templar, Darakion = 5

At the start of each round of combat, & penally die when the situdtion is was exiled from the Protoss home = !

roll an action check. mors challenging than normal. You world ot Alur. Henever stopped loving =
subtract a bonus die when o task is fiur, nor has he stopped seeking a .

easier than normal,

- | |
..,-
i

T“_:.:

How to Rall an Action Check
Holl d20. Compare the number to your

way to protect it from the'Khala, those
who erase individuality 1o promate the

Fell 420, The Gamemaster may tell
youto usé o bonus or penalty die

Ability Scores

action check score. The result indicotes slmuﬁm.‘ No. of Situatiqn Judicator rule. To thot end, he has —
hich ph ith o b EwipL o Steps Dis Type joined with the Terrans todind a wayio
which phase of the round your hero Impossible +4steps +dI2 stop the menace of the Zarg—belfore »
con agt in: Amazing, Good, Ordinary, Nearly mepzﬂ enaey ) Prutosgs P - | Sol
3 or Margasss impossible | +3steps | +d8 Hisn .- 4 f :
2 Skill Cherks Vary hard +2 gteps | +db ; ' "
\ Use skills to perform acfiens, such as Eﬁiﬁ.ﬁgmg ;:IL::LBP ;q:ie HBackground Information |
Eﬁﬁfﬁoﬁﬂﬂm’“‘k s Nottootough -lstep  —dd ngﬂnn E::“H’;Em *| !
; i Reclly easy -2'steps  -db P Dark Tamnl kY -
How fo Roll a Skill Check R bacl e b S (A
& sure thing —4 stepe  —di2 toed

it e it i v Degrees of Sucrress Strength 10 Intelligence 11
T:[ : o R i Whenever you make o check, these are Dexterity Wl 10 !
. 1;*;:] ;?E“ dbeadded 5 e AU volE the possible results. All checks use a Constitution 10 Personality 8 b
H bonuses gre subtracted from the roll. dﬁﬂ ri:"ti.i“irfnzr::jle't;:f_;fﬁ arerme Shills £
3 Compare the total tolled to the s o s e s g I —— F G o b t:"
" hera's skill score to determine the Bulomatic Success: A roll of | on the Athletics O . W S 4 ) | E
i degraé af sneeess achieved. d2l indicates ot least an Ordinary sue- Meles Attcack -2 3-5 6-10. Attacks § N
! iH an nttﬂ;k{:kﬂi_ is uf:;rd&ttlij:'? EL-GQ;BE cess, no md{_mr;r. what the result of the Blades 21 g e T A G o] F | i
SRS e WA Stacith | Ta| au el e RN | |
OLL : A . teclt | Damage dd+3s dd+ls  dds * Missl It
Armor Chechs ﬁﬁﬂgiﬂlﬂ?ﬁi Iﬁ]l;l ﬂmfa:ft?pl:nu.:g;ﬁt??a sueak — — —— Pslonic -
. Armor provides ]-:u'l.:ntn:-.-ction from dam- result of the situation dieis. - gﬁﬁﬂ:‘gnnﬂ ._'F‘,z 35 Snl[] g:ﬁ?mra A G o F F 9 :
. Wh heto is giull = = = i
iﬁfmkadﬁﬂ,gﬁ?;?:;; 2;ch;?rﬁuaing Failure: Whenever the total of the d20 INTELLIGENCE A O Damage 2d4+6w dd+Bw dd+dw Mlsai !
the indicated die type. The result is and the situation die is greater than Encwiedge 28 QDA = 7 i P
subtracted from the damage roll the Ordinary score, the action fails e i @ Q SkilBeore . | __ | LEWEEL
i i Awareness -2 35 610 Damage di+2w diw | dds  Miss! i
Ability Check Ordinary Success: A :.1:_11 that is equal Perception | __ Psionic Storm A G [ B
When an action con't be handled by 12 9 less 1#ﬂ£dtﬁh& Ordinary score, The Investigate 1-2 | 3-5 610 SilSsske il Nl et
aakill, check it against an Ability action succe F‘ﬁ:_":-mr% o2 -2 3= 610 .Damage db+dw do+3w dbw = Miss!
: sionic Bolt -1 |
Score. Good Success: A roll that is u-qu::t'f to or Baianic Siorm . &= T Defenses i
Howr 16 Roll an Ability Check oo i A b A o PERSONALITY A G None. '
succeeds er than plonned. i o
Ricll id20. You may receive o bonus or " h”"‘:."".'f i -2 34 58 R I
l penally dis. Compare the iolal rolled Amazing Success: A roll that is equal Intimidaote R Durahility t ;
to the herc's Ability Score to determine  to or less than the Amaozing score. The y " Stun 10 2eoooo L
) the degres of success. action sueceeds spectocularly. ACTion LhecEs @ lalaNole) l ' I'
= Rall 1-3 46 12 19+ woimd 10 o000 : :
= Fhose A G o M oo o0
£3000 Blizzard EntertoinmentWizards of the Coosi ||'|-:.."|.||.:r:g'|'|'.n resgrved. Mode in the U.S.X A = Amoxing: 3 = Good, l_'-'::|"||||-1.'1r.M-?-'!.u!'.;].nhl.}_- Foalluns
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Darakian's Backgrowund

Belisving that the communal agenda
of his people would lead to the avantu-
al doom of his species, like all rague
Dark Templar, Darakian leads a soli-
tary existence. He has never aban-
doned his'love for Aiur, but he has
decided that the time for action has
come. To that end. he has loft the Darl
Templar space vesse! whers he lived
and offered his services to the Terrom
Marinas.

Darckian is considersed an enemy by
the Protess—both the main population
ruled by the Conclave and his awn
Dark Templar due to his insistence on
taking action. The Terrans folerate him
because of his skills and his knowl-
aedge of the enemy.

While he hates the destruction that
the Terrans and the Zergs hove rained
upon his pecple, he has nevertheless
agreed 1o work with this spacial unit to
find o way to end the war and save
Aiur from total annihilation.

“Twill do what is necessary, for my
people and for Aiur”

Customizing Skills

Tou have a number of broad skills list-
ed on the front page of this folder
Thase have seores thot show what you
need to wll to achieve an Amazing,
Good, or Crdinary success, (Anything
higher than om Ordinory resultis a
Failure.)

Youi alse have a selection of special-
ty skills. These have no scores as-
signed to them yel. You get 1o
cusiomizel this hero by assigning
gcores in the skills you warit the char-
acterto have. Here's haw:

All epacialty skill scores are based
on the broad =kill score aesociated
with them {Which, you mighl notice, is
the sama os the Ability Score relaled to
the broad skill).

# Add the number of points you as-
gign to a spacialty skill to the broad

skill score. Thie determines the gpe-
cialty skill score.

Assign Pointe. You have 11 poinis to
aasign to specialty skills. Assign all
these points at this time.

Limits. You eon only ossign 1, 2, m'ﬂ
points to o specialty skill. Lutar. you
can improve @ specialty skill further
with achievement awards.

After the First Adventure. You'll re-
paive additional points after playing
the first cdventure. These are called
achievement awards, These pointa con

b= used to increase a specialty skill

score, buy a new skill, of incraase your
hero’s action check score. If you buy

new skills later, record them on page 3.

Completing Page |

Fill in the scores of the specialty skills
you selected: Add the pointsto the
brocd skill's highest number to deter-
mine the Ordinary score. The Geod
score is half of the Ordinary score,
roundad down. The Amozing score is
half of the Good score, rounded down.
Then {ill in the attack scores.

That's itl You're ready to play.

Eguipment
Along with basic clothing, your hero
has the following equipment.

Bsionic Blades: This forearm unit
channels peionic ensrgy &t no cost
manifesting it as deadly blades used
as a primery meles waapon.

Comm Radio: A communications de-
vice for staying in contact with his Ter-
ran partners. Whila Doarakian rarely
speaks, he uses the comm to listen to
his partners.

Dark Prayer Book: The sacred teach-
ingse of the Rogus Tribes of Alur, partic-
ulerly the Dark Templar

Skills

-Bmud skills are presented in bold type.

Specialty skills follow the broad skills
they are' assoeiated with and are pre-
sented in bold ifalic type. A skill with
on asterisk {*) can't be'used unless the
chearacter has put at least Tpoint init.

Srength Skills

Atblatics: This skill is used to deter-
mine the success of physical actions,

=uch as cli aftd jumping.
 Melee Emh gkill indicates ex-
perience using hondheld weaopons.

Blode: Training in melae weapons
that inflict domage with a sharp edge.

Dexterity Shkills

Stealth:; Training in techniques gsso-
clated with remaining uncbserved.

Sneak: Expert training in hiding ond
moving silently.

Constitution Skills

Staminag: The ability (o shake off the
effects of damage and fatigue.

Intelligence Skills

Enowledge: This skill represents o
character's tamiliority with the sur-
rounding universe—what the hero
knows about current events.

Wil Skills

Awaraness: The ability to notice
things that others might noet.

Parception: A refined awareness of
thinge that can be perceived by a char-
acter’s senses—hidden things. minute
details. A hero with a high Perception
score is hard o surprise

Investigate: This skill indicates bas
sic training in the methodical tech-
nigques used to solve problems and
uncover evidence.

Psionics: The akility to channel and
{ncus peionic ensrgy to perform vari-
ous psychic féots.

Fsionic Bolt: An attack utilizing
blasts of mental anergy. Costs 2 peion-
iC energy points.
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Fsionic Storm: A mental attack theat
creates o storm of raw psychic energy
that can tear apart target minds, Costs
d peionic energy points.

Personality Shills

Interaction: The ability to deal com-
lortably with others.

Intimidate: The ability ta mnﬂn{:mg-
ly threoten onother {o coopardts in
Some manner.

improving Skills

You et achisvement awards forsuc-
cesafully completing odventures, Be-
tween adventures, you can spend
these points o improve your haro.

Increase a Specialty Skill: Spend 1
cachisvement point fo increase o spe-
cialty ‘skill by 1 point. Only 1 point can
be epent on any single specialty skill
betwesn adventures.

Buy o New Skill: Spend 2 achieve-
ment points to purchase a broad or
specialty skill your haro doesn't have,
Only one new skill-can be parchased
between adventures,

Increase Action Check: Spend 3
achievement polnts 10 increase your
hero's action check score by 1 point:

Psionic Powers

Cloak: Makes character invisible to
all but the most sephisticeted sensors
Bntil making an attack. Costs 3 psionie
energy points to use,

Paychic Communication: Allows di-
rect communication from mind to mind.
No cost to use.

hNew Skills

Psionic Energy
s e lelslal
fRecowered | per hour of rest)
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Playing the Gamea

Action Chechs
At the start of sach round of combaet,
roll an action check.

How to Roll an Action Check

Hell d20. Compare the number to your
dction check score. The result indicotes
which phase of the round your hero
can aet in: Amazing, Good, Ordinary,
or Marginel.

Shill Checks

Use =kills to perform actions, such as
malking an attack or saarching for a
hidden object.

How ta Raoll a Skill Check
Boll 420, The Gamemaster may tell
you to usé a bonus or penalty die
with the rall, depending on the
situation.

Penalties are added to the 420 roll;
honusss are subtracted from tha roll,

Compare the total rolled to the
hero's skill score to determine the
degree of suceess achieved.

1 on attock skill is used, the degres
of succags determines what kind of
domoge dice to rall.

Armor Checks

Armor provides protection from dam-
age. When your hero is succassfully
aitacked, roll an armor check using
the indicated die type. The result is
subtracted from the damage roll,

Ability Check

When an action con't be handled by
a akill, check it against an Ability
Seora.

How to Rell an Ability Check

Roll d20. You may receive a bonus or
penalty die. Compare the total relled
to the herd's Ability Score to detarmine
the degres of success,

Situation Die

A situation die is a bonus or penalty
die combined with.ad20 roll, You add
a penalty dis when the situction is
more challenging then normal. You
subtract a bonus die when a task is
easiar than normal.

Situation Mo. of Situation
Description Steps Die Type
Impossible +4 steps +dl2
MNearly

impossible +3steps  +d8
Very hard +2ateps  +db
Challenging +1 step +dd
Average None Nene
Nottootough -l step —d4
Really easy S steps | —db
No aweet deteps | —dB
A surething — stepa  —dl12

Degrees of Success

Whenever you moke a check, these are
the possible results. All chacks usea
d20 cnd a Bituation die, except average
checks {which just use the 420}

Automatic Success: A roll of 1 on'the
d20 indicetes al least on Ordinary suc-
cess, no matter what the result of the
situation die is.

Critical Failure: & roll af 20 an the 420

indicotes a failure, no motter what the
result of the silugtion diais.

Failure: Whanever the olal of the d20
and the situation die is greater thom
the Ordinary score, the action fuils,

Ordinary Buccess: A roll that is equal
o or less than the Ordinary score. The
action succeads.

Good Success: A roll that is equal to or
lass than the Good score. The action
succeeds better than plonned.

Amm.ing Success: A roll that is equal
to or less than the Ameozing score. The
oction succeads spectacularly.

2000 Blizzard EntertainmentWisards of the Coast, Inc, All righis reserved. Mode in the L&A

Sistask

Mot quite human, not quite Zerg. Sis-
task is a mutate, a product of humen
engineering. While Sistask appears to
be mostly bumaon, there are enough
differencas ta make those around her

- nervous. SHll, Sistask fights along-
side normal Terrans as part of o spe-
cial sguad of Marines. Violent and
skilled as a hunter, Sistask has found a
home among the warlike Marines.

Background Infarmation

Species Mutate
Profession Free Agent
Career Hunter

Ability Scores

Strength 12 Intelligence 8
Dexterity 11 Wwill :
Constitution 12 Personality 8
Skills
STRENGTH G )
Athletics 13| gl
Uncormed Attack 1-3 I
Claw = e : !
DEXTERITY A G 0]
Ronged Attack 285 161l
Spine Missiles L =
Stealth 1-2 { b=k
Sneak i
CoNSTITUTION A O
Stamina 1-3 . 45 J=12
INTELLIGERCE G o
Enowladge 1-2 a-4 58
WiLL A G o
Awarenass 1-2 34 >3
Perception g -
Investigate 1-2 -4 a=4
Search i P =
PERSONALITY A G L)
Interaction 1-2 34 -3
Action Chechs
Roll 1-3 3-h 7-13 14+
Phase A G o M
A = hkvimsing: G = (Good
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Sistask’s Background

Buring the last great conilicl, @ small
Zarg brood was beaten and capturad
by the Terrans. Mixing Zerg and Terran
gJenes, hmm:tg'me&rs forged a small
number of Mutates to use against the
Zerg. Sistask and a fsw others fight
(mostly) willingly against the tyremny
of Kerrigon, Queen of Blades and
leader 6f the combined Zerg swarms.
Mot humans feel uneasy around
Siztask, and few trust her. Nanites
roam her bedy, ka&pmg*hn; viclent ten-
dencies in check. She speaks through
an gutemated voicebox in her larymzx,

“Only the nanites in my blood are
keeping me from ripping you apart ..
and they don't seem lo bﬂpﬂrhcu!m’!y
fond of yoil, either.™

Customizing Skills

You have a number of broad skills list-
ed on the front page of this folder.
These have scoras that show what you
need to tall te achieve an Amezing,
Good, or Ordinary success. (Anything
higher than an Ordinary resull is a
Failura)

You also Hove o selection of special-
typ.skills. These have no scores as-
signad to them vet, You get to
customize this hero by assigning
seoros in (he skills you want thes ehar-
deter to have. Here's how:

All specialty skill scores are based

| on the hrond ekill ecors associated
‘with them {which. you might notice, is

the same as the Ability Score related to
the broad ekilll.

» Add the number of points you
sign to a specialty skill to the hrn-ud
ekill score. This determines the spe-
cialty skill score.

Aasign Points. You have 8 points to
assigh fospecially skille. Assign all
these points af this time,

Limits. You can only assign 1, 2, or 3
pointe to a specialty skill. Later, you
can improve a specialty skill further
with achievement awards,

After the First Adventure. You'll re-
ceive additional points after playing
the first adventure, Thess are called
dachievement awards, These points can
be used toincrease o specialty skill
score, buy a new skill, or increcase your
heros aclion check score. If you buy
new skills later, record them on page 3.

LCompleting Page 1

Fill in the scores of the specialty skills
you selected. Add the points to'the
broad skill's highest numbar 1o deter-
mina the Ordinary score. The Good
score is hall of the Ordinary score,

{tounded down. The Amazing score is

holf of the Good score. rounded down.
Then fill in the attack scores.
Thits itl You're ready to play

Equipment
Along with basic clothing, vour hero
hos the following agquipment.

Yeeuum Masle Provides limited pro-
tection in hostile envircnments.

Special Abilities

Hegeneration: Balore the start of
each combeat round (belore the Amaz-
ing phosel, Sistask hegls 1 Stun and 1
Wound paint.

Claws: Sistask hos deadly clows to
usze in hand-to-hand combat.

Needle Spine Missiles: Sistask cun
fire sharp spines from an organ in her
chest.

Nanites: Nanites ka-ap Sistask's wild
omd viclent tendencias in check.

Bkills

Broad skills are presented in bold type.
Specialty skills follow the broad skills
they are associated with and are pre-
sented in bold ialic type. A skill with
an asterisk (*) can't be'uged unless the
chearacter has put at least bpoint in it

Strength Skills

Athletics: Thisskill is used to deter-
mine the success of physical actions,
such as climbing and jumping.

Unarmed Attack: This skill indicates
experience in hand-te-hand comlbsat.

Claws: Advanced training using Sis-
task's natural waaponry.

Dexterity Skills

Ranged Attaclk: Training in the use of
projectile wagpons,

Spine Missiles: Advanced training
using Sistask’s notural misgile
WEIpOTL

Stealth: Training in lechniques asso-
ciated with remaining unobserved.

Sneak: Expert training in hiding and
maving silently:

Constitution Skills

Stamina: The ability to/shake off the
effects of damage and latigue.

Intelligence Skills

Enowledge: This =kill represents a
character's ’Ltm]].il:[rﬂ'}r with the sur-
rounding universe—what the hero
knows about current events.

will Skills

Awareness: The ability to notice
things thet others might not,
Percaplion: A relined awarensss of

things that can be perceived by a char-

acter's senses—hidden things, miniite
details: A hers with a high Percepticn
gcore is hard to surprisa,

Investigate: This skill indicates ba-
sic iraining in the methodical tech-
nigques used to solve problems ‘and
uncover avidance,

L1

Search: Advanced training in spot-
ting hidden objects, investigating o
crime scene, or trocking an individual.

Persaonality Skills

Interaction: The ability to decl com-
fortably with others.

Improving Skills

You earn achievement awards for sue-
cessfully completing adventures, Be-
tween advenfures, you can spand
these poiats la improve your hero.

Increase a Specialty Skill: Spend 1
achievement paint to increase a spe-
cialtysldll by 1 point. Only 1 point can
be spent on any single specialty skill
between adventures.

Buy a New Skill: Spend 2 achieve-
ment points to purchase a broad or
specialty skill your here doesn't have.
Cmly one new skill can be purchased
betwean adventures.

Increase Action Checl: Spend 3
achievement points-to increase your
hero's action check-score by | point:

New Skills
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Playing the Game

Action CThecks
Al tha start of each round of combt,
roll an action check.

How to Roll an Action Check

Roll d20. Compare the number to your
aclion check score. The result indicates
which phase of the round your heto
con aetin: Amazing, Good, Ordinary,
or M-:.l:'g'jnu:l.

Skill Therks

Use skilleto perform actions, such as
making an attack or searching for a
hidden object.

How to Roll a Skill Check
Roll 420, The Gomemastar may tell
you to usa o bonus or penalty dia
with the roll, depending on the
situation.

Penalties are added to the 420 roll;
bonuses are subtracted from the roll.

Compeare the total rolled o the
hera's skill score to determing the
degree of suceess achieved.

If o mtterck skill is used, the degras
of succeEs datermines what kind of
domage dice to roll.

Armor Chechs

BArmior providss protection from dam-
oge. When your hero is successfully
attacked, roll an armor check ueing
the indicaied die type. The result is
subtracted from the domage roll,

Ahility Chechk

When an action can't be hondled by
a skill, check it ogainet an Ability
Score.

How to Roll an Ability Check

Rell d20. You may receive a bonus ar
penalty dis. Compare the total rolled
to the hero's Ability Score to determine
the dagres of success.

2000 Bligzard EntertainmentiWizards ol the Coast, Inc

Situation Dis

B situation die is a bonue or penalty
die combined with a d20 rell. You add
a penalty die when the situation is
more challenging then normal. You
subtract @ bonus die when a task is
easier than normal.

Situation Neo. of Situation
Description Staps Die Type
Impoesible +& steps +d12
Nearly

impossible +3 steps  +d8
Very hard +2steps  +dB
Challenging ¢l step  +dd
Averoge None None
Mot too tough -1 step d4
HReally sasy -2 steps  —df
No eweal 3 steps —dB
A sure thing —4 steps 412

Degrees of Sutcess

Whenever you make ¢ check, these are
the possible results. All checks use g
d20 and g gituation die, except average
checks (which just use the d20),

Auntematic Success: A roll of 1 on the
d20 indicates at least an Ordinary suc-
cass, no matter what the result af the
situation die is

Critical Failare: A roll of 20 on the 420
indicates a failure, no motter what the
result of the situation die is.

Failure; Whenever the total of the d20
and the situation die is greater than
the Ordinary score, the action Joils.

Ordinary Success: A roll that is equal
{o or less than the Ordinary score. The
action sufceads,

Good Success: & roll that is equal to or
less than the Good seore. The action
succeads befter than planned.

Amazing Success: A roll that is equal
to or less than the Amazing score. The
action sucesads spectacularly.

All ights ressrved. Made in the USA

Ketalis

A psionic warrior of the Protoss
spacies, Ketalis has been assigned to
work with the Terrans o= part of the eo-
operative stance against the Zerg men-
ace. He follows the teachings of the
Khala, o rigid set of psychic and philo-
sophic codes that unify the Protoss of
Aiur. He presents a stern, dedicoted
presence and wos once a rising poliki-
cal star on his home world. This mis-
sion, importomt as il is, has jeopardized
his chances for ascengion.

Background Information

Species Protoss
Frolession Mindwalkar
Career High Templar
Ability Scores
Strength 8 Intelligence 11
Dexterity | will 13
Constitution 9 Personality 8
Skills
STRENGTH A G (@]
Athlatics 1-2 -4 5-9
DEXTERITY A G O
Monipulation 1=2 34 ¥9
CONSTITUTION A G O
Stamina 1-2 34 58
Enduraonce rais
INTELLIGENCE A G ]
Knowledge 1-2 -5  gE=ll
Wi B G o
Awareness 1-3 4-8 | 7513
Intaition i =
Psionics =3 4-6 7-13
Mind Read L USRI o L
Pzianic Balt )
Peionic Storm X e ==t g -
Resolve 13 4 B 718
Menial Hesolve 1= A g 3
PERSOMALITY A G @)
Interaction el 34 ]
Action Checks
Rell -2 35 6-11 12+
Phose A G O M

A = Amasing; G = Goos

a-—0

Attacks

Psionic Bolt A G o]

Skill Score _ Lo ) i

Damage di+2w didw  dds

FPeionic

Storm A G o

Skl Seore i .

Damage db-4w dB+2w  dBw

Nefenses

Light Armor dd

Durability

Stun ) Qo0
Qeoo0

Wound 9 o000
oO0Q0

i, O = Orellnary M = Memginal, I = Failum
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Ketalis's Background

Ketalis, o Protoss High Templar, cores
deeply for his people. Brave and ever
vigilent, he belisves it iz his duly to
protect the Protoss home world against
all threats. The Conclave— leaders of
the Proloss home world-— hove dacid-
ed thot Estalis's duty must take him to
the Terran Marines, for by helping the
Terrans he will help Protoss.

His hatred for the Zerg is legendary.
as i3 hizs tolerance for the Terrans. He
considers them to be a yeung species,
in need of guidance a8 much os in
need of martial aid. He will do his bast
to provide both 1o his Tafram partners,

“ shall be done.”

Custamizing Skills

Y¥ou hove a number of broad skills list-
ed on the front page of thig folder.
These have scores that show what you
neead to roll to achieve an Amazing,
Good, or Ordinary suecess, (Anything
higher than an Ordinary resultisa
Failurs.)

Youl alsn have a selection of special-
ty skills, These have no scores as-
signed o them yet. You get to
costomize thiz hero by assigning !
scores in the skills you want the char-
acter to Bove. Here's how:

All epacialty skill scores are based
on the broad skill score associaled
with them [which, vou might notice, is

the same os the Ability Score related to

the broad skill).

P Add the number of points you as-
gign to g specialty skill to the broad
gkill score. This determines the spe-
cialty skill score.

Assign Points, You have 11 points to
assign to specialty skills, Assign all
these points ot this time.

Limits. Y60 can only gssign 1, 2, or 3
points fo-a Bpaciul!y skill. Later, you
can improve a specialty skill furthar
with achievemeant awards.

After the Firat Adventure. You'll re-
ceive additional points after playing

—

the first adventure. These are called
achisvement awards. These points con
be used to incrense o specialty skill
score, buy a new skill, ot increase your
hero's action check score. If you buy
naw skills later, record them on page 3.

Completing Page 1

Fill in the scores of the specialty skills
you selected. Add the points to the
broad skill's highest number to deter-
mine the Ordinary score. The Good
score is half of the Ordinary seore,
rounded down. The Amazing seore is
half of the Good score, rounded down.
Then fill in the attack scores

That's itl You're ready 1o play.

Equipment

Along with basic clothing, your hero
has tha following equipment.

Light BArmor Suit: This armor pra-
vides limitéd protection against emall-
arms fire gnd features full lile support
and light NEBC Ifnur:lenr.-'biculngicﬂlf
chamical) ghielding for oparation in
hastile environments. It includes o
comm unit.,

Khala Prayer Book: The socred
teachings ol the Protoss of Aiur, this
haok helpa direct them nlang tha Path
of Ascenszion. It particularly teaches
diseiplings 1o achieve avarescalating
pinnacles of psionic power,

Skilis

Broad skills ore presented in bold type.
Specialty skills follow the broad skills
they are cssofiated with and are pre-
sented in bold italic type! A skill with
an asterisk (*) can't be'uged unless the
charactar has put ot leost Lypoint init.

Suength Skills
Athletics: This skill is used to deter-
mine the success of physical actions,

such as climbling and jumping.

Dexterity Skills

Manipulation: The ability to perform
intricate, detailed work, from artistic to
mechanical etforts, as well as sleight
of hand and picking pockets.

Constitution Skills

Stamina: The ability to shake off the
aeffects of domoge and fc_rh_'lgua.

Intelligenre Skills

Enowladge: This skill represants o
charactar's familiarity with the sur-
rnunding universe—what the hero
knows about current avents,

Will Skills

Awareness: The ability to notice
things that others might not,

Intuition: A notural oworensss of
things that can ba pEIcEiVEd th:nu.gh
instinct ond gut faslings.

Psionics: The ability to channel and
tocus peicnic energy to perform wari-
ous peychic feats.

Mind Read: The ability to delect the
guriace thoughts of another sentiént
craatura. It can't ba nsed to probe desp
memories or subconscious thoughts.
Costs 1 psionic energy P-r_li.n!.

Psicnic Bolt: An attack utilizing
blasts of mental enafgy. Costs 2 paion-
ic energy points.

Psionic Storm: A mental attack theat
creates a storm of raw peychic enargy
that con fear apart target minds. Costs
d psionle energy poinis.

. Mas

o || Y |

B

Resclve: The ability to continue on
even in the face of terrible odde.

Mental Resolve: A determination and’

degree of will power that mokes'a
character more resistant to mental
stress of all types.

Parsonality Skills

Interaction: The ability to deal com-
fortably with-others.

Improving Skills

You earn achisvement awards for suc-
ceasfully completing adventures. Be-
twean adventures, you con spend
these points 16 improve your haro.

Increase a Specialty Skill: Spend 1
achievement pointio increase a spe-
clalty gkill by I point. Only 1 point can
be spent on any single specialty skill
between adventures.

Buy a New Skill: Spend 2 achieve-
ment points to purchase o broad o
spacialty gkill your hero doesn’t hera,
Omly one new skill can be purchase=d
between adventures.

Increase Action Check: Spend 3
achisvement points lo increase your
hero’z action check score by 1 point.

New Skills
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Playing the Game

Action Chechs

At the start of each round of combat,
roll an astion chack,

How to Boll an Action Check

Holl 420, Compare the number to pour
action check score. The result indicates
which phase of the round your hero
can oot int Amazing, Good, Ordinary,
or Maorginal.

SHill Checks
Use skills to perform actions, such as

making an attack or searching for a
hidden chject.

How ta Eoll a Skill Checlk
Aoll 420 The Gamemaster may tell
yvou to use o bonue or penalty dia
with tha rgll, depending an the
sltuation.

Penolties are added to the d20 roll;
bonuszes are subtracted from the roll.

Compare the total rolled to the
hera's skill score to determing the
degras of success achieved.

I o atteck skill is used, the degres
of succe®s delerminas wheort kind of
domoge dice to roll.

Armoar Lhecks

Armor provides prolection from dam-
age. Whan your hero is successfully
attacked, roll an armor check using
the indicated die type. The result is
subtracted from the domage roll.

Ahiility Check

When an action can't be handled by
a ekill, check it against an Ability
Score.

‘How t6 Holl an Ability Check

Roll dZ0. You may recaive a bonus or
penalty dis, Compare the tolal rolled
to the hero's Jﬂlbllti:t‘_'r" Score to determine
the degres of succass.

£200] Blizzard EnteriainmentWiserds of the C

Situation e
A situation die is g bonus or penalty
die combined with @ d20 roll. You add
a penalty die when the situalion is
more challenging than normal. You
subtract g bonws die when a task is
easier than normcl.

Situation No. of Situation
Description Steps Die Type
Impossible +isteps  +dl2
HNearly

impossible  +3steps  +df
Very hard +2steps  +db
Challenging +1 step +d4
Forercige None None
Nettoo tough  -lstep  —dd
Really easy —&steps | —db
No swoal 3 sleps d8
A sure thing —4 steps - —d12

NDegrees of Surcress

Whenever you make a check, these are
the possible results. All checks use a
d20 and a situation die, excepl average
checks (which just use the d20).

Automatic Success: A roll of 1 on 'the
d20 indicates ot least an Ordinary sue-
888, 1o motter what the rasult of the
situation die is.

Crilical Failure: A roll of 20 on the 420
indicates a failure, no motter what the
result of the situation die is.

Failure: Whenaver the otal of the 420
and the situation die is greater than
the Ordinary scors, the gction fails,

Ordinary Success: A roll that is equal
to'or less than the Ordinary score. The
action succeeds.

Good Buccess: A roll that is equal to.or
less than the Good score. The aclion
succeeds better than planned.

Amazing Success: A roll that is equal
to ar legs than the Amazing score. The
action succeads spactocularly

oaat, lna, AN rlq’b'l:l. reaprvad. Made in the UEA

Bratalix

B Protoss Zealol. Bratalix serves the
role of guardion and dssqult warrior
for the special Terron Marine squeod he
hoe bean assigned tocHe enjoys the
company of his Terran companions,
though heairies not to show itin the
presence of other Protoss. Old by Ter-
ran standards, he is only a teenager in
the eyes of his fellow Protoss. He seaks
to-prove himsell against the Zerg,

Background Information

Species Protoss

Prolession Combat Spec

Carear Zealot

Ability Scaores

Strength 13 Intelligence 8

Daxterity # Will 11

Constitution 12 Personality 7

skills

STRENGTH A < o

Armor Operation =3 46 =13
Powered Armor —y i

Athletics 1-3 +86 713

Malea Attacl 1-3 -5 | 7-13
Blodes

Uncrmed Attack  1-3  4-8
Braw]

DEXTERITY A G o
Vehicle Operation  1-2 34 58
CONSTITUTION A G O
Stamina -3 48 7-12
Endurgnce i b
IRTELLIGENCE A G O
Enowledge -2 . 34 39
Wt A G o
Awareness -2 -5 B-1l
Perception o
Psionics 1-2 3-8 B=1]
Mind Read i g =] Al
PERSONALITY A G o
Interaction 1 2-3 47
Intimidate

Action Checks

Holl 1-2 5 B-11 12+
Phose A G o) M

A = Amazing; G = Good

Attacks
Unarmed A G o B
Skill Score ____ +

Damage dd+ls dd+Zs ddsls Miss!
Psionic

Blades A [ &} F

Skill Score W - O AL

Domage 2d4+6w di+6w dd+dw Miss

Defenses

FProtoss Fower Suit db+l

Durability

Stun 12 Q00000
SCo0000

Wound 12 o000
oQDOoO00

O = Ordinary; M = Moarginal, F = Faoilume
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Bratalix’s Bachground

Bratalix-is a low-ranking Templar war-
rior, a Zealot aesaull soldier sent by
the Protoss to aid the Terran Marinas.
He is faarless, attuned to the disci-
plines of Khala, and outfitted with a
coveted Protoss power suit. He is a stu-
dent of the martial arls of his peopls,
as weall as o student of enlightenment
hoping to ascend the psychic pathto
High Templesr.

i | wjii'pmve myself in eambat and
ascend the poaths of Khala™

Customizing Skills

You hove o number of broad skills list-
ed on the front pagae of this foldar.
These hove scores that show what you
need to roll to achieve an Amazing,
Good, or inary success, (Anything
higherthan an Ordinary resull is o
Failure]

You algs have o mlachnn of spacial-
ty skills. These have no scores as-
signed to them yet. You get to
customize this herp by assign
scores in the'skills you want the cher-
acter to have. Here's how:

All smty gkill scores are baged ©
on the broad skill score associated
with them {which, you might notice, is
the same as the Ability Score relmotad to
thie broad skill).

# Add the number of points you as-

. gign 1o & specialty skill to the broad
| skill score, This determines the spe-

cialty =kill score.
A-lmn Points. You have 8 points to
assign to specialty skills. Assign all
thm points at this tima.

Limits. You canonly assign |, 2, or 3
peints fo o specialty skill. Later, you
can improve a specialty skill furthar
with gchievement awards.

Aiter the First Adventure, You'll re-
eeive additional points aftér playing
the first adventure. These are called
achierement awards, These points can
be used to increasze g specialty skill
scare, buy a new skill. or increase your

here's action check score. If you buy
new skills later. record them on page 3.

Completing Page |
Fill in the scores of the specialty skills
you selected. Add the points to the
broad skill's highest number fo deter-
mine the Ordinary score! The Good
score is hall of the Omdinary score,
rounded down. The Amazing score is
half of the Good scora, rounded down.
Then fill in the attack scores.

That's itl You're ready to play.

Equipment
Along with basie clothing, your here
has the following equipment.

Frotoss Power Suit: This armor is ef-
fective againet most small-arms fire
and provides full life suppart and NBC
{nuclearbiglogical/chemicall shielding
for cperation in desp space and hostile
environmenls. [t includes a communl-
cations oIy,

Withsat the Powered Armor gkill, a
character wearing this armor suffers a
+ 1 Step penalty to all actions and @e-
tion cheacks.

Pgionie Blades: This lorearm unit
channels psionic energy at no cost,
manifesting it o= deadly blades usad
as o primary melee weapon.

Ehala Prayer Book: The sacred
tecehings of the Protoce of Aiur, this
book healps direct them along the Path
of Ascension. It particularly teaches
diesciplines to achieve ever-gscalating
pinnacles of psionic power,
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S5kills

Broad skills are presented in bold iype.
Specialty skills tollow the broad skills
they ars'gesociated with and are pre-
sented in beld ifalic type. A skill with
on materisk (") ean’t beausged unlase the
character has put at least 1 point init.

Strength Skills

Armor Operation: The ability to oper-
ate and move in bulky armar.

Powered Armor: The specific skill
needad to utilize o Powered Combert
Suit without suffering action penalties.

Athletice: This skill is used to deter-
mine the success of physical actions,
such aos climbing and jumping.

Unarmed Attaclk: This skill indicates
experience in hand-te-hand combat.

Erawl: A simple slugfest style of
eombet, good for eracking haads when

no waapons are available.

Dexterity Skills

Vehicle Operation: Bezle training in
the use of manually controlled vehi-
cles

Comstitution Skills
Stamino: The ability to shaoke off the
effects of domage and fatigue.
Endurenee: Additional ability 1o
withstand the adverse effects of dam-
age and fatigue.

Intelligence Shkills

Enowledge: This skill represents o
character's familiarity with the sur-
rounding universe—knowledge of his-
tory and current events.

Will Skills

Awareness: The ability tomnolice
things that others might not.

Perception: & refinad oworeness of
things that can be perceived by o char-
aclers senses—hidden things, minute
details. A hera with a high Parception
score is hard 1o surprise.
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Psionice: The ability to channel and
focus psionic energy to perform wari-
ous psychic feats,

Mind Read: The ability to detect the
surfoce thoughts of another santisnt
crecturs, It con't be used io probe deep
memories or subconscious thonghts.
Costs | pslonic energy point,

Personality Skills

Interaction: The ability to deal com-
fortably with dthers,

Intimidate: The ability to convinsing-
Iy threafen another o cooperate in
Some manner.

Improving Skills

You eam achisvement awards for suc-
cassfully compleling adventures. Be-
tween adventuras, you con spend
these points to improve your hero,

Increase a Specialty Skill: Spend 1
achievement point to increase o spe-
cialtyskill by 1 point, Only 1 paint can
be spent en any single epecialty skill
between adventures.

Buy a New 8kill: Spend & achisve-
mant paints to purchase a brood or
specialty skill your hero doesn't hiave.

y one new skill can be purchased
betwesn adventures,

Increase Action Check: Spend 3
achievement points to increase your
here's action check score by 1 point

New Bkills
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