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" The curious dichotomy between the culture and the technology o f 
the so-cal/ed Sky Raiders shall always remain an interesting factor in this 
civilization's unique makeup. It seems reasonable to argue that the Loeskalth 
culture, from whom the Sky Raiders derived, went from comparative primi
tivism to technological sophistication in a sudden quantum leap. One is 
tempted to suppose that it was the continued violence of the Vilani war
fleets that led to the exodus of the Sky Raiders in their immense mobile 
worldlet .. . " 

Excerpt fro m Secret of the Sky Raiders , Professor Chanis Laskan 

Alzenei Press, 1110 
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Introduction 

This booklet, en ti tled Fate of the Sky Raiders, is a comprehensive adventure 

designed for use wit h GDW's Traveller. This situation cal ls for the 
basic Traveller booklets (Books 1, 2, and 3 or 
The Traveller Book), p lus Supplement 4 , Citi· Requires only Basic Traveller 
zens of the Imperium. No add itional supple and Supplement 4 
ments, books, or other information is required. 

As usual, paper, pencils, six·sided dice, and squa re-grid graph paper will prove 

hel pful duri ng the course of th is adventure. 


Although not required in order to play this adventu re, certain othe r 
Tra veller mate ri als may enhance the enjoyment of the si t uation p resented in 
this booklet. Book 4,Mercenary , Book 5, High Guard , Suppl ement 1, 1001 
Characters, Snapshot, Azhanti High Lightening, and the min iatu re rules in Striker 
Can all be used in con junction with th is adventure . Three FASA products may 
sim ilar ly be of use: Adventure Class Ships, Volume 1 and Volume 2 present 15mm 
deck plans of several starshi ps, including t he Survey Cru iser encountered in t hi s 
adventure ; and Legend o f the Sky Raiders, though not essential, are at least helpfu l 
in expanding the background presented in this book let. 

STANDARDS AND ASSUMPTIONS 

The following standards and assumptions are used in the text of this 
adven ture. 

Dates: All dates herein correspond to the Imperi al ca lendar. The 
init ial date fo r th is situation is 295-" 08 ; 295 
is t he cu rrent day (the 295th day of t he stan  Place: Saulente Inverness 
dard 365-day year). whi le 1108 is the current subsector Beyond the Imperium 
year of the Imperium . Once the 
adventure begins, time should flow normally. If necessary, the date may be chang
ed to correspond with a local situat ion . 

Place: This adventure begins on Saulente (0704 C868755-8 ) in the 
Inverness subsector of the Far Frontiers sector. 
Sau lente is a fairly minor world near the border Date: 295-1108 
of the Zhodani Consulate. It serves as a 
jumping-off point for trade and commerce into the Consulate space. 
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USING THIS ADVENTURE 


The refe ree may use this adventu re as an independent game situ ation 
wi th pre-generated characte rs (as wri tten) , 
eith er in conjunct ion wit h the other two 

REFEREE'S CHECKLIST booklets of the Sky Raiders series or on its 
own, or it may be used with exist ing characte rs 

, . Assign cha racters from an ongoing campaign. Changes necessary 
2. All ow equ ipment purchase fo r a continuing campaign shou ld be obvious. 

3. State situ ation 
4. Guide ch aracters through Referee's Checklist: The steps shown in the 

si tuations based on t heir referee's checklist should guide t he referee 

actions. th rough t he elements of administe ring this 
advent ure. Characters are covered next in this 
section. The background and basic si tuation 

for the adventure begins on page 8, wit h further material con tained in the remain
der of the adventure booklet. 

CHARACTERS 

This adventure is intended for a band of adventurers numbering at least two 
and no more than eight. A group of pre-generated cha racters is supplied below, 
although the referee may allow other ind iv iduals ins tead . 

,. 	 Ex-Marine Captain G7C889 Age 34 4 terms Cr 2000 
Cutlass-' , Revo lver-2, Tactics-' , Brawli ng-2, Leader-2 Cutl ass 

2. 	 Ret ired Navy Starman 9986A7 Age 46 7 terms CrlOOO 
Admin-2, Rifle-2 , Computer-' , Medica l-2, Ship 's Boat-' Rifle 

3. 	 Ex-Army Lieutenant 7 A587 A Age 26 2 terms Cr3000 
Air/ Raft-2, Ri fle-' , SMG- ' , Elect ron ics-' 

4. 	 Ex-Merchant Th ird Off ice r 687A96 Age 25 2 terms Cr4000 
Streetwise-2 , SMG- ' , Navigatio n-2, Steward-O SMG 

5. 	 Ex-Scout 589A46 Age 30 3 terms Cr30DO 
Carbine-2, Pil ot-l, Jack-o-trades-', Mechanical· 1 Carbine 

6. 	 Ex-Navy Ensign 8697BA Age 22 t term CrtOOD 
Carbi ne-t , Forward Observer-', Pil ot-' 

7. 	 Ex-Rogue A89982 Age 30 3 t erms CrtO,OOO 
Streetwise-2, Bribery-2, Brawling-', Rlfle-O Rifle, Blade 

8. 	 Reti red Merchant First Officer 598A76 Age 42 6 terms Cr60,OOO 

Engi neering-3, Pi lot-2, Jack·o-Trades-2, Brawl i ng-1, Streetwise-2, 
Electronic-', Mechancia l-l, Shotgun-' 
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A ski ll level of 0 has been assigned to show some familiari ty with a skill 
sufficient to allow use bu t conferring no rea l expertise. A skill of a with a gu n 
(Rifle-a, fo r exam ple) shows the preferred or best weapon for an individual ot her
wise withou t weapons skill. 

REFEREE'S NOTES 

Fate of the Sky Raiders is best played as an adventure extending over 
several sessions rat her than as a single-sitting game. In this respect, t his material is 
mo re li ke a cam paign t han a single adventure and all ows the referee to mo r fully 
develop t he fl avor of th e situation . 

The referee shou ld begin by reviewing the material o n Page 88, enti tl ed The 
Sky Raiders. This sect io n contains background information availabl e to t he players 
as t hey begin the adventu reo The referee's notes in that secti on also shows t he 
special considerat ions needed t o fi t t his adventure into the the structure of an 
ongoing Sky Raiders cam paign. . 

Fo ll owing t his background, the basic situat ion for t his adventu re is p rese n
ted. From t his point, t he referee may begin to steer the advent urers t hrough the 
events outli ned in t h is book. 

Players shou ld have only limited access to the material presented in th is 
adventu re. Li b ra ry Data, planeta ry descriptions, and the initial backgrou nd infor
mation can be reviewed freely . Other sect ions of the booklet, however, must be 
passed th rough the referee if they are to be made avail able to the players at all. The 
referee will want to add suitable em bell ishments, amp lif icat ions, or alterat io ns, or 
alterations, acco rd in g to th e fl ow of the adventu re and t he needs of t he game. 

The referee should also take note of the encl osed mapsheets which contain a 
variety of maps wh ich will come into play during t he course of the adventure. Care 
sho uld be taken to keep playe rs fro m exami ning t he maps before it wou ld logically 
be poss ible to discover t he info rmation they conta in . 
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The Sky Raiders 

About 5300 yea rs ago, the rut hl ess, aggressive mi nor huma n race known 

today as t he Sky Raide rs flourished in t he Fa r Fronti ers sect or. The Sky Raiders are 
now known to be refugees who fled thei r home sector (the Gushemege sector, to 
rimwa rd of Corrido r) in the face of a campaign of absorbation by the Vil ani, from 
whom the Sky Raiders (th rough several inte rmediate cul tu res) gained jump tech
nology and other developments. These refugees travell ed in an immense planet oid 
starship, crossing the Great Rift at sublight speeds, and then trave ll ing by jumps to 
the Far Frontiers. Here t he descendents of the original refugees fin ally halted their 
fl ight and set about a new life. 

A proud warrior race by tradition , the refugees set out to carry on thei r old 
ways. The generat ions of sh ip dwellers scorned planet-bou nd peasants; t hey d id not 
seek to take land or start an empire, but rather to pillage and plunder. The resulti ng 
centuries of wanton vio lence left a powerful and compell ing imp ression of the Sky 
Raiders in the legends and t raditions of many worlds in the sector. Eventually, 
though, t he memory began t o fade , unt il the stories were on ly dimly remembered. 
Vague myths of t he powerful raiders from the sky and a li nge ring tradition of the 
vast hoard of plu nder they gathered were all t hat remained . 

Recently, however, archeologist Lora in Messandi has begun to piece toge
ther the true story beh ind t he Sky Raiders. On Mirayn!Jungleblut she uncovered 
definite proof of the Sky Raiders' existance, and discovered that they were, indeed, 
human-a di scovery that ve ntually all owed scientists to identify the ir origi nal 
home. 

Later, Lorain made an even more important discovery .. . an in tact Sky 
Raiders fighting vessel at the heart of an ancient t emple. I nside that craft, computer 
tapes were recovered that reveal ed the fate of t he Sky Raiders. 

Transl ated, the tapes told the story of a mut iny and civil war aboard the 
planetoid hom e of the Sky Raiders. Power was shut down and t he craft escaped as 
the vast star-trave lling world let slowly drifted into th e void. A head ing and speed 
we re contained in the tapes which enabled a rough estimate to be made of the 
planetoid 's whereabouts-presumi ng, of course, that the engines had never been 
reactivated. 

Lorain's employer, the Institute for Systems Studies, located on 
Alzenei!Jungleblut, has decided to send an expedi tion to seek out the Sky Raiders 
planetoid. The lure of treasure-the fabled hoard-and the desire fo r knowledge 
both encouraged th is decision. An extremely complete exped ition has been assem
bled and an 80D-ton survey cru iser with a competent crew chartered. The scienti sts 
and support personnel, their gear and their masses of research materi al and compu
ter tapes are equally ready_ 

As this adventure begins, the expediti on has been trave ll ing for nearly 
four months and is now nearly at the end of its voyage_ 
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Referee's Notes: This adventu re can be p layed as an independent adventure 
or as part of the ongo ing Sky Rai de rs trilogy . 

As an independent adventure; the adventu rers are h ired as the security and 
general support staff for the expedition . T hey will have a general awareness of the 
backgrou nd as outlined above, but not of the special refe ree's background which is 
discussed later on in t h is sectio n. 

As part of t he Sky Raide rs Campaign: t he ad ve nturers are th e same charac· 
ters given in Legend of the Sky Raiders and Trai l of the Sk y Raiders. The referee 
should take note of any changes in the group caused by play of those two cam· 
paigns (for example, if characters other than the pre-generated ones show n here 
were used, they should be co ntinued , and if characte rs were killed , they sh ould be 
replaced) . 

T he group shou ld have p layed through the other adventures ; they will 
thus be more fam ili ar w ith t he bac kground mater i al ~including the referee's bac k
ground given below. Because of their past association with Lorain Messandi, the 
group has been hired as security and general support personnel for the expedition. 
Their starship is being stored (at Insititute expense) on Alzene i pending their 
return . 

Special Background Notes: The Sky Raiders and their hoard have long been 
the o bject of a search by a greedy merchant-smuggler named Eneri Kalamanaru, 
head of Kalaman Enterp rises. Twice already Lorain Messandi (and, in the ongo ing 
campaign, the adventurers) has kept him f rom achievei ng h is goal. But Kalmanaru is 
resourceful; in addit ion to an interstellar t rading co mpany and a large pe rsonal 
fortune, he commands the support of the milita ristic government of Desaekhe, a 
planet whose small but growing stellar empire is the major rival to Alzenei and the 
League of Suns, home of the Institu te. 

Kalamanaru has learned of the expedition, and is determined to stop it- and 
to discover himself th e p laneto id home of t he Sky Raiders. 

Kalamanru 's people pose a great threat to the safety of the expedition ; 
they may even now be ready to strike .. . 
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Saulente Stopover 

The Su rvey Cruiser Inquisitor, in orbit arou nd Sau lente, is preparing to 

depart on t he fin al leg of its voyage in search of the Sky Raiders p lanetoid. Person
nel on board are enjoying a last bit of shore leave before mak ing t heir leap into the 
unknown. 

As the adventu re opens, th e referee shou ld acqu int the players with the 
situation, background and nat ure of t he e)(pedition. Available NPCs and equi pment 
should be desc ribed. Fu rther equ ipmen t pu rchase, recru it ing and the I ike can be 
carr ied out wh ile on Saulente, if desired. 

SAULENTE 

Saulente: Planet in the Inverness subsector of the Far Fro nt iers sector. The 
offi cial planetary statistics, based on the Protecto rate survey of 1088, are as 
fol lows: 

Saulente/ lnve rness 0705 8986884-0 Rich. G 
Planet: Fifth of eight in system. Period 648.7 days. 
Densi ty : .96 standard. Equatorial diameter 14.976 kms . 
Mean surface gravity 1.08 G. Rotational period 28 hours, 13 minutes 
8.96 seconds. Ax ia l incl inat ion 3% 14' 17.6". 
Remarks : An independent world near the edge of t he Zhodani Consul ate, 

Sau lente serves as t he majo r cen ter for t rade into and o ut of t he Consu lat e proper 
for this region. Consequently the world is a com mon ground for peop le of a num
ber of worl ds, and t here are a large nu mber of Zhodani nationals to be fou nd in the 
planet at any gi ven t ime. 

The world's st rat egic posi t ion and t rade dominance in the stella region have 
combined to make it a wealth y and powerful world. Though not part of any 
inte rstell ar community, Saulen te is an influent ial and important planet with strong 
t ies to many other worlds in the region. 

THE INQUISITOR 

The 800-ton st arship Inquisitor, a survey cru iser o'f t he Explorer Class, 
is a vessel des igned speci ficall y for exploratory operat ions in deep space. Th e 
orbit-t o-orbit, part iall y streamlined sh ip maintai ns contact with pl anet ary surfaces 
throu gh two ventrally t ransported modul ar cuners; t he ship itself can land only on 
small, ai rless worlds. 

Inquisitor is owned and operat ed by New Horizo ns, Ltd ., a starsh ip charter 
firm based in t he League o f Su ns. The ship carries a crew of 19 p lus space fo r 8 
security personnel and 20 scie ntists and researchers. Th e I nst itute for Systems 
Studies has chartered the vessel , with securi ty and research staff provided by t he 
Institute and crew by New Horizons. 
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The Survey Cru iser is capable of Jump 3 and 1 G and carries 8 double 
pulse laser turrets. Lab space tota ling 72 tons, plus 2 air/rafts, an ATV, and 60 tons 
of cargo space, make the ship ideal for its int ended pu rpose . 

Referee's Notes: Interio r details of the Inquisitor shou ld not be requi red for 
play of thi s advent u re. Those who are interested, however, may wish to consult 
Adventure Class Ships, Volume 2, publi shed by FASA, wh ich contai ns complete 
deck plans and descript ions of the survey c ruiser. 

THE CUTTERS 

Two cutters are carried on board the 'Inquisitor for use in pl anetary explora· 
tion and routi ne transportation duties. One cutter is fitted to ca rry an ATV, the 
other with a mix of passenge r seating, sma ll craft cabins, and cargo space . 

A deck plan of this cutter is provided. 

THE EXPEDITION TEAM 

Six non-player characters will be of importance to the expedition- these 
are the Institut e personnel who make up the core of the team. Several ot her charac
ters of lesser importance may also be used at the d isc ret ion of the referee. These 
individua ls may be used as "spear carriers" o r to provide greater variety to the 
expedition . Additiona l p layer characters can be drawn from this group, or they can 
be omitted entirely. 

SCIENCE STAFF 

Dr. Lorain Messandi 
Scientist 69ABA6 Age 26 2 terms CrO 
Leader·', Carbine-l, Adm in-l , Computer-' Carbine 

The Foremost autho rity on the Sky Raiders, Lorain 
Messandi has risen far. Once known chiefly because of he r 
father's controversial theories, Lorain's work on Mirayn and 
Oarant has made he r a well ·known figure in archeological 
ci rcl es. Insat iably curious, bored by adminis t rative detai l, 
and not a little bit reckless, Lo rai n Messandi looks upon t he 
search fo r the Sky Raiders aste ri od starship as an advent ure 

as well as a chance to inc rease her knowledge. This sense of adventure cou ld lead 
he r to take dangerous risks; Lorain is beginning to overcompensate for t he boredom 
of her post as Assistant Di rector of Archeology at the Institute. 
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Dr. Vledistart Mirost 
Scientist 996898 Age 38 5 terms CrO 
Comput er-3 , Rifle ·1 , J ack-o-Trades-1, El ectronics-1, Carousing-1 
Rifle 

Dr. Mirost is a specialist in linguistic archeology and in 
the general area of most languages. Student and protege of 
Professor Chanis Laskan, Mirost is generally considered to 
be the second best ling ui sti c archeologist available. Profes
sor Laskan, the man considered best in the subject, is con
fined to a wheelchair and unable to undertake strenuous 
field work . 

Mirost is exceedingly amb itious and wan ts nothing more than a big break 
that will allow him to eclipse his famous ment o r. There are few things he would not 
consider doing in order to achieve his goal. 

Dr. Heinrich Chandrago ra 
Scientist BAC9B5 Age 34 4 terms CrO 
Computer-1, G ravitics-1, Mechanical-1, Electronic-1,J ack-o-Trades-1, 
AutoRifle-1 Autorifle 

An expert in alien technologies, Dr. Chandragora has 
done im p ortant work at the Ancients site on Khalfe and the 
digs on Miray n in unearthing interesting and useful infor
mation on the function and operation of various alien 
equipment. His work on Mi rayn has given him some back
ground in Sky Raide rs technology. 

Dr. Chandragora is a large man, but surprisingly graceful and delicate 
in his movements . He is quiet and reserved, giving little away. A lifetime of hard 
work with little recognitition has made him somewhat cynical and mistrustful, and 
under stress he is likely to act on impulse, rather than with careful consideration. 

Dr. Lurushar GiJen kaar 
Scientist 688A97 Age 42 6 terms CrO 
Computer-2, Leader-2, Medical-1, Admin-1, Jack-o-Trades-1, Carbine-1 

Ca rbine 

An anthropologist by specialty, Dr. Gilenkaar is best 
known for his work among the Neolithic tribesmen of 
Kalebru . Small in stature, he is furtive and nervous in his 
movements. A scandal over some work Gilenkaar was 
reputed to have stolen from Professor Jothan Messandi's 
research has made him unpopular but his excellent work in 
opening contact with isolated cultures has made his em

ployment in the expedition more important th an personal considerations . 
Gilenkaar nurses a deep-seated grudge against the Messandi family. He is also 

something of a coward and acts in an excessively cautious fashion. In any situation 
involving danger to Gilen kaar or to the party as a whole, the anthropologist will 
tend to behave irrationally-often causing extra trouble for his teammates. 

-12

t 



Dr. Goezghae 
Vargr Scie nt ist 7 A6885 Age 30 3 terms OrO 
Computer -1. Revolver- 1, J ack-o-Trades- l, Su rvival -1, Blade-' 

Revolver 

The geologist attached to the expediti on, Goezghae is a 
newcomer to the Institute. His bac kground is excellent and 
his knowled ge of the fie ld superb. However, Goezghae 
shares wi t h other Vargr a certain tendency towards insta;- bil ity . He is a loner by nature and does not take kindly to 
receiving orders . When he makes up hi s mind to do some
thing, he usu ally acts-without regard for others around 
him. 

Dr. Barbara DuVall 

Doctor 5 B9AC8 Age 30 3 terms crO 
Medical -4, Com puter-l , NO GU N COMBAT SKILL Medical Kit 

A close friend of Lorain Messandi's, Barbara DuVall is a 
competent doctor. Her interest in medicine is oversha
dowed by her desire to travel. DuVall hates to be tied down 
and becomes easily bored when confined or limited for 
more than a few hours or days. Si nce she has never strayed 
far f rom civilization she tends to discount the potential for 
dan ge r-and hence can get he rsel f into t rouble by inad

vertantly placing herself in jeopardy. 

MINOR CHARACTERS 

The first four characte rs listed should al ways be used, if possible. Ot hers can 
be added to the pa rty or can be used as player characters, if desired. 
Note: The total party , player and non·player cha racters together, should never 
amount to mo re t han 20 individ uals. Fewer characters are recommended for 
referees with less experience or any uncertain ty about handl ing a large number of 
characters. 

Cutter Pi lot 

Jeri Ma rrenda 88A768 Age 34 4 t erms Cr 
Ship 's Boat-3, Vacc Sui t·2, Rifle-2, Engineering-1 Rifle 

A new employee of New Horizons, Marrenda is considered expendable 
by the Captain and knows noth ing of the Inquisitor's real employers. 
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Cutter 	 Gu nner 

Alexis Garcia A79684 Age 38 5 t erms CR 
Gunnery-4, Vacc Suit-2, Leader-2, Shotgu n-1 Shotgu n 

Ex-Scout 

Lance Dornath 9AB866 Age 30 3 terms Cr 
Pilot-l, SMG-2, Grav Veh ic le-2 	 SMG 

Fiercely ded icated to the Messandi family , Lance Do rnath owes his position 
with the Institute to Lora in's father. Since Jot han Messandi 's deat h, Lance has 
transferred his devotion to Lorai n and was involved in her adventures on Qarant. 

Ex-Belter 

Jack "Lucky Jack" Mc Inty re A88785 Age 38 5 terms Cr 
Vacc-Suit -3 , Enginee ring-2, Prospecting-l , Jack-o-T rades-1, Laser Carbine-O 

Laser Rifl e 

"Lucky Jack" Mci nty re is a fo rmer belt prospector with wide experi 
ence in ZeroG operat ions. He has been hired for h is knowledge of astero id 
mining and his sk ill in wo rk performed in vacuum conditions. 

1. 	 Ex-Marine AA9685 Age 30 3 t e rms Cr 
Brawling·l . Cutl ass· ', Vacc-2 Rifle, Cutlass 

2. 	 Ex-Marine 898967 Age 22 1 t erm Cr 
Rifle-1, Cutlass-l Rifle, Cutlass 

3. 	 Ex· Army Lieutenant 77A865 Age 26 2 terms Cr 
Tact ics-2, SMG-2, Mechanical -' , Rifle-l SMG 

4. 	 Ex-Army Trooper B86887 Age 34 4 terms Cr 
Brawling-1, Computer-' , Broadsword, Tactics-1, Rifle-' Rifle 

5. 	 Ex-Arm y Trooper 856889 Age 26 2 terms Cr 
Gambling-2, Medic-1, Rifl e-1 Rifle 

THE CREW OF THE INQUISITOR 

Crew members of the survey cruiser Inqu isitor should not be neces
sary to th is adventure, except for the pi lot an d gu nner noted above. If, 
howeve r, the referee desi res to ma ke use of characters from the ship, the 
complement is as follows; 
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Pil ot/Capt a in Shaggurap (See page 51 ) 
Nav igato r 
Medical Officer 
Computer Officer 
Ch ief Engineer 
2 x Enginee rs 
Ch ief Engineers 
Ch ief Gu nner 
7 x Gu nn ers 
2 x Cutter Pilots (includ ing cha racter above ) 
2 x Cutter Gu nners (i ncluding character above ) 

If these characters are needed, su itable careers may be used for 
generat ion . Most indi vidual s will be drawn f rom Naval o r Scou t backgrounds, 
but Belters, Merchants, Marines, and even Pirates cou ld also furnish suitable 
characters. 

EXPEDITION EQUIPMENT 

A large an d d iverse list of equipment is ava il able to t he expedition. 
This equ ipment is carried in the cargo hold of th e Inquisitor, and must be 
specifical ly sel ected for t ransfer t o the cutter in orde r t o be carried to the 
asteroid when it is discovered . 

Personal Equipment : Each character is considered t o have the followin g 
equ ipmen t . 

A Vacc Su it with oxygen fo r 8 hours and Short Range Comma Gear. 
A Hand Computer. 
A Vacc Su it Repair Ki t. 
A Blade or Dagger. 
A Gun (usu all y indicated for each charac te r, though substitu t ions are 

allowed ), loaded with 4 extra clips of ammu ni t ion (where applicab le) . 
Addi tiona l personal equipment can be purchased by player-characters; 

NPC's wi ll ca rry o nly that equipment listed. 

General and Scientific Equipment 
The foll ow ing gear is avail able to the exped it io n as a whole . 

One Portable Air Lock 
Four Medscanners 
Ten Computer Language Translators wi 5 memciips each (5 kgs) (ea. 5 

kg) 
Twenty Grav Belts (200 kg) (ea.10 kg) 
One Port able Com puter (25 kg) 
Five Inertia l Locato rs (7.5 kg) (ea. 1.5 kg) 
Four Meta l Detectors (4 kg) (ea. 1 kg) 
Four Rad iation Counters (4 kg ) (ea . . 5 kg) 
Two Bu ll Horns (1 kg ) (ea _5 kg) 

-15



Ten Infrared Goggles negligibl e 
Ten Ligh t Int ens ifi er Goggles negligible 
Ten El ectric Torches (5 kg) (ea . . 5 kg) 
One Voice Recorder (.5 kg) 
One Shotgun Microphon e (1.5 kg) 
Two Video Recorde rs (2.5 kg) (ea 1.2 kg) 
One Text Recorder (1 kg) 
One Metal work Too l Set (50 kg) 
One Mechan ical Tool Set (20 kg) 
One Electro n ic Tool Set (5 kg ) 
T wo Lo ng Range Communicators (2.3 kg) (ea. 1 .2 kg) 
Ten 50-meter coi ls of line (20 kg) (ea 2 kg) 
Two G rav T ransport Modules (1000 kgs) (ea 500 kgs) 
Rati ons for 6 00 person-days are also included . Total mass is 300 kgs. 
A budget of Cr25,000 is provided to all ow additional equipment 
purchase by the characters. 

EQUI PMENT LI ST 

Equipment listed above is described in Traveller Book 3 , or in the 
section below. Some equipm ent discussed below appears in The Traveller 
Book, and is repeated here for th e conveni enceof those who do not own this 
edition of th e basic Traveller rul es. 

Grav T ransport Module : Ut ilizing grav technology, th e grav transport 
module is a small container fitted with nul l·gravity modules to allow the 
transport of cargo. When activated, the unit counteracts t he weight of ca rgo 
carried aboard, and can be pushed or pulled with minimum effort. Up to 
1600 kgs (or 1.6 cu b ic meters) of cargo can be lifted in this fashion . Fuel is 
provided for up t o 1000 hours of continuous operation. 

Operat ion of the transport unit requires a character with grav vehicle 
skill. Unskilled characte rs t end to forget that whil e weight is nullified, mass is 
not. A basic throw of 10+ to avoid a dangerous situation applied whenever 
a non -ordinary maneuver is at tempted while pushing or pulling a transport 
module (including turn ing, stoppi ng, changing direction, etc.) . Allow a 
OM +4 per level of grav vehicle skill. When such an incident occurs, it may be 
remedied on a throw of 7+; DM +2 pe r level of vehicle skill; if no eXpe rtise, 
OM -4. 

The Grav Transport Modu le is 1.5 m long, 1.5 m wide, and 1 m high. 
Total volume is 2.25 m3. Weigh t (u n loaded): .5 tons . Displacemen t: .17 tons. 
Price: Cr24030. Tech Level 12. 

Po rtable Co mputer : The Hall iers Mark II Field Com puter features 
excell ent data sto rage and retrieval capabili t ies and is a self-co nt ained com
puter system ofte n fou nd on scient ific expedi ti ons. A standard li brary prog
ram is central to the unit, as is a linguistic analysis and translati on program; a 
radi o link allows tie-in by oth er compu t ers, including hand models and 
Language Translators. 
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The computer is carri d as a backpack; the need for a self·contai ned 
power source makes it rather bu lky. Players usi ng Book 4 , Mercenary , may 
use this unit as a Map Box in addition to other funct ions descri bed 
previous ly. Service Li fe : 500 hours of cont inuous use. Weight: 25 kg. Base 
Price (i ncludes programs): Cr 500,000. Tech Level : 12. 

Computer Language Translator : A handheld device used to translate 
in cases where bei ngs have no common language. The basis of the portable 
CLT is a program package called a memciip . Each memc li p contains program· 
ming fo r one language. Pre· loaded clips with known languages can be pur
chased for Cr 100 to Cr 500; blank ones can be purchased for Cr 10. 

To use a CL T, two entitles each take one uni t furn ished with mem
clips for both his own and the other's language. The uni ts are adjusted 
to share a common radio frequency. Each speaks in his own language; the 
words are t ranslated by the other's CL T and relayed to a speaker worn in the 
ear. 

When memcl ips are not available, as in the case of a newly discovered 
language, CL Ts can be patched in by radio to a computer with a linguistic 
ana lysis and translation program. The process of learning the new language 
takes several days ; communications with data acqu ired this way will be on a 
rudimentary level and subject to garbling. 

Prices and exact capabi lities depend upon the model used. Those 
available in this adventure have receptacles for four memclips, weigh 5 kg, 
and can be carried In a hip pouch or by hand. Cost is Cr 5000. Tech Level 9. 

Note: The Computer Language Translator is described in greater 
detail in Issue 5 of High Passage magazine. 

Voice Recorder (Tech Level 6): Cr 100. Records voices or sounds 
on small tape cassettes for later playback or transcription . At Tech Level 13 
recordings are made to holographic crystals of ten hours capacity . Tapes or 
crystals cost Cr 1. Voice recorder weighs 500 grams. 

The recorders used by the arty are Tech 13 units . 

Shotgun Microphone: Cr 300. Acquires sounds from a specific point 
up to very long (500 meters) range and reproduces them for listening or 
recording. Weighs 1500 grams. 

Video Recorder : (Tech Level B) Cr900. Electronic recorder of visual 
images, either as single frames o r sequential motion pictures using integral camera 
and lens system . Informat ion is recorded on small visual tape cassett es for later 
viewi ng. At tech level 13, recording is on holographic crystal. Each tape can hold 
60,000 distinct images or one hour of motion pictures; cryst als can hold ten ti mes 
that amount. Tapes or crystals cost Cr2 each. Video recorder weights 1200 grams. 

Text Recorder : (Tech Level 10) Cr 1200. Keyboard and voice operated 
recorder of data, including notes, letters, and num bers for later analys is (usually by 
computer). Informat ion is recorded on small tape cassettes cost Cr3. At Tech Level 
13, data is recorded on holographic crystals instead. Tapes can hold approx imatel y 
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20 million words; crystals can hold ten times th at. Text reco rder is capable of 
transcribing voice to t ext. Weighs 1 kg. 

Reco rde rs used by t he party are Tech 13 un its. 

Medscanner: A dev ice used by medica! personnel attached t o scout service 
missions. It includes severa! types of sensors (ult ra·son ic scanner, in frared, and 
elect ric f ield sensors ), and a sm all processor t o integrate data. In one setting, it is a 
diagnostic uni t wh ich can record vital si gns of pat Ients and correlate data. With a 
rad io li nk to sh ip-board computers, it can evaluate symptoms and recommend 
treatmen ts . 

In a second setting, it can be used as a so rt of life detector, capable of 
distinguishing large animals at up to 50 meters; range is cut drasticall y if there are 

intervening o bstacles. Size : 100mm by 176 mm by 20m m; it comes with aslingfor 
carrying over the shou lder. Weight : 1 kg. Tech Pr ice : Cr150D. 

Portable Airlock: An infl at ab le, po rtab le chamber th at can be attached to 
the vacu um side of a bu lkhead, entered, and pressu rized, all owing a hole to be cut 
into a pressurized area without depressu ri zat ion . It includes a patch held in place by 
pressure wh ich seals the hol e when the airlock is removed . Size: 500 em x 20 em x 
200 cm (deflated ); 1.5 meters x 1.5 meters by 2 meters (i nflated) ; size includes a 
pressu rized ai r cyl inder and an aut omatic pu mp. Tech Level: 9 . Weight 6 kg. Price: 
Cr1000. 

I 

l \ 
Mar renda Garcia 
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Into the Empty Void 

Calculations made by the Inst itute fo r Systems Studies. based on data 

recovered fr om th e intact Sky Ra iders ' sh ip on Oarant. has placed the most li ke ly 
position of t he asteroid starship wh ich once carried the Sky Raiders with in one 
parsec of Saulente (in hex -7·3 of the Inverness su bsector) . The task of locating it is, 
however, daunt ing; t hough a plot can be made with great exactitude, such a posi· 
tion determinati on is re lying on data which may not be com pletely accurate, and 
depends upon a lack of other devel opments- reactivat ion of engines, a disaster, 
etc.-over the intervening centu ri es. In qui si tor's miss ion is thus not an easy one, but 
based on the data available, is sti ll a good bet . 

The target area is em pty space, divided onl y by the art ificia l mapping 
grids of exp lorers. Lying beyond the target region is Pi eshanzsia, an ou t ly ing 
base of the Zhodan i Consulate. The course pl ot of the Sky Raide rs' sh ip should 
bri ng it to with ing acomparatively short dist ance of th is system withi n the next 150 
years. As ide from these two distant landmarks, there is little of interest in the 
region. 

Inqu isi tor's fl ight plan call s for a jump to the coord inates indicated by 
the computer, followed by a one-month search in a gradually widening sphere 
around t hat point. If noth ing is fou nd, the shi p wi ll jump back to Saulente and the 
expedition will be at an end. Food, fuel , and other suppl ies are all suffi c ient to 
support t his plan. 

In execution, however, the elabo rate search plan proves almost unneeded. 
Within two days of beginni ng the search sp iral , a dozen detecto rs aboard Inquis itor 
are triggered. Mass radar, neutrino emissions, and other detection systems pick up a 
large, slow·moving mass wh ich is following the proper vector. Matching course and 
speed takes little time, and before long, the crew and passengers of Inqu isitor can 
see their goal at last . 

THE ASTEROID STARSHIP 

Instru ment readings soon give an idea of t he size of the gigantic ship. 
It measures approximately 10 km x 8 km x 7.5 km, and d isplaces just under 50 
bill ion tons standard. This is an awesome engi nee ring feat; it is possibl e to convey 
mill ions of peopl e and an impressive portion of the bui lding civili zation within this 
vast vol ume. 

Computer·enh anced sensor readouts fu rther defi ne the magnitude of the 
sh ip and begin to give a hint of its current situation. Scans show t hat sources of 
power are d ispersed in nu merous small modules t hroughout the sh ip; a general 
ana lysis leads to t he conclusion that all ship's systems were spread out in manage
able units fo r greater effic iency and increased safety. From the power read ings 
ava ilable, the computer predicts that many of t he avail ab le systems on board are 
shut down (and have been for many years). Others, however, conti nue tofunct ion 
even afte r all t hese centuries, lead ing to the possibility t hat people descended f rom 
the original crew may also be present somewhere on board . 
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A damaged area is located on t he surface of the asteroid, the location 
of an ancient call ision with some large meteor or other space debris. Lorain is eager 
to make a pre liminary investigation of the asteroid here and orders the Cutter 
prepared. 

Thus fa r, there has been no sign of life, no response to signals of the pre· 
sence of the Inquisitor. As the adventurers and the research team embark, all seems 
quiet... 

Abandoned 

Exploration of the crater f rom space turns up no additional sign of life, 
but several possible entry points, located deep in radiating fissures around the 
crater. Messandi selects one, and severa l members of the team don vacc su its, 
exit the cutter, and begin to explore the jagged openings which lead into a buckled 
metal corridor spotted am id th e wreckage of the fissure wall. 

It is during this operation that disaster strikes the party. It begins almost 
unnoticeably as the workers hear several call s from the cutter to Inquisitor. Sud· 
denly someone notices that the Survey Cruiser Is not respond ing . And then, incre· 
dulously, everyone realizes that the cruiser has begun to withdraw from the Sky 
Raider ship. Before reaction is possible from anyone, the ship has passed beyond 
100 diameters ... and vanishes into hyperspace. 

The research party has been abandoned, left behind by the departing 
Inquisitor. The cutter is not capable of jump, and hasn't sufficient fuel or supplies 
(or space to carry such cargo) to travel in normal space to one of the neighboring 
stars (trips that wou ld take 3-5 years at maximum acceleration even if fuel were 
available ) . 

As everyone crowds together in the cutter, trying to decide upon a course of 
action, Lorain offers a possibility for consideration. The records from Oarant 
indicate that the Sky Raiders used two types of shlps- nonstarships for raiding and 
combat and starships for exploration and advanced scouting. 

Somewhere on board the tremendous asteroid vessels, there may be intact 
starships. Lorain and other scientific specialists might be able to translate enough to 
determ ine how to operate them .. . and the adventurers have the skills to actually 
handle t he sh ips once the controls are mastered. 

It is a slim chance... but it offers the on ly hope of ever returning t o civiliza· 
tion. The party must board and begin a quest for somethi ng far more important 
than knowledge or lost treasure ... it is a quest for life itself. 

Referee's Notes : The Inquisitor's disappearance is a part of the latest 
plan formulated by Eneri Kalamanaru, the merchant prince who wants above 
all else to gain access to the hoard of the Sky Raiders. New Horizons, Ltd., is in his 
pay; the captain and most of the crew of the survey cruiser planned all along to 
d iscover the asteroid ship and then abandon the Institute team. 

Kalamanaru is waiting on Saulente with a large, well-equipped expedi
tion (including two small starships of the Descarothe Hegemonu Navy) for the 
exact coordinates of the Sky Raider ship. When Inquisitor delivers these, he wi ll be 
ready to close in. With loot his chief interest, Kalamana ru is unlikely to actively 
seek out the Institute party ... fo r him, t heir lingeri ng entombment aboard the huge 
asteroid is f itting enough revenge for past inju ries. 
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Within the Asteroid 

As the adventure unfo lds, the group wil l be forced to make their way 

th rough the asteroid starship as they search for a means of escape. In the course of 
their travels, the ru les and Information presented below wi ll come into play. 

ENTRANCE 

The chosen entry point is part of a corridor damaged by the impact which 
formed t he crater. It is twisted and warped, and dep ressurized. In one direction, t he 
corridor is blocked by rubble and debris; in the other, a pressure-ti ght door is 
closed. Th e door will not open as long as a major pressu re differential exits ; when 
the po rtable airl ock is set up and pressurized, it opens easily . 

Th is pressure-tight door leads into an Accesss Shaft. 

ACCESS SHAFTS 

The heart of the ast eroid layout is the presence of Access Shafts, wide, 
straight zero-G tubes runni ng at various angles t h roughout the asteroid. These 
connecting t ubes provide access to a variety of other modules, wh ich open up 
at all angles and in no apparent order from the tu be. 
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Though the openings of various modules are labelled, the translat ions 
that can be made p rovide no clue as to the contents of any particu lar module 
or group of modu les. There is no way to predict what type of module will be 
exp lored next. 

MODULES 

Connected by Access Shafts, the various funct ions of the shi p are handled 
from ind ivid ual modu les. T hese are large areas devoted t o some particu lar purpose. 
Plans and descriptions of typ ical modules that can be encountered are included in 
this adventure. 

Some modules open up into much larger regions. This is true o f agricultural 
modu les, wh ich open up onto act ual farms, often of great size ; docking bays are 
also very large, and have the ca paci ty for a large num ber of ships. 

EXPLORATION 

When the group is exploring, they will travel via Access Shaft . No maps are 
provided for th is; the group merely announces their intention to seek a new module 
and enters the Access Module proper. Roll for an event and then proceed to investi
gate a new modu le. Time spent in the Access Shaft wi ll be at least 1 D x 5 m inutes 
and often longer (if t he group is making a spec ial effort t o travel far from their 
previous locati on ). 

When a new module is reach ed, the group will pass t hrough a sh ort connec
ting tunnel. At t h is ti me, the referee determ ines, secret ly, the nature of t he module 
being entered. Roll on the table bel ow: 

2-3 Control Complex (1) 

4-6 Industrial com plex (l d xlO) 
7-9 Ag ricul tural Comp lex (2dx 10) 
10 Power Center (2 d ) 
11 Docking Bay (1 dx 10) 
12 Surface Module (1 d x 5) 

The num ber in parentheses shows the num ber of connected decks (all use 
the same fl oorplan and basic informatio n) wh ich are in the module. 

The referee m ust also determine certai n important informat ion about the 
module. First, is it operable-are conditions such that people can live there or not? 
Secondly, is it in habited? 

Operable Inhabi ted 

Contro l Com plex 7+ 11 + 

Indust rial Complex 7+ 6+ 

Agricu lt u ral Complex B+ 6+ 

Power Center B+ 9+ 

Docking Bay 10+ 10+ 

Su rface Module 7+ 11+ 
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If an area is rat ed as "inhabited" but not " operab le" , a special Encounter 
takes place. See the Special Encounters table. 

An operabl e area is operati ng at a low power level; no n·operab le areas have 
one or more sh ip's syst ems shut down. If an area Is not operable, roll on the t abl es 
below. 

Extent of dam age : Rol l 1 d fo r number of systems which may be inopera
ble . 

Systems 

Gravity out on ro l I of 5+ 
Lights Ollt on rol I of 4+ 
Electron ics out on ro ll of 5+ 
Doors ou t on roll of 7+ 
Climate out on roll of 8+ 
Atmosphere out on ro ll of 10+ 

The Extent o f Damage ro ll shows the actu al num ber of systems down; 
the referee should select which basic systems are out by die ro lls and/or his own 
judgement. 

If grav ity is out, all actions are conducted in Zero-G. Lack of li gh ts requires 
artificial lighting to see. Electronics are requ ired to operate any equipment fou nd in 
the area. Doors t hat are ou t must be breached (100 points of damage infl icted by 
energy weapons) . If c limate or atmosphere are not funct ioning, vacc su its are 
req uired . 

Damaged systems may be repaired ; see page 41 . 
If the modu le is inhabited, the referee next determines what the local 

culture is like (see Cu ltu res ). Finally , events. encoun ters and other occu rances 
are resolved . These are checked once per modul e entered or once per day , which
ever comes most frequently. 

MAPPI NG, DIRECTlON·FINDING and MOVEMENT BETWEEN MODULES 

Mapping : The interrel at io ns hi ps between mod ules are too complex to keep 
track of. The referee (and the players) shOU ld not be concerned wi t h con nections 
fro m pl ace to place. T he module floo rplans are provided onl y the pu rposes o f 
resolving encou nters and othe r specific activities t hat may arise. 

Direction Finding: If it become necessa ry t o retrace a path - to rejoin 
comrades left beh ind, or to retu rn to a specific modu le of Interest- characters 
should not have trouble fi nd ing their way. A num ber of different methods can be 
used to double back-·inte rt ia locaters, trail blazing (i dentify ing areas as they are 
passed through ), use of hand computers to record information, or gu idance by 
radio transmissions are all poss ibili t ies. Basicall y , t his should never become a ma jor 
concern. A cha ract er who loses his equ ipment and is moved whi le unconscious will 
be in trou ble .. . in fact, it is un li ke ly that he wi ll be foun d, or fi nd his way out. Th is 
should be used to d iscou rage individual excu rsionsl 

·23· 



Movement Between Modules : If characters at tempt to dou ble back. they 
can reach a specific goa l in the time it t ook them to travel f rom t hat point, plus 10 
x the number of modules passed through mi nutes. Keep a log of what modules are 
entered and how long each joumey takes to facili tate th is. 

Referee's Notes : The procedures for determin ing the content and cond it ion 
of various modu les are given as a guide. In actual fact. the referee should not rel y 
entirel y on random procedu res to establish each module. Periodi cally he should 
change or Ignore d ie rol ls and set the scene to suit t he needs of the advent ure. These 
rules are meant to supplement the imagi nation of the referee, not replace it. 

At all costs t he referee should avoid becoming repetitive. The adventure is 
not intended to be an exercise in examining rooms ; t he room explo ration should be 
on ly a part of the overall process of investigat ing t he ship. 

·24 · 

L 



Module Descri ptions 

The following are basic descriptions of the various modules of the asteroid 

starship. The referee should feel free to embellish or change these as he sees fit. 

CONTROL COMP LEX 

1. Living Quarters : Each room contains furniture, personal effects and 
similar items. In areas which are not inhabited, these have deterioratedbadly ; areas 
which are inhabited will contain a mixt ure of old art ifac ts and new (but often more 
primitive) objects. 

2. Computer Room : Control consoles in this room tie directly into the 
complex computer bank. Some are terminals; others are monitors used to trouble
shoot computer operations or tie in wtih oth er sections of the ship. 

3. Control Console : Th ese controls rel ate strictly to navigation. 
4. Plot ti ng Board: A clear, three-dimensional, computer projected holo

graph can show projected courses . Not functional unless computer and navigational 
controls are operational. 

5. Master Control Console : This console, with a single chair, would appear 
to be the position man ned by the senior officer of the module. Repeater consoles 
can call up information from many substat ions, but no act ual controls exist here. 

6. Computer Room : Ident ical to No. 2. 

-25



7. Weapons Coordination Room: When act ivated, control boards show 
camera views from various weapons stations. Contro ls seem primarily devoted to 
feedi ng tactical informat io n to indi vidual batteries. 

8. Weapons Status Board : Banks of cont rols show st atus of various wea pons. 
9. Plotting Board : Computer·projected , t hree-di mensional holograph ic 

display project s t actical data, targets, etc . Not in operation un less Weapons Coor
dinat ion and Computer sys tems are act ivated . 

10. Main Control Room: Banks of cont rols and ch airs cover a wide vari ety 
of fu nctions. The room is ri nged by monitor screens which can be patched into 
various contro l stations from t he comm unicat ions consoles. 

Cont rol Boards-

a. Engineering/ Power Plant 
b. Docking Bay 
c_ Computer term inals 
d. Life Support 
e. Commu nications 

, 1. These rooms are filled by chairs facing a raised dais at one end . They 
would seem to be briefi ng rooms. 

INDUSTRIAL COMPLEX 

1. Living Quarters: Discussed above. 
2. Main Assembly Area : This is a large chamber filled with heavy mach inery . 

A lift shaft takes up a large portio n of t he room for bringing in raw materials and 
removing fi nish ed goods. Exact contents of the compartment vary according t o the 
fun ct ion of t he p lant. On a roll of 10+, parts will be found that can be used to 
repai r minor damage (level 2 or less ) on shi ps. 

3. Secondary Assembly Areas: Sub assemb lies were/are conducted in t hese 
areas. They are much the same as No.2, but smal le r. 

4 . Offices, etc.: These rooms contai n offices, su pply rooms, and miscellan
eous other small rooms. Each is different and exact contents vary from floor to 
fl oor and modu le to module. 

5. Control Room: If operable and powered, th is room can acti vate the main 
lift and power up the machines on this level. 

AGRICULTURAL COMPLEX 

1. Living Ouarters: Discussed above. 
2. Elevator Banks: T hese operate only if power is on-line. 
3 . Agricultural Monitors: Controls in this section ti e in to the master con

t ro ls govern ing c limate in the f ields. Readouts and mon itors can su rvey the farm 
lands outside. 

4 . Gravity Boards: Lifts in area No. 5 operate in two di rectio ns, connecting 
the various fl oors of the compl ex in one d irection and open ing into the fi elds in the 
other. Controls here ope rate th e li fts and coordinat e gravity t o avoid accidents. 

5. Main Lift: This li ft connects al l ot her levels or opens to the fie lds, depen
ding on control from area. 
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6 . Small Storage Rooms : Doors open to the lift for t ransfer of eq uip
ment and su pplies. 

7. Access to fields : These are airl ock-ty pe rooms without grav ity. A doo r
way leadi ng to the fie lds bea rs an inscript ion which can roughly translate as: 
" Caution : This End Up." The Mod ule is placed at right angles to the plane of 
gravity in the fiel ds. 

FIELDS 

Agricultural fiel ds are large open chambers, roughly pentagonal in c ross-sec
tion, often several kilometers ac ross. Each of the inner faces of the pentagon is a 
complete fie ld ; a central a rea generated light and ot her c limatic fu ncti ons. Move
ment in these areas is just li ke outdoor movement . It is im possible to move from 
one set of fields to another (step ping from one face of t he pentagon to the next) 
because of carefully scu lpted varr ier mounta ins. Adventurers wi t h jump belts may 
ignore th is. 

In some modules, natives have taken up residence in the fields themselves; 
others continue to live in the u ndergrou nd modu les. The fi el ds are given over to a 
variety of different purposes, nc lu d ing crops of many types, park-like areas and 
grazing land for food anima ls. Some areas have been negl ected and have become 
wild; others have suffered damage from a fa ilu re of environmental control equ ip
ment. 
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When exploring fields, a hatch leading into an agricultural module will be 
encountered during any particular half-hour period on a roll of 9+; when dis
covered, such a modu le may be a different floor of an already discovered module, 
or an enti rely new one, at the referee's discretion_ 

POWER CE NTER 

1_ Living Quarters: Described above. 
2. Control Center : Controls here operate the engineering functions of 

this dec k. 
3. Power Plant: This compartment contains heavy machinery generating 

power for this part of the ship. 
4. Power Plant Coordination Center : Controls along the outside of the 

room mesh with thegeneratorsin area 3. The trench around area 5 is surrounded by 
a low safety rail. 

5. Power Conduits: A trench or pit, surrounded by a rail and bridged 
in two places, rings the Power conduit which ties each power plant to other parts of 
the asteroid . Some monitor controls essential to put power on-I ine to specific parts 
of the ship are located around the conduit proper. 

The pit is in Zero-G, has no visible ends and is quite dangerous. Though a 
fall is not possible, air circulation is conducted through the pit as well and a charac
ter'who falls can literally be sucked away to his doom. 

6. Drive Room: Starship drive components are located in this room. 
The exact type should not be important in most cases but can be determine'd 
by rolling 20. A 7+ indicates jump drive. 

Components for repairing starship drives can be scavenged by a competent 
engineer from drive rooms by rolling a 10+ (OM + Engineering skill). Failure of the 
roll should result in a potential problem (see Repairs). Components must be 
scavenged from the appropriate type of drive room. 

DOCKING BAY 

1. Living Quarters: Described below. 
2. Ready Rooms: Large rooms ringed by lockers, which formerly contained 

flight suits, weaponry and the like. This ear is badly deteriorated. Access through 
the iris valves leads to the docking bay itself. 

3. Maintenance Room: Large sliding doors give access to the docking 
bay proper. Various pieces of equipment are mounted along walls and maintenance 
sleds carrying equipment are contained in here. 

4. Storage Compartment: Spare parts, gear and equipment are stored 
here. 

5. Bay Fnght Control : Controls here are primarily devoted to prepart 
preparation of craft for launch, pre-fli ght checks and communications. 

6. Bay Coordination Center : Controls here coordinate bay operations 
with Control Complexes. Both this room and the Control Complex board must be 
activated in order to operate the bay. 
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THE FLIGHT DECK 

Each flight deck is a very large area containing a large number of ships. Any 
particular flight deck contains between 50 and 100 ships of each type-sublight 
raiders and jump·capable scoutcraft. Fuel tanks are scattered around the area. In 
order to discover a fuel tank with fuel available, a roll of 11+ must be made. One 
roll is allowed for each flight deck explored, not for each tank. 

No map is provided for this area; it is a wide, open space broken only 
by the ships and surviving equipment. 

SURFACE COMPLEX 

1. Living Quarters: Described above. 
2. Elevators: This bank of elevators leads to adjacent floors; they run 

parallel to the surface of the asteroid. 
3 . Weapons Control Rooms : Control panels in these rooms handle various 

batteries, weapons bays (not mapped) and similar devices . 
4 . Turrets: Each room contains stored equipment, including vacc suits, spare 

arts and tools. Laser tu rrets are mounted along the outer wall. Ladders connect to 
other turret rooms above and below. 

5 . Airlock: The outer room contains lockers for vacc suit and eqiuip
ment storage. The airlock itself leads to the outer surface of the asteroid. 
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REFEREE'S NOTES 

The brief descriptions given above are intended to be flexible. Details 
should be added by the referee. Most rooms (except those still used by inhabitants 
of the ship) will have little identifiable equipment and hardly anything useful. By 
and large, an atmosphere of long disuse should be cultivated. 

It is urged that players not be permitted to see maps directly until they've 
explored a module complex thoroughly. 

We've got them now Mr . Kalamanaru ! 
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The Scout Ship 

The jump-capable Sky Raiders' craft carried on board the asteroid were, in 

the days of the Raiders, scout craft. Squadrons of these craft could reconnoiter a 
new system to discover if there was any good reason for the asteroid to travel 
there. The more heavily armed, but non-jump-capable warships (such as that 
discovered on Qarant and presented in Trail of the Sky Raiders) were used to carry 
out actual raids. It is the possibility of finding and using an intact scout ship which 
offers the adventurers their best hope of escape. 

INTERIOR DETA ILS 

1. Computer: Equivalent to contemporary Model/2 computer. 
2. Br idge: Th e followin g crew positions are present-

a. Engineering 
b. Communicat ions 
c. Captain/Navigation 
d. He lm 

3. Livi ng Quarters: Cabins were constructed as singles but can accommodate 
two people if need be. 

4. Lounge: An open area for crew relaxation. 
5. Air/Raft Bays: The ship's twin air/rafts are accom modated in fitte d bays 

here. 
6. Airlock . 
7. Cargo: A set of cargo bay doo rs opens o n each side. Ramps drop from 

each side from the forward part of the compartment. 
8. Maneuver Drive Room. 
9 . JUmp Drive Room. 

10_ Power Plant Room . 

11. Fuel. 
12. Fuel Scoops. 

SYSTEMS 

In order to operate the scout sh ip, a number of key systems mu st be opera
tional. Until these are functional there is no chance of mak ing it back t o Sau lente. 
These are: 

Helm Maneuver Drive 
Navigation Jump Drive 
Computer Life Support 
Power Plant Weaponry (opti ona l) 
In addition, the basic systems (light, gravity, electronics, etc. ) must be 

functional and the ship must have an inside fu el supply and full hull integrity. 
Each system should be checked throu gh the use of the ru les for use and 

repair of ship's systems (page ). Repairs are also carried out in accordance with 
t hese ru I es. 
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Cultures and Civil izations 
The descendents of the origi nal Sky Rai ders still live aboard thei r astero id 

ship. Most, however, have long since regressed in t echnology and culture. Hardly 
any communities now exist which keep alive any memory of the true nature of the 
asteroid ship or the history of the Sky Raiders. 

CR EATING CU LTURES 

Certain key facts must be established each time a new culture is di scovered . 
The referee should roll up this information and note it down whenever the group 
comes into contact with inh abi tants. 

Population: Roll 10 -2 for t he po pu lation figure of any particular culture . 
Population is read in the sam e way as basic Traveller . Treat results of less than one 
as one. 

Government: Roll 20. The resulting numbers are normal government 
types, unless the result is a 7. If a 7 is ro ll ed, roll 1 0 ; 

1·3 Re ligious Dictatorsh ip (type 0) 
4·5 Family /C la n (ty pe 0 ) 

6 Anarchy o r Civ il War (type 7) 

Attitude : Attitude is a representati on of the culture's hosti lity to outsiders 
and sets the basic tenor of their Reacti ons (q.v .) . Roll 2 0 -7+ Gove rnm ent type. A 
low number is a friendly, open culture; a high one is xenophobic and/or aggressive. 

Technology : T he range of t echnologi es poss ible on board is limited. To 
determine the technology of a given group, take population and then apply the 
following additional modifiers : 

Government type 5 +1 
Government type 0, 3, 9, 0 ·1 

This y ields the tech leve l of the culture. 

Special Characterist ics: Each culture may have one or more special charac· 
teristics that will influence their behavi o r and reacti ons. Roll 10·2; then roll thi s 
number of times on the table below. 

2. Care fo r Equipment: Reduce equipment damage by 2. 
3. Trap : Culture pretends friendship . Apparent Attitude is 10; 

real attitude is 10 +6. 
4. Short of Fuel : Fuel traded or found gives Reaction OM +1. 
5 . Short of Food: Food traded or found gives Reaction OM +1. 
6 . At War : Military Support gives React ion OM +1. 
7. Warrior Culture : Proof of fighting ability gives Reaction OM +1. 
8 . Recent Disaster : Reduce population by 1; Attitude may be + or 

-1 d (referee option) . 
9. Short of Im plements: Tools traded or found gives Reaction OM +1 . 
10. Plague or illness : Medical Assistance gives Reaction OM +1 . 
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11 . Temple Treasure: A room in this module is filled with ancient 
treasu res . 

12. 	 Human Sacrifice : Religion of culture requires sacrifice of strangers 
or captives. 

The referee should flesh out these ch aracte ristics to suit the culture and the 
needs of the adventure. The rules on Reacti ons show how many of these results 
may be used . 

CONTACT 
In order to establish contact with a cu lture, the party must app roach 

them in some fashion. An immediate Reaction Roll (see React ions) shou ld be 
made, and the native response shou ld take into account any spec ial cha ract eristics 
that tu rn up . 

At this stage, the expedi t ion must determine whether or not t he civilization 
uses a langu age t hey have previously encountered . On each contact, roll 20. The 
number roll ed is t he la nguage number of that cul tu re. If it has been rolled for a 
previous cu lture, it is the same (or ve ry sim il ar ) to t hat prior language. 

To learn a new language, computer language translators and the Portable 
computer are requ ired. The p rocess takes Old +5 days before a working knowledge 
of the language is on fil e. Du ring th is period , a React ion Roll should be necessary 
each day to be su re the nat ives cont inue t o cooperate. If the computer linkup is not 
available, the t ime is ten ti mes that noted above an d characters must then throw 
intelli gence or less in order t o acquire any faci lity with t he tongue. A roll against 
int elligence may be made in t h is manne r once each week after t he learning period is 
completed . The a id of lingu ists (see Using Non-Player Characters) can cut down 
time spent learning the la nguage, rega rdl ess of w hether it is by computer or natural
ly. 

Once a langu age is learned , conversations may sti ll be garbled (even with 
computer t ranslations, wh ich may not be idiomat ically co rrect) . Each ti me an 
exchange of information is attempted, it is garbl ed o n a ro ll of 5 or 6 on 1 0 . The 
nature and resu lts of t he garbli ng is up to the referee, as we ll as the dec ision as to 
whethe r or not the group is even awa re that garbling has occu rred. 

Fu rthe r relat ion between t he group and the nati ves is impossible until 
a working command of the language is obtained. 

REACTIONS 

Each ti me characters attem pt t o deal with native cultu res, t he React ion of 
the natives should be determined. The basic th row t o persuade natives is a ro ll , on 
20, equal to or greater than their Attitude. Various modifi rs influence this)some 
gi ve fr om the Special Characteristic Table. Add it ional mod ifiers include the fol 
lowing : 
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For initial Reaction less than Attitude -4 on later rolls 
For initial Reaction equal to or up to 

+3 of Attitude +1 on later rolls 
For Initial Reaction +4 to 6 Attitude +2 on later rolls 
For initial Reaction +7 Attitude +3 on later rolls 
For each day of positive Reactions +1 on later rolls 
For each day of negative Reactions - 1 on later rolls 

The presence of anthropologist Gilendaar gives a further influence on 
native reactions. 

Reaction rolls are necessary in order to get help, supplies, information and 
other support from locals. They are also made once each day, as long as the group 
is in proximity to the natives. Under stress conditions or provocation from the 
group, fresh Reaction rolls should be made with an extra DM-1 D. Other times 
when Reaction rolls are required are pointed out in the appropriate sections of the 
adventure or can be designated by the referee. Exact responses should depend 
upon the situation and the needs of the adventure. 

The referee should not reveal the exact details of Reactions to the players. 
They will have only the vaguest of ideas of what response they are generating, until 
the consequences eventually show themselves. Familiarity with a culture will make 
it easier to understand local civilizations ad their reactions, but such interpretations 
will never be very good. 

INFORMATION 

The natives of any particular module can give stories, legends, or other 
information that may be useful to the group. The table below can be used to 
provide guidelines or the referee can devise his own ideas. Information of this type 
is available on a roll of 6 made on one die for each new culture contacted. 

2-4 The location of a specific, randomly developed but 
operable module is known and described. 

5-8 The characteristics and location of a specific culture 
(randomly developed) is described. 

9-10 Specific lines of inquiry pursued by the players can be 
answered (for instance, the location of a power plant or 
the location and characteristics of a neighboring culture 
of a higher tech level, etc.). 

REFEREE'S NOTES 

Interaction with natives should be fleshed out by the referee as needed. It is 
particularly important that the group not be able to proceed too quickly in their 
dealings, as this will make action too common. 

The imaginative referee can draw adventurers deep into a web of complex 
intercultural rivalries and problems. Civilizations, as they are contacted, could have 
special problems which must be solved before the adventurers can gain the informa
tion or help they need. In theory, the adventurers could spend many sessions just 
becoming involved in this aspect of the adventure. 

Don't feel too bound by these rules-let imagination and creativity expand 
the possibilities. -36



Encounters and Events 

EVENTS 

An event is possible tw ice each day or each t ime a new modu le is ent e red; 
whichever is more frequent. Events occur on a roll of 9 or higher that t ake place in 
inhabited modul es. Use the appropriate t able below. 

Access Shaft Events 
1. Door J ammed . Doors to chosen modu le w ill not operate. If an attempt is 

made to fo rce it , characters are successfu l on a roll of strength or less and must roll 
dexte rity or less to avo id 1D damage. 

2. Air Current . A particularl y strong air cu rrent t hreat ens party. Characters 
without grav bel ts must ro ll dexterity o r less (DM - Vacc Suit or Ze roG experience ) 
to avoi d bei ng swept away for 1D x 5 minut es. 

3. Light s Out _ Sect ion of shaft is unlit. Charact ers attempti ng to locate a 
specif ic m odule m ust ro ll 9+ t o locate it without di ffic ulty. If ro ll is not m ade, roll 
2D x 5 minutes for d elay. 

4_ Grav S leds_ A number of small , 2-man grav vehicles are tethered along the 
side of the shaft. If these prove to be operable they may be used Iike no rm al grav 
vehicles. 

5. Sign. A door is marked with an inscript ion , which, if translated , indicates 
that a dock ing bay can be reached th rough this door (not necessarily immed iately.) 

6. Special Encou nter 

Industrial Module 

Short Ci rcuit. If any equipment is tam pered with in this module, 
one piece of heavy equi pment sho rts out . Characte rs near the equipment in ques
tion (referee designates) take 3D damage each. 

2-3 Equipment Exp losi on. If any equipment is tampered with in 
this module, a co ntrol console being operated expl odes. Characters within two 
squares o f the exp loding console suffer 4D damage each . 

4 Fuel Stores Small. (1D tons ) sto re of fuel. 
5-6 SPEC IAL EN COU NT ER 

Docking Bay 

1 Equi pment Explosions. (See 4-5, Industrial). 

2-4 Fuel Sto res. Large (2D x 10 tons) fuel stores. 

5 Treasu re_ (See 5 , Power) . 

6 SP ECI AL ENCO UNT ER 
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Fields 

1. Brush fire. Large area catches fire. 
2. 3D Grazers. Herd of farm anima ls are encountered. 

Charact erist ics : 
Grazer 400 kg 25/ 16 none 15 hooves and horns F3 A6S2 

3 Wa r. Two grou ps are at war in this area ove r fuel su pplies. 
4 Vill age. A native vi llage is d iscovered. Ro ll up characteristics 

of culture. 
5 Open Lift Shaft . Th is leads into an unexplored Agricultural 

Module. 
6 SPECIA L ENCOUNTER 

Agricultural Module 
' -2 St orage Area contains recently stored food . 
3 Equ ip ment Explosion. (see 4-5, Industrial). 
4-6 SPEC IAL ENCOUNTER 

Power Center 
Short Circuit (See ,-3, Industr ial Module). ' -2 

3 Eq ui pment Exp losion (See 4-5, Indust ria l). 

4 Fuel Sto res (as above). 

5 Treasure Power Plant compartment is used as temple/storage 


area for t reasu re. 
6 SP ECIAL ENCOUNTE R 

Control Complex 
1 Short Circuit (See '·3 , Industrial). 
2 Equi pment Expl osion (See 4-5, Industrial). 
3 Treasure (See 5, Power). 
4-6 SPECIA L ENCOU NTER 

Surface Complex 
1 Sho rt Circu it (See ' -3 , Indust ri al) 
2-3 Air Leak Low Pressure. Characters without vacc sui ts take 

, D - 2 damage. 
4 Treasu re (See 5, Power). 
5-6 SPECIAL ENCOU NTE R 

Special encounters occur o n a roll of 9 or higher, made once each time a new 
module is entered or as directed on the event t able. 
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SPECIAL ENCOUNTERS 

Bandits. The party is am bushed by 20 natives, outlaws from a 
nearby culture. Generate information on their background . Bandits always attack 
without warni ng and cannot be negotiated with. If one is captured and an inter roga
tion can be made (roll fo r pos itive Reaction). details o f t he cultu re cannot be 
revealed . 

2 Trade Mission. Natives from a ne ighboring cul ture are visiting 
this modu le seeki ng t rade. Roll to determine th eir home modu le using the regular 
rules to set up module ty pes, as well as characteristics of t heir home cultu re. Set up 
details of th e group 's needs to best suit the adventu re ... the miss ion may have a 
su rplus of fuel, useful informati on, etc. 

3 Native Scouting Party. Mil itary personnel are detect ed fol lowing 
the party. Attem pts to contact t hem are fruitl ess. If they are approached, they fad e 
away; if ignored, they fo ll ow fo r 20 hours. Other act io ns depend on referee judge· 
ment. 

4 Ambassadors. Natives send delegat ion to visit t he party , who have 
been observed previously . A OM +2 is made to ini tial attitu de rol!. 

5 War Party on Raid . Natives from a ne ighboring cultu re are raid ing 
for needed fuel, etc. Determine their home cultu re and mod ule and f rom this 
establ ish their needs logically. They may be a source of hazard, ass istance or infor
mation. 

6 Foraging Party. Natives with various plunder-food, fuel, etc. - are 
passing through the module. Refe ree should set the encounter up to best suit the 
needs of the adventu re. 

Several of the special encounters reflect the un usual conditions which 
prevail in the aste roid ship. Nat ural resou rces are in short supply ; fuel, foo d, metal 
for implements, water and many essent ials will be the keys to the economy and 
political st ructures of most cu ltures encou ntered in the asteroid. Trade m issions, 
foraging parties and raidi ng expedit ions may all be met, each attempting to sustain 
their home cultu re by gai ning more of t hese p recious commodi ti es. 

The refe ree should do his best t o wo rk this aspect of the situation into 
the adven tu re. Special encounters, when they take place, should be established to 
further the needs o f the ad venture itself. A t rading party could have access to 
needed fuel but be in !leed of some commodity t he adventurers could help them 
gain, thus making t he encounter an importa nt part of the flow of the game. Com
mo n sense shoul d guide the referee in incorporating these aspects of the civ ilization. 

TR EASUR E 

The fabled "h oard of the Sky Raiders" is very much in evi dence on board 
the ast eroid sh ip. though often in unusual ways. Living quarters rooms will each 
contai n 10 minor t rin ket s. Most natives encountered will be wearing 30 such 
t rinkets as part of their everyday costume. Other t reasure is often found in large 
caches left in pa rticular rooms for (usually ) re ligious purposes. 

This treasure is fa irly valuable to the adventurers (if they ever leave the 
ship). but is considered of li t t l worth by the locals. Gold and jewels are rather 
common on board-va luables on board the asteroid starsh ip are things like wood, 
salt, hydrogen fuel, or other similar scarce items . 
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For this reason, locals are unlikely to interfere with characters interested in 
treasure, unless they object on religious grounds to remova l of objects fro m a 
" t emple" treasury. 

Tri nkets are usua ll y 1 D kilograms in weight and worth 1 D x 500 credi ts 
apiece. The contents of a major treasury are worth 1D x Cr 1000 per kilogram 
removed ; supplies are virtually worthless. 

The discovery of the adventurers looting a temple treasury shou ld have a 
massive negative modification in native reactions. 

REFEREE'S NOTES 

Encou nters and events can be made as simple or as complicated as desired. 
The referee is urged to limit t he number and frequency of these events as much as 
possible. It is also a good idea to come up with alternat ive resul ts and interesting 
situations not covered here. 
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Shipboard Systems 

To operate controls in the asteroid or to repai r and operate the scout

ship needed fo r escape, characters wil l face t he need for analyzing and repair ing 
various systems found on board. 

No system or control console can work unless electronics are operating in 
that area. Individual systems may be damaged to varying degrees . Unless each 
system is completely repai red. it will not function . 

CONDIT'ON 

A control or system is fully functional only on a roll of 11+. If this roll is 
not made, roll 1 D to find the Damage Level which is assigned to t hat system. The 
higher the number, the more difficult and time·consuming the system is to repair. 

REPAIRS 

To repair a system , two factors must be determined-success and time. 
Success: Each time a die roll greater than the current damage number 

is made, that number is reduced by one. If the roll is less than or equal to the 
number, the system cannot be made to operate and is worthless. 

Parts cannaballzed from other sources can allow a worthless system to be 
worked on again, but the damage number automa tically becomes 6 when the new 
work begins . 

Various systems are affected by t he use of various skills. Skill levels are used 
as positive DMs on the success roll (exception: Jack-of-all -Trades is applied at % 
basic value, rounding fractions up, to any of the following :) 

Power piant, Maneuver Drives, Jump Drives and associated control 
consoles: + Engineering 

Computers: + Computers, + Electronics 
Communications : + Electronics 
Other Controls: + Electronics 
Electronic Lines : + Electronics 
Navigation: + Computer, + Navigation 
Helm : + Electronics, + Computer 
Hu ll: + Mechanical 
Life Support : + Electronic, + Mechancal 
Weaponry : + Electronic, + Computer 

To obtai n fuel, it must be found and physically transferred. No skills 
assist th is task. 

Time: A success roll can be made only at intervals d ictated by the di ff icu lty 
of the repair. Time is determ ined by roiling 20, adding the damage number and 
subt racting the skill levels applicable to the work. 
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Referee ' s Notes: Repairs may be further assisted by various addi tional 
influences such as special NPC ski ll s, ava il abil ity of parts and other factors me n· 
ti oned elsewhere in t his advent u re. 

OPERAT ION 
Befo re operat ion can be contemplated , the sys tems controls t o be used 

should be translated . Wri tten inscripti ons may be t ranslated as described on page 
43. 
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Using Non-player Characters 

The large size of t he Insti tu te ex peditio n makes group interactions of 

particular interest. The stress of being marooned aboard t he aste roid st arshi p 
causes various me mbers of the group to react in di fferent fashi ons. T his, cou pled 
with varying motivati o ns, experience and abil ities, makes the att itudes and actions 
of each mem ber o f the expeditio n as important as the encounters and events t akin g 
place around them. 

SPEC IAL AB IL1TI ES 

Several NPCs have speci al t rai ning which makes t hem Inval uabl e at certain 
stages of the expedit ion. These are refl ected in t he notes below. 

Lorain Messandi: 
Translate written material : +3 t o success ro ll 
Translate spoken materia l: +1 to success ro ll 
Assist Computer Li ngu isi tics programming: 1 to time 

Vledistart Mirost 
Translat e writt en mate ri al: +4 t o success ro ll 
Translate spoken mate rial: +2 t o success roll 
Assist Computer Linguisit ics Programming : ·2 to time 

Heirich Chand ragora 
Repair equi pment damage: + or - 1 fo r success, -2 fo r t ime 

Lu rusher Gilen kaar 
Translat e spoken material: +1 to success roll 
I nterpret Native React ions: +1 

EX PLANATIO N O F SPEC IA L ABI LIT IES 

Translate Written Material : I nscri pti ons, signs and ot her written messages using t he 
variant Ancient Vi la ni of the Sky Raiders cul ture can be trans lat ed on a roll of 
Education or less fo ll owed by a ro ll of 12+. Any ch aract er may have had previ ous 
exposure to earl y first Imperi um Vilani. Some scie ntis ts w ith sufficient tra ini ng 
have a favorable OM. One t ranslation attempt may be made for a given message or 
inscri ption every 5 mi n utes ; scientists with th is abil ity never need to roll against 
Ed ucat ion to translate. 
Translate Spoken Material: The descendents of th e Sky Ra iders employ a badl y 
corrupted version of their origi nal Vilani t ongue. An y part icular spoken message 
can be understood by a characte r who ro lls Educat ion or less fo ll owed by a roll of 
11 E. So me scient ists wi t h su ffici ent t rai ning rece ive a favorable OM . One t rans
lation attempt can be made each t ime a phrase or message is spoken. Scient ists with 
this ability do not requi re a t h row against Education t o t rans late. 
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Assist Computer linguistic Programming: The expedi t ion carries several Computer 
Language Translators and a fie ld Computer wit h a Li nguistic program. It is possible 
to ut ilize these to acquire memcl ips permitti ng complete t ranslation (both ways ) of 
conversations wit h loca l cult ures. Ru les for this process a re given on page 
Scientists with a fa mili arity with Vilan i or the writ ten language of t he Sky Ra iders 
can speed up the process o f acqui ring t he language as indicated . 
Repair Equipment Damage: In a ttempts t o repair da maged Sky Ra ider eq ui pment, 
the assistance of Dr. Chandrago ra can be of significant he lp to both in terms of 
success and speed. T his cooperation gives favorable die ro ll modi fi cat ions to rolls 
make in accordance with t he rules on page , even when ot her characters must 
carry out the actual work in order to bring specific ski ll s (such as Engineering) to 
bear. 
Influence Native Reactions : Dr. Gi lenkaar, a sk illed anthropologist, wi ll provide an 
extra OM +1 on Native Reaction Roll s when he hand les contact and negot iati ons. 
Interpret Native Reactions: Under normal circumstances, t he Nati ve Reaction Rol l 
should not be revealed to the party. When Gilenkaar is present, howeve r, the referee 
should te ll players t he reaction is Unfavorable (2-5), Neutral (6-8 ), or Favorable 
(9+). Ths will allow them to estimate their standing somewhat. 

NON-PLAYER CHARACTER REACT IONS 

The NPCs of the expedition will each have a tendency to react in cert a in 
specific ways as the adventure progresses. At various times, as indicated be low, 
specific characters wi ll respond to speci fi c stimuli. When the proper conditio ns 
arise, roll on the character's personal reaction table o r foll ow whatever special 
instructions are shown. 

Lorain Messandi 
When faced by a chance of recovering information or art ifacts of potential 

value, ro ll on t he table below: 
2-5 When a throw to understand someth ing is fai led , Mirost w ill claim to 

understand it anyway and give the group false information in order to preserve h is 
reputation. 

6-9 When a throw to understand something is fa iled, Mirost will cla im it 
is not particularly important and will make a second attempt on ly if compe lled to 
"keep try ing". 

10·12 Mirost will adm it a fail ure to understand something. 

Note: The referee may a ll ow experience to come Into play ; if trouble results from 
one of his cover-u ps, add "1" to the roll. If he gets away with one, subtract " 1" 
from the ro ll. Th is can be made cumulative and/or modif ied in any other way the 
referee sees fit. 
Heinrich Chandragora 

Heinrich Chandragora 
When faced by any situatio n where Chandragora might suspect betraya l or 

danger, roll on the table below. 
2-3 Chandragora attacks the person o r persons in question wi thout 

regard for t he position of t he group o r any o ther considerat ion . 
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4-5 Chandragora becomes belligerent an d threatening. He must be 
persuaded (see PERSUASI O N) to cease and desist. Every combat round, roll 10 
against thi~ reaction table to determine changes in his attitude. While Chandragora 
is reacting in this fashion, normal Reaction Rolls made by locals or other non
expedition characters are given a OM -1. 

6-8 Chandragora is extremely suspicious . He wi II agitate to others that 
he trusts (referee's option), urging that steps be taken. Once very minute, roll 2D + 
1 to see if h is attitude changes. 

9-1 1 Chandragora is surly and uncooperative. He is sullen and wi II not 
respond to requests or conversation though direct orders will earn grudging obe
dience. The condition lasts for 1 D hours, or until another reaction roll becomes 
necessary, or unti I a character persuades (see PE RSUASION) him to be cooperative. 

12 Chandragora is cooperative and hel pful, though not particularly 
friendly. 

Lurushar Gil enkaar 
Two separate tables are provided for this character. The second one comes 

into play only as a result of a roll on the first. 
Gilenkaar 's hatred of the Messandi family makes him dangerous while 

his cowardly attitude can bring danger to the pa rty as a whole. 
A coward by nature, Gilenkaar uses the Reaction Table any time the group 

is backed into a tight corner. The referee determines exact times to bring these 
reactions into play. 

2-4 Panic. Gilenkaar breaks and runs in the face of danger_ 
5-6 Dangerous ins tability . Gilenkaar freezes, but roll 1 D each combat 

round on this table to note possible changes in his attitude . On a second roll of 10 
or higher he will attack Lorain. 

7·9 Gilenkaar freezes in a position of relative safety and does nothing 
further until the threat is passed. 

10-11 G ilenkaar fu nctions but not well. In a combat situation, he has a 
OM -3 to hit. The referee should adj us t other situations to su it. 

12+ Gilenkaar function s normally . 

Goezghae 
When given orders, Goezghae will ignore them on a throw of 9+. He does 

not argue; he seems to accept the instructions and then goes right ahead with his 
won plans. 

The referee should also allow Goezahae to take action that the group 
has not thought of or is unwilling to attempt any time a 6 + is ro ll ed - w hich makes 
Goezghae a useful way of throwi ng an idea out to the group without direct inter
vention . Goezghae never discusses, however; he acts. 

Bar bara DuVall 
When faced by a long pe ri od with little action, or when confined t o one 

place for a long period of time , roll on the table below: 
2-3 DuVall attempts to leave, by stealth if possible, to "explore". 

She is noticed on a 7 +. If she does get away unnoticed, her disappearance is dis
covered 10 x 5 min utes later. The referee should determine where she goes, how 
she can be found and whether or not she gets into trouble . 
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4-5 DuVall com plains of the lack of activity and tends to run risks 
(stopping to exam ine some interesting art ifact when the group is mak ing a force d 
march, etc.) Exact act ions sho uld depend on si tuation_ 

6-7 DuV II com pla ins a great deal and grows inc reasingly frustrated . 
Reroll with 1D + 2 once each ho ur until some change in attitude or the situation 

occurs. 
8+ DuVall puts up with the situation wi tho ut complaints or problems. 

Jer i Marrenda 
Marre nda will attempt to take revenge upon d iscove ry of any of the Inqu isi· 

t or 's crew (including Ga rc ia, if Garc ia is revealed to be in on the plot). If the 
situation arises, Marrenda will begi n attack ing th e nearest ap propriate target on a 
roll of 8+. The roll is made every combat rou nd that an Inquisitor crewma n is 
vis ible, unl ess Marrenda is persuaded (see PE RSUAS ION ) to the contrary. 

Alexis Garcia 
Garcia cooperates fully with the party unti I or unl ess he is faced with 

orders to fire on Inquisitor crewmen, or w itnesses others abo ut to do the same. 
Then he will attack party mem bers, instead, on a ro ll of 8 +. Ga rci a is still fanati
cally loyal to hs fo rmer emp loyer who saved h is father from financia l ru in many 
years ago_ 

Lance Dornath 
Oornath will always attem pt t o help Lorain Messandi if she is threatened 

and will fight regardless of odds if she is In da nger. Oornath never abandons Lorain 
and will fight the rest of the pa rty, if necessary, if there is a shred of hope of 
helping her. 

Jack Mel ntyre 
Mel ntyre is qui et, competent and cyn ica l. He will say little but the referee 

shoul d a lways reserve him as a so urce of useful adv ice to the group. A roll of 7+ 
shou ld be requ ired in any situat io n where advice m ight help, in order to allow 
Mcintyre to give it. 

Other Minor Characters: Other minor charact ers need not be assigned special 
reactions but t hese a re allowed if t he referee wa nts to develop them. 

PE RSUASION 
From t ime to time, non -player cha racters become set on an idea which 

will not appea l t o the pl ayers. When th is happens, the player characters must 
pesuade the NPCs to see things their way. Generall y, t he resu lt of th e charac
ter's original Reactio n Ro ll that triggered the sit uati on (o r a roll of 2 0 , if for some 
reason no Reaction Roll was made ) becomes the number or less which must be 
rolled on 2D to influence the pe rson in quest ion . T he roll may be made once every 
combat roun d , but until the actual persuasi on is accom plished, there is a chance 
(roll 8+ each time) that the character being persuaded wi ll not even be delayed by 
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the argument. And any time a '12 ' is rol led (unmod ified ), the cha racter may 
pretend to be persuade d, but on ly unt il t he player characte rs t urn to so meth ing 
else. At that point t he or igi nal action is attem pted agai n . 

Sk ills may influence persuas ion roll s. Leader, Recruiting, Liaison, or other 
skills deemed appropriate by the referee shou ld become a favo rable modif ier . Only 
one character may attem pt t o persuade any ot her cha racter at any given t ime. 

If necessary, a player ca n indicate that he will use threats (drawing a gun, 
for instance) to coerce a character. This gives a favorable DM equal to the roll of 
1D. It is not wise, however, to allow characters to get t oo f ree with weaponry; 
characters who are threatened in t he course of the advent ure should become 
uncooperative (reduce the effects of t heir special sk ills and ab iliti es and may defer 
their thwarted act ions until the p layers are wrapped up in something else. 

REFEREE'S NOTES 

The guidelines provided in these rules will help keep each character consi · 
stent. Players should be enco uraged to devel op t heir characters in an interesti ng and 
consistent fashi o n ; the referee is also enco uraged to try his ha nd at developing 
alte rna t ive or addi t io nal personality t ra its and responses th at will increase variety. 
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Ka/amanaru 

At some point during the course of the adventure, the referee may want to 

introduce Eneri Kalamanru's expedition. Thi s is done entirely at the discretion of 
the referee, but makes a useful extra complication to be overcome by the party. 

Kalamanaru's people can not appear until three weeks have elapsed on 
the asteroid (due to travel times involved in bri nging their expedition in). If the 
referee wants to bring about a confrontation, he should arrange to stall the charac
ters , perhaps as a result of a meeting with some local culture. 

Kalamanaru's Expedition : 

The merchant has four sta rships in his expedition ; including a 400-ton 
subsidized Merchant, the Survey Cruiser Inquisitor, and two 400-ton destroyer 
escorts of the Zhdits class, antiquated ships pu rchased from the Zhodani Consulate 
by the Descarothe Hegemony. 

Personnel attached to the expedition include 24 Descarothe naval officers 
and rating, 15 Descarothe Tribunal Guardsmen , the crew of the Inqu isitor , and 
twelve employees of Kalaman Enterprises (including Kalamanaru and some of his 
chief henchmen, described further on) . A skeleton crew will be required for each 
ship (four men each), leaving around 50 people to board the asteroid starship. 

Equipment: 
Kalamanaru's expedition is well armed, carrying, for the most part, SMGs 

and automatic rifles, plus various si dearms. A lmost any sort of gear up to Tech 

Level 10 is permissible for the me rchant's group . 

Objectives: 
The referee should keep in mind the fact that Kalamanaru's primary con

cern is looting. The merchant has no real interest in the ad ve nturers until and unless 
they pose some specific threat to him.Thus, his ex pedi t ion w ill normally be en
countered by accident, primarily in areas where stored Sky Raider treasures are to 
be found. 

Referee 's Notes : 
Dalamanru poses two distin ct forms of danger to the players and their 

companions. One is overt an d direct-encounters with Kala manaru's people tend to 
result in gun ba ttles. The other is more subtl e. By their looting, Kalamanaru's 
people can eas ily upset loca l native cultures and sti r up t rouble. If Kalamanaru and 
his ex pediti o n have been in an area, a negative modi fier is a pplied to basic reactions 
by loca ls . Should they co me o n th e scene after contact is esta bli shed, the natives 
will reassess t heir opi nion of the adventurers and mak e a new reaction roll-also 
with negative modif iers . I n either event, th e p resence of Kalamanaru provides a 
dange ro us co mpl ication t o survival for the group. 

The referee sho uld be careful not to make t he threat posed by Kalamanaru 
too great . The size and armament of the merchant 's pa rty shou ld be adjusted for 
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play balance and it should not remain in a given area too long. Kalamanaru is 
attempting to sweep in as much loot as possible and wants to move fast; but he 
could take an interest in causing trouble if things are goi ng too smoothly for the 
players. 

It is suggested that the referee orchestrate portions of the adventure to 
cause a final confrontatiori with Kalamanaru_ To do so, weave the elements that 
develop out of the adventure randoml y into a logical climax. If, for example, the 
adventurers need to gain access to a Powe r Plant Module controlled by a particular 
group of locals, it may well turn out that Kalamanru is operating in the same area , 
possibly seeking an especial ly large cache of plunder. The natives might require the 
adventurers to rid their village of Kalamaru before allowing them into the Power 
Plant control room; alternatively, Kalamanaru's people might be in the same 
module as the controls when the adventurers seek to activate them, and the situ· 
ation further complicated by a native attack . With a little imagination, any set of 
essentially random sit uations can be developed in this way into a fast-paced climax 
that will wrap up the adventure - and the campaign-with a flourish. 

NON·PLAYER CH ARACT ERS-KALAMANARU'S PEOP LE 

1. 	 Eneri Kalamaru (Merchant) 756C8 7 Age 42 6 terms Cr N I 
Bribery-3 , Streetwise- 2 , Pil ot-2 , Navigation-', Gunnery-', Revolver·' 

Kalamanaru is the wealthy head of Kalaman Enterprises. 
His mercantile empire commands a great deal of power in 
the Descarothe Hegemeny and adjacent areas and he enjoys 
a great deal of personal influence in the Hegemony itself. 

Greedy for wealth, power and luxury, Kalamanaru 
ususa lly remains in the background, letting subordi nates 

carry out his plans. But h is o verriding desire to find the legendary hoard of the Sky 
Raiders has brought hi m to their ancient planetoid in person. 

2 . Bren pylory (other) 6A 7A95 Age 38 5 terms CrN I 
Streetwise-3, Bribery-', Forgery-', Revolver-' Revolver 

Kalamanaru's right-hand man, Pylory, is a furtive individual of uncertain 
background who usually oversees the shadier operations commanded by his em· 
ployer. He is the sheld that keeps Kalamanaru and Kalaman Enterprises apart from 
the disreputable side of their business dealings. Nervous about his safety, Pylory 
travels with one or more bodyguards ; he prefers to leave any active fighting to 
them. 

3. 	 Taren Gildinkur (other) C7B642 Age 34 4 terms Cr NI 
Brawling-3, Blade-1 , Streetwise·1. Rifle 
Gildinker is Pylory's favorite bodyguard. Though not overly bright, Gildink

areas 	 " 
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2. 	 Bren Py lo ry (other) 6A7A95 Age 38 5 terms CrN I 
Streetwise-3, BriberY- 1, Forge ry -1 , Revol ver-1 Revolver 
Ka lamanaru 's ri ght-h and man , Py lory, is a fu rtive indi vi dual of uncertain 

backgro und who usually oversees the shad ier ope rations commanded by his em 
ployer. He is t he sheld t hat keeps Kalaman aru and Ka lam an Enterprises apart fro m 
the di sreputable si de of t he ir business deal ings. Nervous abou t his safe ty, Pylory 
travels with one o r more body guards; he prefers to leave an y active fightin g to 
them. 

3 . 	 Taren Gild ink ur (othe r) C7B642 Age 34 4 te rms Cr NI 
Brawling-3, Blade-1 , Streetwise-1. Ri fl e 
G ildi nker is Py lo ry 's favo rite bodyguard. Though not overly bright, 

Gi ldi n kur's imposing appearance and st rength make h im a valuable tool He can be 
easily recogni zed by his bad ly scarred face, ruined beyon d th e abi li ty of any sur
geon to repair. Ruthless and nasty, Gil dink ur carries out to the limit any and all 
orders issued by Kalamar u o r Py lo ry . 

4. Dr. De los Lo khav (Scientist) 8B99CS Age 30 3 te rms CrNI 
Computer-3 , Admin-2, Body Pistol-' Body Pistol 

An expert on lingu is t ic archeo logy, Lo khav was form erly employed by 
Kalamanaru as a spy with Lorai n Mes andi's office at the Insti t ute. More recentl y, 
Lokhav has served as Ka lamanaru's ch ief ex pert o n archeology, di rectin g the digs on 
Qarant and provi ding im portant info rmation on th e Sky Raiders as it was un
ea rthed. He now heads up the scie ntific part of Kalamanaru's t reasure-hunting. 

5. 	 Army Ma jor Lazhekh 77BB85 Age 34 4 t erms Cr NI 
Leader-2, Rifle- ', SMG-l, Revolver-1 , Ad min-' 
Com puter-', Ground Car-l , Medical-' , Tactics-' SMG 
An officer o f the T ribunal Guard of the armed forces o f the Hegemony, 

Malor Lazhekh is a ruthless and sadistic individual. Previously commander of a 
network of secret police o perativHs, the Major has now been pl aced in command of 
the troops se nt to back up Ka laman ru's expedit ion . 

The Ma jo r's favorite pastimes are tort ure and p lotti ng and he see himself as 
being on the mission to make su re that Kalamanaru and his peop le all continue to 
t oe the line and act t o t he greater good of the Hegemo ny-the f irst signs t hat 
Desae khe is becomi ng mist rustfu l o f Kal aman aru, t heir oneti me be nefactor. 

6. 	 Navy Commodore Alzh ii m 6756BC Age 56 9 terms CrN I 
Adm in-3, Comp ute r-3, Pilot-2, Nav igation·2, Carbine-2, 
VaccSu it-1, Gunnery- 1, Engineer ing-1, Shi p 's Boat Auto Pistol 
Sen ior naval offi cer of the Desco rothe fl oti lla accompanying Ka lamanaru, 

Alzh iilll is a no bl e who owes his career to connections rather than to a bil ity . 
Blustering and ar rogant , Alzhiim is apt to make foo lish deci sions an d iss ue rash 
commands. He is a f ire-eater who prjzes blind aggression over al l thi ngs . 
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7. 	 Ex-Scout Cyrus Shagguurap 998784 Age 38 5 terms CrNI 
SMG-3, Pil o t-2, Navi gation-2, Jack·o-Trades-' , Electron ics,', 
Med ica l-1 SMG 
Ca pta in of the survey cru iser 

Capta in of the survey cruiser Inquisitor, Shaggu urap accompanies Kalama
naru's exped ition for a share of the prof its. A surv ivor type, the ex-scout is wil y and 
clever though not parti cularly in te ll igent. His mora l integrity and loyal ty make 
Kalamanaru , by comparison, seem li ke a sa int . 

Referee's Notes: 
T hese ind ividua ls are amon g t he most importan t of Kalamana ru 's ex pe 

dition . In ongoing campaigns, it is importan t to keep in mi nd the fact that Kal ama 
naru, Pylory, Gildinkur, Kokhav, and Lazhekh have a ll appeared previously; conti
nu it y must be ma int ai ned wit h events and actions of prevous encou nte rs. If o ne of 
the characters d ied in an earl ier advent ure , he shou ld be replaced by a cha racter of 
similar abilit ies bu t pe rhaps varyi ng weaknesses or pe rsonali ty t raits. 

Ind ividual mo ney and equipme nt avai lable to t hese characters is not shown . 
Eq ui pment is d iscussed above; money is not important to this adventure. 
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The Sky Raiders Starship 

Although not cruci al to the flow of the adventure, a few notes on the design 

and operation of the asteroid starship could be of some use in helping the referee 
understand the layout of the ship and therefore a lso the influences that affect the 
adventure itself. 

More a miniature world than a starship, the asteroid contained many fea
tures that made it a desirable form of refuge. F irst, the available space meant room 
for the population to grow.. . crucial in view of the long cross ing of the Great Rift 
which was the key to the ship's escape fro~ the Vilani conquest. Incidentally, 
much of the ship was probably actually hollowed out and made usable during that 
voyage (once the ship was spaceworthy and the refugees were on board, there was 
no reason to linge r). Certainly, the fleets of raiders and scoutt were bu ilt later from 
material mined from the asteroid as the expansion took place. 

Another major point in favor of the use of the huge asteroid was fuel. 
More than 50% of the original asteroid was given over to hydrogen (probably 
in the form of ice). This ship was capable of only Jump-1, but the fuel supply 
available was enough to allow three success ive jumps, w ith an excellent margin for 
error as well. When fuel was exhausted, the ship could orbit in an asteroid belt and 
mine fresh ice or send fleets of ships to process water or hydrogen gas . 

The enormous fuel supply was essentia l. For the ship to cross the Great 
Rift, a huge fuel reserve was needed to power the ship. At full power output the 
ship could cruise only a little more than five years on maneuver drive. To cross the 
Rift, drives were engaged for just under a year to accelerate to near the speed of 
light and then cut off. Power consumption wi thout drives is considerably lower 
(a bout 1% of full power consumption rates); t his allowed the ship to travel for up 
to 300 years before re-engaging drives for a year 's deceleration. 

When the asteroid starship suffe red mutiny and civil war, many power 
centers were thrown off-line; powe r consumption has been even lowe than normal. 
In more than 5,000 years, the ship's fuel supply has very nearly been exhausted
fuel shortages are a major problem to the various civilizations on board . But the 
ship - and the people on board- have surv ived . 

The design of the ship is based on two important facts: the requirements for 
assembling the ship have forced all systems to be broken into thousands of small, 
interconnected blocks , and the haste of assembly caused th e builders to opt for 
simple repetitive structures inside. Hence th e modular concept wh ich reduces the 
essence of the huge ship into several basic elements. There are undoubted ly other 
modules on board not presented in this adventure and there may well be much 
greater differences between various modules of similar type than are shown here . 
The referee is free to indulge in changes and additions as desired. For simplicity's 
sake, we have provided these. 

It is of course out of the question to imagine reactivation of the starship by 
anything short of an all -out effort by a well-equ ipped navy. The aste roid ship is 
equivalent to some of the warfl eets now operating in the Spinward Marches, with 
all that that implies in terms of logistics, maintenance, and trained personnel. It 
seems ce rtain that the last starship of the Loeskalth refugees is doomed to continue 
on an endless voyage carrying aboard the last descendents of the once-dreaded Sky 
Raiders. 
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Ending the Adventure 

Trapped by the departure of the Inquisitor , the object of t he party is to find 

a means of escape from the Sky Rai ders asteroid. There are two opt ions open, 
either of which may be explor d by the referee and players. 

Scout Ship: 
The most like ly course of act ion wo uld involve the discovery and activat ion 

of a Sky Raiders scout vesse l. These shi ps, discussed prev io usly, are ju mp-capable 
and can get the pa rty back to Saulente wi th luck. Howeve r, there are certain key 
factors which must be taken into account befo re this goal can be ach ieved. 

First, of co urse, a su itable shi p must be fo und. T he sh ip must be fully 
operationa l- either a lucky , in tact fi nd to begin with , or repaired by the cha racters 
from available parts. Sh ips are found in the Dock ing Bay sections of the aste roids. 

Second, a Cont ro l Com plex must be made ope ra t ional to operat e t he 
docking bay doo rs and other systems re lated to HIe launch and control o f a 
departi ng ship. Once these con tro ls are operable, they can be tied to a computer for 
aut omati c operati on so no personnel are required. 

Lastl y, a power plant module must be located and powered u p to a llow 
ope rat ion of the contro ls and equ ipment needed for the lau nch. Once set up, the 
powerpla nt need not be ma nned. However, a ll th ree stations must be simu lt an iously 
occupied at some po int to allow the party t o patch all the proper circuitry into the 
correct chan ne ls. 

When all three of these are accomplished, the group ca n depart. 

Native Assistance: 
A group of Sky Raiders wh ich has taken care of equipment in the ir module 

and retai ned some knowledge (in old ceremo nies, etc.) of how it functions, or has a 
Tech Level of 7+, can be a va luable discovery. These natives may be qu ite usefu l, 
and , if encounte red , should be an important part of t he advent ure. As indicated 
above , the ir presence makes t he likeli hood of equipmen t operation more li kely. In 
addi t ion, th ey can assist the party materia ll y with protection , suppli s, manpower, 
etc. 

Offworld Ship : 
Ka la manaru 's expedition has more t han one starship; these might well 

beckon the adventurers to attempt an attack. Such an approach is un li kel y to 
succeed (two of the ships are small warships of the Descarothe Navy , after all ), but 
can be held in reserve in case the party proves incapable of getting off in any other 
way. 

Should it be necessary, the referee should resolve attempts to take a ship 
using a sui ta ble rules system (Snapshot, Azhanti High Ligh tning, etc.) . Deck plans 
of the ships Involved can be made up to suit the situation or drawn from published 
plans . Inquisitor is available in Adventure Class Ships, Volume 2 , wh ile various 
Zhodani craft suitable for employment by the Descarothe Navy appear in Adven
ture Class Ships, Volume 1, both avail able f rom FASA. 
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General Notes: 
The referee should do as little as possible to infl uence the adventurers 

beyond basic assist ance that would reasonably be within t he rea lm of t he various 
NPCs. The exact proced ure for fitti ng out a Sky Raiders ship. for instance, should 
not be im med iately apparent. But in pection of a dock ing bay module will even
tually yiel d the need for support fro m a cont ro l com plex wh ile persons in a control 
center wi ll realize power is needed to acti vate the needed syst ems. The compl ex ity 
of the task at hand should o nl y become appare nt slowly and on ly as players or 
NPCs could reasona bly expect to become aware of it. 
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Library Data 

Alzenei: Star system in th e Jungleblut subsector of t he Fa r Frontiers sector. Offi · 
cial statistics are: 

Alze ne i/J ungleblu t 0304 B768895-C S Rich G 
The Alze nei system is th e hub and capitol of the League of Suns , an Im pe· 

rial·allied state embraci ng some ten worlds in loose coa liti on . A mission is main · 
tained on the world and t he government , by treat y, services Imperial scout and 
naval uni ts o perating in t his region of space. The Impe rial presence has helped limit 
encroachment by neighboring Zhodan i cl ients. The planet is an important center of 
t rade and culture ho using a regional office of Fron ti ers Deve lopments, I nc as well 
as t he famed lnstute fo r Systems Studies. 

Desaekhe/J ungleblut 0104 C653738·9 S 
Desaekhe is the capital of the Descarothe Hegemo ny, a smal l interste llar 

community of about three systems. The Hegemony has pursued a policy of aggres· 
sive expansion ism, often directed against the League of Suns. 

Unt il recent ly (1088). Desaekhe was a rather backward wor ld with a poor 
agricu lt ural base and feeble industry . The High Tribunal , a comm ittee of f ive of the 
most promi nent of t he o ld semi·fueda l lords of t he planet's principal conti ne nt, was 
organized in t hat year. Tr ibunal military forces brought t he rest of th e planet under 
control in we ll under a decade and a massive program of indust rializat ion was 
la unched. Off·world financing for t his radica l program is suspected, but t he sou rce 
re mains uncertain , at best. 

Ar med and equipped with ships and weapons purchased fro m Zhoda ni 
clients in the region, the Desaekhe mi litary is fo rm idable. Their planets have been 
posted Amber Zones for Leagl,le citizens due to distrust for outs iders, t heir at ti tude 
towards the League, and the strength and zeal of t heir mllitary security. 

Descarothe Hegemony, The : 
Independent state in the Jung leblut Subsector of the 

Far Front iers sector. The hegemony is comprised of 
Desaekhe, the mai n world of the grou p, plus three systems 
conquered by Desaekhe d uring the world 's aggressive 
interstellar expansion at the t urn of the cent ury . Although 
off icia ll y an association of worlds, the Descarothe 

Hegemony is in actual fact a budding empire li ke so ma ny petty states o f the 
fro ntiers. 

Th ough not aligned with any externa l govern ment, the Hegemony has 
followed a pol icy of aggression towards the League of Suns (an Imperial cl ient ), 
while acquir ing equ ipment , sh ips and technical support from t he Doma in of 
Alntzar, a Zhodan i cl ient state. As yet , however, no evidence of Zhodani involve· 
ment in any phase of the Hegemony's activities has been estab l ished. 
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Escape : 
Escape from the as teroi d and a successful jump bac t o Saulente marks the 

end of t he adventure. It is poss ible for cha racters to acq ui re various a rt ifacts or 
treasure al ong the way, either officially (mean ing th at t he Institute get s t hem ) or 
unoff ici a lly (i.e.: concealed fro m th Instit ute) . 

Each arti fact is assigned a va lue (see Art ifact Val ue Tab le). At the end 
of the adventu re, the re is a chan ce t hat the scientists will discover and object 
to attempts to smuggle out such art ifacts ; first rol l each player characte r's intel 
ligence or less t o safely avoi d detectio n. If the ro ll fails, the character may attempt 
t o persuade, bribe, or t hreaten his way out of t he situat ion or may give in. 

Determi ne each surviving sc ientist 's React ion by t hrowing 1 D +2 on the 
Reacti on Table. Persuas io n requi res a roll of React ion o r less on 2 D with modifiers 
allowed for Leadershi p, liaison, Recruiting and ot her skill s judged as appli cable by 
the referee. The referee shou ld also consider special mod if ie rs t o reflect such factors 
as the saving of the scient ist's life, inte rcession by o ther sci entists already con
vinced , and other special considerati ons. 

Bribery is a second kind of attempt whi ch requi res a roll of Reaction 
or less on 2D, with a negative DM fo r Bribery skill . The bribe wi ll pro bably be in 
terms of a percent age of the total va lue of th e artifacts in question. 

A threat can always be reso rted to and is always successfu l bu t automati
cally causes the character to lose all accumulated pay from t he Ins t itu t e. 

Characters d iscovered smuggling arti facts must either convince each sur
viving scientist to remain quiet by pe rsuasion or bri bery, th reaten them into sub
mission, or give up the artifact. The referee sho ul d see t o t he details of this preso
lution process and may find some worthwhile grou nd here to begin new adventure 
situations for the group. 

-55



Hoard of t he Sky Raiders; (AI zenei Press , 1104): 
Pseudo-sci entifi c tract written by Prof essor Joha" Messandi, formerly 

of the Inst itute for Systems Studies on Al zene i. The book's theories stirred con
siderable controversy. 

Institute for Systems Studies: 
Resea rch fo und at io n located on Alzene i. Primarily co ncerned with histori

cal, archeological an d xenothro pological research , and has faci li t ies fo r all manner 
of other scientif ic endeavors as we ll. Founded in 988, the Insti t ute is closely tied 
with I mperial research o rga ni zatio ns. Teams fr o m the I nstitu te are em ployed 
thmughout the sector from the Ancients site on Kh alfe to the Im perial diplomatic 
enclave on Eshaar. 

K alamanru, Eneri : 
Head of Ka laman Enterprises, a mercantile f irm based in the Far Frontiers 

sector. Born in 1066, Kal amanaru se rved on free traders for m any ye ars rising first 
to command, a nd later to own, a small merchant vesse l. Bus iness acumen and good 
luc k led to his amass ing a large fortu ne, w hi ch he has in vest ed in hi s com pany. 
Ka laman Enter pri ses has a f leet of fi fteen sh ips of various sizes and o ff ices on 
seve ral worlds. T he company's act iviti es are curren tly the subject of close scrutiny 
by a League Tribunal in co nnection with the disapaerance o f t he F DI liner 
Luushagur in 1101. 

Recent evi dence has also con nected Eneri Kalmana ru with the High 
Tribunal of Desaekhe. His apparent bac king and infl uence have been important 
to the rapid expansion of t he Hegemo ny. As a result of this connection, Ka laman 
f o rtunes have fallen rapidly withi n t he League. 

Laskan, Chanis : 
Professor of History at Regina Center for Research, Regin a/Spinward 

Ma rches in t he Imperium . Born 237-1062. Ed ucated Regina Univers ity. Degrees in 
Vila ni His to ry and Li nguis t ics. Author of "D iscourses on Comparative Languages" 
(1 096); " The First Imperi um: Expansion and Consol idat ion " (1100), and "The 
First Imperium: The Long Peace" (1105). Professor Laskan is currently working on 
research for a thi rd book on the fall of the First Impe rium . 

Professor Laskan has recently t aken a sabbat ica l from his d uties the Regi na 
Cen ter for Research to work wi th uthorit ies at the Institute for Systems Studies 
(q.v.) tra ci ng the o rigins of t he Sky Ra iders. 

League of Suns, The : 
Imperial c li ent state in the Jungleblut subsector of the 

Fa r Front iers sector. Or igi na lly fo rmed by a group of p lanet 
planets that rebe lled against t he Al nt za r Domain in 819, 
the League has provided a st able is land o f peace an d pros· 
perity in the region for near ly t h ree hundred years. 

The League is a loose coa lition o f wo rlds with govern
mental f unctions centered at Al zenei. T reaty arangments 

with th e Imperium allow for Imperia l use of League fac il iti es fo r ships and sq uad
d rons operating in th e area in exchange for support aga inst encroachment by 
Zho da ni cli en ts (i ncluding th e remnants of th e Domain) . 
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Loeskalth : 
Minor human race fro m the Gushemege sector ; known on ly from ancient 

Fi rst Imperium records. During the early stages of the Firs t Imperium t he Loeskalth 
cu lture absorbed a great deal of science and tech nology indi rectly f rom the Vil ani, 
found ing a sma ll empire which embraced, at its he ight, most of thei r home subsec
tor. About 5400 years ago, the Vi lan i consolidation dest royed the Loeskalth empire 
and absorbed the civi lizat ion into the mainstream of Vil an i culture . An aggress ive 
and warl ike race, the Loeskalth resisted but were ulti mately overwhelmed. 

Recent ev idence has shown t hat the last pocket of Loeska lth resistance built 
a large asteroid starshi p wh ich set off on a sublight voyag!! across the Great Rift 
after the fina l Vilani tr iumph. The descendents of t he refugees on th is sh ip later 
became the so-ca ll ed "Sky Raiders" (q.v. ). 

Messandi, J othan: 
Formerly Professor of History at the Institute fo r Systems Studies on 

Alzene i and author of the popu lar book "Hoard of the Sky Raiders" . Born 
208-1057; educated at Alzene i Universi ty and several advanced schools; degrees in 
history and comparative folklore. Died 049-1108. Messandi's career was undis
tinguished before the publi cat ion of his book which led to a short-l ived celebri ty 
status. His theories on the origins and fate of the soca ll ed "Sky Ra iders" created 
great pu blic interest a well as considerable controversy among scient if ic circles. 

Messandi was forced to res ign his position with the Institute shortly afte r 
t he appearance of t he book in 1104, retiring to privat e life. Mis ing and presumed 
dead from 1106-1107, Messandi was discovered by an archeological team in the 
Outback of Mirayn where he had been engaged in a search for proof of his theories. 
They were totally discredited by discoveries made as a resu lt of those Mirayn 
exped itions. 

Shortly after his return to civilization, Messandi d ied. He is survived by his 
daugh ter Lorain. 

Messandi. Lorain : 
Archeologist on t he staff of the Institute for Systems Studies on Alzenei. 

Born 164-1083; educated at Alzenei Univers ity with degrees in archeo logy and 
history; honors student. Her ch ief claim to fame has always been her con nection 
with her fa t her, Jothan Messandl (cf) . She is cre ited wit h much of t he exce ll ent 
research used by Messandi in his book " Hoard of t he Sky Ra iders"; her dili gence in 
unearth ing three new references to the Sky Raiders in the t raditions of Siaenari k 
and Rajeeln earned warm praise ven from the enemies of her fat her 's theori es. Late 
in 1107, Lorain Messandi discovered concrete proof which discredited Jothan 
Messandi's theories. She is currently engaged in analysis of recent Sky Raiders fin ds 
from Mirany. 
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Mirayn: 
Star system in the Jungleblut subsector of the Far Frontie rs sector. Officia l 

statisti cs are : 
Miray n/Ju ngleblut 0504 0989737-7 G 

The planet is somet imes referred to as "the archeologist's paradise," as 
a resu lt of the wide variety of ruins left by a flourishing Tech 3 cu ltu re some 
5,000 years ago. Mirayn enjoyed a brief vogue at the ti me when Professor Jothan 
Messandi 's book " Hoard of the Sky Raiders" promoted Miray ne as the location of 
the looted treasure of the Sky Raiders (q.v. ) Though recent discoveries have d is
proved the theory , the planet still remains a favor ite among amateur archeologists 
and t reasure hunters of all kinds. 

Oarant· 
Star system in the J ungleblut subsector of the Far Frontiers sector. Official 

statistics are: 
Oarant/Jungleblut 0203 E448200-9 G 
The planet of greatest interest in the system is small and only margin

ally habitable. Though it is now no longer inhabited, Oarant has shown evidence of 
settl ement by a huma n or humanoid race wh ich flourished and disappeared at least 
3,000 years ago. Remains thus far discovered are of Tech Level 2 and less. 

Cl aimed by the League, Oarant was the subject of a dispute in 1105 be· 
tween that government and the Oescarothe Hegemony. The settlement of the 
dispute opened the plant to scientific missions of both governments. A great dea l of 
survey work has been done, both by the Institute of Systems Studies on Alzenei 
(which mai ntains an archeological mission on the world ) and by the government of 
Oesaekhe. 

Recent discoveries (11 08) have linked Oaran t to the Sky Ra iders, who 
colon ized the world. 

Sky Raiders, The: 
Name given to a semi-legendary cul ture which seems to have f lourished 

some 5,300 years ago in the Far Frontiers sector. Almost all evidence of the Sky 
Raiders has come from oral t raditions, myths, legends and the like from a number 
of separate worlds in the Jungleblut and Taemerlyk subsectors. Their origins, fa t e 
and details of their cu lture rema in unknown. Evidence gathered t hus far, especia ll y 
on Mirayn, has proven that the Sky Raiders are of human stock (race at present 
uncertai n) enjoying a Tech Level of 9-10 and employi ng the Vilan i language. 

Trad iti on invariably depicts the Sky Raiders as a ruthl ess, aggress iv race 
descending from t he sky to spread destruction and death among the inhabitants. 
Plunder and pi llage wou ld seem to have been t heir mai n object in these raids. A 
number of t heories have circulated regarding the ir origins; the popu lar theory put 
forward by Professor Jothan Messandi identi fying t hem with the inhabitants of 
Mirayn/Ju ngle bl ut has been complete ly disproved by the discoveries on that world 
made by his daughter, Lora in Messandi . 

Recent discoveries by Lorain Messandi and other scienti sts at t he Institute 
for Systems St udies have shown the Sky Raiders to have been descendents of the 
Loeskalth (q.v.) cultu re who fled from the Vila ni expansion 5400 yea rs ago aboard 
an asteroid generation ship equ ipped for both sublight and interstellar travel. 
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REF EREE'S NOTES 
Fate of the Sky Raiders brings the story to a close. It is an openended 

adventure prese nting many possi b ilit ies for th e p layers and the referee to explore. 
On one very obvious level, the adventure is a so rt of " explore the alien 

structure" scenario on a gra nd sca le. 
The party wanders from room to room, section to section , see king th e 

various elements that will enable them to escape. The only unusual aspect of this 
one is the immensity of the complex . 

But there are some interesting underlying possibll ties that can make th is 
situation so mething more than an exercise in maze-solving. The presence of various 
civilizations descend ed from the Sky Raiders makes for some interesting poss i
bilites; they can be avoided, fou ght or peacefully contacted, and the ir reactions and 
attitudes can make things easie r or harder for t he group as they proceed. The party 
which goes in with guns blazing or ignores the sensibil it ies or taboos of a local 
culture will be unlikely to do as well as a group which makes an effort t o get along 
peacef ully. 

The possib ility of confli ct with other outside rs sho uld not be ove rlooked. In 
this adventure, the final confro ntation with Ka lama naru becomes possible. His 
people can pose a considerable danger to th e party . As an interesting twist, thou gh , 
it might be interesting to force th e t wo groups of outs ide rs to work together. It 
might happen that some accidental (or pUrposefu l) acti vati on of a weapon destroys 
Kalamanaru's little flotilla, strand ing h im. If it hap pens that each side then controls 
some vitally needed el ement req uired to esca pe, an uneasy and uncertain truce 
could ma ke an unusual variation to t he adventure as a whole . 

Another o ption might be t o introd uce different outsiders into the picture 
either in place of or in addi tion t o Kalamaru. An obvio us poss ibil ity wo uld be a 
shipload of Zhodan i, al erted to th e presence o f thi s se mi-derelict shi p in space 
claimed by th e Consul at e. T he resul ts could be q uite interes t ing t o ex plore. 

Finally an d most important ly, the referee must ma ke su re he uses NPCs 
to the ma ximu m. The factor t hat will really distin guish thi s adventure from others 
of its kin d is t he capacity for gro up interaction . Pl ayer and non-player characters all 
contribu te certa in key skills t o the adventure and each can be important in h is or 
her own way. Idea lly, each indivi dual will also contribute certain un ique charac
teristics, giving rise to conflict and ad ven ture spontaneously du ring the course of 
the ga me. 

Fate of the Sky Raiders is intended to be p layed over a long pe riod of ti me. 
Don't get rus hed; th is detracts f rom the st udy development of the situation. When 
it 's over, do n 't ignore th e chance of going bac k for more. Profi ts a plenty abound on 
the ancient starshi p ... f urther expeditions ca n encounter a variety of cultures and 
civili zations, problems, wars and threats to be ove rco me. Foll ow-up expediti o ns are 
certain; whether they seek knowledge, riches or hu manitarian goals is entirely up to 
you. 

The Sky Raiders trilogy is at an end. We hope you have enjoyed part ic i
pating in it as much as we have e njoyed presenti ng it.. . until we meet again! 
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A band of scientists and adventurers must probe the mysteries of 
a gigantic asteroid starship, home of the mysterious race of interstellar 
vikings known only as the Sky Raiders. Awaiting them in the immense 
man-made world are threats and puzzles, old enemies and new prob
lems, wealth untold, and the final solution of the mystery of. .. the 
Sky Raiders. 

Last of the Sky Raiders trilogy, Fate of the Sky Raiders is a 
complete adventure for Traveller, playable as a single adventure or as 
part of the Sky Raiders campaign. Numerous plans show important 
portions of the ancient asteroid starship of the Sky Raiders and rules 
describe many characters, pieces of equipment, and special conditions 
useful to this adventure or to others. Join the starship Inquisitor as it 
sets out on a voyage of exploration in search of the Fate of the Sky 
Raiders. 
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