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Introduction 

PWLSHarS HOE 
The galactlc travels of ret lrd Naval Mmlral Rrarnals P. Lee (1047- 1 

stand as some of the most extensive and elaborate wanderings ever 
undertaken by a cltlzen of the Imprlum. Born and ralsed In tbe corgwwd 
reaches of the Imperlum, b e  served wlth dlstlnction In tb F w T h  F m t l e r  
War, as a crulser captaln of noted daring and as one of the most ywfh fu l  
battkshlp commanders h the fbet .  After hls retirement f r o m  the  B v y  h 
t089, Lee partlclpated In further lmperlal surveys, operating In the Oenab 
Sector, Corrldw, and Splnward Marches. Slnm the  early 1 1 0 0 ~ ~  b has 
+raveled these same sectors as a trade repressntatlve for the VIIanl 
corporatton Shar urshld. 

Durtng hls many travels, Adm. b e  kept detalled journals of Ms 
observations about each of the worlds he vislted. The Mmtral has proved to 
be an astute  observer, able t o  qulckly gasp the crux of a planetary sltuatlon 
and Its potentlat Irnpltcations. Hls commentartes on these events a r e  o ? M  
tilbd wlth acerbic crltlques of the pdlcles folkwed by the local govarnmnt ar 
Scwt  unlts In the area, and cogent analysls of the  optlons not taken by fie- 
offlclals. 

Aramals' nephew, Wegory Lee, has recently undertaken ?b arduous 
task of edlting thts mountaln of notes, attempting to assemble them lnta a 
comprehensive memdr. Gamelords Is grateful to Mr. Lee for sharing excerpts 
from that  materlal with us, and took forward to publlshlng further Installmbnts 
as t h y  become available. 

Harry Harrison's Oeathwwl d trilogy, Frank Herbees Dunestxias and 
many of the m o d  successful episodes of Star Trek owe p a d  of +hair 
appeal to a common tactw aside from well-created charactws and p W  
Ilne. Each work shares a common premise: the heroes (Jason dlnAlt, Paul 
MuacPdib, and Klrk/Spock/Bones d al., respectively) are tkr& m 
unexpected situation cmpletely new and alien to them, a sttuafion which 
must  be under-d before it can be changed, ar at  least escaped. Tha 
pro,tagonlsfs enter these situations fhrough little or no choice of t h d r  
own: they are nut asked to become Involved, they are not pal d for thek 
servlcas, and thek ma& reward a t  the end of thefr endeavors Is that  
they regain power wer thelr own destiny. As the charadws Interact 
with thelr environment, and begin To rrecognlze the nature of the 
challenge they face, the rsader/viewer also learns the same facts, and 
can make hidher own guesses about the proper course to be Wen. Thts 
fonnula makes for gripping and exhilarating x ience f ictlon adventure. 

This adventure supplement seeks to make use of this succeseful 
premise as a means of consfructing a serles of chatlenging Traveller 
scenarios. Each of these scenarios centers around a single planet with 
specific physical, sociological, and political characterlstlcs, These 
characteristics themselves glve rlse to the adventure situations which 
the players must face aHer thelr arrival on-world. 



These scenarfw are designed to act  as an adJunct or alternative to 
t h e  normal Traveller approach of patron generated adventures. The 
players' party may c m  to a planet to fulfill a task for a patron, only to 
find ?at angoing e i r c ~ w e s  Wm h t o v a r l l  y change &trek 
foc* ta a very dftfwent m aP &' v q  -;en #is new slkNioh 1s 
rwfvd, the ha$ rdrn a a1 g%fl d&a n bnvsse ly .  
refemas my use these scmwios in situwtlons where the play& patty,  
through misjump, an awgmcy repak stop, crr plain bull-h-4 
wi~Wy, lahds on 8 md wtwe nu advenl-ure .- has been prepwed. 

All  af the scenarios in t h i s  book can be successfully run udng only 
the basic Traveller system (Books 1-31; however, many of the sItuatlons 
wnlxT# options to  allow players to utilize characfers, ships, and 
equrpment generated from Wercenwy, SWlksr or HIgh Guwd. In addil-lon, 
rnmf scenarios sugged additional materials which can be used to enhance 
the referee's unders+anding of the situation, speci t i c  GOW Supp lemenis 
and Adventures, or issues of The Journal of the  Travel I d s  Aid Society. 

Each world de~riptltfon provldes mmpl ete planetary ~a-tIdics ,  sa 
that they may be plugged directly I n t o  the referee's darch4-s  as 
desired. Alternat-lvely, if  the referee has already laid out  his campaign 
universe, heishe can match one of his exlsting worl ds t o  f he requirements 
of the adventure, by using the tabte below thaS I d e n t i f k  acceptable 
statistical ranges fc r  each planebry parameter. Finally, those referees 
using The Splnward HElrches w Soranant Rim supplements as locales for 
their campalgn will flnd possible see ing  identifled for each adventure. 
S i n c e  these candid& worlds are chosen only by UPP, She situaTions 
descflbed may conWadlct descriptive material already in  print; referees 
may resolve such confl l t ts as they see flh 

WORLD UFP RANGES 

Port S ize  Atm. Hyd. Pop. Govt. LL TL -------- 
World 1 X-E Any 0-3 0-2 0 0 0 Any 

Wor Id 2 D-B Any 4-7 Q 5-7 2-5,8-D Any 4-8 

World 3 X-E 5-8 4-9 3-8 O 0 0 Any 

W o r l d 4  C-A 0 0 o 5-* 8-9 Any A-F t-2,4-5, 

War Id 5 D-B 5-A 5-9 3-8 4-5 A,C 0-3 6-6 

Wor Id 6 E-D 5-9 4-9 3-9 7-6 7 Any 6-8 

hlor l d 7 0-A 3-A 4-9 4-9 5-7 6,8-9 8-A 9-C 

World8 X-E 5-9 6,8 5-8 0 0 0 Any 

War l d 9 C-A 4-8 4-A 9-A 6-9 5-6,A-C 8-0 9-F 

World 10 E-0 5-9 4-9 3-8 7-9 7 Any 5-7 



"Scavenger Hunt" 
I 

I WORLD 1: X232000-0 A G NON- INDUSTRIAL 
Appropriate Settings In the Splnward Marches: Pavanne; Nirton; 571-438; 

567-908; Bronze 

Approprleta Settings In the Sdonani Rlm: Pollux; Altalr; Klshakhpap; Inkhugi; 
Rim man 

Acceptable UPP Cnde Ranges: 

PORT - X-E ATM - 0-3 POP - 0 LL - 0 
SIZE - Any HYD - 0-2 GOV - 0 TL - Any 

From the Journals of h P. Lee - 
"During my terms of service wlth the Navy and the K;S, I had two 

occasions t o  visit the desolate l l t t le  planet that  the lmperiurn has code named 
'Flrestonef. It would be hard t o  imagine a more unappealing environment than 
thls barren plle of rubble. whose stark, sparsely vegetated terrain has been 
pockmarked and rearranged by countless bombardments and practice 
demdltlons as thousands of raw Imperial recruits have struggled t o  learn the 
ar ts of war and survival. The planers entire face has but one noteworthy 
feature - a palr of thin, jagged, absurdly elongated peaks known as the 
flngers, that  pllots and ground forces alike use as a navigational/directlonal 
aid (legend has It that  there were once four of these towerlng appendages of 
stone, and tha t  two have since been reduced to galactic debris by the errant 
aim of the Imperium's gunners. Having borne wItness t o  some of these 
maneuvers, the legends may be true). On my f i rs t  tour of Firestone, my views 
of the world were str ict ly aerial, and my awareness was attuned t o  l i t t le  
beyond the task of scoring w e l l  In the bombardment exercises we had come t o  
practle. Years later, on a refresher exercise in rough terrain landings, I had 
the dubious oppcrtunlty of spending a few days planetsid& Most of all, I was 
appalled a t  the junkyard we had turned the place Into. Equipment of all types 
was strewn about the face of Flrestone, much of it salvageable, some of it of 
supposedly 'Top Secret* design. The enormity of thls waste made me wonder 
why none of the servlces ever took the time t o  recover the valuable resources 
that had been abandoned here. 1 guess that each branch is too busy maklng I t s  
pftch for hlgher approprlatlons t o  develop new and better weaponry t o  
conslder the virtue of frugality . . . Besides, t b r e ' s  always tomorrow . . .n 

lrlwld 1 is a slab of rock with few minerals and no potential as an 
agricultural colony. With no exploitable aspects, the Scout sew ice 
determined that  the best disposition for the planet was as an Imperial 
trainlng ground. 

The planet is used In "shifts" of  several months by the Navy and the 
Scouts, wlth occasional use by the Army. The Navy uses the planet for 
gunnery tratning and Marine ground manuevers. The Scouts and Army use 
the planet for hostile environment training. When any of the services 
makes use of the planet, its normal Amber Zone coding is increased t o  
Red, for both security and safety reasons; maneuvers are normally 
scheduled up t o  f ive years In advance, barring war or local emergencies, 



w M a t  the codes rerhafn up-to-date. In the absence of  actlvs 
maneuvers, the planet remains coded Amber due i t The presence of 
unexploded armaments and other pabntial nav lgationa I hazards. 

It World 1 15 the players' true objective, the group w i l l  probably 
have been provided w i t h  informatian on the planers curren-t status; on a 
lo+, this I nforma+ion will have been rendered obsolete by an emergency 
sltudlan. In such an event, the marrewws being conducbd a t  the  site 
a t  the time of the party's arrival w i l l  be top secret; and wlll involve 
saither the tes+lng of a parkiculxly lethal weapon, defense sysfm, toxin, 
etc, or t he  presence ot troops of one ot the ssrvices. 

In preparing this scenarla, The r e f m e  should decide whlch 
servlce, f f  any, is training when the  adventurers arr ive (rol l  2D): 

2-4 Army 0-9 Navy 
5-6 Scouts 10 comblned Naval-Marlno 

7 Marlnes 11-12 n o t  i n  use 

If Naval units are encountwed, the referee should ro l l  an 
additional d l s  t o  determine their  speclfic purpose. On a 1-2, they ujll be 
practicing planetary bombardments (perhaps in can junction with Marine 
maneuvew gee belorr) using deadfall d n a n c e ,  missile, l ight  energy 
weapons, or spinal mount energy weapons (an unauthorized ship entwing 
such a target  area w i l l  t r u l y  b e  taklng I t s  l i fe in its hands). They may 
(3-51 be staging flee+ maneuvers, of a scale to be determined by The 
referee, using dummy unpowered weapons (referees should note, however, 
t h &  thesa slmulatws may be equlpped with some klnd of device +u 
faci l i tate scaring - in t h e  f o r m  of a visual w radar tracer - t h a t  may be 
of a type suff ic ient to give the players a good scare i f  they are vlhiP). 
On a ro l l  o f  6, t h e  Naval farces will be practicing piracy-suppression 
techn Iques; the adventurer9 shfp cou Id, through Its I l legal entry of 3 h b  
space, become the unintended quarry in these maneuvers. 

Marine maneuvers, often heid directly i n  canjuncTion wlTh Naval 
maneuvers, may include simulated boardlngs. Landlng exerclsss may be I 
he1 d, using small craft as we1 l as capsules (see Adventure I ,  Klnunfrk 
Land lng maneuvers will general1 y include ground combat maneuvers, 
though some training objectives may require t h a t  these exercises be held 
separate1 y. Host11 e environment/survival train lng may also be in 
progress. 

Army's maneuvers will be quite similar ta Marine's graund combat 
exerclms, buS there will be no boardings and onty minimal landing 
pradice. Scouts m y  be taking hostile enviranmeirt/~urviva1 tra1nIflg on 
the planet. They may be tralning for fuildernessl landing, as many of the 
worlds visited by the Imperial Grand Survey have no starport tacilities. 
Alternatively, the Scout units may be taking a full survey of the wr ld  as 
a training exwcise. I 

Players may come to this vrorld in search st salvageable ships cr 
military equlpment left after previous maneuvers (perhaps acting on 
rumors tha-t the planet is cwrent l  y unoccupied). Examples of materfal 



that might be obtained In such a salvage effort would include jump-drive 
cores, the contents of ships' lockers, advanced navtgatlonal ar iraeking 
devfces, ar hand arms (f unc+Ianat ships' guns w unexpladed ordnance w l l l  
be a conslderabl y rarer find). Alternatively, characters may have been 
hired as spies by a corporation or a hostlle poHt~ca1 power ,  to observe 
and report on the current maneuvers ( th is  Is a parSicularly plaudble 
scenarlo i f  rumor has it tha t  some type af new sh ip/dev ice is golng t o  be 
tested). Finally, the players may also arrlve in the system 

I unintentionally, as a result o f  a rnlsjump or hljacking. Regardless of the 
reason fw the i r  presence, the players w i l l  l ikely f ind it d i f f i cu l t  To 
enter t he  Inner system without a-t-lractlng the attention of .the swvlce 
units present Cwlth full scale naval maneuvers proving virtually 
lmposslble t o  evade, and Army/Scout maneuvers affording the b e t  
chances far secrecy). 

The bulk of this adventure w i l l  revolve around the Interactions 
between the players and the military un it-s present (or the mechanized w 
biological spawn t h a t  previous units have left  behind). As previously 
noted, c i r c u ~ a n c e s  may unfold such tha t  the adventurers are Init.iall y 
perceived t o  be p a r t  of the ongoing exercise, end w i l l  be flred upon by 
practice weapons, or hailed t o  cease acceleration far boarding as pwt 
of piracy suppression practice. The players will have to evade t h e  
altacklng uni ts  before they can proceed wlth the i r  activities. In im& 
cases t6+ on 201, the u n b  pwticipatlng In the maneuvers w i l l  be ta i r ly  
raw recrulh, who nil l be unllkel y t o  realize the +rue nature o f  +he g o u p .  

The greatest rlsk Do tkp players will come, however, i f  word of thlr 
presence gets back to the daff off lcers wganizing and supwvlsing the 
maneuvers, These comstandws will be competent mit i tary men who, I f  Dhe 
intruders pose a securtty threat, will quick1 y organbe their trdnws 
I n k  a cowdinated system-wide dragnet +a locate the Intruders, with Ifve 
ammunittan. Such a dragnet will l ikely be quite lethal; however, +he 
recrults manning the shlps in such an operation w l l l  also be far  tm 
accurate than a n m a l  fighting crew - this w i l l  tend to  counterbalm# 
the masslve supwlarlty in sh-ength and numbers these units w l l  l p-. 

In each situatfon, the referee wlll l ikely need to g e n e r a  
planetary maps and charts d f  local space, noting the locatlon of 
salvageable materiel and unexploded wmament caches. The re f  era@ also 
m u s t  determine the exact slze, current pasltlon, and nature a* the 
servlce unlfs Involved. The size of t h e  adventurers' group (and the level 
ot resaurcefulness i t  has shown In the pad)  shoutd be carefully 
considered i n  creating these apposing forces, to make t h e  scenario b d h  
challenging and survivable. 



"Thirst" 

WORLD 2: 

A p p p r I a i e  %Wngs in the Splnvard Msrchs: Zenopit; Catuz; Mellor; 
Sarlna; Junction; he Talha;  &mar; Penelope; Ansslharne; 
Atson 

A p p r ~ p r b t e  Settlngs In the Sobmanl Rim: Swlnburne; Wamercy 

Acceptable UPP k d e  Ranges: 
PmT - U-B A7m - 4-7 WP - 5-7 LL - Any 
SIZE - Any HYD - 0 OOV - 2-5,8-0 ?L - 4-8 

World 2 is a desert world with a mid-sized population and a modest 
indigenous technological level; the  world produces several goods t h a t  
are reiatively uncommon In this sedw of the galaxy, however. Anxious 
to obtaln access t o  these goods, the  megacorporation Hortalez et Cie, 
LIC. negotiated an agreement with the leaders o f  t h e  mall confederation 
of trade towns t h a t  then existed, by which the company obtained certain 
broad-ranging t rade rights in perpetuity in exchange for financing the  
conslrucfion of several large scale wate r  manufacturing plants. The 
desert sands of Wwld 2 are composed of f wrous oxldes. These sands are 
procsed  a t  several central Iocations with hydrogen from nearby gas- 
giants, prod~lcing w a t e r  and r a w  Iron. The plant operation Is paid for 
through the export of the by-product iron. 

The trade towns have gown into mall cities In the presence of a 
plenfiful source of w a t q  their leaders have become the hlghest figures 
in a central government. Only a limited numb- of on-worlders w i l l  be 
trained to understand and maintain the  hlgher technology embodied in 
the water production system. Hwtatez e t  Cie also maintains a hlgh 
profile in the  affairs of state, and controls two of t h e  seven seats on 
the wwldts Supreme council. Some of the nmadlc t r i bes  of the world 
have stubbornly opposed the cultural changes brought about by the 
watw p lank  and have stuck to their simple ways, having l i t t l e  or no 
contact with the ptaners cities, and refusing any sor t  of integration or 
cltlzenship. The government has done litkte t o  force th is  situation, 
given the  v a d  expanses of unaffecl-ed desert stilt remaining. 

Players may in i f lal ly arrive an World 2 far a var1e-i-y of reasons, 
including repairs and refueling, or a routlne t rade run. I f  they have 
shown a willingness t o  opera* on tho  shadier sfde of the law, they may 
be following rurnws t h a t  ane of the nmadic desert tribes on the wwld 
has discovered a plerrtif ul n&ive source of a potent anagathic. They 



-. ." 
may be a small me?cen-&y unil-, gent by Hortalez e t  Cie t o  check out 
nmws of nomadic unrest. Finally, i f  the adventurers possess Admln or 
,Bribery skills of 3+, they may be sent to World 2 as representafives of a 
!rtval megacorporation seeking to negotiate mineral or &her rights on 
!the planet. Referees may note t h a t  This last scenario has t h e  advantage 
'of  bringing The players immediate1 y lnfo c o n t a d  with central government 
>officials In a position that makes them beholden to the good graces of 
'these rulers. 

Regardless of their original objectives, the players will f l r s t  have 
,to deal with a full-scale planetary crisis. Upon thei r  arrival on planet, 
'the players w i l l  most likely kurney  to the world's largesf cify t o  conduct 
their business. A few days later, the city's wster processing plant will be 
 severely damaged by an dbJect falling from the sky &' me3eoric speeds. 
The starporFs defenses prove To be too distant to eliminate the fire&. 
The loss in water production r a u l f i n g  from this disaster will place a 
(great strain on the remaining plants and dlminkh the water rations of the 
populace. Withln a week of t h e  tncidsnt, the adventurws will be i rsa ted 
:to the pandemonium of a once &able world gone wlld: water riots, 
~ l d n g ,  and palit lcal turmoil [possibly including open rebellions by 
cornunities whose plan* are producing suff icient water for thei r  own 
heeds). The central government w i l l  invoke a state of martial law, 
including a draf t  on all able-bodied, trained personno] (including We 
>players) t o  remedy the  emergency, Anyone caught avoiding the draf t  w i l l  
be arrested, and viewed as a possible subversive. A l l  launch clearances 
will also be cancelled for the duration of The crisis, and the wwld's 
madest planetary defenses (found only a t  t h e  spaceport) will be robil ized 
t o  stop any ship t ry ing t o  violate +his edict. 

The characters w i l l  be ptaced In whatever situation b e e  sults their 
t a l e n k  and equipment. I f  they are technically oriented, they w i t  l be put 
t a  w k  repairing (if possiblel the plant, build1 ng wall  emergency plants, 
or devising methods t o  Increase the production frm the remaining 
plants, I f  the adventured ski1 Is are mainly military (inctudlng mercenary 
units), they will be responsible for securlty details and r i o t  patrols* If 
they have access t o  a darship, they may be sent (accompanied by native 
personneD on missions fw essential equipment fw the repair or 
rebuilding af the water plant, Additionally, a wealthy patron might hlre 
the adventurers J-o Import wa*r tor hb/her own use during the crisis. 
Such units may also be placed on patrol to stop any vessels intending to 
prey on t he  population during the emergency, Examples might include 
pirates and other looters whose ships may be the target for boarding 
actions and Snapsho-t sTy le combat, or any other types of  afminals the 
referee may see f i t t o  include. 

I f  the referee wlshes to add to the Intrigue surrounding the crlsb, 
there may be pollt ical oppasificm pafiles on the  planet whose leaders wll l 
seek to take advantage of the dtsazter to force reforms w even the 
overthrow of the exlstlng government. Agents of these groups may 
therefore attempt to s a b b g e  tfre players' efforts. To add furTher 
complications, certain high-ranked (and trusted) crfftcfals In  the present 
government may be in league w1I-b these opposition forces. These added 



touches wlll be pwficularty relevant if  t h e  referee decldes that  
terrorist activity was t h e  cause ot  the inltlal disaster. t 

The adventurers may also, during cr after the ernsgency, becme 
Interestad lor he forced by the g9varrnment to become Interested) In 
determining the nature af the obbct wh k h  damaged the plant. Players 
with Forward Observer skills nIll be parHcularly useful in such eftork, 
The referee may choose belween several basic explanafions for t h e  
Incident, two examplas of which are given below. 

The planet may be determined to have been t h e  object of a-ttack by  
terrwists from on- w off-world. Terrorim from the native population 
may be flghtlnq unjust banishment to the deep desert, or unequal 
dishibutlon of water and other wealth, Terrorists frm off-world may be 
making a visible demonstration of their power to the Irnperium at large. I t  
Is also possi bls t h a t  these twrwlsk may be rnotivabd by a desire for 
revenge against Hoi-bles. et Cie for  actions that company has iak,m on 
th ls  or another world. These terrwIsts may, a t  the ref ere& discretion, 
be nl t i  ed Iat least hmporaril y) w i t h  the afmmentioned polltical 
oppasition. In thls even?, the o b j e c t  causing the disaster (probably a 
deadfall bomb) may possibly be traced back to i ts polnl- of wigin by a 
ski! led Forward Observer w Navigator, It is also pcrsslble tRat the 
twrwists may launch w threeen a second awack, providing f u e h e r  
oppwhnl t Ies  for their identlfic&ian and capture. 

Alternatively, the abject may he simply s chunk of rock, re- 
entering the atmosphere st an unlucky place and time. In th is  a s e ,  the 
reteree shou Id determine whe-ther the rne?@ar is t h e  harbinger of a larger 
str ikq it so, the samon-l of advance warning available to the p l a n e  as 
well as the additlanal damage that w i l l  b e  caused, should be planned out 
I n  advance of the adventure. 

Naturally, i t  b to the referee's advantage to conceal the cause of 1 
the disaster fw as long as possible to add spice and a Sinister" 
character to t h e  adventwe. 



Approp~ lh  W n g e  In W WbaaAl II&d Hw 

hwpt&le(RPQBdeRBaglsw 

FWY - X-E Am- 4-9 - Q LL - 0 
srae - 5-8 m-+a wv - 0 n - 

F m - k ~ r n d s o f A . k l # -  
"DvIng m y  nth+ wWh Shgrrsshld, 1 h a w e  briefly Involved wltb 

world, actlng w an fn)ermedlory frPr an cgrleultwd combine (in w h h  
Sharurrshfd w h s  a maw ahorahCslrler1 =king i a  -ha* the rlghts W Its 
&vesopmn+. I w s  ask4 to uld+ tSle work +a die& out vvdlmy Qf tiw + 

glawlng Survey r t, W wee unssdra to Rnd my unfmm @~t&de6  -to Fta 
uw. ms plan&= bw mdbr ~onWnmt.(  knd mamula and nuwaus  -=+a1 
Islaads *& Of wMh mtobns b m  sl lwh VegwtatfQn and nharal r l ~ h  M s .  me &r and dlvaf$Wl)r Of +lw n&e flwa wm a parffsulprly W-Lu 

' m-a) TO the eye I ream- m& my plrrwe WI n- aggrasdslvdy. 
11% the end, thw@, aw eltents b9T l'hdr W - qpwmfi awrr a prt leulrr ly  
p - m c  sul.tw~ twx p a .  I s u m  a nu- of r d ~  in +b 

Thls large ~ w l d  on +he Imperial fringe h~ been ful ly explwed and 
surveyed by the Smut Ewvka, Full r l g h b  k I-h have been 
purchased by a large eorpwation, Unlv-l Fmdshff* PUfiF~od')~ wklch 
is  scheduled to begin agro development in one year. There fs I ~ l t l @  
unusual about this warld; in fact, the closing summary of the survey 
report ends by stating that  "all in all, thls Is a bland world. Even the 
sshnosphwe Is barely talnted enough to require a mask." A lo* wt h e  
medic% 149 tor the survey w i l l  support the Innocuousness of the p l a n a  
the most serious lnJury received by a member of the team was a broken 
arm due to a shod tall, The referee should emphasize this a p e c t  of the 
planet to  the players, and make sure trr mention the availability of These 
declassified documents. 

The referee should use %me swt of re1 atlvel y innocuous mfsslon ta 
bring the adventurers heref fw indance, an eccentric old noble from a 
nelghbcslng world who dabbles in b h n y  may have been impressed by a 
hologram taken on The planet of a parbicu tar flower that 1s indigenous to 
one mall island off the m a s t  of the la rged equatorial continent-, and 
woutd Ilke the adventurers to retrieve one. He w i l l  supply at t expenses, 
a clear liquid plastic whlch hardens rapldly (to be used In  securing the 
desired spectmen), and s sum bordering on the rldlculous, upwards of 



Cr80,000, tar the successful completion of the task. The mlsslon should 
be made t o  not only seem safe, but almost comically simple. 

The players w l l l  discover, however, that the zero population figure 
given for the planet has changed. A party of forty hunting enthusiasts 
were dropped on this w a l d  about a m4-h befwe +he r d v e n t u ~  
awl-vd. The, m m W  cf this group havp all -hunted many oP the 
$~$OFQUS and challenging q w i e s  in this and fhe wwttding 
sutwctws, and have begun ia 31nd such sport ra%w munchme. As s 
group, +bey have bclded thert the mwk cttallerrging prey is the 
dan- -- and the m& dangererus species &out, t h e y  have 
coacluBed, are thenee t h a t  r e  senttent. Thus, dttr group h s  agreed h 
hunt ~ R B  ~oyatt3er- QVW a ninety day pm-fed, w i t h  tOIe s rv i vu rb l  to 
call& a prize of Q-1QQ00,WQ Wm pn m u n t  f u n M  by We 
p~1cTpan-h and placed under thr ~ d l ~ ~ p  of a nswtral perrty. M 
the the sf t;hs play*& arrival, ahbut 1/3 at fihs wlglnrl gmup w i l l  hwe 
already peFjshed & We )r;sfKk .of %&e- felfow wmp- 

Tha M t e f n g  and orgaprlaaf'lan of fhia unlque expadf+ion has bean 
quits ern ~ e n s l v ~  entwprisa, whlcR was, primmri ty financed by Mplt, of 
the wgqlftri6rst ~ e 4 ~  (the mFimQ charlrmd crf e rmjw mlnfng 
congtmeratel. of the pafidp@nXs im the hunt, hawever, are 
extmrmly reaPrtry individuate In their ovrn r1gh-t IsnQ include both men 
and viemen, as wtI BS 9tket. races beside Humaniti In fhdr number). 
Though mst 0% I-~WQ prmrnt haw BmrpPetd The chalienq~ purilly Pw 
Me M l I  rrf pitting t)trlr gltilJs qa tns l  #a &&, @t lea& m e  hun-kr Is 
mlng M e  game as a meam at mwra1sing a polltlsal vendetta, while 
~netihw is hoping to WE -that prC%m % I ? O V ~ V ~  his f ac+f adlng f l n a ~ k l  
famnea (while eliminMng one of h h  tw4&#i wadi- a-l S@IM ?#I&. 

The ~gounril of the hunt plw;s $:&.drirr r ~ ~ ~ ~ ~ n n s  on #ct 
types st wapsns ahd equipw~+ whit& mn be used. NCS fiwicw W v e  
T48 at-e pmtSted, sr, I%@? arlwlrgy wew9ns and ~ l e l r a n l e  sigh* ,am 
firbidden. Hifhin these Linib, the average member OQ tke bunf. w l l l  be 
wall W i t t . e d  for suwival~ In crdcti.).ion hidher p-al trsenal, a 
Aunles w l l l  p m e s  aurvlval and f l d  ald gear, m e  & af klrd or alr 
vefrlcle, BRQ B mall quantify of mnet-Wney dm. A Pew cFf the w e  
fares9gktad pmtictpsntr; may have reconnobred +he world p r i m  b tha 
inithfion of +he hurt+ and cached srippllw or amuniffon in likely hidkg 
places n e w  Ohek assigned drop-off p o i n h  Several BT the contestants 
w t l l  Mvdt kunririg anfmsb in Their pcmmss+mn, ranging $wm kantTrg 
ppwomm or chasers -t:a m e  lem*c e e @ i w e ~  such ars -Fhe b b d v w k  
t,kmmai 11 )* The use 6f ptais~ns and neuretoxinq wh tle fiat specltlwlty 
rwh-lcted by -the rules, w l l l  be k k e d  upsn wW d l h l n  by all b& 0.e 
most Q m p m  ~ p e t l t ~  

AdBWi~nat ground rules far ?he k n t  have been agreed ts. The 
h t m t  has been resfrlcted k a  a aingk large islqnd ah& 1000 rq. ka In 
size (+'her same one that  18 She o$Jw+ of t h e  p b y d  s e s s h ,  of mwsd, 
dpcw~ which -he hvnttRs have iteeen &wppd  ark imhrvals appmtimsbly 9 
km apwh m h  hwtw carries, In &di'HeR +o bir pemm%l qdpnfarrb, a 
small PramiW%rjwsrda linlrrd .b wi cd?iTal wlw11Me Which eofrblm 8 



central computer. Thls device enables hunters to tap t h e  resources of 
the  computer +a obtain ueather 1 nformation, de+aiIed topographical maps 
of the Island, or library dab. This allows the referee to provfde the 
players with intonation they may need, b u t  could nof  wdinarIl y get, 
provlded they have managed -60 acquire one of the computer l inks AS 
the end of nlneiy days, the remaining hunters are +a meet a t  a prbminent 
landmark (a huge rocky pramontory located in the southeastern  quadrant 
of +he Island) t o  be picked up by a starship. As this deadline draws near, 
hunters vil l ?end to gravitate toward this site, fweing t h e  Issue to  a 
b load y con lusion. 

I t  is on1 y to be expected that the players, arriving amidst t h b  
competition, will become targe-k In the hunt, as the  participants are 
unlikely to realize t h a t  they are not connecl-ed with I t .  In order to 
obtain the object of their search, t h e  adventurers should have t o  t r e k  
sme distance from +heir shlp; this journey should take them through an 
area where a hunter has estabtish~d a defensive ppsitioh (comptete with 
booby )raps of fiendish and lethal design) to wait out the early pad of 
t h e  'gamet. The adventurers will be set upon trom ambush and have to 
t ight thelr way back to  theh- starship (perhaps on foot if their  vehicle is 
disabled during the course of the bawlel in mder fa escapem Referees 
should note t h a t  the surprise nature of this aflack and the expertise sf 
the hunter w l l l  tend to  counterbalance any advsnfage the players 
possess In this encounter due to superior numbers ar weaponry. 

I f  the players survive f h l s  ini t ial  encounter and remain on the 
world's surface, same of t h e  hunters may gat the idea that t h e  
adventurers have come t o  stop the hunt Catthough the Imperium has no 
posltlon regarding such 'SpwY', UnlFood, as lessee of t h e  plan&, would 
almost. certalnl y be concerned about the adverse pub1 icity asmclated 
wlth the  worl dts unauthorized use by 'b lrrodthirsi-y thri  l lseekers'). The 
cwpwation might well act as patron for a group hired specifically to 
stop such a trespass on the surf ace of its world, if ward did leak o u t  
about their presence, but would be unllkely to cmp[etely reveal the 
nature of these intruders, As par t  nf their assault, t h e  hunters may 
a t b m p t  to sabotage the players' ship to prevent their escape. In such 
an event, t he  players nil1 remain cmpletely In the dark about why they 
are being affacksd u*il they are able to  capture and successfully 
ifrtarroga.te one of the hunters (no stmple task). 

Alternative! y, a h u n W  who has lo& his aqulpment o r  hb nerve may 
wish to leave the hunt, and apprmch the adventurers far pasage away 
from t h e  wwld. This individual may be t he  huntsman belng pursued by ?he 
political v e n d H s t  (In which case hls pursuer will no+ be Par behind), w 
merely someone suddenly afrald for his  own mortality. The other 
surviving hunters might again band together agalnst thls, on the 
suspicion +hat +he frlghtensd hunter has found a way ta convince the 
neuiral party t h a t  he alone has won the compeWion. 

Finally, The players may be approached by a large embassy from Me 
hunting party r e p d l n g  tha-l- thws fs a cheater amongst them who is now 
uslng a hlgh-tech weapon s y s M  I f w  instance, a laser with elecfrmic 
sigh- a P W ,  FGMP, Gauss rlfle, ACR, a- other Mercenary weapolps) i o  



eliminate the other hunters qulckly, efficiently, and from a sate 
distance. Again, the players' ship may be jeopardized, as the cheater 
(most likely the hunter awash with debts) w i l l  not want t o  take any 
chances on information reachlng the neutral party that  would void the 
contract of the hunt. For maximum excitement, of course, no one wlll 
know the identih) o f  the cheater, and he may be part  of the envoy which 
asks the adventurers' assistance. 

It must be emphasized In advance (though not too vehemently, of 
course) that  the players have no call to doubt the words of t he  llSS 
repa% as t o  the  safety of this world. The Scouts do n o t  l ie about or 
downplay danger. The adventurers should be p u t  at their ease so t h a t  
they w i l l  not equip themselves more heavll y than they n m a l l y  would. 
The referee may also discourage excesslve shopping by having the 
amateur botanist offer an ex-tra bonus I f  the pa* returns as soon as 
possible. 



"After the Gold Rush" 

WORLD 4: 

Approprlate Settlngs In the  Splnward Mwches: Zalbon ta truly perfect world, 
t h e  comment  In the b w k  even mentions I t s  m l n e h u t  nature) 

Approprlate Setllngs In the Sdomanl Rlm: Jackoyo; Andlrish; Aqllat (treat as 
government type 1 ) ;  Hsuarrdzan; Capdls 

Acaptable llPP Code Ranges: 

PORT - +A ATM - 0 POP - 5-8 L t  - Any 

S I Z E -  0 HYD - 0 - 1-2~4-5 - 
I 8-9 

This asterold belt was heavlly mlned for over a century, as It 
contained an unusually r lch mix of valuable minerals, mefab, and cwe 
materials. However, the heavy mlning by a huge population of miners 
eventuatl y depleted most of the belrs resources, and abou-t SIX rnlllion 
bel tws found themselvs with no supporf. Many of these belters rnlgated 
J.0 other belts, or Into othw protesslons, but those who could not afford 
or dld not prefer those optlorn joined t o  f o r m  a new corporation: the 
World 4 A&rol d Beit  R d .  

The R e d  is unique in this vast region of space, ai-kacting many 
customers. The management attempts to cater to various levels of 
soclety, f rom those who can a f f w d  only tourlst prices -b those who can 
pay f a  the b e s t  f i a t  can be provlded I legally w dherwise) by the  
R e .  The R& can accommodate up to 15,000 guesb, though usual1 y 
only about two-thirds of t h a t  capacity Is in use. The R e s o r t  features 
such dlverss recreations as "mlning" tr ips (really liwle more than week- 
long guided tours of the belt); rental of equipment to vacationers who 
wish to attempt prospecting (all equlpment is equlpped with radio 
transponders to nld In retrieval, and all guests are required to sign 
waivers and insure themselves, due to the hlgh death rate among& such 
amateur&; zero-gravity recrepltlons such as s p h  w dancing; and, o f  
course, large areas equipped wlth arttflcial gravity so tha f  +he 
vacationers escaping from their b a i n g  natural w l d s  can walk through 
the carefully tended gardens and Interior cities. 

A number of things can draw adventurers to this world. First, they 
might +'hemelves be In the market ffor s vacation, I f  they we r i ch  enough 
To affwd oven the tourist prices. Alternately, they may cme as 
merchants carry lng goods ot Interest to the R e s r h  wine, f ine foods, 
l l l l c i t  drugs, etc. They may be hired as tour guides I n  a plnch, if +hey 
have approprla+e backgounds. f hey may also slmply be passing through 
the  8- on b e l r  way to another destination. Finally, ot course, they 



may be a t  the ResH under the direct-Ion of a patron -- as bodyguards, 
messengers, ar whatever fb t h e  goals of the campaign. 

Mystery may seem out of place In an ldylllc vacation settjng, but 
such incongruities add to the splce of an encounter. The referee mlght 
Involve The players In  any number of crimes, rengfng frm t h e f t  to mld-  
b taoded murder, They may become Involved through their  patron, i f  any 
tpar-ticularly if he Is the victlm); they may be hired To taasslst In the 
invesHg&ian (though there must be m e  evldence t h a t  They can carry 
out such an investigation available to t h e  Resort); they may be falsely 
accused ot t he  crjme and have to prove their Innocence tin whlch case 
the  referee should be careful to block all avenues of escape, such as 
the adventurers1 own rtarship); they may even be the actual 
perpetrators, either as hirelings w tw their own obJed+ivs ( in whlch 
case the referee w i l l  have t o  flnd a way fo make Them realize that  
committing t h e  crlme could help their causes, unless i t  15 already 
obvious). It w i l l  be imporkant for the referee to remember +ha?, no matter 
how the adventurers are involved in tha conduct of the investigation, 
the officials of the  Resort will be eager for the investigation b be 
rapidly closed, so as t o  avoid adverse publlclty. Indeed, the resort will 
n o t  be overly concerned with the  accuracy of i t s  findings, so long as 
somebody 1s edablhhed as the  culpri t  (and the crimes stop occurring). 

The referee may also choose t o  design a spy scenarlo wound the 
R e d ,  if his campaign will accmmadate If. Whlle there  Is l i t t le  t o  be I 
dlscavered through t h e  Rem-t staf f  itself, government officials I 
Interested in selllng out may do the i r  bargaining here. Also, spies from 
governments h m l e  to the  Imperlum might choose the  Resort  as a safe 
place t o  meet, The adventurers, i f  pal r iot lc  or travell ing with a 
patriotic NPC, might easily be induced to follow clues and rumors that 
smething adverse to  t h e  lmperlum is happening a t  the R&. 
Alternately, afficlals from the Scout base might approach t h e  
adventurers to invefigate (since Scout officials would be tao wsll- 
known within t h e  R W ) ,  under the  Detached Duty Offlce rules governing 
Speclal Auxilliary Personnel, w hpu* e louse tw mi- Scouts 
(Journal 61. 

A t  least once every standard bhpsrial yew, ttte W m r t  nil l be -the 
target  of one terrorist group or moth& beme I t  8yMdlzes masshe 
amounts of wealth t h a t  are v w  Wi !pdohmce. iwkad of being 
distributed fo +hose who need il-6 The hrrcr%f &tack ean be nothing 
m e  Wan a small ha&, or it can be an eretlrk gudl l@ ac.tlon fw 
referees interested in uslrlg the m w y ,  i0mp&t&, w Wlkw cmW 
systems. The adventurers m b a b w g W ~ ~ ~ r  Inmstl3gmI-Q for any 
of the reasons mentimwl Menmy ur rb  c a l d  be W k h d  by 
t h e  Re& for a secwHy mbfm, t ma$ bm a an nll-expbmsq ppsid 
vacation courtesy of P 89@3fW' $@mip A$ &IM*&, t@ -ma, 
adventurers or mercenary 3- m@y be hkd by* w 4%&res the 
terrorists. 

In any event, such a twrwifl W-ack be played art In sevaat 
ways. Flr*, the attack M y  be &Ighd b decsmpws 8na of Wa 
hollowed-out asterojds If the advehtursrs are in ThW e ~ s h m l d  



a t  the ifme of the m:k, *hey w i l l  be Involved from Zhe start* and w i l l  
a b  likely he matfuate-d tswarC finding the temrirts. In ttte 
invesfigatisn, many of +he chwacterd skills may m e  into play3 s 
characlw with a Demllfion skill levet of 2+, tor example*, studyinQ the 
fragmenk af the may discover the presence of a carnponenf p e r f  at -he 
device t h s t  is unique to a ceHa1n planet. As ttte adventurers dose on 
*ha pwpetratws, of crowge, there are many chances for canbat. 

AnoTher way the asterbid belt might be placed into confuslm k 
through 'the dkcwery, or r u w e d  discovery, of a previously umnimed 
lode of radioactiv8s w other valuable ,mteriets. Whether b u e  cx take* 
the rumar w i l l  result in a rush of claim-stakfng and praspectim~. The 
sdventurem w l l l  find themelves in a madhouse sl*uation as t h e  R W  
fllls td capacity and beyond. The r u m ,  if untrue, may be started by the 
R e w t  in an e f W  to increase h pfo f i i  far the year -- perhap 
because red Ink is overwhelming bl8ck -- by a tourist who Amply wnk 
m e  erttehtioh w is playing a joke on friends -- or by a canman dnssed  
as a miner (who may, af cowsa, be willin$ +o part with his IqlqtntS' fa- B 
sum of money h3 be ddwmlned by the funds avetilabte to hls vfctim). 

If mere irul y is a lode, the referee m W  dmrntm w h e w  it B ~f 
sufficient value +a be e@lai.fed by a corpw@ion. If It 1% the 
sdvenhrers may find a job nlth that a avInfrrg wpeWIon In positions 
commenswate w i t h  Their experfence and sktlls, for instance; fretfiMw 
crew or securi-t'y pemrynel. It it is ROS of wf'fFcIert value fcr B 
eorporgtion exploit, then the adventwers may wish ta a3lenrp+ 
exploiterfitxn on Sheir wn, buying claims t~ gfve them clew Mtte, or 
hffthg out 40 the tmlders of *OSe claims, In Such a case, -though, there 
should be al' la& &a chiwkcker In h e  party who has had sqeriehce as 
a &elt&r and has C nktll k@&i bf srl. I& 1 in PrOspeeing. Bdfws may be 
g e m d  i-hrm&h Wfe h f b d  In Supplement 4* whenever rraffve NP& 
are needed. 



"Mother Lode" 

WORLD 5: 

wprop r l a te  EaWlngs h the Splnward Marches: Wur zburg; Wntus {requires 
undersea mlnlog techniques); Jesedlpere; Shlrene, Nutema, 
Wlndsar ( t r e a t  as government type A); 

Approprlsie Se*tIngs In the Sobmanl Rlm: Mlasme 

Acceptable UPP bda  Ranpas: 

PORT - D-B ATM - 5-9 POP - >5 LL - C-3 
S IZE - 5-A HYD - 3-8 GOV - A,C TL - 6-8 

From ttm burnals of h P. Lee - 
"The mlning colony a t  Tarenth Is a wlld place . . . an wwlch planet 

which, due t o  t he  pd l t l ca l  strength of t h e  planetary leader and the 
acquiescence of the subsector bureaucracy, is being run  (though 'run' I s  a 
charltable term lor the chws tha t  prevails) as a preserve for Independent 
mlners. In practice, thls means t h a t  half the wild-eyed dreamers In this 
subsector are roaming these hills, seeking t h a t  one blg s t r l k e  - and t h a t  a 
large por t lon  of socletyfs flotsam are also lurklng abouj, waltlng t o  take t h a t  
wealth away from them. The Scout base here Is Inadequately manned, and 
barely able to maintain e mlnlmal amount of order  lo the spaceport. 
bnssquently, out In the hltls, only the s t rong  survlve - and f r o m  my 
experience, t he  s t rong  aren't &ways the 'good guyst. I don't want folks 
thinking I'm again s t  t h e  l i t t l e  man - heaven knows I'm not - b u t  It seems t o  me 
t h a t  this world could use some law and order, and a g m d  housecleaning by  an 
Imperial task fo rce  . . . 

"The more I w a n h r  %bout t he  spaceport here, though, the more I get 
the d ls t lnc t  feeling t h a t  t he re  Is some s o r t  of unseen hand of order guldlng 
t h l s  chaos, some s o r t  of master plan. I wonder I f  some of these miners mlghl 
no+ be less iIndependan)t than they claim?" 

This planet is a large world with high mineral deposits. However, by 
decree o f  the p laners  leader, a charismatic and wealthy ex-Belter whom 
the other mlners worship, no mining corporation may s e t  foot off-port -- 
t h e  wwld has been given over to independent miners, who may use any 
prospecting and ore extraction me-thods they desire and can afford on 
their own. Corporations are not allowed t o  sponsor such miners, though 
they may purchase ores brought In by the miners. The leader's apparent 
goat in establishing this world appears to be t o  of fer  independent miners 
a chance to operate in  an environment free from competition from t h e  
wealthy and well-equipped megacorporations t h a t  dominate the 
i nterdel  l ar metal markets. 

Due to the  leader's influence, the wwld has no centralized 
government (other than himself and a few picked henchmen) or organized 
peace-keeping au thwi ty  outside of the Imperial Outpost (comprised of a 



s m H  Scout Wn-Hngmt), which Is charged w i t h  enforcing the restridion 
on W p w h  l~erfarence. The lack of f m a l  or custmary restrictions 
on weapon use makes this wwld ideral fw dishoned operatcfs end 
squnbels. Honed inin- we of-ten attacked by bands of marauders -1 tg maze l'h4tb CWS w their wo-ksiter As a result, virtually 
all TndIyl PQ$.$I)E$U~W+~ -8fl Thl$ wex'ld !hoy& er npt), yllt be quite 
ptwieald 3d %trengm nos14 ebau? their clahs,' a'nd wl l  b'a Inclfndd 
to "sh& tlr& and ask quesHons 1 &wft. 

U p  taridl~g OR %I5 plan&, th4 Smut contingent +ha 
w1I.I axm1mDe wdantlr h h a n  fim .tha* e . gaup.  I& Wwd 
)ndgpendent. Once vwlf led, Wey w i l l  be dlawd adaft-pad- and may begfn 
i-heir pmsped-irrg, s i n g  whdevw eq~llpmnt they have brought w 
purchmd u p m  payment of a small (CrSOO) licensing fee, WhIle sesrchlng 
fw a god eldm, +he advanfw%r~i w l l l  qlso becqne k i r s  the  dangsrq; 
ot wwcbs and tho envkonnent, 8s weH as susplcIous mlners who have 
found heir own claims already. Whlle marry 'M +fr+%6 mln* will be 
pperwted by a lome p r q -  w mall p u p ,  ffrwtz w e  d r o  a handful of 
imgw *a14 'co-op' m?he cmplex~res, fn whlch aa many as 200-JOfl miners 
have banded tOgether k pool +their rfmurces a n d , + a l h  Sma m @ 5  

wilt take on new members, If t h e  I m f W  can conlribute r vlatale, working 
claim. 

The refwear should assign prab&llIt.lm .th& the p u p  wil l  find 
-thing of vatucr, bmed an ttrerlr I m T [ s n  on th w l d ,  and t h m  
s ~ p h l d ~ a S I ~ n  of i-hefr rItfRmy and wmvsting ggulpmnt, a basic mil UP 
19-b on 2D b m m n d r s d  for each week, wi* the f d M g  Dlrlsr + I  fa 
=tach level at Prospecting skill &we 1; + I  fw having a Sdmrrtist 
~h- tn the p d y ;  + I  fcr having 4 or nlw* chztza&m In fie p q ;  
+l fw ne ive  help ifrwhsps prosip- cr s a w *  who knows She weal; 
and +1 fcr each lbv#l of e q u i p m i -  TL 
gbave 9, This roll shQutd be made 
aswetly by 3he refwee. On s roll of 2 
or 3 (unmdlfled), Mw is Wily 
Wped W, a@l will produce no m b l e  
m&rial nb mWw haw long the players 
look. N h  also thd there is no banus , 
for ton& of Mmr spent On B given 
cldm -- *ugh fhe playmr w i l l  n& 
know P A L  Prodwlng volns wlll 
p d u c e  10 w 10 Wl-las of usable 
mtwlak per 4 h l l  cm the t a b l e b  
the right, B o d  I-ly on the Trade 1 
and Ipeqytation wble In  Baak 2). S w -  

play- my aontlnw h &act mwial un-kt l the vein 1s tapped out* 
I c d u l  $?*as will ronttnuo b p r ~ d u c e  nn s ueakl y roll of 5+ on 21)3 ,, 
1 

2 

PER 1- 20:L-_ 
2-3 Qyshls Crlf lOb 

4 Ra~diosEtives Gr20tOQ0 
5-7 Im Crl 0 

8 Copper 0100 
9 Alurnlnum k 4 8 8  

t0auxHel 
t O  Tim Cr600 
I f  Sllvrrr, &Id Crl,Q00 
12 S e c . W b b  05,000 

i B sra E w r M  

It tha advnntw- wa lws t h r n  konaabla, they may chmse to 
approach fils world as rnrraudw& Financially, the mops wl l l  be the 
b d  k g *  b mmud~rsp but Skab$lmHy -bey wlll be the herd& to 
brlng down. In eneoun-k dhflcrq the refffea should dwlwrnlne In 



nslties fa- the relative size of the 
ceived value of the clalm tn m t  

I1 be armed with TL9 or l o ~ e r  weapon% 
s may possess small caches of mwa 

set of mtns HPCs to in-terad with 

em an Idea of the general adlvity I n  
as the location lor rumored location) 

mars of a ma& strike 
play& arrlval, lurlng 

h can be w e  cmplehly  delineated 
a Large concedration of both honest 

metal Horfzons L E  (described In 
p t  to mine this world 

of course substitute 
prefer). UQng fron-k and 

veral large mines on the 

who have legitimate 
heir cargos to the 

d o n  of fke wliten 

ed wRh t h e  eorpwation's 
their owown activities on the 

ecur i ty  and mining pasit\ans; 
bIe tD. eWher operaSlsn will be able to 
services. Nde, however, that the 

, using a battery of tesk 
applying for these positions 
ed suspfcioud on a roll bf 
bery (-1 1, Admin (level), ar 

undercover agent, apply a DM of 
be beaten, but It requires Iron 
If the operator knows where to 

he hemisphere up posite the 
I t-; charactem possessing 

& based on their requtslte ability ti.e., 

i W V m !  ,9& @+hW9, Gt&br). The mine near the pwt has a 
. I . .  . 



'sllghtl y larger security contin- 
gent than the athers, as squads 
are often rotated into patrols 
which play the part of marauders 
t o  discourage independent miners 
from working newby. The near- 
side mines also employ opera- 
tives a t  the starport as clerks, 
purchasers, and so on, as well as 
individuals pretending t o  be in- 
dependent miners to transpwt 
ores. Adventurers may *art in a 
tower, less excfting position, but 
may be promoted i f  they show po- 
tential. Possible scenarios in- 
volvlng the corparaTionts mines 
include outside discovery by 
Independents, cave-ins, encount- 
ers with patrols, a the track- 
down of  a scab who has double 
crossed -he  company and sold his 
shipment of cres t o  another cor- 
poration for  a more lucrative fee. 

The small starpcrt, clas- 
s i f ied as D (with the exception 1 
t ha t  refined fuel is available), 
also requires personnel for  its 
operat'ion, including control 
tower cmunicators  (required 
"skllls include Pilot or Ship's Boat 
a t  level 3+; Communications is 
helpful, bu t  not necessary). The 
'referee may wish to use such em- 
ploymeni to launch players into 
the adventure, by providing them 
,wJth an opportunity to notice 
dgns of a large number of unex- 
plained flights from the far side 
o f  the planet. 

I 
I 
I 



"Back from the Ashes" 

WORLD 6: 

Appropriate Settings In The Splnnard Harches/Salomanl Wm: (0ecause of the 
necessity fw this wortd to be f a r  removed from the normal 
space lanes, none of the worlds presented In these two 
volumes are perfect substitutes. Referees uslng these arms 
as the locale fw their campalgn may still utilize t h l s  
adventure, however, b y  placing thls world In an area outslde 
sector boundaries but  withln the reach of the players.) 

Acceptable UPP bde Ranges: 

PCRT - E-D ATM - 4-9 POP - 7-A LL - Any 
S IZE  - 5-9 HYO - 3-9 GOV * 7 TL - 6-8 

A 

World 6 is a balkanized world far off the regular space lanes. I t  is 
visited no more than once each two months by a Scout/Courier carrying 
mail, news, and small freight, and even less frequently by merchant, 
research, or pleasure ships. The syrtem is 4 parsecs from the  next 
nearest inhabited sydem; only an otherwise useless system with a gas 
giant between the  two makes jump-2 travel possible for most vessels, and 
1-hen only wlth the  use of skimmed fuel. 

There are two major world powers which dminate planetary politics; 
these nations have been engaged in a 'cold wart for the bei-ter p a r t  of 
the  last century. Both countries maintains a high degree of military 
readiness, and devote a sizable fraction of their def anse budgets to the  
development and production of advanced weapons systems. In the  past 
30-40 years, both powers have also begun making thei r  f i rs t  independent 
reach for space, using primitive fusion spacecrafi t o  shuttle between the 
homewwld and i t s  solitary moon. Each nation has established a 
permanent base on the  moon with between 300-500 inhabitants, which 
serve both as research centers and as customs and containment points 
to r  interplanetary traffic. Relations between the two bases, l ike those 
on the p lanet  below, are often tense, with frequent charges and 
countercharges tha t  one or the ather side is engaging in unsanctioned 
experimentation, illegal surveillance, ar violations of t rea ty  boundaries. 
The factor tha t  has kept these conflicts from boiling over Into war has 
been the  very real fear of mutual destruction. Indeed, both sides have 
expressed suff ic ient concern over the  importation of high-tech weapons 
and personnel by their r ivals that  the  lmperium has banned +he import of 
either weaponry or mercenaries. Distance serves t o  seal th is  ban without 
patrols; few mercenaries would go so far out of the i r  way in defiance of 
an Imperial ban, and few of World 6's inhabitants ever leave the sydem. 

Adventurers coming t o  World 6 may be merchants, be t t i ng  on a lang- 
shot for a profitable run, ar might be chartered t o  carry sociologisk or 



othw w~us-sclahce fypw la this w l d .  They mighf wan ba i ndueud t~ 
v W  wt of 2urbIQ, wsnetwlw? or on the hint -- m ~ t w  InWac? 
-- th& $me ca~~palgn objective will be w v e d  by s;8mlng to w i d .  

.,!qrrdhq.# ttrs ~ f i ~ 8 h m n - t  pwt, howevsr, me 
ab&A=tv& r i l  t bw ~ ~ ~ e d  m w t ;  &fwa mb 

9Y-i B # %lfd~''fk&W will ' b H @ m w w &  mi' 
buIldh$ In ln*.n$tty to o flll~kerlnp crateando of doom -- 
fi&hv 'bkhd  f i e  I)&bn, and We mid  w a r  Wed up #o. fahi 

)e#isl ty, "4-M FtIMbns *m* 'wpty lm WCTr 
n& Wbk3 & w h d  fklr d&wbed WM many 

n %eir rspgcHw fitmwl~ j f i  than 48 h 
+ha%? WW were wl- b ! M  ~ d i ~ v ~  d& h d  

fdTd frm tAar pl@gita running rwapanT w w  +ha Qwa of We plan* 
3- IT b flmellv B@patbtsr @ k m l l y  $may i-hr pupulat.bn a# 9 

l rcr ld  WW dWmying the p l a n e  b l f  (a Pest hwd to acmpllsfq 

d q ~ ~ q - s  -- the v m  fw the d $ w  hawe surv1veda m d  will 
6ggtldue fu propagtrtet them for many dread% fis cmm. The wwld Is, fs 
all Infen* s ~ d  pdpmee, b h l l y  unlnhablfable- 

t&e on #m s e a n d  day of the holocerusk, r ~~~ wtH owlve W m  
$he ptaael- a+ We basta & whlch the play- hwa landed, me 
Wanspandm we irtqwat-lue, and the ship Is ePkWlwly Imvhlbb % 
i-fme at b e  spacepat. The p l l o t  wlll b width hlti ship In,% a 
gqTe lpndlng new Me players' crsf-t, but  will succumb tQ +%e plagues 
Fiiykgtnp h l h ! f  arid his passengers, md wmk. Tkra r ~ u l l - I q  expblon 
sfid he shrqwal flying fh~ the Impad- pojnt wit1 s~~vwdy  W q g e  +he 
p I & W  shl@ i.@J~@m shsuld prepwe D a m p  Tab€& kwch as tho!& In 
Rw 2)  IndIWe F s  ndure and svwkby QY l%k dwrga. The 
afly-em will tlnd-theyselves ktrandrd, w i t h  u b l  ouppll BS low, wd 
repanab la expemlgn uf help for at  l e e  h o  mntb 

T b  dratlded aolmkb and Holr mullllfig v@Ilws  wtll f lnd  mIy 
Q R ~  mall I I I u ~ ~  at hqnq thr mxt plane+ wt# Ihdlcatad by urmn'mW 
&lWe pH&& tP be mrplr0ally k a b l M b  b433&aS-0 PQW). The 
r&a&m md fha  unhmd vHI hwa -Frr skugglet~  wlw,  whlle they  
sbr tu~fa f lwly  d-brnpt t8 f-lr ib advmfurr%s' s h m h l p  to 
~wxwfglly mke Tha Iraosf* -b the nest plan& using p m  
arnnWllmd the few plrnHIva shtloned et 7he b a  b m ,  
T& -4- mpdh will i%b S W a I  W&I$~ d flm !& 
w M  *q@d t f f l  sw par+. l4methal~ .fh% & v m W m  will atso have 

t g . m  many & pblms 1.P they are k m l v e  long emugh So 
?hh l.aak. FIr9-t 8nd fwm&, It vfll be MWWP-~ fo resonclle 

WB raalning Clflaarn sf +hm W natlm whB dll a& Ilkely b l w  W h  
Mww-.$~ dWM?FbR 94 mlr k W w c s r J l &  .%o ghyew wlM be weed 
4~ b f  w M  #a frrt+um+ uphtaaviid$ md flash- ~f l-ahpwramh& snd'#w 
out l reW mf iqdlvidual vialsw+ sr w r 1 . o ~ ~  p q l r  Ir) i w  bases 
Rrmk un&& fie stkaln. The gud-lan QT m1 himm t supplIs  dl l have ta b 



d&kw@ it w i l l  be ~~~y .Pa b q l n  hy6-~potJk f-tng an r scale 
la-gp @nough to supply all fW fhs well rs; LrrmtkebSe 6lc The srrvtvc~s 
will atpa have lv mqve and oca,vegw urcs9er. W my Be necesmy lm 
I& and, pr- aufflclent m mwbd* to retry lld -Me stmihip% hult, 
w po I=ert.e and raflna fuel feplace I@ In lh dbmath. 
QurTpg ttrese_ effoth, th. advcr,imm .and $alrvIVats m y  $140 MVEI Po 
rsspg wkth the breakdwn sf e3kdntlbl e q ~ i p m t  end mppllee &wdy 
an&. 

ThJs advowhm Is %wt tw a r e l ~ d y  mall party d plyas 
Refereed shout4 d l  errJG4 &%k W 'fW =& preblm& @f p~~~c1nslity 
and m w . f l i c ) ~ m g  +he pmtwtwl& %* bases, using 2@ -- an a 9, 
t f w w  dl4 b.e Dina  IwFQsnlm hi& my ~d(qC)fre i&ewB(FHalrl: on tlw p e  
of me playem$ m m 8*; tlraren dflddaM8 ufll be oi.gnfflcarrS mwgk $2 
l?mWw She sefedy of w# fha mum vFai base pemmnd tx pI@yers 
sn a 101); q rl& w l l l  cause w/@I*) fvrtkqt- danaw on9 d .tb barn, 
rssem.lp.are?e, rsdor The areq in wbikh the players' sbrshle is baing 

Wdfw- shdlrlal mslgiR Wi to tfiw rol ls as approprlah k F+ nv .inplui+y f i e  p b y r r  nu * ~ w  +ward w i n g  cri*lcal wrtx 
rod ~ l n g  sear m e  .mweJ ..t$ b; aug@wbtI f i t r a t  referees fmm 
mqsIn0 my d a u s  faiigm g0 llfe q p w t  rqvipepmt lo o~w untfl *tlr* 
playas have had ab~crt twvb wwkq 4m $ocllnwh fhmser9vm % ths 
severity of their sltuatioh; oft& *a$* all equipmnf should be 
ochbldsrrld fak q m ,  h @f tlli) man shmtd dbso be &w&fnedj 
indtadlng the s M $  @f the a, f4by mfn'fmg ar r&mmh ms rkd 
lwrlb1n fnrdwos, highllghWrrg Bkr iewdWQs 4t thae  MFCS erPncal 
% mcamhwctfan ef %a starship. 

Given .the e w t e f w f y  Wrt fhe play=$ dl l t-pvm W ifitqad clwly 
w Wh the lme p m n n e l  in srdw ipr mher p u p  t0 w i v e ,  ref.erw 
shu ld  gmw- xmr a ralt aS 4W p. f r@ the .tra cmps (perhaps tdth 
h#tp Wm Supplemmt 1, 1Q61 C h q m .  #&mi- 4f base p w m n ~ e l  
rill ba ~ I & R t t d s ,  aH-hrw Amy ar F I y m  CSupplmmnt 41, and should be 
pQtrayed m wperIerrc;ed, tatnp@h& p r o f d o m l s  ulth a hgh panlc 
tnrarshpld evm wader +he wkem d~ndi+ftfow teCI~g *asr. In pstkular, 
the tro Base command- s - h l d  be ftuted am badcslly rBaxr~uble 
prceple, ddlstrurfful of their fmw a r c h - f a  B u t  ~ l e a r i y  cognizant af 
t he  need to put aside past differences far the present. Ideally, the two 
leaders should be given contrasting strengths and weaknesses to I contributetDthesurvlvsleff~(tore*ample,onecmmandermlghtbea 

I charismatic Tndlvidusl with hlgh leadership ability b u t a  tendency toward 
I rashness; hls/her counter pa^ could be a rather tactturn hard-science 

type wIih strong problem-solving skills but an abraslve personal nature). 
In thk way, the referee can emphasize i o  the players the Importance of 
maintaining cooperation between the two factions. 

Referees should note, however, that  i f  the players are not 
scrupulously careful about appearing even-handed in their deailngs wlth 
the two bases, there may be a fanatical faction fram the appsrently legs- 
favored side that  w l l l  decide to violate the cooperation wdW, and 
attempt to seize the players w their ship. Such an atlack cou td g-edy  

dm- 



W k l e  *ca ragair ~effwt by resulting in injuries to key crew members, 
m WI ele&u&n of itrep lacable equipment. 

fhs plo ers may be able t o  repair their starship earlier than 
expwkd' if E YP cuWncw are favorable. Roll 16+ on 2D each week to 
cahpl'et'e mpafrg, &dd?n~ pluses for the skill level o f  the character with 
i h r  Blgh& Englneerinq skill and +l/each two weeks of work. If t j le  
playem dsettb to d r p w ,  leaving the remaining survivors in the lurch, 
There Is o g#d chance (6t on 201 tha t  thelr preparations w i l l  be 
d W ~ w ~ p d  p f e e l y ,  aMer through a leak from a careless (or moral) 
WC acewinan, oc an &servant colonist. If -he adventurers* plans are 
exaafeb, They w i l l  be Faced with an angry mob, lose their position of 
trust, and may very well discover tha t  they w i l l  stay alive only as long as 
they remaln useful t o  the survivors (patentially a very short time). 

The referee should bear in mind that  the Scout packet is scheduled 
t o  return 2-1/2 months after the adventure begins; roll 10+ on 20 from 
the eighth week onward, adding DM +1 tor each additional week. If the 
adventurers are incapable of repairing their starship, or prove otherwise 
unable t o  master the  situation, they may be rescued by the Scouts If 
they can signal the packet. The packet w i l l  not search for survivors 
unless signalled; they w i l l  presume that  the newly glowing nlgM side of 
the planet is the last monument t o  a perished society. 

I f  the adventurers are successful in repairing their vessel, and in  
leading the unhomed t o  the new planet, they w i l l  certainly be asked to 
aid in its exploration and settlement (and might be offered high-ranking 
positions in the colonial heirarchy or large tracts of  land as incentives 
t o  do so - granted, these offers are nut likely t o  start the players 
turnfng cartwheels of joy, but iYs all the colonials have t o  offer). On- 
world, colonItartion w i l l  involve a survey of the planet% surface 
(referees w i l l  need to generate planetary mops and animal encounter 
tables for this world; i ts environment should be tteated as contentious 
but survivable), and the construction of  shelters and processing 
facilities for basic necessities. The players may also use the Scout 
packet w their own starship t o  go off-world as part of a diplomatic 
mission seeking aid andlor additional settlers from the nearest inhabited 
system. 



"Crime and Punishment" 

WORLD 7: 

Appraprlate Settings in the  Splnuard W c h e s :  Karln; byeuse; hthe; Beater 

Pgpraprlate Settings In the Sdomani Rim: Shalgar; Wguk (almost perfeci, the  
world& an lmperlal prfson) 

kceptable UPP Code Ranges: 

PORT - &A ATM - 4-9 POP - 5-7 LL - 8-A 
S I ZE - 3-A HYD - 4-8 GOV - 6,8-9 TL - 9-C 

Wwld 7 is a mal l  world with a thin atmosphere. It has been put  to 
use as an Imperial Penal Installation holding some o f  t he  worst criminals 
in the surrounding sector, most o f  whom have received l i fe  sentences. 
These convicts are put t o  work on a number o f  large labor-intensive farm 
complexes, whose outpu-ts provide a cheap source o f  food for' several 
nearby planets. 

The prison has been placed under the jurisdiction o f  the Navy by 
the subsedcr Duke; there is no civil ian authority on planet. As a result, 
security on World 7 is very tight. Indeed, it has increased markedly over 
the past 5 year% the a ig ina l  class B starport was upgraded to A in the 
same time period. The naval base maintains several warships on act ive 
duty !=tatus a t  all times, and there Is also a large complement o f  fighters 
and system defense boats. The Marine garrison a t  the base is larger than 
normally found a t  the average naval base -- much larger, in fact, than 
the penal nature of the planet would seemingly require. 

ExIra ships and manpower are stationed on this world t o  prevent 
I outsiders from discovering the  covert act ivi t ies a t  the penal colony. 

The planet current1 y houses 5-1 0 (4 + D61 military research installations, 
a l l  o f  which are isolated, some on islands, in mountainous territory, 
deserts, and even underground. Each has a Marine garrison. The studies 
conducted by these installations are wide-ranging, bu t  have one common 
denominator -- all make extensive use o f  convicts as unwilling 
experimental subjects. Research performed at these faci l i t ies may 
include testing of interrogation techniques, chemical cr biological 
agents, body w mind-altering drugs, or genetic experimentation. These 
activit ies are being carried out  with the sanction of the  Subsedor 
Admkal, who has caused such experimentation to be carried out  for the 
purpose o f  determining the  usefulness o f  the various techniques and 
substances in warfare, although the experiments in many cases violate 



there. The players may be hired to altampf In 
frae a convld, legally or otherwise. Finally, If the siturrM#n 1s 
sppVgld% p l e y Y p  ~IWy:emn; bg mTenced to the farms tor 6 n , ~ t 6  
10 ,$?am as p-nl- f* violpting some Imperlal statute, major or 
Jmlrs,. . , - 4  .- - - .  - -  - ' 1 

i U p n  mlvlng In the sy&mj d h a f a m  wlll encounter a ver 
W m @ ,  qnd crnpl4-e naval blWqdqp lqnfmvt@n about a ich  1 
rmdily available In neighboring 6rS';faPRB. All Ohlpe mhrlng the s 
will be sfopped and boarded, and have their enh-y papers 

! rem-kly lrrsgulfr 'wlll be feared lm be s 
ceefully wqkhed. Ths Wventurws will fin 

i ~ I f k  S"P ~ 9 1 1 ~  =Vg% ~ ~ ~ f z v ' ~  % we c a e ) p l  y mnf)Q , and -he 
pwiy my f k d  Wlf being followed. 

Frpra psirrt, gWm may learn s b d  )he nrywtwlcrrw goings-an 
.In, a qWer d wayq. I? $Q p w t y  m~km wMacS. M+fh nmbqs at the 
e@nwlct pqwla-t!~ &P part ~f +hair wi@lnal m b l o n ,  tbey w i l l  al& 
@@airnI-y hew -1- abowt sudden and umplufl~ed dinappewmweq af 
prkoners frogl tYtr tm c~wngoyndai tpssslbly trrdudtn~ the vary Indlrld@ 
)h@y seek). C m v q d y ,  M a  adwntwPws m y  be apprcwhd by a mJ1 
p u p  6f den- w h b  aP.W b m  slWnatl tpp Ttm &4&?Tea br1r)g 
C- In We H Wmreh, m d  w~#rB&-hii~ pmtagiaBff +h$ 
uWi& In wd&@ % Ib  w R W &  on Wdk maci&bR Flmlly, 
ow cr setarcgl eprWn-   OW far)ttet" Md&y f r m m d  by 
a W  of ex&f~: Wl3a w srlP.yr#h-enRawbq drug llWy ~~ f m m  mr & 
+he C W I ~ ~ ~ ~ Y J  lkld go an 4'41~s ram 6 p  @ m c l  $I* 
ot The'cw. I l t  Tbk %# M $FltfiM LRI wkll fpwcri~bly h 
v4ewb uAe cmiSw(ps h t s r o  jket-SP"da5 Irl&lftes ban be 
$u drrring fitr+ dtafdkm d -#re r x b v  swvel1lsne;e of o t f ~ ~ ~  
wSl( ba liqhtene.4 *till further md pla- a l l  aim& certainly havo ta 

a hl Wme thqy GBR invwttgfrb i'hd Ihdbemf freely. 

I t  the nafiftary arPtClt31.Rias helleve ttrat tha, chr&s havo Cearned 
trcffslrv~h abou4- .rol1 rtwweh hing mlEvcteP, moy wfll u W  cfftaiaiy 
R P C ~ V ~  % am& tJMlllr Ahy WaP famMng fma an arm# wlll be a 
rh$rrat b e ,  WPM 3Yle ~harae-tws asrMenced to long tagls m ftrs prObo~ 
t r a ~ .  rtwse, We &dYIctem wlll feoe encounters with pcrlOTba1 
ptItioi5w-s a i d  h-tid d & k i ~ S 1 ,  -ling Tabm I n  thr fe lds ,  and r 
W'ktk? Wl-rs~md g u d  WfHkqjennt. Thme guard8 OIww ItWr 4f tt)t 
nmre of %at mmarch Lati* c m d y m  ewe@ +ha+ t"hs twpwlmn+s 
Qawh&d & nearby %It ulflWely f&l; Wiey awe dl aware, hawever, 
+!ierl..+th(~lr awn &k and emtWwed w&ri-bdrlng an awchess in 
pmvfmlfng prfm&r esmp&s, m d  Wb@y h k e  to this %ark wt.t"h atl 



animsl1st.i~ fervor; On rare occasions, scientists frm t h e  research units 
wTll v is i t  the farms in search sf a particular type of 's-kocki, 

Once every 4-6 weeks, ID c o n v i h  will suddenly disappear from 
each of the camps, leaving no fracq on 8 I&$, one of p l q m  All be 
amng the missing teach parFy fwrhwroHs low roll lwingh There me 
f t ~ g  ww re-d*d w %e +l'mnem wtm haus paw off 
t h e  guards to keep themselves and +he!~ friends off the vlc.l.tms l i e  
anyone crossing these bosses will greatly increase hls own chances of 
being taken (DM-3). Referees should dlolsr players s e k h d  as 
experimental n r b j e d s  to encounter the atorament.lanod scterrtlst fackI0n 
seeking to end the Inhumane condfi1ons'on the plan&, % pPOVi@2 
with a realistic chance a t  survival. 

Once the players discover the swrel- of %Is w d d ,  ffiafr r e d a n b  
to thls discovery will determine the course ot #a r& She advanhue. 
If  the players elect to ignare the irnplicatlons of the  5ltuzrHon and save. 
themselves, referees wishing to cut off such an easy ampe m y  mek to 
complicate matters by havlng a convic? or renegade xlerwtFst &ow sway 
Pn the player9 ship, If the players h-y to a w e  a bmakou-k & w e  w- 
awr of the penal farms (elther as mnvlch ar w h l M ,  they wlll flod 
fPP&fhs em!& wll l  mks filing - - -bugh  pebably unemlebk - 
allies, Such an uprIstng w1l1 wave extremely difficult to englneer, and 
will stlll leave the parly sh-anded -- and hunted -- In an area heavily 
patrolled by Rdstfle forces. 

I f  t h e  characters gather evidence or damage any of these 
Installa-Hons themselves, they will face all the consequences that the 
local Marine and Naval garrisons can brlng to bear, if they are 
dbcoverod (9+ chance of drscovery by a patrol par day, allowing 
appropriate die modifiers for t h e  party's use of proTective terrain 
and/or effective surveillance strategy). However, If Vte players can 
somehow get off-world wKh proof of t h e  misdeeds occurring ~n-planet,  
t h e  potential rewards for exposing thme unsancj-ionsd acts t o  the 
Imperial authorities are p a t .  If the players appear to need outside 
help in breaking the case, or makl ng thelr escape, the referee may have 
a high ranklng Imperial subsector official come to  the planet on an 
inspection tour (the reward given to the players should be propdionall y 
reduced of course, based on the degree to  which the party is forced to 
rely on The skfl Is of this official t o  make t h e t  escape). 



"Unnatural Selection'" 

WORLD 8: 

Approprlata Setttngs In ftm Sptnrard Marches: Tevonnl; Mlthrll; Dawnworld; 
Huderu; Jerome, S t e e l  (add water - t r e a t  as hydrosphere 5) 

Approprlattl Settings in the SoIomanl Rlm: (The Solomanl area is tw densely 
populated for such a potentially attractive wwld never to 
have beem cdonlzed; the planet may a t  t h e  referee's 
dlscretbn be set up somewhere outside see to r  boundaries.) 

kceptable W Ranges: 

PORT - X-E ATM - 6,8 POP - 0 L L -  0 
SIZE - 5-9 HYD - 5-8 mv - o n - Any 

An Earthlike world on the Imperial fringe, World 8 has not ye t  been 
extensively surveyed, although IISS briefs IndIcal-e t h a t  it is a world with 
exceptional potential as a colony far humans. The only drawback t o  th -e  
world is t h a t  askonomical &serverSion (from an adjacent system) has 
shown that the Type G star which the  world wh i t s  is a variable s tar  with 

I a short but Irregular period. Thls effect has e profound irnpac? on +he 
planeys biosphere, as explained below. 

World 8's fairt y close wbit around Its star makes It somewhat warmer 
than the avsrage wwld. The equatorial belt  Is marked by large deserts, 
and the polar Icecaps are small. The tropical regions are far more 
extensive than on Earth, and, indeed, vegdaiive cover is tairly dense 
throughout the temperate zones, although every type o f  ecosysbem 
covered under the Traveller rules can be found mewhere on the plane?. 
The primary's f luctuatlons do not have any immediate! y noticeable 
effects on the  biosphere; however, these variations have resulted in an 
unusual situation In the genat.ic makeup of the planeYs flora and fauna, 
creating a g e a t  diverslf y of potential encountw situations. 

On this wwld, there are no true 'species1; the lowest taxonomic 
unit would be the genus or family. All members of a given un i t  appear .to 
be able h intwbreed wfth one another (as I f  man could inkbreed  with 
gwll la, ar moose with deer). Thus, one specimen of a given creature may 
be far mare patent  than another, although the two appear To be the same 
a t  first glance. Examples of variations of this type might lnctude slight 
changes In the j a w  configuratlon of a carnivore, provldlng more leverage 
for biting; alterations i n  the opacify, odw virulence, or Toxicity of a 
creature's secretions a venom; or geater streamlining a refinement of 
leg or wing musculature an whose speed Is their means of escape. 



Mirnlcry has become a favorite response to the situations of life 
amongst the creatures of thls planet. Herbivores use this tactlc t o  
resemb te more dead! y beasts, in order to remain unmolested. In a mwe 
unusual twist, however, some predatws mimlc less dangerous creatures to 
aid their hunting. Ovw time, the effect of these tactics has been a 
reduction in Herd encounters, and the outgrowth ot smaller grouping 
p al-krns, 

Before beginning %is adventure, the referee shauld take the time 
t o  prepare a progression of animal encounter charts far each of the 
terrain areas th& the adventurers wll l %averse. Whenever an encounter 
with a given fype of creature i s  rwolled, the refer- should utllize 
these variant tables In wdw to make each sttu&Ion memorable and 
unpredictable t o  the players. The referee may use each of the variant 
tables in succession, periodically double back to old tables, and 
occasionally throw in m a w  anomalies (such as mimics) t o  confuse and 
challenge t h e  players. A l l  of the varlatlons to be encountered already 
exist, and may be met atany time durlng thek $by on the planet. 

As  the p layed  mls-Identlf lcal-lon of creatures and subspecie 
continues, there are bound to be dtuations In which the party 
unknowingly puts  Itself a t  risk agalnsl anlmak more lethal than they 
perceive. The referee should present these encounters in a balanced 
fashion that  will give all but t he  m o s t  hadened hack-and-slashers a 
chance to realize .their e r r w  in time t o  =cape a potentially fatal 
confrontation. He may even wish to provlde clues to the  party by 
allowing them to obswve m t e  of the more lethal creatures thay have 
previously encountered in m b a +  with one another, giving them an 
excellent opportunity to comprehend t he  nature of their danger under 
comparatively safe conditions. A t  all titnes, t he  referee shauld be 
caretul not ta turn t he  confrontation among the native flora and fauna 
Into one between hidherself  and the players; the p&y should 
encounter as many pleasant surprises w vicious ones. 

The amount of time and detailed preparaflon needed to set up and 
admini* the situation evolving on This planet, and t h e  subtledy with 
whlch the najvre of the threat posed by the  wmld reveals itself t o  the 
players, suggest that the scenario designed to bring the adventurers t o  
Wwld 8 shauld Take several weeks or montbs to complete. 

One type  of assignment apSlon Is an elcplaration/survey mission, 
requiring the party ta remain on the  wcsld far a long perlad. A referee 
whose players we not involved i n  a continuing campaign, may choose ta 
have the  players generate characters from the  Scout swvice (and, 
perhaps, one or two from othw services who can be temporarily attached 
t o  the Scoutsl, These characters should be completely generated, 
except for the mustering out procedure. They can be considered, 
rather; to be partway through their  la& tour of duty, giving the referee 
an oppwhinil-y t o  let the  party truly earn their mustering o u t  benefits. 

The party w i l l  be asslgned t o  a survey of thJs w l d  lading 7-1 2 
f6+1 DB) months; this survey will concenirah on establishing the  world's 
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highly competitive biosphere. A success-only con t tad  might f &her 
heighqen the tension, and w i l l  certainly encourage the adventurers t o  
persevere. 

The 'searc ht scenario can be used t o  accommodate mercenary groups 
by maklng the item sought larger and m e  impwtant. The mercenaries 
might be paid to  seek out the escaped leaders of an unsuccessful 
revolution or of a government which has fallen t o  revolution, 4-0 return 
them f w  trial. Agaln, a success-only t icket would encourage them t o  
achieve their objective, 

Andher way the adventurers might become involved, or re- 
involved, wlth this world, is to be hired for one year to guard and assist 
an aftsap* art c~loni&atlorb, Rrrsp We w~n lngs  fro111 the Sco& wvice and 
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general scene, as many of them go into hiding and s h d  periods of 
estivation t o  escape the wwst effects of the high radiation perlod. Some 
heretofore unseen varieties of small plants and minor animals w i l l  appear, 
grow quickly, reproduce, and die as the high levels of radiation fade; 
they require a shong energy source and cannot survive in the usual 'dim1 
sun llght. Spectacular sunburns on relativet y short exposure are not 
uncommon, and the characters w l l l  be subject +o them If they fall t o  take 
heed of the warning given by the larger anlmals9 behavior, and the flare I 

itself. Referees should roll for sunburn on 2D once per week in these 
circumstances; the lower the result, the worse the burn -- i f  players fail 
t o  take any precautions a t  all, negative DMs shou Id be given (2nd degree 



burns are quite likely), but  positive DMs should be awarded for 
thoughtful behavior or use of protective devtces (parasols and 
umbrellas, zinc oxide ointment as a sunscreen, futl b&le wmor, etc.). 

The referee may choose to use encounter tables from Supplement 2, 
Animal Encounters, as the base for the many simllar animals to be found 
an this world. Permuta-lions on these tables should not be dlscarded 
after play; instead, the referee should keep them with the supplement, 
using the basic information contained therein t o  give variety to anlmal 
encounters on other planeis of sirnil ar characteristics. 



"Troubled Waters" 

WORLD 9: 

Mprop r l a te  %ttlngs In t h e  Splnward Marches: Equus ( t r e a t  as governmenf 
type A); Roup ( t r e a t  as TL91 

Appropriate Sett lngs In the  Solomanl Rim: Ugarup; Eshalllm; Khlirshag; 
Poseidon (treat as population 7); &endel; Prruklr; 
Mlslnasha; Edaa zuo; Cuidee 

Acceptable UPP Code Ranges: 
PORT - C-A ATM - 4-A POP - 6-9 t L  - 6-B 
SIZE - 4-A HYD - 9-A GOY - 5-6,A-C T t  - 9-F 

From the  Journals of A P. Lea - 
"During m y  years as a Navy man In th ls  area, we occaslonally used the 

vast  island s t a r p o r t  facil i t ies here for  repairs, refuellng, and an occasional 
much-needed l iberty. Life here Is  pleasant, though a b i t  cramped, as t h e  bulk 
of t he  human Inhabitants of the planet made thelr  residences In undersea 
domes o r  g rea t  seagolng houseboats These colon7sts have forged a lasting, If 
occaslonally rocky. relationship wtth t he  na t ive  undersebawell7ng race, 
providing the  most adaptable of t h d r  population with education and tralnlng In 
t h e  use of our  technologlss. To be sure, t h e r e  are  occasbnal native 

- complaints about human vlolatfon of thelr ceremonlal grounds, which are  not 
wlthout foundation - unfortunately, t h e  very characteristics t h a t  tend t o  
accord an area sacred s ta tus  of ten also make It an extremely valuabte 
resource base. It Is hoped t h a t  continued expsnslon of nat lve education w i l l  
gradually reduce these tensions over tlme, but old ways die hard . . ?' 

This world is a water-dominated planet with only a few island land 
masses, one of which contains t he  landing fac i l i ty  for the class A 
starport. The world surf ace has a tropical climate due t o  i t s  proximity to 
i t s  sun; this tends to  perpetuate the dominance of t he  seas, as it 
prevents ice caps fram forming t o  deplete t he  ocean and thereby 
increase land area. Many kinds of aquatic l i fe have evolved in t he  
world's vast oceans, part icular ly in areas of shallow water (long, gently- 
sloping plains and huge undersea plates ranging in average depth trom 
50 t o  300 meters deep). Plant and anlmal l i fe are abundant, as are large 
mineral deposi-ts which can be mined using sophisticated (TL 9+) 
underwater mining techniques. 

This world also has i ts own sentient, baslcall y humanoid, race of 
water-breathers, amphibian creatures whlch possess gills as well as lungs. 
The or igin of th i s  race may be del-ermined by t h e  referee; it may be 
assumed t o  have evolved natural ly on the planet, or may be a 
transplanted and gene-tically al tered breed of Humaniti ! e f t  here by t h e  
Ancients. 



The natives tend to  be seml-nomadic gathererg %me Wbes wander 
the ocean tram season to season, while ol-hers have b e ~ o m e  rather 
sedenbry, opw&Ing around 'citles' erected near breeding w frrralng 

gay , All r&ztin+p,Tlhrl ttrltm & untlke that  of fiaPlsir%)ndJam 
bf+kl & AmrF&. Fw 4-imWi#d pm, Face lives in  a fd r ly  k&eh 
.dwlwITt\ 4d, -* a h w  ~h&netwlmd dm--@ q ~ b # l k n  t 
cancept and design, and weeially tHed fw undersea use, In p&IcuIw, 
+ha cultwe has kvekpad  wganlc c w l l t w p ~  many fams of Bate 
equtpwmf md W t s ,  and learned t Q  adapt m d  ufllize the ~&ra l  
d im mcl- & a&ff ~ ~ l d e r W - s a r k w  The R & M ~  

s l g ~ ~ ~ ~ n t  b &pa Qp wHh Jyibal ~ ~ ~ t g i f  dwat1~w b l 4  ~ T W W U R ~ ~  d w  
j&&we.%n frrbesf are lraditlonally W l e d  by g ~ e d  ewncils rmng arm 
Mbal lead-, w by recoma to singla ehallengs combat. hllgistd 

t t r d g h  are lar~ely mpw&4fi~u% rdd ewmonlel rtTuols have a nrgH 
degree of h p @ t a w ;  & numb* of sawed weas have bean s t a b  llshad, 
, mnd we tmfn+alfimd iq a wnpldely natural skate, 

A h &  250 yeam agq a -up ~f air-bredhlng humans began ts 
:cal~atae the wmld, c d q ~ l h l y  unawwe sf the p m c e  of +he native 
race. T h  sirhreaThwsI who now cm&itute &out 9.0% of #B plan.&% 
#Pal p ~ p ~ ~ ~ a n ,  kaQs mt t iva -kd  an eoommy and ~tfe&yle based on 
~ a w h k e  oxp4olWm of the plan& undesea ta-alng and mlnlng 
p@k&iat. The mqJvf iy  of the air-iwedhws live in undmsw citlrss, 
Ngta clwbrs of dm= md cylinders deaJgne8 ? t ~  #*In nlr pr~~gswq 
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suhmwinea The mlonlsts %on made con* with the IndPgenot+q 
culture, and negaklsked freatles w1I-h f i e  vwlow -hfbtiil gouwnm~?b 
m n g  aside large tracts of land fw native use. The natives learned 
how utilize m e  ot the Land-based technologFm of tt1e mlmlstt~, 
~ n ; ~ w g , . f r q  melt.rag.,M -f&Is, md FQW ~ m - @ t r ) g  R*,UW f # - ~  
of I*. 

-As their ppulatlan and amnwnlc needs sew, k e ~ e r e r ~  The 
&onisb becm ~ T Q  md w e  b e n t  on inwemlng the prafb from their 
apw&IQt9~ and beaan && prJsh @&ward info fhe lands ceded Po tb ~ d v e  
p a p d m n .  The ab$rea+hwd leademhip {up to ahd Iwludlngi f i e  
p r w n t  rulw, a &W~I%IWIC dx-mintng weautfve hstdtng marly 
@l&#krFal sway) have dt wTlti n;gl y encouraged their people +a 1gawe the 

qremanb,  M tjws wing so far as -b supparf fhe in le r lq tm 
wiPh mnd m e  h p r g M t  agalnd reprisals. TRwe k3 litt4s fkar nf 
&perfa[ dktappmv~l of t k b  s f r&qy ,  slnce dflclal wiry tecognlrbs 
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fribl group5 I n  f h  i'fcinMy QP the calanlal capihi -to cmbtnatad 
wl90n. Thew leaders have banded together and vowed to &up further 
FwWmlon of t h e  alrbreehws, md to w e e  a rekeaj; I f  possible. 



The natives have decided 4-0 seek these ends throu~h The use of 
guerilla and terrwist tactics. A t  the referee's discretion, the natives' 
mentors may be either 

1 1 mercenary air-breal-hers who have declde d tha t  the water-breaWersq 
cause is jusF, w have allied w1th the rcatives out  o f  convenience t o  
serve thei r  own, perhaps nefarious, ends; or 

2) some members of the native population, able to step aside the  mental 
set of thei r  own mciely, who have gained access to the Imperial 
education system (elfher on- or off-world) and have learned the  
aggressions of Humaniti -- and Its weapons -- all taa  well. 

Using funds ralsed through the  off-world sate of various indigenous sea 
plants which, unknown to the air-breath ing cotonlsts, have powerful 
medicinal effects, or supplied by t he i r  alr-breathing mentors, t he  
natives Rave obtained special t y-designed Gauss weapons to supplement 
fhe i r  own modest arsenal. 

The players w i l l  arr ive on th is  world J u d  as the natives are 
preparing the i r  first assault. The adventurws may be drawn t o  the wwl d 
as traders, tourists, ar In the, swv le~  ef a patron. If they are a 
mercenary group, or have wparTehca In Undwwater or Zero-G Denwlition 
and Combat, they may even hqve baten hlred by the colonial government 
to invest1 g a k  rumors of maliva d l s w h n t .  Whatever their objective, 
the  referee should arrange 4-u hswr th% adventurers present in the 
central city a t  the Hfne of #'~s first a#&%, The natives w i l l  detonate an 1 
atomic weapon whlch has bean placed in a deep undersea fissure very 
near the cityrs domes. The resultlnq mxploslon wlll cause earthquakes, 
which in turn w i l l  set dt a tidal wave. 

The havoc created by thex natural fwces w i l l  be tremendous. The 
eartbquekes wlll damage many bulldings In the undersea city, while the 
t i d a l  wave inundates the nearby !irkarp~rt. On a roll of 5+ on ZD, t h e  
adventurers will f ind themselves trapped in a section of the ci+y which 
has developed a slow leak; saf,ety computers wfll automatically seal 
watertight d w s  to isolate this secttan from the rest of the city. Okect 
escape to The outside will prove infeasible, as the  sectlon w i l l  n o t  
possess suff ic ient undssea gaar fo r  all present. If players are trapped 
In  one of the clty's older domes, the sIt.uation w i l l  become even mare 
desperate, as these domes w i l l  be the  lowed pr io r i t y  targets of any 
central rescue eftwf.s by cIty units ,  

Players should be made aware tha t  there are tools and a t  l e a d  one 
ttrn&onlng computer console in their section. Depending on the various 
sK111s of the group, posslble me+hods of =ape could Include cu-i-ting 
hrough bulkheads in la  an adjacent secffon (which, accwdlng t o  t h e  
cempuw, is still aIrHght1 or overrldlng the clrcuits on the emergency 
W dm an amount o f  time suff ic ient to allow pas-through. Any 
13I-t-aqrl tO tsmporarlly repalr t he  leak in the dame Ibelf, although 
hypOWi&l~elly feasible, would have dublous chances of success. 
Y h ~ v e r t h a  player$ drategy, tSme w i l l  be short and tensions high. The 
r~tmiw should incl ucki svfifdent mn-parby WCs In the sedan ?D allow 



fo r  panic, or even a small riot, which the adventurers wlll have to  quell 
i n  a d e r  to effect their escape. 

If the  players are successful in  making their  escape, they may 
become involved in  other rescue, damage control, w medical assistance 
efforts. If unsuccessful, the referee shou Id consider options fo r  'last- 
minute' outside rescue, elther by c l ty  personnel or by water-breathers 
seeking to take human hostages. The lat ter  event, of co~~tse, could lead 
t o  an ongoing underwater adventure as the players learn of the natives' 
further plans, and are elther compel1 ed or convinced to join the tr cause 
or forced to  altempt another escape to bring news of these plans t o  the  
central government. 

If the  players have not fallen into the  hands o f  the w&er-  
breathers, there w i l l  be plenty o f  possible assignments to undertake as 
the  colonists atJ.empt to return t o  normalcy. I f  the players have b w n  
instrumenbl in saving many lives (or those o f  cr i t lca l  personnel), they 
may be invited into the  inner counciis of the colonial government, and 
asked to Investigate the cause o f  the explosion. On a lesser scale, 
players may find employment on repair crews  ork king on the c i ty  or 
starport. The adventurers may still have their  original business t o  
complete on the  wwld, requiring them to travel to other cities, 
houseboats, or one of the undersea farrning/mining complexes. These 
travels may be interrupted by native ambushes. 

Another scenarlo might involve the crash landing of a starship into 
a sacred t r ibal  ground. The players should be placed conveniently near 
t h e  crash in an undersea craft o f  some kind and f ind it incumbent upon 
them, according to the starship-in-distress laws, to attempt to rescue 
t h e  ship's crew, even at the risk o f  enraging the natives. 

The colonial response to these events, once the natives have been 
established as the  probable source, is up t o  the discretion o f  t he  
individual referee. Despite the expansionistic policies of t h e  recent  
leadership, the colony is no t  hIghly milifarized, and "rts populace has 
grown somewhat soft from years of placid existence, First responses are 
likely t o  be cautious, consisting primarily of increases in the security 
forces assigned t o  operations located along or beyond the originally 
ceded native borders. Other options w u l d  include 

1) the mounting of a well-armed expedition b seek out and put  dawn the  
rebellious native factions (which might involve t h e  impressment of 
militarily trained off-wwlders In port in to th is  force, and would likely 
be a long and arduous process glven t h e  nomadic nature of the  
natives and the vastness of the  seas), 

2) a ruthless retal iatory o i kns l ve  against the ful l  native population (a 
tact ic  against which the natives w i l l  have little defense, but which 
f l ies in the face o f  the  stated morallty o f  the Imperium and Is l ikely to 
drive the  surviving native rebels to fanatical exh-emes), 

3) an appeal for  interventlon by outside Imperial forces (l ikely t o  be slow 
in  coming, hut awesomely effect ive i f  it arrives). Once the colonists 
determine that  a nuclear device was the source of the in i t ia l  



explosion, they will have sufficient provocation ro justify calling in 
the i~arines; if this course is taken, a detachment of Imperial Marines 
may arrive at any time after the fourth week of the crisis (roll 2D 
once per week, 12+ for the Marines to arrive, with mlJ + 1 cumulative 
for each additional week of waiting -- +1 for the fifth, +2 for the 
sixth, etc.). The Marines will likely 'process' the situation with their 
usual efficiency; it is probable that the natives' off-world friends did 
not know of the nuclear weapons the natives had procured, for they 
surely would have warned them of the consequences. 

If the natives perceive weakness in the colonial gov8rnment's 
response, they may intensify the frequency and/or severity of rheir 
attacks, unintentionally forcing the colonists toward more extreme 
measures. Referees should note that the natives will probably have little 
trouble executing their initial attacks, due to the element of surprise. 
Thereafter, however, the guerillas will have to contend with colonial 
superiority in communications and intelligence gathering (e.g., aeriel 
reconnaisance, sonar) if they are to evade detection and capture. 
Native tactics may include utilization of deepwater staging bases, and 
hiding out arnong peaceful (but sympathetic) native settlements. 

The final climax of the crisis will come about two months after the 
first attack. The native leaders will threaten to set ott a series of 
atomic explosions placed near each of the major cities, cap':lhle of 
destroying the entire undersea civilization, if their demands for Irnperial 
recognItion and territorial concessions are not met within a specified 
time frame. The colonists' central computers will confirm that, if the 
megatonnages and numbers of threatened explosions are as reported, the 
threat of total holocaust is a very real one. If the ~1arines are Clot 
already on the scene, the colonists will have to organize teams of 
adventurers to attempt to locate and disarm the cached bombs; each of 
these sites will be defended by well-armed native guerri 'lla units who will, 
of cuurse, fight to the last man. Another party will be assigned the duty 
of locating the head of the local Imperial bureaucracy (the only man on­
planet capable of granting the natives' demand for official recognition), 
who has chosen the present impropitious moment to take a vacation 
cruise on his personal houseboat -- destination uClknown. Finally, the 
government will assemble a group of elite mercenaries to locate and 
capture the central command center and stronghold of the native forces. 
Players with appropriate skills can take part in anyone of These 
missions, or become involved as part of the security forces assigned to 
quell outbreaks of panic among the citizenry or the evacuation teams 
preparing to move as much as of the populace as possible to the surface. 

Of course, the players may well have discovered by this time that 
the a ir-breathers have been the rea I v i II ai ns on th is pi anet. The 
adventurers should not be discouraged from joining the natives' causes; 
in fact, the referee should set up at least one encounter during the 
players' travels in which members of the native leadership can be met 
under non-c;)r~bat conditions. Players may also be converted through 
readings of planetary history, or through contact with sympathetic air­
breathers. The natives will welcome anyone who appears to be a true ally 
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"War Zone!" 

WORLD 10: 
Appropriate Seltlngs In the Splnwwd Harches: Singer; Rule, Aramanx (port 

f acillty becomes Dl; Marastan trequlres canceltatlon of 
lmperlal Reservation status); Entas-du; Raydrad ( t rea t  as 
population 7) 

Approprlate Settings In +ha Solomanl Rlm: Sctplo ( treat as TL61 

Acceptebb UPP Code Ranges: 
PWT - E-D ATM - 4-9 WP - 7-9 LL - Any 
SIZE - 5-9 HYU - 3-8 G D V -  7 n - 5-7 

From the  Journals of h P L e e  - 
nHistory repeats Itself, over and over. and all t h e  wlsdom of our 

exprlence often cannot change 8n outcome, no matter h o w  hard we mlght wlsh 
It. Thfs wwld 1s headlng far a w a r .  and )ha Impelurn's best efforts to stop It 
have no more chance than a candle In a hurrlcana The forces b a s d  km +Q 

enforce the restrlctbns on Mgh-tech arms Impart are well-skllled end 
consclentlous, but they can't catch e v e r y  prlvattwr - end even If they could, 
fhere are too many legal I m p o r t  Items that cmn be converted (tlke a laser 
cornmunlcatlons beam1 Into a W v r  b, tW&ll be war her8 - and soon, PI1 
wager. The Commander of ttms pa+mlllng forces wlll have some tough nlgMs, 
deciding when, how to intervene. Re? 1'11 be far away from here, 
hopfully rn rn a" 

World 10, unt l l  recently, was a Red Travel Zone due to  i t s  nafure as 
a devcloplng wwld, and the continuing tension among its many natlons. A 
recent re-evaluation o f  this policy concluded t h a t  con tad  with owlside 
worlds could m l y  benefit the  natives, b o f h  by furthering technological 
development and (hopefully) by lowering international tensions as +he 
natlves realize how large and powerful a universe they face. 

The l i f t ing of t ravel and trade re!d-ridions is not complete. The 
world is s t i l l  coded Amber, and the tmperlum enforces a ban on the  
ImpWation of Itan y technaloglcal produck, w designs and/w 
speciflca-tions for same, which have a primary use i n  warfare, or which 
may be put  t o  use in warfare t o  subst-antially Increase desh-ud-Ive 
capability." This wlde-ranging r u l i n g  has been le f t  vague, slnce almost 
any h1gh-tech civil ian device can be modifled far wartime use, and is 
enforced arbltrarIIy by the  lmperlal u n i t s  In  t h e  system. A-t various 
times, the restrictions have been used to exclude radioactives and the 
technology f w  Weir use, advanced propulsion devices such x gavit ics, 
tracking devices, and, of course, weapons systems of any Type beyond 
the  prevailing tech level. Other high-tech devices have usually no t  
been prohib1Ted; examples would Include such item as advanced 



communication devices, hand computers, or medical equlpment (as 
advanced healing techniques and devices decrease the  desttuctive 
capability ot ail weapons by making survival mare Ilkely). Each referee 
should utl l l  PP the delfinltions and examples given to gmer&e k idher  own 
IIst sf ~ l ~ d  I@wt ifen%, and allow fw f l ex~b i t i f y  t o  take 
account of a given parky's ~ ~ v i + y  ls w l l  IW 'Mw of *heir 
cwgo to t h e  author lti es. 

Trade reskldions are enforced by the network of Naval, Marine, 
and Scout units whlrh regularly patrol t h e  system. Few ships w i l l  escape 
dstection by the lnferdlction Beacons and fighting vezsels; t h e  referee 
shbuld ro l l  9+ far any playerst dwshlp afiemptlng to make planeffall 
wmout detection and boarding, allowfng a DM of +I f o r  Navigational skil l 
of 3+ (In ~e primary navigator only) and a DM of + I  f a  Pllot-sklll of 3t. 
Crews caught carrylng restrlcTed cargo in$o t he  system w i l l  have both 
cargo and ship conflsca+ed. Penalties wil l depend on the severiTy of the 
offense (with high iech weapon systems and afamic devices a t  the top of  
the Ilstl and the  Admln/Bribwy skills of  the  party, and may range from a 
maderate fine to a 5-1 0 year sentence on a penal wwld (see World 7 for 
a posdble adjunct adventure if the parky should suffer th is  ward 
pos6lble fa* see also Adventure 8, Prison Plan&>, 

With or without the afd of modern technology, though, the  polit ical 
tensions an this wwld are leading inevitably faward a war which could 
-euwtually e n c o m p w  most of the wwld in t he  absence of Imperial 
ln+srvention. Due to the current level of technology and the prevaltlng 
mlnd-set of the  natlves, this war would be similar i n  some ways t o  the 
ZWh-century (appro>Cima-fe -2480 IMP) Terran global cunf l lct known as 
'Wcrid War Ill, although even the  presence of Vegaf' imp- such as 
cmputws and advanced communications devices will great\ y alter the 
~ p t l o n s  avail able to the combatants. The referee should not draw exac t  
parallels, bu-t sane of t h e  same tactics, equlpment, and politrcat 
phllosaphies  w i l l  be evident. The exact ckcumstances of the conf l ic t  
should be considwabl y re-arranged to preven-t players from havlng too 
much foreknowledge abed the course sf future events (s.g., a 
'democratid government may make a surprise a h c k  on a major outpost of 
an oligsrchlcal government in the early days af the war, the pattern of 
alliancts may greatly differ, w a dlffwent power may develop the atomic 
bmb). 

Initially, hostillties will l ikely be IirnIted t o  conflict afong one or 
two fronts. As tenslons increase, amid the threat  of multiple t h i r d  party 
Intervention, the tmpwium will also increase Its presence on the planet, 
bringing In observers and negotlatars, and holding ouf the threa? of 
Marine intervention. In areas near the existing war zones, Imperlal shlps 
may also be used t o  evacuate concerned non-natives t o  positions of 
safetyd The cusbn~s vessels will be ordered to f m  a more thurough 
blockade, and the  starport will provide avaltahle Infwmation to  entering 
shlps about the  boundaries of t h e  currenf w a r  front, identifying those 
areas of +he plane+ considered unsafe f w travel, 

The adventurers may become involved in Shls confl lct elShw b y  
accident a- choice. The parfy may all-eady have landed on the planet 



prlw to the outbreak of war, act-ing as traders, merchants, Tourists, ar I n  
ancrl-her capacity, and, may mehow wind up In +he active w a r  zone. They 
may somehow be prevented (elthar mallclously or by an accldent of narl 
from evacuating the wwl d along with other off-wwld Imperial citizens a t  
risk. The adventurers (accompanied, perhaps, by similarly stranded NPCB 
w i l l  have t o  make their way to safety -- a neutral country, an Imperial 
outpost; or a ship leaving the surtace -- avoiding attack or capTure 
enroute, I f  the players lor their new-found companions) are Important 
enough figures to the Irnpwlurn, they may be sought by Imperial military 
patrols, great1 y enhancing ths l r  chances of surviva I. Converse1 y, i f  t h e  
advenhrrers have entered t h e  system by evading the c u h o  patrols, the 
Imperial authorities w I l l  not know t h a t  the party Is on-world, and may 
even deny adstance once they are contacted (asseding tha* the  party 
must have Iliegally obtained ar forged the? credenl-ials). I f  t he  players 
have recently smuggled a cargo of prohibited maTerlals onto t h e  planet, 
they may suffer +he further ignominy of learning t h a t  the materials they 
have Just brought are being used against them. 

As a second posslblllty, adventurers may have been enroute t o  the 
warld tan legltirnate or Illegal busfness) a t  the Time fhe w a r  begins, 
arriving a few days aWer t h e  outbreak of hostilitlas. The referee may 
postulate +hat, In the coaf usion surround1 ng the situation, +he spaceport 
infcrmation concerning the extent of the war may not be completely 
accurate. Consequently t h e  p a e y  flfay not he aware It is entering an 
active battle zone until they are engu I f  ed in the conflict as fargets clr 
threatened bystanders. 

Alternatively, a party may actually thee t o  enter the w a r  rane 
seeking adventure w proflt. The adventurers m y  be hired to transport 
journa li-, scrciologlsk, d e n t i s i s ,  or wealthy thrit I-seekers w h o  want to 
observe, close-up, .a w l d  locked in t h e  throes of war; conversely, they 
may be coni-ac+ed by  a patron anxjous fw t h e  safe return of a loved one 
known t o  have been near the lnl t lal  outbreak of hostilltler, Finally, the  
playws may seek to smuggle in embargoed weapon% equipment or 
suppfles, either to ful f i l l  a prior contract or to sell h tothe highest 
bldder, In th is  la& case, t h e  party wlll have to make their way safely 
past the Increased Imperial patrols tnou a 1 I +  base, with modifiers as 
previously stated), 

All of the paMcipanh In this  conf l ic t  have sought t o  gain 
technological superiority over their  enemles through Interdicted trade 
w i t h  the outside; t h e s e  altmppk have been largely fruslrated by the 
customs patrols. Nonetheless, most of the majar combatants In the 
conflic? have assembled a modest arsenal of high tech nan-atomic 
devices (a handful of laser rifles ar carbines, improved artlllary flre- 
control devices, advanced radarjkacking equipment, ek.1. Replacement 
park fw these systems will be  a t  a rninlmum, and malntsrrance procedures 
will be virtually unknown. Consequently, all the belligerents In the 
con f l I d  w i l l  be exh-emely interesled in capturing any off-world Imperial 
citizen possessing hchnical repair kills or scientif ic know-how, o r  any 
equlpment t h a t  might be useful to the w a r  eft&. Conversely, a 
government may be seeking an of f-wwld scapegoat to blame for the 



hi$+TL wmpohr betfig used egai* them. All of thetie f d w s  wltl tend 
tPT fmlgMn local IrrWe In m y  uff-wldw encomWed, pwticylarrly 

prenm 3er kag about therlr &ll b a 1rnpwf.anck. 

I t  Is tlkrly T b t  nwtlva sk emd gpwnd (rNt.1-&watt) unila v511 
$+trsp9.t b hrbg down ~ r r y  h h f p  lmding in thek m a .  A W g h  p 
bmts heheen a fusion-pawwed, b u l l y  -4 and a w e d  s p w a f t  
w d  ar, squadron df t-rl c=arnbudbdpr~~eIlar Q-lven, mschlnr&cgun 
~mwd plan@@ is a ~ l ~ s s  d&ch, lT cgqllOt help bwt ha q~n 
m l ~ e  ~sapwlme tar Pho advenhnn  -- espmially If they need to 
m c q e  M b n  by tqnpculel chew- md mu& l f m l t  use sf thelr 
and o3hw eatertic ~ w y .  

t f  tka party t a d #  in +ha oar m e  voluniwily a inre lunwl ly  while 
in- pmuR of thek objWtiv.tts (be they sawah-rrnd-rese, dollvwg ef 
pa&mmgWs cr goo&, i ~ ~ ~ o n  gethering, UF m k q e ~ c y  mqcsW, Wey 
may fInd #tametvm In  thtv ufiwforWbls and dclrallonging p~-Micn~eia+W 
survtvtng behind enmy Itnee. If t h ~  players passees up-to-datrp maps 
and lmphtfal t e r n  an nmtlvs polltfcg they dll stand rr good chance (6+ 
on 20) o# bdng table Idmflfy the& pasition md me Imatton of the 
ra@w& safer haven wWwt undue delay. The plrryets m y  heve to evade 
ap cmgw . m d  peels weking tQ r e w w  4 - b  e m h i p  cr Ik mew. 
Athrn@ireiy, the party my shmble i n b  the ml& of heavy fighling -- 
ar 00-1 b a d ,  a fweet- where snnard dlvisians ;are sqoarlng atf, 
w o u n d a r ~ i n g  mew w j a l  botnhardrsrent. 

As the players make their way acrow the lecartntryslde, they m y  
inml\aad i n  one crr w e  of She sraplll vigfieWe fiat c a n p r k  the day-t9- 
day dram @t ~ 8 r  -- a grwp af wphaned children f~eedng ao asart m d  
trqqmrt lv d w t y ,  e #nlper at'8ck, an unexploded banb the nwsf be 
d)&snt~b 8y provldiq qssi&nce In fhese and similar s i t .w t lon~ fhe 
pl-r m y  mka frknds amng the local populace who can provide them 
wlth W u l  Isf.wme#lan w ssnctuary fi-olrr pursult. Conversely, play- 
may s ~ &  to dkgube them@lu.es as locals to increase their freedonr of 

SJr&wirsra &!It$ w i l l  enhance the e.ffe&iveness of such an 
tmprsmdian. F3gt'mw should We,  however, that players choosing ID 
dbg,!lm J h m l v a s  ss sMdiers run the risk af being identified and 
pursued as clefmks - a crlme punishable by death in time of war. 

If the playere should be captured, they w i l l  be taken to ttre newest 
mQr mil'Hwy bm Q &aging facility fcr interrogation. The questioning 
rnwltwdsr uwd by -halt" cr#f,rbm may run the gamut from gentle persuasion 
tcs phydtal ?Wure. The playerg party may bacclne separated during 
#@Jtfr infarnmanf; +hose l nd?vkk~ la  who  paiss%ss skllls in the a m  of 
W W y  $ k ~ y h ~ c ? r ,  E~gIneerlng, or egulpment r ~ a i r ,  w i l l  be me 

hlghly prized (and best frwtd) ap*lves. In mast cawsI it  ill be 
ufl,tb +he lsdwrnPurers to, prepare and exacute $he& -ape frm these 
ysll-guarded conpouudsg if the Wwee wlshes, however, another of f i e  

pew- my k n c h  a crft#ctndo mid i~ 'llbemte' the o d v e m  
t w t h  no Imrg4m qffect on the p l a y a 9  srhrh~s beyond en exchange of 
jellwd, It they red ly  manage ?CI gwk theimelvcs Into hort v@hrS -the 
trapwtal Wines may come ha the rescvo (though thls may bring its awn 



sef of legal consequences If thelr business on t h e  planet w a s  
unau%wIzed), 

A further interesting complication that  can be i ntrduced into this 
scepario 1s a dlsrovwy by the players that  a group of interdellar 
twrCBnarls has & w a d  dt wnf l1d on behalf of one of the ma& 
parurcrps. Tka dze af W b  m m m w y  .Farce and the exact nature ot I t s  
ticket are up to the refwee, and should be related to the slze and 
overail r-urc8fulness of the playerd group. Given f+he slrlct 
ilffpurtdion Irwg the players should realize Immediately that  there is no 
way +ha+ This m a r w m y  unit em ba on the world legally -- i f  the 
play- eern manage f.o r e p W  Ihe presence of I-his group to the Imperial 
autkmiwes, they wibl be handsomely rewarded for their e t t d s ,  and the 
unit w i l l  be outlswed wil-bla the lmperlum fwevermore. The rnercenartes 
have been pranked a sufficien-t m u n T  (in lmperlel currency, preclaus 
g- and mebM fo Justify ffio Wmehdous risk of banishment; I t  the unit 
rmllzes t h a t  15 has been sighted, however, they wll I imedlatel y Inltlate 
a full-scale effort -to locate and permanently silence those witnesses 
Thus, the players may f lnd themselves hunted by well-trained veterans 
w i t h  weapons technologically equal or superior t o  #elr own, in addltlon 
to W r  other pmb terns. 

Referees preparing To run an adventure on this world should 
cr>nsh-,uct detalled planetary maps which delineate the borders of the 
various combatant nations, rieutral or disputed tmitaries, and The 
locations of all major on-wwld Imperial f acllities. Referees should also 
develop a timetable of ma& land, sea, and air actions occurring durlng 
the fir& few months of t h e  war, and the sscalatlng responses of #e 
Imperl urn. Descriptions of planetary military equipment may be generxted 
using the rules provided In Sfrfkw, or by  adapting Wll-era weapons 
sydems to the Tniwfler format. The Sh.iker rules on a r m  and 
penetration may a150 prove useful to the referee during the play of th i s  
scenario, part-icularly In  regard to resolving combats between 
convenffonal alrcraff, gound af i l l  tery, and spacecraft, 



Adventures on the Xboat Routes 
From the .bwrtals of h R Lea - 

nMevar flew an xboat - never hope t o  fly one, elther. Those homely llftle 
shlps are the lifelines of the ImperIum, though, our long-range eyes and ears. t 
found out t h d r  lmpobtance - and their fraglllty - durlng the False Mar. The 
pilots who fly them have a m s e  of their own mortality tha t  we who rlda the 
blg shlps sometlrnes lose . . t know one thlng - I'll come runnlng If one of 
those l l t t le bleeders hollers trouble, no metter what Pm M n g  . . .= 

T h e  xboat ssystern 15 the single most important means of 
communications In the  Traveller universe, as discussions in Journal 6, 
Supplement 7, and Supplement 9 have made clear. For those referees noi- 
familiar wlth any of these matarlals, an xboat is a 100-tan vessel, manned 
by one or two individuals, which Is capable ot jump-4, but has minimal 
life-suppa-t and no maneuver capability. These vessels travel along 
pre-estab llshed routes, carrying messages (and occasionally, small 
packages) between systems. Most of the  xboars interior equipment is 
devoted to electronic infarmation swage; when such a ship enters a 
system, it beams its data t o  the  central computer of the  xboat station. 
Information intended for delivery within the system and t o  planels n& on 
the  maln roul-e is transferred to Scout/Courier craf*; the remainder o f  
the  data, along with other outgoing comunlcations targeted for t h a t  
portion of the  route, is transferred to another xboat fueled and ready 
t o  leave tar the  next station on t h e  line. The now helpless entering 
xboat is picked up by an xboat tender, a 1000-ton c ra f t  equlpped far 
retr ieval and refueling o f  several xboak simu ttaneously. US? stat ist ics 
for both of these crafl-, taken frm Supplement 7, are provided a t  t h e  
end of this section. 

The xboat statrons will have anywhere from zero t o  12 xboats 
present, as well as 2-4 tenders. Station personnel will have the skills 
required to overhaul xboats and the i r  computers as needed. The stat ion 
Itself will have a huge compul;w, powerful detection equipment (for 
tracking incoming and outgoing xboats) and excellent communications 
faclllties. 

The xbaat system has great1 y increased the speed o f  intormation 
transfer across the vad- expanses of the  lmperlum. Because of t h e  low 
maneuverability, lack of armament, and t he  great strain placed on the 
vese ls  involved, however, the overall system is exceedingly vulnerable 
t o  malfunction or attack. These feahrres make t h e  xboat routes a r ich  
source of potential scenario adventures for player groups. 

Adventurers may be brought into contact with the xboat syskem 
through a number of circumstances. The ship upon which they are 
travelling may suffer an equipment malfunction while in t h e  vicini ty of 
the &ation, and seek to avail i tself  of the lafter's emergency repair 
capablllty. Players may stop to pay a courlesy cal l  to a relat ive of an 
NPC crewman, or I-o meet with a potenliaI patron. The players may also 



have been hlred to act as couriers, picking up or dstiverlng an i m p d a d  
package being sent by xboat. Finally, the players may simply be 
travell ing In t h e  vicinlty of an xboat, tender, w sta-t!on when an 
emergency didress signal is sounded. 

The first type of senar Io  t h a t  can be envkioned is a fairly 
straightforward rescue mission involving elther a single xboat or the 
entire &%+ion. The most dangerous problem facing an xboat b mtsjump. 
X b o d  tenders are, of course, dispatched to the ald of xboats known to 
have misJumped, bu t  the marginal life-support capabliity avollable (ten 
daysto two weeks) means that  t h e  xboat pi lot  w i l l  alx, be forced to send 
a Mayday. The laws of t h e  lrnpwIum require any ship In the vicinity to  
respond. I f  the xboat Is several days away from the nearest vessel ( the  
adventurerst, of course), the sltuatlon wit  1 become cri+ical, 

Altern*ively, the  xbaat may make a mbcalculated jump, In whlch i+k 
arrives in the desired system, b u t  in an area where its inability $0 

maneuver places it in immediate jeopardy. The referee may have the 
xbodreenter  normal space In an asteroid belt, near +he gravity well  of 
the  systertfs primary ff a planet, in  the p&h of a corn&, &c. In 
advenfrrres such as these, the time llmi-t becomes even w e  pressing, and 
the players' darshlp wlll be subjected t o  the same menaces t h a t  threaten 
the  helpless xboat, Finally, t he  xboat station i tself may be sh-Icken, by 
a llf a sup pork rnalfunctlon or a tail ure of I t s  col llslon avoidance syHems. 
A l l  of these rescue rnlsslons wf ll glve players a chance tcr  make use of a 
number of the i r  skills, includfng Leadership, Vacc Suit, Shipb Boat, 
Medical, and any numb- of repalr skllls. 

The referee may place turbher impediments In the path of players 
recelvinq the dlshess call. Passengers who have chartered the starshlp 
may be impatlenT and attempt +o convlnce the crew to let t h e  maid-er be: 
"Smeone else can take care of it, af ter  all." The adventurers may have 
cargo on board whlch has a ffrm delivery date -- perhaps there is a I arge 
bonus for timely arrival, ar perhaps the cargo conslsts of perishable 
p hamacetttlcals which mud be brought to  a world In the throes of an 
epidemic, forcing the advenfurers t o  dedde on the juggling of lives. 
(No+@ t h e  even i f  +he players have the best posslble reasons tor 
abandoning an xboat In distress, the authorities may still pursue and 
prosecuke if they learn of the abded  rescue attempt.) Flnally, t he  
players may arrive on the scene, and encounter pirates who have also 
heard the distress call and are seeking to claim the  sh-fcken ship w 
sfation for their own purposes. 

A second t y p e  of scenarlo Involves an at-tempt by some outside 
enti ty t o  steal, jam, a tamper with the infarmation being carried by an 
arriving xboat. The Information targeted i n  this lnannw may include 
milltary reports sought by enemies of the lmperlum cr Industrial trade 
secrets prtzed by  rival corpwations. The al-kempt may be par t  of an 
ongoing series of thefts t h a t  have ath-acted the concern of Imperial 
officials, or of the corporations who have been hwdest h i t  by t h e  losses, 
The laHw may hire the players to InvesflgElte the rnad-ter w, If one w 
more of the par ty  possess high Ot) Computer skl l Is, to devise a means of 
fofling the thefb. In such a slhstion, the players may came Into 
contact (as collaborators or foes) with tlSS or Imperial Navy Security 



computer experk- on +he same asslgnmen+. The +hieves may her 
'intercep+lng the -t-ransmlsslons from a starship, uotrrg a mall drone 
'satellite set along the line of the In-coming hmlss!m brw 
i-eylecting It back to the home vessel; if tkb players  ah h-aak the 
source of the signal ( a t  f lrd, l lkel y to be l ike flndlng g heed le In m mlar 
gystero sized haystack), they may be sb le to give ch- amd pursue -Me 
:perpetrators. The trai l  frm this point may M s  the playem d f + m  
br onto one of The sydemfs Inhabited worlds, beaming s $u11-fl&geof spy 
:adven-ture I f  the referee wishes. 

In the I-hfrd Type of scenwlo, the xboat vessels or shfion become 
the subJect of physical attack. A local rian-Imperial world w a world i n  
rebellion agalrrd the lmperium mlght f lnd It advantageous to destroy t h e  
*+ion, in order to d k u p f  Imperlal comnunications, Thls attack mlght 
also be the openlng salvo of a ma& offensive, enabling the expansion of 
the scenarlo I n k  major flee? act.lons Cuch as fhe Fifth Frontier War), as 
t h e  ImperIum amasses I t s  farces to defend the besieged subsectclr. If a 
smaller scale action is desrred, the a W e c k a  can be a ferrwist group 
seeklng to draw attenflon to their cause. These twrwi* may attempt 
t o  desh-oy the d-atlon by a fron-l-al assault, or by smuggling a bomb 
indde; alternatively, thelr objective may be to selre the station and i t s  
personnel as hostages. The latter sltuatian can be used as the basis for 
a good small-scale Mercenary adventure, where I-he unit  is glven a ticket 
to r&ke the &tion with a mlnlmum of damage and casualties, 

Finally, the &ck may not be agalnst the *tion belt, but on 
one of 'kts vessels. Bslgands may wish to procure a vesel for piracy; an 
xboat tender w Scout/Courf er craf-l Is well suited to such empfayment, 
slnce such shlps nwmally draw a minimum of a-ltentlon when encountered, 
In such a clrcuwance, the p t a y d  ship would be presumed tu, be In the  
vlcinIty when the Mayday signal Is glven; the adventurers w i l l  have to 
act qulckly to reach the scene i n  tlme t o  aid in the defense o f  the 
beleaguered craft. The players may also, of thefr own volltlon, make 8 

theft attempt. 

M o s t  of t h e  adventures described in this aectlan have the virtue of 
being relatlvel y shmt, self-contained senarios which can be completed 
over t h e  course of one session of play. F u r F h e m ,  because of t h e  
ub1qultous nature of the xboat system, these scenarios can be 
introduced into an ongoing, large-scale adventure, as a a e n t a r y  
dlverdon, ff a means of satisfying players who are Itchy fm action awer 
a long period of travel or surveillance. 

XBOAT X-1540041-000000-0000.00-0 MCr 70.65 100 tons 
Book 2 des! gn TL=10 
No weaponry i nsta l led  CREW= 1 
PASSENGERS=l tpo6slble). LOW=O. FUEL=40. CARGO=I tposslble). 
EP=O. AGtLITY=O. 

XBDAT TENDER XT-A4t~132-000000-000000-0 1000 toils 
Batter l es (3  tu r re ts  can be TL=IO 
Oat ter Ies  Bearfng mounted; see Supp. 7 )  CREIJr6 
Book 2 desfgn 
PASSENGERS=4 (10 i f  double occupancy). LOk20. CARGO=60. 
FUEL=15O P=10 
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