


This page is intentionally blank. 

www.farfuture.net 



THE DREMSLAAR OUEST 

A Supplement for Travelleg 

William H. Keith Jr. 



Dedicated to Mike Nelson (and Lloyd 
Widges), who ftrst made dlvlng an 
advenwre. 

Copyright@ 1983, by Gamelords, Ltd. 
Al l  Rlghts Reserved 
Printed In the United S t a t e  of Amerlca 

No part of this book may be reproduced in any farm, w by any means, 
w M o u t  permission in wrftlng from the publisher. 

Traveller is Game DesignersT Wwkshopts registered trademark for its ro!e- 
playing game of science-fiction adventure in the far fuiwe. The 
Traveller trademark and selected materials contained In this supplement 
are used under license. 

Gamelords, Ltd. 
18616 Bwbeak Terrace 
Galthersburg, MD 20879 

A catalog of Gamelordst productf my be obtsiried by wrlting to the 
publisher a t  the address given above. 

Deslgn and Development: William H. KeM, k. 

OrlgInsl Concept: J, Andrew Kelth 

Pls*dlng: Tom Kokketenberg, J. Andrew Keith, Dave Fulton, Debble 
Fulton, Mlke Lichter 

Ill~&ions: Wllliam H. Keith, Jr. 

EdHtng: Kerry Lloyd 

Layouh Michael WaTklns 

Graphics: Larry Shade, K. B. Jacks, Janet Trauive-w 



Table of Contents 

INTRODUCTION 
Standards and ksurnptlons 
Udng th ls Adventure 
C h a r a c h r  s 
Beglnnlng the Adventure 

THE REBEL LEADER 
Halik's Story 
The Job 
The Plan 

YAHRFAHL 
tb Crash Slte 

DAKAAR CLASS FREIGHTER DRENSLAAR 
Wenslaar - the  Shlp 
Interlor Defalls 
Speclal Eq utp men? 

THE SEARCH 
Slor rn s 

THE WRECK OF DRENSLAAR 
Enterlng the Wreck 
Condl+lons Aboard Shlp 
Handllng the Cwgo 
Hdullng the Cargo t o  the Surface 
Danger Below 
Llvlng Aboard the Wreck 
Encounters Aboard W n s l a a r  

Dl  SCOVERED 
Assembly Forces 

EQUIPMENT 

ENCOUNTERS 
Yarhfahlan Anlmal Llfe 

PERTINENT CNFORMATEON 

WRAPPING UP THE ADVENTURE 
Sljav Captured 
Escaplng to lldrtssar 
Rlsonersof t h e  AssernbFy 



Introduction 

The Drenslaar Quest is a complete adventure for Traveller, t h e  
science fiction role-playing game from Game Designersf Workshop. I t  is 
administered by a referee who is  fami l ia r  w i t h  + h e  rules for Basic 
Traveller (Books 1, 2, and 3, The Traveller EJook, or the d a r t e r  edition). 
The Drenslaar Qu& also makes use of rules and information presented in 
The Undersea Environment, a Traveller supplement by Gamelords, Ltd. 
While not absolutely necessary for playing The Drenslaar Que*, The 
Undersea Environment will add a tremendous amount of detail, interest, 
and excitement t o  the  game; much of The Drenslaar Quest is set 
underwater, and the undersea supplement will great1 y enhance the  
realism and the playersf enjoyment of the  basic situation. In addition, 
weapons described h w r d  the  end of the adventure are fully described in  
Traveller Book 4, Mercenary. A copy of these rules will be necessary i f  
the players want to use these weapons in the adventure. 

The referee will also find paper, pencils, six-slded dfce, and 
square-grid graph paper helpful or indispensable during the course of 
this adventure. 

STANDARDS AND ASSUWTIONS 

This adventure takes place within the  fictional universe described 
In other Traveller products, on the wwld Yarhfahl (0608 C658596-6). 
Yarhfahl is located in  the  Drexilthar subsector of the sector called 
Reavers' Deep, a (m&ly) independent region bordered by the Imperium, 
the Solomani Sphere, a n d  the Aslan Hierate. 

The Imperium (also known as the Third lmperium - two previous 
Imperial governmen* have already existed) is a gigantic, human- 
controlled interstellar government. 

The Soloman1 Sphere (or the  Solmani Confederacy) is a r iva l  
human-dmlnated region of space, generally opposed to, bu t  current1 y a-t 
peace w l t h ,  t he  Imperium. 

The Aslan Hierate is a loose, far-flung grouping of wwl ds dominated 
by the Aslan, a sfar-faring race descended from carnivwe/pouncer 
s t o c k .  

About 85% of YarhfahFts surface is covered by water; Fand areas are 
divided between numerous island archipelagos and several small, tropical 
continents. The population Is currently less ihan 19 million, 
concentrated in  the  hi1 l country around Juyhaal, the  wcrld's single 
starpa?. Wlth so small a population and a relatively low tech level, 
there is l i t t le  here t o  tempt outside mercantile or Imperial interests. 
Recently, however, i ts  position in  space has brought it into the arena of 
interdel lar affairs. 



Yarhfahl lles astride the main Jump route between the mllltant 
I 

Carillian Assembly and the rebel wwld of lldrissar (0706). Though not  
originally a member of fhe Assembly, Ywhfahl has becme VIM to the 
Assembly as a staging area for operations against the l ldrlssarlan Rebels. 
Tachnlcally an independent world, Ysrhfahl had no space nakry of its own, 
no mllitary fmces a t  all, beyond a mall psacekeepIny and ta3c- 
gathering mil itla. The local government now has I l i t l e  to say about the 
powerful flee* mits grounded at Jdyhaal, and wbitlng overhead. 

A t  t h ~  d r t  of tha adventure, recent events have made this ane- 
time backwater even more impcrtant to the plans of both Assembly leaders 
and the rebels. 

USlW THIS ADVENTURE 

The referee may use The kens law Qu& as a &and-alone game, 
using pre-generakd charedars presented here; w I f  may be played with 
charac-kers fro:n an existlng Traveller campalgn. Certain new skills 
inlroduced in the supplement The Undersea Environment, Swlmninq and 
Diving, w i l l  be necessary for t h a e  characters In  this adventure and 
should be asslgned to those characten by the referee. Other changes 
required to bring thls advenhrro Into llne with an existing campalgn 
should be obvious. 

Any group of Traveller adventurers may take p a r t  In The menslaw 
Quesh A t  the referee's option, the players may use The pregenerafed 
characters ylven below, or the players may use characters generafed for 
prevlous Traveller adventures w campaigns. Play will begin with thls 
pwty looking for paid employment at Juyhaalpd, the only spaceport on 
Yarhfahl. 

b f r a b l e  Skllls: Swimming and Diving are two new skills discused In The 
Undersea Envtramnent, These skills wlll be necessary for any characters 
taklng par t  i n  The Drenslaar Quest; In addition, small or large Watercraft. 
skill Ifamillarity with hdndlIng various types of boats) may be useful, 
though nat essential. 

Skill level 0 may be glven to some charactws tor certain ski1 Is; thls 
stcgga-k famIllarity, bu t  not expertise in thwt par+icutar skil l - 
suffident hrniltarlty -to allow 'Hie chara'adw +a use the equlp~nent or 
weapon described, but not enough tr, allow hlm t o  cope with emergency 
situations, w dtrlations requiring great ski1 I. Characters without skll l in 
any mapon  may be allwed a level 0 skill in m e  weapon; CarbineO, for 
example, would refer to that  charaderls 'besf w preferred weapon, even 
though he had no real expertise w i t h  it. 

Pwgenerated C h a r a h  The following characfers lnay be draw upon 
by i-he players for The Drenslaar Quest. 

1 .  Ex-navy Caphin A89988 Age 38 5 terms (37000 
SW2,A&aRifle-l,Ta&Ics-2,Leadw-2, SMG,TrsvelIers 
Small Watei-craf h- 1, S~immjng-3, Div ing-1 , 
Electronic-1, Vacc Suit-1 



2. Ex-navy Lieutenant 789AA7 Age 34 4 terms Cr5000 
Computer-1, Nav igation-1 , Eledronlcs-1 , Revolver 
AUTO Rifle-I, Revolver-1, Vacc Suit-0, 
Lsge  Watercraft- I ,  Swlming-4, Dlvlng- 1 

3. Ex-marine Lieutenant 889784 Age 34 4 +ems Cr3000 
SK-2, Revolver-1, Forward Observer-I, Revol v w  
~k /~a f t - l ,  Mechanical-2, Swimming-3, 
Diving-3 

4. Ex-navy Lieutenad 689976 Age303terrms Cr500 
Rffle-0, Jack of All Trades-I, Computer-1, Rifle, High Passage 
AIr/Raft- 1, Smal t Wajercraft-2, Swimming- 
3, Diving-3 

5. Ex-merchaM Fl& Onleer 799A79 Age 34 4 hnns Crl0,000 
Gunnery-1, Bribwy-2, Sfreetwise-3, Auto Pistol 
Vacc Sult- 1, Pilot-l , Small Watercraft-2, 
Swimming-4, Diving-3, Auto Ptstol-0 

6. Ex-scout 777A54 Age 30 3 terms PO 
Jack of A l l  Trades-2, Pilot-1, Lasw R l f  le- Laser Rif l e 
1, Gunnery-1, Small WatercraW2, 
Swimming-4, Diving-3 

7. Ex-army AM543 Age262twms CrO 
A u b  Rifle-2, Gambling-I, Brawling-I, Auto rif le 
Swimming-3, Diving-1 

8. Ex-marine A99795 Age 26 2 terns Cr500 
Gamb llng-2, Brawling-1 , Small Wdercraft- S&, Cu *I a s  
1, SMG-1, Swimming-3, Div ing-2, Cutlass-1 

A l l  characters are assumed to be qualltled on SCUBA equipment 
(open clrcuIl.1. 

BEG1 NN l NG THE ADVENTURE 

The referee should assign the characters and lnfwrn the players of 
the basic background t a m  given In  STANDARDS AND ASSUWTIONS above. 

Next, the referee should take the players through the events 
described In  the next chapter, THE REBEL LEADER. Although the referee 
can simply r,oad this section to ffie players, a better way Is to play this 
section out, wITh t h e  player chareders interacting with each other and 
the non-p layer chwecters encountered. 

Once they have taken the job offered, tslelr new employer will be 
able to flll them in  on background data about Yarhfahl, t h e  politlcal 
situation between I l drisssr and the Caril llan Assernb ly, the lost freighter 
Orenstaw (including a set of deck plans described elsewhere In  this rules 
baoklel9, and other i m p m a n t  information. He will also be able to  
pmvide them wlth all equipment needed - Including SCUBA gear, bods, 
and underwater detectors. 

When all of these prellminarks have been completed, the adventure 
propw begins with the section entitred THE SEARCH. 



The Rebel Leader 

Once agaln the adventuring party is faced with the necessity of 
finding (shudderll honest work. They had arrived on Yarhfahl worklng 
passage on an independent freighter, No sooner were they grounded a t  
Juyhaalp&, when they were summarfly Informed t h a t  the admiral of a 
contingent of Caril l i an Assembly warsh Ips had pressed the freighter Into 
service. The owner - the adventurersf ex-employer - was kept  on as 
pllot; wIth luck he might even get  to keep his ship affw the duration. 
The adventurers were brusquely told t h a t  +heir services woutd no longer 
be required, and given 30 mlnutes t o  get  their belongings off the ship! 

Now, with scarcely a credit  to  their collective names, they find 
themselves on a shange world where all space traff ic had been grounded 
w pressed into service by the Carlllian Admiral and the  demands of war. 
That the impounding of private vessels 1s Illegal by  almost anybody's law 
is of slight interesT t o  the Assembly mllitary authorities - atter all, who 
around Is In a positlon t o  question anythingthe Assembly does? Fine 
legal points could be discussed a t  length later; for now, there is a 
rebellion to crush, and Yarhfahl has the  honor, by vfrtue of i3s 
convenient position, ot becoming t h e  *aging point for the Assembly's 
military operations agalnst the insurgents on Ildrissar, ten l ight  years 
distant. 

I t  is while discussing thelr pl lght and the prospects for work in  a 
dlngy bar at the  edge of Juyhaalporf t h a t  the  adventurers f i rs t  
encounter the stranger who calls himself Jeston Halik. 

Halik knows ot the adventureps plighj; thanks to contacts a t  
Juyhaalpwf Admin. Fud%er, he has seen their records and knows t h a t  
each of them has experience diving and worklng wlth vwious types of 
scuba gear. I f  t h e  p a r t y  is Interested, he has a job for them- a j o b  t h a t  
will pay well, and for whlch he w i l t  provlde all necessary equipment, 
transportation, and weapons. 

This is a timely offer for the adventurers, for they were no t  even 
pald off when they were discharged so abrupt1 y, and there seems to be no 
one they can even lodge a complaint with, much less approach t o  have 
their grievances redressed. If Halikls offer pays well enough, they may 
even be able to buy passage off-wwld; occasional passenger liners cal l  
a t  Yarhfahl, and I t  Is unlikely the Assembly will bother to impress these 
ships. 

Halik w i l l  only te l l  the  adventurers that his offer involves a 
salvage operation In about 20 to 40 meters of water, and t h a t  each man 
should d e a r  "conslderabl y more than Cr10,OOO apiece" for his efforts. If 
the adventurers accept Halik's offer, he will te l l  them more. 



HALIK'S STORY 

Halik i s  a nat ive o f  lldrissar (0706 C995836-71, a small, l ight ly  
populated planet r i ch  In radioactives and heavy elements. Recently, 
the i r  skuggle t o  become independant of t he  mi l i tant Carillian Assembly 
has erupted in to  full scale rebellion. Normally, lldrissar would never 
have had a chance in such a mismatched conflict; her only space force is 
her far-flung merchant fleet, and she has vir tual ly no ground force a t  
all. 

Money can do marvelous things for a war, however - even a one- 
sided one. Mercenaries were hired from several sources, both t o  f ight  
Assembly forces (many of  which were also mercena-y units) and t o  t r a l n  
native I l drissarians. And - just  as important as t h e  troops - the i r  cash 
bought weapons, the  deadliest and most modern t h a t  money could buy. 

Six weeks before t h e  adventurers arr ived on Yarhfahl, one of 
Ildrissar's merchant freighters, Drenslaar, boosted from Yaggoth (07 10 
8864756-81 carrying almost one thousand tons of  weapons and supplies 
for t he  lldissarian rebels. Tech 15 Fusion and Plasma guns, tech 14 Gauss 
Rifles, and even Battledress personal armor were included in Orenslaarts 
cargo, a cargo whose cost would bankrupt t h e  lldrissarian economy for 
several years - one installment in  the  pr ice of  lldrissarian freedom. I t  
was v i ta l  - absolutely imperative - t h a t  th is  cargo make it t o  Ildrissar. 

I t  didn't. 

Four weeks ago, Drenslaar entered t he  Yarhfahl system t o  refuel 
preparatwy t o  its l a d  jump-3 t o  Ildrissar, unaware t h a t  Assembly f leet 



units had entered the s y h  in fwce  and al l  bu t  occupled the 
h e r m e  neutral warld and its spaceprt. Drenslaarfs skipper was 
caught by suprise; war w a s  no t  supposed to be declared openly until the 
weapons were safely on Ildrissar. Events on that world had gotten out  of 
hand ahead of schedule, and the Assembly had reacted with decldan and 
speed. In the batf ls nhlch followed, Drenslaar was badly damaged; the 
pilot attempted to set  down at sea, hoping to lose hjs attackers In a 
stcrm blanketing a cwta ln  shallows gvea near the Garupah Archlpelago 
while he b k  on sea water as fuel. The damage b her Enginewing Deck 
and Maneuver Drives was more severe than the pi lot  realized, and 
Wenslaw sank after It h i t  the water. 

There were two survivors of the crash - the gunners sealed in thelr 
turrets on the cargo hull. According to one of fhem, a woman named 
Freni Oraslln, the shlpfs englneerlng section was badly shot up during +he 
battle, whlle t he  bridge and crew quwters bore the full impact of a 
rather rough landing on the water. The cargo decks, however, remained 
intad, and even kept Orenslaw afloat long enough for the two gunners 
t o  make their way to the aff cargo lock, break out an emergency Ilferafb, 
and get  clear before the floodlng of ruptured and empty fuel tanks 
dragged the vessel down into about 30 meters of water. 

There were no other survivors. They managed to reach a nearby 
Island where they were rescued by a native fishlng boat which took them 
to Juyhaal. There, Ikaslin managed tcr contact HalIk through the local 
branch of Aariskln, an t ldrissart an mercantile corporation. 
Unfcdunately, during their &urney, They were stopped and quedloned 
by Assembly mll i twy pollce. Draaslln managed to elude them, but her 
companion dl d not, and it Is feared t h a t  Assembly Intelligence agents now 
have hlm In cusbody fw questioning. 

Assembly interogation methods eye - a t  the very least- effective. 
It is possible, even probable t h a t  they know about The crash. Neither 
gunner knew the true valw of Ibansiaarls cargo, but they did know tha t  
she was carrylng arms fw the comlng revolution. I t  Is not known how 
much Importance Assembly Intel l lgence wf l l  put  on the lost freighfer, but  
there is a good chance that they wlll try a salvage altempt. m e t i m e  In 
the n e w  future - if on1 y trr ascwkain Il drissarian intentions. 

THE J08 

Hallk needs a team of experienced divers to make a salvage al-kempt 
before the Assembly can. By good M n a ,  he got a copy of the crew 
r&er - complete with biographies and skllls - for the frerghter j u d  
apprapria-ted by the  Assernbl y fleet, and realized t h a t  the advenlursrs 
offered IldrIssar that  one hope In thousands of recovering the precious 
weapons, iransferrlng thein to another lldrissarian fretghhr, and sending 
them on thelr way lo the rebel world ahead of the Assembly Invasion fleet 
even now gatherlny in  w b l t  over Yarhfahl. 

Halik wlll pay the adventurers Cr300 per day during the salvage 
operdion, Including any time they must spend In decompression 
afbwward, plus a bonus of Cr500 each at the end of the job no ma* 



how many weapons w e  recovered. There w i l l  be an additional bonus of 
C r l  000 (to be divlded among the party) for evary 10 full tons of cargo 
which are actually recovered. Thus, If the salvage operation (and 
subsequent decmpression) took two full weeks and If (somehow) all 1,000 
tons of weapons were recovered, each man would make Cr9200 plus h b  
share of Cr100,OQO more. 

AarIskin special1 zes in  Importing varlous types of scientific and 
exploratory equipment. Through them, Hallk wltl be able t o  provide 
SCUBA gear, an underwater meld detectw for locating the wreck, a 
number of Ildrlssarlans who wlll take care of the surface end of the 
operation, and a palr of natlve fishlng trawlers recently purchased a+ 
Juyhaal. These last w i l l  serve both as covw fos the searchers (In case 
Assembly patrols are out), and as salvage veaels, since both m e  
equipped with nets, winches, and capacious 100 ton cargo holds. 

A second freighter, Identical to t he  Ill-fated Drenslaar, has 
already been secretly brough* to Yarhfahl, with markings and 
identiflcatlon whlch should allow It -to slip through the  Assembly blockade 
disguised as a ship already pressed Into t h e  Asembly sevice - a fate 
shared by m e  than one hapless free trader on Yarhfahl in recent weeks, 
as the adventurers we1 l know, 

THE PLAN 

(Refweds Notes If possible, the players should be allowed to 
develop their own ptan of opwiions, based on Information given them by 
HaHk. The following plan, developed by Hallk and his tellow rebels on 
Yarhfahl, can be presented If the players cannot come up with thelr own 
plan, or If, in the referee's crplnion, M e  ptayer+s plan Is unworkable w 
unreal Isflc.) 

The general area where Drenslaar went down is known, thanks fu t h e  
I n fma t lon  provided by Freni Draaslln, and b shown on Map 2. The 
newby Island of SIjav Is the local base of operatrons, having a sheltered 
deep-water mve, and extenshe light woods where a starship can be 
camufl aged from passing atrcraft. 

A native fishlng boat equipped wIth an underwater metal detetAw 
w f l l  search for the wreck. A second boat holdlng the hamis dlving gear 
(samethlng of a giveaway, should thls boat be stopped by Assembly 
patrols) nil l be kept hidden In Sijav. I f  the search boat Is slopped, the 
team and the l ldrissarlans on board wl l  l a t k m p t  t o  pass th&elv&s off as 
natlve fishenen; the detedor has been rigged t o  pass as a c u r s y  
Inspection as a sonic flsh-finder. 

Once the weck is located, the search boat w i l l  be jolned by the 
second vessel with the divfng gear. The Blip wll l have to be pwitively 
Identified by dlvers, and I+ is possible that the boat vlth the, divers wlll 
have to rendezvous w f t h  the search vessel to check false leads several 
Wmes, hut th is  Is n o t  expected to cause a prob tern ((Yarhfahl has such a 
small population t ha t  the sea batbrn is n o t  y e t  IItkred with the metall lc 
detritus of clvll lzatlon - oil drums, sunken batl leships ,  submerged 
Cedi1 lacs, etc.). 



When the sun ken wreck has been located, the fishing boats will take 
station on the surface - two boats working together, or perhaps one 
boat assisting a disabled comrade, as far as Assembly searchers can tell. 
The divers will check out the wreck, and make their recommendations 
concern i ng its sa I vage. 

Several possibilities present themselves. 

If Drenslaar tore open as it sank, the hulk will be flooded and much 
of its cargo may be strewn across the bottom. If this is the case, the 
divers are to salvage as many containers as they can find; even a single, 
sealed, water-tight case of fusion guns and power packs would help the 
reb el cause. 

Drenslaar may be partly flooded. At a depth of 30 meters on 
Yarhfahl, the pressure will exceed 2.5 atmospheres; if the cargo section 
was open to the sea, the greater external pressure would have forced 
sea water into the wreck until the pressure of the air trapped inside 
equalled the sea pressure. In simplest terms, the air which formerly 
occupied the entire cargo volume would now occupy less than half its 
former volume, and the rest would be occupied by sea water. 

Drenslaar's cargo section may still be sealed tight against the sea. 
This is unlikely, considering the damage the ship sustained going down, 
but possible, since Draaslin said she closed the cargo lock as she and her 
compan ion boarded their raft. If so, sea pressure outside wi II be over 2.5 
atmospheres, while the pressure inside will be at one atmosphere. If an 
opening is made into the cargo section, water will rush in untill the 
pressure of trapped air equals the pressure of the water. 

Finally, there is a chance that the ship may be open to the sea but 
largely dry. Draaslin reported noticing that the main atmosphere bleeder 
valves for the cargo decks' environmental control were jammed full open 
as she passed them on her way out of the ship (the pilot may have had 
some idea of trying to maintain positive pressure in the craft to keep her 
airtight under water after the landing, and they remained open after the 
bridge was destroyed). This means there is a very good chance the 
internal pressure of the cargo deck built up to balance the pressure 
outside as the ship sank, with air flowing from the liquified reserves as 
fast as the external pressure increased. All ships have the ability of 
matching considerable variations in external pressure to save time and 
air in airlocks on, for example, worlds with dense but breathable dir. If 
this is the situation, all of Drenslaar's cargo decks may yet be dry, and 
the pressure aboard will be the same as the pressure outsi de. 

The diving team will ascertain which of these possibilities is 
actually the case, and make plans for recovering as much cargo as 
possible. In case A, only what can be picked up ott the bottom in the 
space of several dives will be salvaged. In the other cases, however, it 
should be possib Ie to establish a working 'camp' on the bottom. With the 
divers remaining under pressure all the time, there will be no need for 
lengthy decompression periods, and the entire wreck can be unloaded in 
the course of a week or two. 

-11­



I The fishlng vesselst w t  nchas can hold up .to two tons ad- a time, and 
I each trawler can carry 100 tons of cargo. As the boatrs hold 1s fi llad, i t  

wlll go to the Sljsv cove where m e  I ldrissarians w i l  unload 1.t and d a w  
the salvaged cargo aboard the hidden and camouflaged freighterw When 
all of the cargo has been loaded, the shlp vlll Itfl off, and run or bluff 
her way pasf  +he Assernb l y blockade. 

If the idea of a work camp on the bottom Is feasible, the 
adventurers wlll have to decompress fw approxlmataly twfce fie tlme Ihe 
spent  on the b&m - a perlod which may be as long as a month ar more. 
Halik has arranged fw the frelghtw to carry a %n-ton deeompresslon 
chamber - large enough for 20 men and plenty of raom for t h e  
adventuring p w t y  far as long as they need Po stay in R, The party will 
have a choke of eIther cantinulng on to lldrlssar In the decompression 
chamber on the shlp, M- having The chamber off-loaded onto one of the  
fishing vessels and returning to Juyhaalport. In either case - whether 
a t  J u y h a a l p d  w on lldrissar - they will be wealthy enough to buy 
p w a g e  on a liner bound o f f w l  d (even the Assemb l y canV get away wlth 
Impounding the big passenger liners which occaslanally pass tRrough The 
Yahrfahl s y ~ m b ,  If the g o u p  decides to Journey on to Ildrlssar, Halfk 
Is paittve that he can well use thelr particular combinstion of Talent 
and expHse. 

The only hitch in  this plan could be brought by )he untlmely errfval 
of Assembly forces, but  Hallk regards this as unlikely. Assembly 
Intelligence is probably too busy to take a great deal of interest In 
recovering the c a r w  after all, what Is Impartant +o the Assembly about 
Drenslaar Is that she was sunk, no t  the exact nature of Its cargo. If 
Assembly forces do appear, the trshlng b m k  should be able to maintain 
their dfsgulse of honest fishing bod%, slip the divers back aboard 
unobserved when next they surface, and ~ B T  away w 1 - h  whatever weapons 
were recovered before t h e  enemy wrlved on the xene, 

The referee should feel free to incwporeie any suggestions, 
expansions, ar changes the players come up wlth to modify thls plan. 
Halik wlll be wilting to take  any suggestions from the adventurers; affw 
all, he Is hiring Them for their e%p&Ise in divlng and undsrwater 
salvage. One note, however - he rh ll be ref uctant to salvage Orenslam 
by landing the second freighter underwafer, next to the wreck. This 
op$lon Is possible if t h e  players suggest W and the refwee wants I-o 
pursue It, b u t  the lldrissarians run the risk of loslng a second 1000-ton 
shlp and all fhe weapons. Herllk w i l l  prefer to keep the ship hldden on 
land, ready for a fast get-away with whatever has been salvaged to date. 
Also, palrolling Assembly vessels may 'make' the slster shlp on an 
undeelsed flIght to t h e  r&e site and fgure meth lng  flshy is up. 



Yarhfahl 

The bllowlng Information will be available to the players through 
llbrary or informafion servlces a t  Juyhaalprt, or through their 
lldrlssarian contacts on the  planet. Commercially available maps or 
library information wlll n o t  have the locatiull o f  Drenslaark crash, of 
course, but Halik will be able to point w t  the  crash area just west of 
Sijav Island, wuthernmo* of the islands In t he  Garupah Archipelago, 
about 2000 krn southwest ot Juyhaal. 

Profile: Yarhfahl (0608 C658796-6) Agricultural G 

Physical Dexrlptlon: Yarhfahl's surface is 85% water; two maln 
continents along the equator, plus a number of Island chains and 
groupings, consfltute Yarhfahl's land area, with most of the population 
established In w near the  site of the planet's wig lnal  colony landlng, 
Juyhaal. Except for Isolated seltlements and tlshlng villages, modof 
Hiklava - the second continent - and m o s t  of the islands are 
uninhabited and Infrequenl-l y visited. Flshlng Is t h e  planers primary 
indusky, and lennets - a mall, spicy icthold favored as a dellcacy on 
several ofher worlds - are the on ly expwt. Yarhfahl's location makes It 
a useful fueling sfop for shlps on the  lldrlssar Route to o r  frm the 
Carillian Assembly, and because of this the Class C sfarpor-t - 
Juyhaalporf-- is of came importance in the su bsector. 

Populatlon: Yarhfahl's 18.94 million cltizens are govwned by a 
bureaucracy whlch has so l i t t le  to do with the  population's day-teday 
affairs t h a t  It Is virtually unchanged from the  earliesf- days of the  
colony. There is s mal l  police-milId+ia which enforces regulations and 
collects taxes, b u t  nothing In the  way of an wganized military force. 
F w  the most pad, Yarhfahlans are tlshermen or employed by the lennet 
procasslng and shlpplng plants n w t h  of Juyhaal; lately, many natives 
have taken j a b s  a t  Juyhaa lpw working a t  the  s p a c e p d  facll it les or 
staffing its various agencies and departments. 

Slnce the Assembly has done l i t t le  to ln ie r fwe with either the  
Yarhfahlan government (such as it is1 w the cltlzens, it cannot be said 
that  Yarhfahl has been conquered. The local government, however, is 
obviously in no position t o  argue with these 'visitors' and the  current 
s l tuat~on at the spaceport can be said t o  be one of mertial law, with 
amted and armored Assembly marines closely watching a l l  traffic and 
activities. The native population has so far shown IiTtle Inclination to 
reslst their guesk - on the  basis ot '4hey1re not bother1 ng me so I won't 
bother them." In time, when Interupted off-world trade makes itself fe l t  
through shortages or economic dlfflcultles, thk attitude may change. 



THE CRASH SlTE 

2000 km southwest of Juyhaal' l le the islands of the Garupah 
Archipelago. Somewhere wlthin a broad area west of Sijav Island Is where 
Drenslaar *led to set down to refuel, and crashed, This area is rnarked 
on on h e  map bebw, based on information provided by Drenslaar's 
gunner, Freni Draslin. 

Sijav 1s notable for I t s  deep-water cove on the west coast, an ideal 
shelter far small boats in storms (and an excellent place to  secretly 
unload and transfer cargo fran a fishing vessel to a hidden space 
freighter. The open ground behind the cove Is hard enough t o  allow a 
freighter to land safely, and the light woods beyond offer perfect cover 
frcin curious or unfriendly aircraft. 

The crash slte itself avefagw 30 meters in depth, with a level 
botVm wlch varies fran sandy to muddy to  grass-covered. The water is 
clear, but not clear enough to allow the wreck to be spotted from the air 
(Hallkts people have already attempted to locate the sunken Drenslsw in 
thls way). Since the cargo section Is almost half as thick as the water Is 
deep, however, there should be I iWs difficulty locating it, using the 
underwater detection gear Hali k has assembled. 





Dakaar Class Freighter Drenslaar 

The deck plans and Information on an Intact Dakaar class freighter 
w i l l  be made available to the adventurers by Hallk. According t o  t h e  
crash survivor, the brldge and crew quarters, and much o f  t he  
englneerlng sections were destroyed eWher In batt le w In the  crash. 
The flrd-, second, and thlrd cargo decks seemed to  be fa i r ly  Intact, 
however; emergency power sources on each deck were st111 operating 
when the two gunners abandoned the sinking ship through the a t t  cargo 
lock on deck three. They know this because the Ilghts were dill on, t he  
elevators and cargo bugs  were sHll working, and #ey did not  need t o  
cycle the hatch open manually. Hali k wll l suggest t ha t  there is &Ill a 
good chance t h a t  the csgo cmparhnents are still t igh t  and dry - 
i-hough of course, this canna!' be known for sure until1 someone reaches 
the wreck. 

Once the wreck Is boarded, the referee can use these deck plans t o  
describe what the p a r t y  actually finds, compadment by compartment. 

DRENSLAAR - THE SHIP 

Drenslaar Is an 1 800-ton Dakaw class freighter bui l t  and operated 
by Stardream Enterprises on Caledon. A number of these versatile cargo 
carrlers have been purchased by Aariskin Corporation on Ildrissar, which 
operates an Interstellar merchant line wlth branches or offlces on a 
scare of worlds acroes Reaver's Deep. 



Oakaar class freighters are streamlined, and haul their cargoes 
direct1 y from the planet surface to planet surface, without the need for 
orbital transfers w shuttles. Fuel s-ps are provided f a r  sklming 
hydrogen from the upper almosphweres of gas giants, ar for taking aboard 
water fTM a planetary ocean. Dakaar class shlps are qulte large for 
streamlined starships, and can haul up to 1000 tons of cargo. 

INTERIM DETAILS 

The following numbered areas refer to the numbers printed on the 
deck plan layouts provided for Drenslaar. 

1. Bridge: The 36 ton bridge has seats for the pilot and navlgatw 
*ward, and fa- the Capbin and his Exec on a raised plaWffm in the 
middle, 

2. Farward Alrlmk: Accessed through a hatch In the brldge deck; vacc 
sults and hots we Stored in t h e  aIrlock lockersh 

3. Computers: Three t ~ n s  are alloffed to a computer Model/3 aft of the 
brldge. 

5. Slck Bay; Medlcal supplies, an examlna-tion room and the shlp's 
doctorts off i c e  are located here. 

6. S W w o a m  Single-occupancy skateroo~m with a bunk bed (wHich 
folds I n h  the bulkhead when not In use), a wardrobe locker, desk 
and chair, and another locker for personal effeck. 

7. Head Facllitls sn'd Showers, 

8. Galley: Food preparation and pantry storage. 

9. Gormaon Area: Mess area for meals, rec room for off-dvty personnel. 

1 1. h l n  Cargo De& Deck cargo hakhes and cargo handling gear 
dunlnate the area forward of the ha-tch from +he crew quarters area, 
W e e n  them is the cargo elevalw for moving cargo between the 
first and second decks. 

1 3. Maneuver Wive: Enginewing consoles and insh-umentatlon are 
located In this area. A ladder leads through an overhead hatch to 
the Jump drive comparhnent above, 

1 4. Maln Power Planf: Power generatas run from fuel stwage tanks  
marked '1 Zr. 

1 5. Jump Drlve Cmparhnent: The space is  miikly taken up by drlve 
machinery, though there Is a small space where enginemifig controls 
are located, and where drlve machinery can be accessed for 
mainTenance and repair. 



16. Second Cargo Deck: The deck elevatar al tows cargo tu be moved up 
to  the t h i r d  deck w down to the fl& deck. The deck hatch leads to 
a ladder going down, and anothw- laJ:lr?r' ct>oHnues up to an 
overhead hatch in the third cargo area's deck. 

17. Trarets: Port and Starboard twin pulse laser turrets. 

f 8, Fuel Scoops: Scoops, pumps, and equipment for skimmln y hydrogen 
frwn gas giants' atmwpheres or planetary oceans. 

19. Fuel Stwage. 

20. Thlrd Cargo Deck: Leading down to the second cargo deck is an 
elevatw and deck hatch. 

21, Airlock: Af-t cargu loci< fw emergency use a fw dlrect loading of 
the third deck in wblt, w free-tall. 

SPECIAL EQUIPMENT 

Dakaar clasi freighters carry up to 12 cargo handling vehlctes 
called 'bugs'. These are wheeled, battery-powered carts wlth a forklift 
on one end, a variety of grapples, Iltters, and a small crane for ~novlny 
heavy loads, and attachments to haul either wheeled w grav-lifl-ed c a r k  
or pallets bearing massive cargo w containers. Bugs can be operated by  
a man riding them on an open seat, msneuuered by remote control from 
conuole, ar set b doing exirernely dmple and repetitive I-asks (such as 
stacking boxes, crr movlng t h m  from one 1ocation to another) by 
programming their rather simple minded computers, When not  in  use, bugs 
are parked In stalls a? *the bow of each cargo deck, where they plug 
themselves In to recharge. augs will operate for about 29 hours, after 
whtch they require an eight hour charge to bring them up t o  full power 
again. 

One bug can l i f t  up to one ton, can haul up to 5 tons on carts a t  
one time, and, on the average, can move about 20 tons an hour (for 
example, movlng cargo from one deck of tRe freighter to another, or 
dackln y I t  fw unloading near the maln cargo deck hatched. 

Vacc suits are shred in bofh airlocks, as are atr tanks and 
compressors. I t  will be possible for divers living aboard the wreck to 
refll I their own SCUBA tanks. 

Cranes and lifting equipment are on the maln deck torward of the 
deck cargo hatches, and can be used for lowering cargo out of the wreck 
of Drenslaar and onto the sea bojtam. 
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The Search 
Before play begins, the referee should secretly record the  hex 

number of one of the hexes In the marked area where Drenslaar crashed. 
Thls will be the locatlon of t he  lost ship's cargo compartment. The 
fishing boars underwater metal detec-fw will locate large masses af metal 
in  any hex through which t h e  boat is passing a t  the time; t h e  boat can 
enter three hexes durlng each hour. The players shauld use the  map of 
t h e  crash s i te  t o  indlcate the  posltlon of their boat from period t o  
period; as they enter each hex, the referee w l i l  te l l  them whether they 
are plcking up any slgnals frorn their equlpment. The players shauld be 
aware of the  limitations of thelr detectors; thelr equipment will detect 
metal, but cannot Indicate how much is presen+ or give a precise 
location, Each time their detectws register ~netal in  a hex, divers will 
have to go down and check the source of the  signal themselves. 

The fishing boat can enter three hexes per hour whlle using 
underwater equipment on a search pattern, a speed which corresponds to 
the speed of a tishlng boat engaged In trawling. The fishing boat has a 
top speed of 6 hexes per hour if It is not uslng Its detecting gear. 5-b-m 
winds may push the boat off course (see STORMS). 

Each tlme the boat enters a new hex, the referee rolls 20. An 
event on t h e  Sud-face Event Table mu& b e  rolled for on a 9+. Events 
include approaching storms, aircraft  or boats which are probably crewed 
by Assembly forces, and posltlve signals from the metal defector. The dle 
rolls and table rss t~ l ts  should be kept  secret from )he players, and 
revealed t o  them only as events develop. Many results will be 'no event', 
but the players should never be sure whether nothing has happened, or 
whether someth lng is happenlng of which they w e  not Imrnedlatel y aware. 
If the result happens to be # 4  (hull plate), the reteree must 'save1 th is  
discovery unti l  t h e  sewchers are wlthin two hexes of the secretly 
recorded slle of the main wreck; as soon as the searchers enter a hex 
~ h i c h  they have not ye t  searched which i s  one w two hexes away from 
$he locatton of Drrnslaar, the  detection of the engineering sectlon hull 
plafe wlil become the event for t h a t  hex. Discovery of the engineering 
section should (logically) te l l  the  searchers tha t  they are quite close to  
the  main body of t h e  ship, and tha t  a careful search of the Imrnedlate 
area may be fruitful. 

Once the cargo section is located, salvage attempts may commence. 

In the event of a s torm,  the  referee should refer To the sectlan 
entltled STORMS. Quarter hour by quarter hour, the adven-turers w i l l  be 
able to watch the s t o r m  develop, described step by by step the referee 
uslng the intormatlon glven in  the storm rules. Storms may prove to be 
relatively l igh t  squalls which do I l t t le  to delay the search, or they may 
be long, severe blows which could endanger the expedltlon, w even 
wreck the  ship. Search effork may continue once the p a r t y  is awwe 



betier in Small WatercraW  andl ling will have somi2 Idea of the ssverlty of 
the caning storm. Delay In reaching a safe shelter in a bad st.0~1, 
however, could prove fata I. 

The Sijav Island cave k the only available Oafe shelter* in a stom 
Boats moored inside the cove w i l l  be safe -- though the adventurers 
should not know t h b  unSI1 after the fact t a m  all, wha-b ~e fun of a 
good hurrlcana If you cant+ expect. % be dashed agal nst. the racks & any 
mment?). 

DOvers underwater w l l l  be unaware of the approach of a stwm. The 
stwn w l l l  n o t  affect them so long as they d a y  underwater, but surfacing 
in the middle of a bad blow could he dangerous - to say noth Ing of the 
danger to Their bmt, should It t r y  to keep station over them. 
Experienced divers wIll arrange for slrnple codes which can be 
kallsmitbd by tugging safety lines a hammering on aP bnks, should the 
need arise. Experienced divers, tcm, w i l l  know b m e r  than to altempt a 
dive when the weather Is Looklng nasty. 

Roll 2D on the table below, If the rewlts of an event roll (made 
once every 15 minutes) k 9+. Actual results on thls table should be kept 
sew& konrn the players, and revealed to them only as events unfold, 



SEARCH TABLE 

2 EVENT: Aircraft pas& low overhead. I t  appears first over t h e  
horizon, but  banks and approaches, passing over within two 
minutes of f i rst being sighted. F-t shows Yarhfahl government 
markings. It will cjrcle the  flsh1ng boat once ab low aalihde, 
before fly lng off inta the distance. 
Nhs: The plane is a anatie lwtwln-engine reconnatsance alrcratk 

manned by Assembly marines searching tor some sign of the 
sunken shtp. 
See: DISCOVERED 
Th Is event becams 'NO EVEMP, if rolled during a stmm of 
level 4 or more, 

3 EVENT: D&edor fouled with weed. 
Notes: The m e t a l  d d e c t w  head, which tralls over the stern fran a 

cable, has dragged through a mass of floating weed which 
renders it uusless. It will take I D  times 15 minutes to clear 
It. 

4-5 EVENT: Blip on m e t a l  detectw par. 
N o t =  Investrgation will reveal a msslvs metal hull sectlon from 

DrenslW englnwlng WHW, MH bwiod fn s f t  mud. 
Thtd m u k t  L ke3I-d as 'NO NEW w B n  ffr&rcrlled, b u t  is 
'savedf unfll -th% p d y k  sear& smies them to a 
prev1wrly unsewched hex within 2 hexes of She secret 
l 0 c : ~ o n  & I H a l t ~ I a d s  cW$p w d ~ n .  D15cov~ry of this 
piece indicates %art the c M g o  M&an k close by. 

6-10 NO EVENT 
1 1  EVENT: Characters wfth skill level of 2 w better in Watwcraft 

Handtlng w i l l  notice freshening wind, building clouds, dropping 
bmrnders,  and other signs suggedlng the approach of s t o r m y  
weather. 
Notes: Check for progress of the storm, as well as I t s  saverlty and 

length. 
See: STOHMS 

12 EVENT: Pairol boat, carrying Yarhfahl government markings, 
appears an the horizon, I t  will pass close alongside the fishing 
boat 30 minutes &w it Is f i rs t  sighted. Armed Assembly personnel 
can be seen on deck through binoculars (or with the naked eye 
when it draws to withl n 10 ~neters or  so). 
Not= The boat is 3 Yarhfahlan patrol a& with Assembly marines 

and Intelligence personnel, looking for slgns of t h e  sunken 
R-enslw. 
See: Dl SCOVFRED 
ThIs event becasoes 'NO EVENT, If rol led during a stwm of 
level 4 or higher. 

When the  fishing boat enTers $lie hex previous1 y deslgnated by the 
referee as the locatlon of Drenslaar (hwal ded by a bl ip  un the detection 
Instruments), the discovery of the ship becomes the event for fist 15 

I minute period. A dlve w i l l  be necessary to confirm the locatian of ofhe 

I 
wreck, of course. 



Locating the Source of a Blip: One hex on the crash map represents 
quite a lot of open water. When a blip is detected, it means that metal is 
underwater somewhere nearby, but not necessarily directly underneath 
the searching boat. A further search of the hex underwater may be 
necessary. 

When a blip is detected, the referee should roll 2D. If the hex 
being searched is in fact the previously determined location of 
Drenslaar's cargo section, a modification of -2 is made to the roll. The 
result will indicate how long it will take to find the source of the blip. 

UNDERWATER SEARCH TABLE 

0-2 Source of blip is found immediately, directly under boat or quite 
close by. 

3-6 Source will be discovered after searching underwater for 15 
minutes. 

7-9 Source will be discovered after searching underwater for 30 
minutes. 

10 Source will be discovered after one hour of searching. 
11+ Source will not be discovered during current dive. 

STORMS 

When the roll on an event table indicates that a storm is 
approaching, the referee should roll 2D-2 on the table bel ow. The result 
give the strength of the stonn, its duration, and other inforrnation which 
may affect the course of the adventure. 

STORM ACTIVITY 

0-3 	 Result: Light rainstorms will begin in 1 Dx15 minutes. The party 
(whether on surface or underwater) will be in no danger. 
Duration: 1 Dx15 minutes. 
Notes: Characters with i~atercraft Skill 2+ will know that the 
storm isn't likely to be severe. 

4-7 	 Result: Squall will begin in die result (4-71x15 minutes. 
Characters swimming on surface must roll Endurance or less, DM+1, 
to avoid 1D damage. Fishing boat will be displaced 1 hex on crash 
site map at beginning of storm. 
Duration: First half of storm: 2D-1 x15 minutes - violent wind, 
thunder, lightning, gusting rain. Second half: 2D+2 hours of 
occasionally heavy rain. 
Notes: Characters with Watercraft Skill 2+ will know gale is 
approaching. 

8-10 	 Result: Severe thunderstorlo will begin in die result (8-10) x15 
minutes. Characters under water will be in no danger. Charecters 
swimming on the surface must throw Endurance or less, DM+1, to 
avoid 10 damage. Fishing boat will be displaced 1 hex every 20 
minutes for duration of first part of the storm. 
Duration: First half of storm: 2D hours - violent winds, thunder, 
lightning, high waves, and gusting rain. Second half: die result 
(8-1 0)x20 minutes- steady rain, occasionally heavy. 
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N m  Characters with Watercraft skill 1+ wlll know heavy sbm 
is approaching. 

1 1 Resulk Severe thundersTarn w l l l  begln In die resul* (I I D/2l+7)xl5 
mlnutes. Characters under water will be In no danger. Characters 
swimming on the surface must throw Endurance *x less, DMZ, to 
avold 10 damage. Fishing b o d  will be displaced 2 hexes every 20 
mlnutes fw duration of f l rs t  pa r t  of the s b m  
Duration: First halt of storm: 20 hours - vlolent wlnds, thunder, 
l i g h i n g ,  hfgh waves, and gusHng rain. Second half: 2D + 2 
hours of occasionally heavy rain. 
M Characters ulth Watercraft skill 1+ w i l l  know heavy &orm 
1s epproachlng. 

12 Resuk Hurricane w i l l  begln In 2D4-10 hows. Characters 
underw&er w i l l  be in no danger, bu t  surfaceswimmers during the 
course of the hurricane mud rol l  Endurance w less, DW4, to 
avatd 1 D+3 damage polnts. Flshlng boat wlll be displaced 2 hexes 
every 20 m1nutes for duration of s t o r m  (except Por calm). 
Displacement wlll be In one direction durlng flrsk half, i n  the 
opposlte djrectlon durl ng the second half. 
Dumklon: FWst half of d m :  2D+2 hours of vlolent wlnd, and 
gusting, extremely heavy mln. FIrst half wlll be followed by 1D+1 
hours of relat lve calm, as the eye of fhu &orm passes over. 
Second half lasts exactly as long as Rrsf half, wlth direct-Ion of 
wlnd reversed, 
Ho-tes: Characters w i t h  W8tercraft skill 2+ w l l l  know hurricane fs 
coming, and about how long before I t  starts. 

Addltlonal Notes on Storm Dangers: Characters caught In  the open 
aboard the boat or on shwe during a severe thunderstorm are In dan~er 
of being struck by Ilghtnlng. ~ n y c h a r a d e r  moving In the open duryng 
the severe fir& half of the stwm w i l l  have lightning strike very close to 
hlm on a 20 ro l l  of 12 (This roll is made once fw each character a t  ane 
Time durlng his outing). If W~is %cur% +he character mu& make a savlng 
throw of 7t; If the r e u l t  is 2, the character has actually been struck, 
and wl l  t suffer 40 damage points Inmedld-el y. If the resu It Is 3-6, he wll l 
suffer 20 damage points from the effects of Ilghtning striking very close 
(within a few me-terd. tf the result- is 7+, the character wlll be 
momentarily stunned, blinded, and deafened, b u t  &herwise unharmed. 

Characters caugM In the open on shwe dwlng the f i rst half of a 
gale or a t  any time durlng the f lrsf or sacond halves of a hurricane are 
in danger of belng h l t  by flying debrb or Injured by being knocked down 
by the wind. Each character In The open m u d  make a mving throw of 6+ 
once every mlnute durlng a gale, and once every IS-second colnbat 
round durlng a hurrlcane. If the result is 5 or less, a charecler may 
suffer 1 D-t (1-5) damage points In a gale, ID+\ (2-7) damage points In a 
hurricane. Damage can be either frwn flying debris Wee Ilmbs, other 
chaacters, etc.1 or from belng knocked down by the wlnd; the choice Is 
the referee's, w may be made randomly. If the danger Is from flylng 
debris, the character may avold beiny h i t  by roll ing Dexterity or less; if 
the danger Is from being blown down, he may avoid being InJured by 
rolling Strength cr less. 



Characters on deck aboard the fishing boat during the f irst half of 
a gale or during elther half of a hurrlcsne run the risk of being knocked 
overboard by wind or waves. Once each minute during a gale, once each 
15 seconds during a hurricane, each character exposed (i.s., not below 
deck or in the pilot house) must make a saving throw of 6+ to avoid being 
swept up by a wave. If the result is 5 or less, he may attempt t o  grab 
hold of something (roll Dexterity or less), then hold on (roll Sirenyth w 
less). If he fails either of these throws, he has been swept overboard, 
and is subject t o  the damage inflicted on swlrmers a t  the surface in a 
skorm. 

Characters overboard during a storm are unlikaly to be rescued; 
visibtllty w i l l  generally be too bad to allow a charecter afloat in rough 
seas to be seen. Other characters on deck when someone is knocked over 
the slde may atfe~np? t o  rescue on a 20 rol l  of 1 O+; the rescue w l l l  
succeed on a second 2i) rol l  of lo+, and may involve attarlp h to throw a 
line to the victim. If the rescuing characfer secures hlmself to the boal- 
with a line and goes in after the vlcTim himself, he !nay use his swimming 
skill as a posltive DM to the rescue &tempt roll. 

All characters swimming in rough seas  nus st rol l  their Endurance or 
less every 15 seconds. If they fail an Endurance throw, their Endurance 



is reduced by 1, and the process continues. When Endurance reach= O* 
t h e  character nlll drown. Charackrs who a-bmpt to r s c u e  other 
characters In the water are themselve5 in danger of drowning, and mud 
roll against thelr Endurance every 15 seconds. 

Characters moving about on deck durrng a severe &crm should 
cooslder the advantages of rigging safe lines and securing thans4ves 
so that they will not fall wwboard, Chwacters secured in this way need 
not  roll to determine If they are in danger of falling off the bod. 

Severe thunderstorms, gales, and hurricanes may displace the 
fishing boat by vwying amounfs. The boat may mnt lnue to move a t  a 
rnaxlmum speed of 1 hex e v s y  20 minutes; this movement may be In the 
same dlrectian as i t s  drift  (Increasing I t s  speed), in tfie oppwite 
direction of its dr i f t  (fighting agalnst the effects of wlnd and wave) w 
cutling across the wind tln effect, movlng In a thlrd dlrectian bdween Its 
headlng and the windrs direction). The boaFs maneuvers may be used to 1 counter the effects of the  wind, 

Being blown off course has only one severe danger; It the boat is 
cmied Into a hex blocked by land, It wlll b e  wrecked. Hexes only 
partially blacked by land may be safely traversed on a savlng Throw of 
1 Q+. Hexes cantalnlng on1 y a single mall Island may be safe1 y p a ~ d  by 
making a savlng throw of 8+. Ships which are wrecked ashore m u d  be 
abandoned by their crew; crewmen abandoning ship run the usual risks of 
mavlng about In the s t o r m  in the open, and once ashore may be 
endangered by strong winds G- fl ylng debris (see above), In addition, 
each character m u s t  make a savlng throw of 4-t- to escape l D  damage in 
inJurie sustained during the wreck. 

Semanshlp: Many of the charac.ters In the expedition have Watercraft 
skltl. In many cases, th is  sklll may be applled in guessing what the 
weather will brfng, being able to fa-ecast the severlty of a comfng h m ,  
and predicllng when If wII1 strike. 

Seamamhip may als~ be applled toward actually handllng the 
&Mlng w& In a shrm. None of -the Ildrissrlan NPCs mnn fng either I $i419hhg boa+ se paticularly adept a t  boat handling, havlng only 
re&antly pwchmd the matt frm Yarhfahlian fishermen. During the 
flW half a Pale, w ddrlng either the flrst or second halves of a 
hmlczine, We F & b  ausf roll M fw +he aging fishing bo& every 20 
m t n W  If fhe result In 5 or I-, the boat will begin to slnk. 

h c h a d w  with experience in handling Iwge waterwaft wil l  be 
ableto gau* wind and wave, end to pllot the boat in such a way that  It 
wi l t  nd sMw kaMng R wuld  h e r w l s e  recoiva The skill lewd in 
Lw* Watw- my chwacW can apply can he we& % s -Wive 
DM fv thig thlrd-hwty mil, md r m n t s  #a+ me ehw- t&lng 
the helm mdquldlng She weft Wtmugb ?M s'tmn. E w y  1Q mfn- he 
mWmI1 his Epdumnw w ttss, W v w ,  fw ~ F W I  is ~ansSdm&te skar111 
In  badfling 18 rtwm. Ev&q %ma h~ veilr hi& Endurance mil, h8 wlll 
tmpwwily low on61 *Nl lev6t; one I- skill lwd cnn 8% q p l i t d  to 
+h#t thk&Row+s hand t lng of ?#+a b& 0118 &mack can ba relieved 



by another character, a t  any time, b u t  only one may apply his skill to 
fighting +ha stwm at any one time, 

A modlflad roll of 5 w hss means the bo& Is beginning +a sink. 
This means only that water is cmming aboard fader than I t  can be 
pumped out-, n o t  l-h& the boat is hopelessly donwd.  On a second 
modified roll ot  5 or less, Rwevw, the boat is doomed, and will sink in 
2Dx20 minutes. I t  may n o t  maneuver, though it will still drift with the 
wind. 

Wind Dlredlon: Storms in the IdItudes af the crash site come prImarlly 
from the south or sou-bwe* during the llkel y time of yew of the salvage 
atlempt. Before the dwrn begins, the referee rolls 1 D; on a t or 2, it wll I 
came from the south, and boat d r W  (if any) w i l l  be toward the nwth 
(toward the Sop of the  nap), On a 3-6, the s b m  will Game trw the 
southwe&, and driW will be toward tRe northeast (toward She upper right 
ot fhe wash site map). 

Safe Harbw: The only safe spot  to ride out a d o r m  on the map is the 
errclased, deep-water cove at Sljav Island. If the boat can reach this 
harbor, I t  will be safe from sinking or from being driven sgrdun d even in 
a hurlcane [rock cllffs to seaward shel+er )he cove from +he wars+ of the 
wind). Characters on deck or ashore must &Ill check fos InJuries m 
described above, b u t  the bud wl l l  be sak. The referee Is reminded, 
however, that the players cannot know that the boat is safe, and should 
sweat out +he re& of the stwm in  some concern for the  saf&y of their 
craft. 

Chwacers with Wafercraft skIll of 2t will know t h a t  ffiey have a 
chance of riding out The s t o r m  safely In Sljavts cove, and w1tl be able to 
recamend tha t  the p a d y  take shelter there as soan as they know a 
s+wm is comlny. 

Usln Storms The main thrust d The Drenslsar p u b  Is aimed a t  + un erwater adventures, flnding the sunken shlp, and ultlrnately tangllng 
with Assembly forces searchfng fw the last cargo. The storm can be used 
by the referee as an added dlve~sion in what might atherwise be a bmlng 
period of b i a p  no-kfiing but  hunting far the rrpeck@ Q r ~ l a V .  I t  might 
also be w e d  as qn a p p 4 v n f f . y  -tar alu@. wwchlng drmaft a- p&oI 
boats; A d l y  recaanaksmee wla a& be $mw#ered dwlng 

that the m d w m  w l l l  
interrupt the The threat 
of 8 wlling *a @uld ,p= 
but ncPPRMg t m q  W o *  

riding W& .axclt.l qg;% face1 
hwtcaaano &ouTd be 



The Wreck of the Drenslaar 
- - - - - - - -  - - 

Once Drenslaarfs cargo compartments have been located, salvage 
can begln. The adventurers must somehow get into the  wreck, and get as 
many of the sealed crates of weapons and supplies aboard off Drenslaar, 
onto the fishlng bod, and off to the Island rendezvous as soon as 
possible. The problem has several parts, each part with several possible 
solutions. The referee should answer the playersf questions about the 
wreck and Its contents, but rather than suggestfngn various solutions, he 
should t r y  to allow them t o  develop t h e k  own Ideas; obviosusly, some 
Ideas w i l l  work better than others, and M e  things the  players' 
characters attempt could bring on disader. To complicate matters, 
Assembly forces wlll be In the area searching for elther Renslaar or for 
lldrissarlan salvage parties. There Is an unknown bu t  very short time 
l l m i t  on operations a t  t he  weck. 

The various stages of the  salvage attempt, and various solutions to 
the problems of each stage, are described below. If the players come up 
with alternative solutions, the referee should feel fiee t o  incorporate 
them Into the  adventure, rewarding them with success or failure 
according t o  their individual m e r l t .  

ENTERING THE WRECK 

When the cargo sedlon is discovered, it w i l l  be found resMng r l g h t  
side up on the b o w ,  with the tail lower than the front, The three 
cargo decks appear Intact, as descrlbed by the  rescued gunner. The 



obvlousl y been torn ope11 and badly damaged. The aft  cargo lock's outer 
d w r  is secure. The kward halt of the caryo section Is balanced on the 
ship's wlngflps and upon the crushed and mangled remnants of +he bridge 
and wews1 qu&ers; these last seem to have brrne H\e full impact of the 
1800-tan ship's crash, and are shredded open In places, with gaping, 
ragged-edged holes and warped hull plates. The wings have buckled In 
p lac%, and show slgm of severe damage and stressh 

A number of ways of entering the weck present themselves, 

The A f t  Car o Lock  The Inner lack mechanfsm can be opened manually. 
1 t h  s ts a-pted, #e sea wrlll rush in end flood much of the cargo + 
section, which still holds air. Only the 03 deck fmward of the cargo 
deck hatch will remain dry - due to the air which will be trapped there. 
Any characters In or near the airluck will be caught In the sudlon of 
water rushlng Into the nreck; each must roll 8 ar less to avoid 20 
in Jurles. 

If the airlock Is examined, It rill be apparent f i a t  emergency power 
1s d i l l  available, and +hat t h e  outer hatch can be dosed, the airlock 
pumped dry, and the shlp entered wlthout floodlng li. 

The E n ~ I n @ q  Sedlon: The englneeri ng sectlons have been torn open, 
and It may be possible to qet In throuah them. The maneuver dr1ve (01 
deck) shok-  a a p i n g  h o l e b h e e n  +hG h l n  grav drive plates, b u t  The 
entlre section Is mwe than half buried in mud. I t  will be possible to 
wrfggle Insl de, but any character who does so must roll 9 or less on 20 tn 
avoid tearing an air hose or otherwise damaging hls breathing gear on 
the sharp, iwls ted  rne-tal edges that fill the compartment. The maneuver 
drive sec-ilon is completely flooded, i ts  machinery an unrecognizable 
m a s  of precwlously balanced Junk. Once every mlnute, each character 
insida must roll his DsxTerHy or less to avoid starting an avalanche of 
conduits, wlrlng, and heavy machinery vrhIch will pin hIm and any 
companions. The hatch leading up in the Jump drive cbn~parlment, and 
the hatch leading forward to She power center have both buckled 
slightly, and cannot b e  opened. The bulkhead shows signs of havlng 
crumpled slightly, though thwe are no signs of leaks into the power 
roam 

The jump drive compartment has also been opened, though nat to 
the extent of the maneuvrlng sectloo be lo^ IT. A laser beam seems to 
have slasfied across p a r t  of the c a n p w n t ,  creating a hole wide 
enough To tod~nit a man. The LnlprLw b p r H y  flooded; seawater has 
enteed through t h e  hole, but alr is Wapped In t h e  upper half of the 
compartment, There is no dangw fran rlfhw sharp metal or collapsing 
machinery, st nce m a r t  intariar d m m p  m 9 h d  in melfing of components, 
rather than wreckage. The deck hatch Ieadlng down to the maneuvre 
drive aomparhent b jammed ti@+, b& f)7e h H c h  leading fwward To The 
Q2 cargo deck is standiny opw. The d2 deck att of the cargo deck 
hatch Is part1 y under water. h u s m  .uf M aW- tl I t  of t h e  shlp, the 
water at the d m  Is only a t  wM hetgM, and the water level drops 
rapidly as one goes farward, wt+h &lIne Just bahfnd She cargo 
deck hatch and laddw. The deck Mch Is open, as Is the hatch 
overhead leading to the 03 deck above. 



The Bridqe/Crew$ Quarters: Entry here will be difficult. The 
cmparfments are badly damaged and parlly buried In mud; the bridge 
cannot be entered at all. The crew's q u h r s  can be entered through a 
s l s h  along the pa+ side, but each character who enters must roll his 
De*erIty or less to avoid damaging his bseathing gear on a prajectlng 
piece af metal. The Interior Is completely flooded. The slidlng dow 
loading to the ladder up to the 01 deck k open. The hatch I n  the  01 
deck Is closed, b u t  can be opened. T h e  cargo area aff of the deck hatch 
is under some water; Ilk@ the deck above, water is a+ waist helght aft by 
tho sliding door ping in to  t he  power room, but  reaches on1 y as far as 
the deck hatches and ladder. 

The Cargo Deck Hatches: Both of the cargo load1 rig hatches are clear of 
the mud, supported about 1.5 meters off the bottom by the wingHps and 
the remnants of t h e  crews' qubers. External controls are mounted on 
the outer hull - a rol l  of 20 can be made for each hatch; each will open 
on a ro l l  of 8+. If one or -Me other or both open, the chars~qer's d l 1  be 
able, easily, t o  enter w leave the ship -through ffisna. A meter-deep well 
surrounding each hatch prevenk the *It of the deck from allowing w a t e r  

I to  enter through these hatches and furfher flood the ship. 

1 Cutking Torches: It 1s posslble to cut Into the shlp through fie hull 
(though a careful examination of the other possibilities llsted abwe  
should make it obvious that  this Is ncrt necessary). Cutting gear supplied 
by Hallk w i l l  cut a meter-wlde hole through the h u l l  at any polnt selected 
by the characters in 1Dx15 mlnutes. When they do so, they w l l l  flood all 
the cargo sections below the hole, Water w i l l  be trickling in as they 

I make the cut, of course, b u t  *hen the hull section Is cut through, a P  wlll 

I rush out, water will rush in, and each charactw near the hole must roll 8 
ar less to avoid belng sucked InPo the hole and recelvfng 2D damage 
points, The only way to avold this is to cut through the b o t h  b h l c h  
w l l l  d-ake 1Dx30 mlnuted, w +o cut- Into a p w t  of the ship already 
flooded. 

While few thoughlful players wll seriously consider th is  option for 
errtwing Drenslaw, It might be necessary if a first at+empt does flood 
the shlp, and/or if all crt.hertries a t  getting i n  fall. 

CONDITIONS ABOARD SHIP 
f he Interior of Drenslaw has bean prreur ized by air bleeding frm 

the shlp's alr reserves tr, mHch the water pressure ouhide. Thus, except 
for m e  waves entering through the &mp drive section as the shlp sank, 
the cargo decks r e  dry and t i g k  

A l l  lights we off; the eargosudlons wilt be in pitch darkness. Wall 
panels near each door, w In the ladder near each deck haTch, will 
actlvaTe overhead fluwos and p r w l d e  dlm, b u t  adequate, emergency 
lighting. ThIs emergmncy Ilghtlnp wlll last as long as the power roan 
ranalns unflooded. T h e  siidlng h beheen the power r m t n  and the 
maneuver drlve rmn, md b?twwn the power room and the 01 cargo deck 
are bu-th closed and waW ?lght. Opening Y-he door frm the cargo area 
t o  the power rm, however, will all* the water trapped in the aft  p& 
of the 01 deck to f lood Into the power room and short out vital 
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emergency electric circuits. If this happens, +he emergency Ilghts, the 1 
recharge units for the cargo bugs, and power for the deck cargo hatches 
and cranes wlll be lash The w a t e r  outside the power rmm door In the 
cargo seclion !s almust waist deep; there nlll be no way of opening +hat 
door without partly floodlng the m n  beyond, and doing irreparable 
damage to the emergency power system 

On the 02 deck, as described earller, the hatch kadlng to the jump 
drive compartment Is open, and the after part  of the 02 cargo deck k 
lrnder water - walst deep a t  the d m ,  reachlng almost to the ladder and 
deck hatches. The rest of $he deck is dry and In good cond1tIon. 

The 03 deck Is completely dry, and in goad conditian. 

There are 8 cargo bugs operable, wlth several on each deck, locked 
I n  the i r  stalls at the torward end of each cargo =&ion, charged up and 
ready to  go. Thetr controls - either for remote handllng cr for manual 
operation - are quite slmple and easily mastered with a few minutes7 
experimentation. Any c h a r a c k  with Compuk-1  or bettw can program 
the rnschlnes to  do simple, repeiltltve cargo handllng tasks. Plenty of 
pallets and flat-bed c.arts are located on each deck fw mcrving cargo. 

The elevator connecting the Three cargo decks is worklng - so 
long as the power rmn remains dry, Mde that  cargo bugs can only 
travel from one deck to another on i-he elevator, and cannot navlgaTe 
the hatches .cr ladders. 

The two twin pulse-laser turrets on the 02 deck are operable. They 
can fire ( and r0tat.e and +rack target$ so long as ?-he power rown 
rmalns untlmded. The ship's computer is d m o y e d ,  of course, bbut 
characters wi th  Gunnery skill (Ship's Weapons) Carl operate the turrets 
and thelr lasers manually. Thk may prove necessary should one of the 
rathsr large lifeforms which Inhablt Yarhfahl's ocean deeps become 
Intwes-ted In the sunken freighter. 

The cargo consists of case a f e r  case of high-tech weaponry 
slacked +am deck .to overhead on every cargo deck3 the cases are 
sealed and air-tlght. Even those weapons stored In sections now 
underwater are dry and safe. 

These boxes cwne in  varlous sizes and numbers, b u t  they are 
distributed more ur less evenly throughout each of tRe three decks. 
Thek numbers and weights are gl ven below. 

6000 crates 8 50 kg = 300 tons 
1500 crates 1 100 kg = 150 tons 
TOO crates % 500 kg = 250 tons 
300 crates B 1 o n  = 300 tons 

TOTAL (metr ic)  = 1000 b n s  

HANOllNG THE CARGO 

If the ship is flooded, each man wlll be able to move six TO kg 
crates out of the s h l p  every hour he works. 



If the ship 1s not flooded, things look a b i t  brighter. Each man can 
move twelve 50 kg crates an hour. Each programmed bug can move 5 tons 
of crates (of any slze of  comblnatlon of sizes) per hour of operation; 
each bug can move up to 7 tons per hour If a Inan is controlling it - 
either riding it or directing it from a console. Note that the 100, 500, 
and 1000 kg crates can only be moved about using the cargo bugs. Since 
the crates are stacked, even a number of men wwkiny together would not 
be able t o  move these heavier containers, 

Cargo crates do not floa-t; they can be shoved one a t  a time 
through the hole In the jump drive room w a hole cut  in the shlp's hull, 
but cannot F i t  through deck hatches. They can be carried through the 
a f t  airlock one a t  a tlme, or loaded directly Into a cargo net If the deck 
is flooded. 

The goal is  lu get as many cargo crates off the ship in the tlme 
allol-ted as possible. 

HAULING THE CARGO TO THE SURFACE 

The flshing trawler carries lwin 
large, heavy-duty winches, plenty of 
cable, and several large cargo (a- 
fishing) nets. These nets car1 be 
spread on the bottom under the open 
deck cargo hatches; as crates are 
maneuvred through the hatch (or 
other openfng), one or more divers 
working outside can guide them lnto 
position on the net. Each wlnch can 
haul 2 tons a t  a time. On the fishing 
boat, the cargo-laden net Is swung 
over the fishing boat% hold, the net 
released, and the cargo rapldly 
stowed by a gang of lldrlssarian 
workers on board using smaller cargo 
lifts and cranes. The entlre process - ralsing 2 'tons to the surface, 
unloadlng it lnto the boaf"s cargo 
hold, and returning the net to the 
Sotbm - takes 20 minutes. 

When both wlnches of 1 boat are 
in operation, alternately ralslng and 
lowering each of  tv~o nets, 12 tons 
can be stowed in an hour. The fishing 
boat has a cargo capaclty of 100 
tons. I-t wil l ,  therefore, take a l i t t le  
over 8 hours t o  HI1 the boat to 
capacity. It w i l l  take most of the rest 
of the day for the vessel t o  reach 
Sijavfs cove and unload 100 tons of 
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cargo. There are not enough persnnel aval lable to enable t w o  trips to 
be made In one 24 hour pw1od; al- this rate, I+ dl1 take 10 days to 
franspwf 1000 tons of cargo from the week to shore. . . assuming, of 
course, t h a t  the work is not  interrupted, It bcrfh f1shing boah are 
loaded, worklng In 8 hour shifts, the operafian wll l take on1 y 5 days. 

Of course, if the divers cannot have 2 tons of cargo ready to be 
halsted each 20 minutes, the process will take longer. 

Each player should keep track of how much ca-go his characl-er b 
moving - whder he Is dolng kt himself ar by proxy through a bug, The 
referee shod d keep lrack af the cargo maneuvered by programmed bugs, 
and a running total should be kept on a sheet of paper; the referee 
shoujd also record each load hauled ta the surface, and the passing of 
time, In Mis way, the progress unloading the ship can be seen by all. 

The following fable will help keep the loads moved by each man 
str elghl; 

CARGO ElOVlNG TABLE 

Cargo w e d  
S b a t l o n  In 1 tm-. In 20 mln. 

Ship is flmded 300 kg* 100 kg 
Ship is nut flooded, man wlthout bug 600 kg* 200 kg 
Bug, without gu I dance, on program 5000 kg 1600 kg 
Bug, under human guldance 7000 kg 2300 kg 

P in 50 kg w&es only) 

A t  least one man must be outside the ship to gulde crates onto the 
net  as fhey come W a n  the ship; he wlll be able to work f a d  enough 4% p u t  
a full load on one net. wlthin 20  minutes, b u t  he wlll be unable to work 
longer than 1 hour. Two men outside are required If two rrh are in 
operation. 

None at the dlvers wlll be able to work longer than the 8 hours 
required to load the tishlng boat; working longer hours wlll rapidly bring 
on cornpled-e exhausHon, and prevent the charactsr from engaglng in any 
furthw work. 

Ndurslly, encourrf-ers with local animal life or other pvoblems w i l t  
delay the work. The referee Is responsible fw keepl ng frack of +he flow 
of lime, for reminding players tha-t thek characterst alr supplles are 
exhausted, and fw determining when the fishing boat has a full load. 

Referees who wish to sh-eamllne the game and speed even* can 
calculate an average tonnage Ilfbed In an hour and skip ahead by hours 
or days, as far as desired. Whll e the playersl characters are engaged In 
dull, tadlous, and back-breaking work, there is no rule which insists the 
players themelves musk be bored in the process1 Even when laking 
shrtcuts, the referee should make -he usual rolls for e n c o u n k s  and 
events, sl nce it Is these momentary djvmions whIch relleve the monotony 
of herd labor. 



DANGER BEtOM 

Whjle movlng heavy cargo around +he wreck of Drenslssr, the 
characters will be In grave danger. It Is recommended that the referee 
n o t  warn the players of this danger In any way, but allow them to 
dlscover it (one nay or another) fw the~rtselves. 

Drenslaar Is balanced on her fins and tall when she Is discovered; 
t h e  brldge and crew quarters are tuuchlng boltom, b u t  are obv lausl y no+ 
supporting the shlp's weight. The shlp 1s sl lgMly ta l l  down, a fact 
obvlous when anyone sees Row the water on the 01 and 02 decks has 
coll e d e d  aft, toward the wrecked engineer] ng spaces. 

One thousand tons of cargo are stored on Drenslsarls three decks, 
t h e  rnaJof1I-y of I t  forward of the ship's center of gravity. If the 
adventurers beg In moving cargo out of areas aff of the central elevator 
(the shlp's center of gravity), there is a b n g ~ t h a t  the weight of cargo 
st i l l  stwed towards +he b o w  w1ll overbalance the weck, causing I t  to tilt 
forward. I f  t h a t  happens, water ~ 1 1 1  pour in to  t h e  02 deck through the 
openlng In the jump drlve compartment. Smashed equfpment in the 
maneuver drlve compartment will fal l againsf the already weakened 
bulkhead leading to the power room, and sea water will flood t h e  power 
roam, knocklng out  all emergency power on the ship. On a 20 ro l l  of 7t, 
the d o o r  between the  power room and the  01 deck w l l l  also be broken 
open, and the 01 deck will be flooded, as well. If the deck elevator is 
not In place on the 02 deck, water flooding the 02 deck w1ll also pour 
down onto the  01 deck. Only the 03 deck w l l l  remain dry, and that w l l l  b e  
i n  danger of flooding as weakened panels and supports give way wl+h the  
shlftlng of t h e  wreck. A l l  characters caught on a deck suddenly flooded 
must rmke a saving throw of 8 or less to avoid 3D damage polnts, while 
characters work In y under +he lower deck cargo hatches must ro l l  the$ 
Dexterity or tess t o  avoid being caught under t h e  ship as It topples over 
on +op of them. 

This grave d a t e  of affairs can be avoided if the characters unload 
t h e  ship from t he  bow afl. The tonnage kept In each area of ech cargo 
deck Is recorded on the shlp deck plans. As the players begln unloading 
the wreck, they could rouff nely inform the referee from wh lch area they 
are h k l n g  each load. Every t i m e  cargo is moved (usual1 y every 20 
minutes), the referee rotls 2D ( D M 1  for every ton moved frw aft of the 
cargo hatches on any deck); on a roll of 13+, the balance of the ship w l  I I 
change, and the  wreck w1ll begln f lwdfng lmmedtately and violently. If 
al l  cargo has been unloaded fckward of the  elevators, cargo may be 
moved frotn aft of the elevators wlthout DMs. A 20 ro l l  Is d l t l  made every 
time cargo is wved, however, with flooding occurring on a roll of 12 
(exactly). Players who an-Hcipate such problems may avold them by using 
Jacks, cargo crates, wreckage, or even rocks to shore up the wreck in 
the general vlclnity cYf the deck cargo hatches, an aperatton whIch w l l l  
take 2Dx5 minutes minus 3 mlnutes for every character more fhan 2 who 
ass1sk in the task [for example, 5 men mutd be able to shore up the 
wreck In 20 = 7 x 5 rnl n utes = 35 minutes, minus 3 men x 3 minutes or 35-9 
= 26 minutes) - however many people help with the work, +be shwing-up 
job will take a t  teasf 10 minutes. 



The danger of moving cargo from aft of the shlp's center of gravity 
ought to be apparent to the players because of the wreck's tilt, and 
knowledge that  the 02 deck 1s open to the sea. Even a brief examlna-iion 
of the shlp's wings ~i l i  show that  they are buckled in places, and that  
slight stress could cause them to give way, allowing the ship's nose t o  
come crashing down. Characters who are not thinking of these dangers 
can be subtly warned; ominous creaking sounds, the noise af tearing 
~netal, even an occasional quiver or jolt as the wreck settles slightly, 
can all serve ta warn players that the wreck can easily change positton, 
and posslb ly drown their characters. 

LIVING ABOARD THE WRECK 

There is enough air aboard Drenslasr to last a number of men for 
days. 

Since the ship is open to the sea at at least one point (through the 
jump drlve compartment), the lnteriw pressure is the same as the water 
pressure ouTsIde. The diving party w i l l  be able to set up a sea bottom 
base of aboard the wreck while they carry out their salvage 
operation, saving themselves +ips to and from the surface, and lengthy 
periods of decompression. While radio between surface and the divers is 
not available, a phone If ne could be rlgged, I f  desired, from the boat to  
the wreck, though this would have to be disconnected each time the 
flshing boat taok a load of salvage back to  shore, or shifted from boat to 
boat i f  both vessels are engaged In cargo Wanspd. Also, messages 
written an slates can be dropped to the bo t tw  along a buoy line, or sent 
t o  the surface hooked t o  a small balloon. Extra air tanks, food, and 
other necessary supplies can be dropped t o  the divers and dored aboard 
the wreck, allowing the divers to  live below as long as necessary. If 
Assembly fwces chance to show up, Orenslaar may suddenly find herself 
turned Into a secret underwater base - w at the least, a hidden refuge 
from the enemy on the surface. 

Without re-supply from the surface, the air aboard the wreck w i l l  
begin getting qulte stale mer 18 minus (the number of men living aboard) 
days (for example, the air w i l l  go stale in 11 days If 7 men are living in 
DrenslaarSs wreck). The air w l l l  be unbreathable in half that  many days 
more (in the example above, after 5-1/2 more days). Characters who have 
Halik drop them compressed air tanks, chemicals t o  remove CO or even 
have air pumped to them through a hose fmn a cmprescr on l-8; surface 
can have the breathability of Dmnslaar's air extended indefinitely. 

ENCOUNTERS ABOARO ORENSLAAR 

Some days. . . you just can't win. A t  leasl- once every day the 
divers wwh aboard Wenslaar (more men, i f  the referee desires), the 
referee shou Id rol l  2D for a special event. A special event w il l occur on 
a rol l  of 9+, and is chosen by rolling 20 on the special event table given 
below, Application of these events is up to the referee; he chooses 
exactly when during the day they take place, and the circurastances 
surrounding then. The referee should feel free t o  modify events which 
might overwhelm the adventurers or which would seriously disrupt i-he 
flow of the adventure itself. 



SPECIAL EVENT TABLE 

2 Power Falllng: It is notlced tha t  the emergency lights are failing, 
and t h a t  elevators and other eleck-ically-driven equipment are 
not functlonlng smoothly. The ship's power plant k faillng, and 
will die 2D x 5 hours after t he  situation is discovered. (No one 
wlll know when .the f ina l  faliure will occur, of course.) 

3 Sudden Leak: Water beglns gushing through a hull seam near the 
starboard laser tu r re t  on the 02 deck. The water level on 02 
deck will rise slowly, and beyln spllllng over onta the 01 deck 
affer 1 D hours. A diver worklng outside the hull can patch +he 
leak using welding equipment (See: EQUIPMENT) w an improvised 
patch (wetsuit, tarpaulin, even caulking compound f r a n  fishng 
boat - players shauld improvise their own solution). 

4 Slither Aboard: One of the Yarhfahla~, amphibians described in the 
encounter tables far both the beach and t h e  bot-tom has managed 
to get  into the ship through the hole In the jump drlve 
cmnparhnant on 02 deck. It wlll be discovered by divers working 
on 02 deck, where I t  will r ise snarling - confused and feeling 
trapped - koin the  shallow water aW of +he deck hatch, I t  will 
altack; combat will be handled as for normal animal encounters. 

5 Elech-ical Short: A damaged wiring condult on the  af ter  bulkhead 
on the 02 deck has exoosed cri t ical c i rcu l ts  t o  seawater. All 
lights and other equipment run by emergency electrical power will 
go out, bu t  personnel an the 02 deck will be able t o  see the  
sparks - caused by power arcing between wlres just above the  
water. Characters with engineering o r  electrical skil l wfll be able 
t o  repair the c i rcui t  and restore power in 30 minutes - provided 
they have thei r  own lights (battm-y-operated headlamps are 
installed aboard the  bugs, bu t  they cannot be driven in to the  
water). As t he  characters are repairing the shorl; the referea 
rolls another 20; on a result  ot 9+, the damage has been caused 
by the slither described i n  # 4  above - the workers wlll disturb 
the slither (which is under water, bu t  on the 02 deck), causing it 

6 Elevator Jammed: The central elevator freezes during operations, 
due t o  darnage incurred during t i le  crash. The damage is minor, 
and can be repaired by any character with tools (found a t  any of 
the bug recharye sPations) and Mechanical slrill. The character 
rol ls 20 every 5 minutes, with a +3M of his Mdchanical skill. On a 
modifled ro l l  of 9+, the elevator will be freed and wlll r u n  
normally. 

7 Shif t ingCqr~o: Cratesdored I n t h e f w a r d  p a r t o f  t t ~ e f l l  deck 
are averbal.jn::ed - they fall. Any cha-acters working In t h a t  
area rnust thraw thelr Dexterity or less t o  avoid helny Trapped by 
falling weapons crates, receiving 1 D points of damage. Seconds 
after the cargo falls, creaking5 and groaninys will hound through 
the ship as Ck-enslaar heels forward very sligh,tly. This inciden-I- 
should serve to warn #le diqers how precarious t h e  wreck's 
balance is. I f  t h e  indicated caryo area has already been cleared 



out when this event is rolled, the incident can be transfwred by 
the referee in any other cargo bay area not ye t  unloaded. I 

8 Accident: Suneone (referee's choice) has an accident. This may 
Involve sllpplng and falling down a ladder, befng trapped by I 
shming cargo, or belng trspped by run-away crates outside or a , 
run-away bug inside. Characters w i l l  have to roll their Dex-terity 
or less to avoid a t  least 2D points of  damage (more a t  referee's 
discretion) for such events a6 failing cargo crates or dangerous 1 
underwater accl de nts. 

9 Rising Water: The water level on the 01 deck is rislng slowly. A 
careful search will reveal opened hull seams which are allowing 
water to tr ickle In  along .the starboard side. There is no 
Immediate danger, but  in 2D days, the water level w i l l  be high 
enough (and fw enough forward) to cause the  m c k  to 
overbalance and fall forward, with effects described in the 
section entitled DANGER 8ELOW. The leaks can be slowed (add 10 
days), bu t  ncrt stopped by repair dtempts. 

10 Anlmsl Attack: The 24-ton kil ler (#I 1 in the Depths Encounter 
Table), known as the Yarhfahlan hydra, attacks +he ship, thlnking 
it to be a r ival  (they are not very brighfl. It w i l l  make 20 passes 
a t  the ship, snashlng a t  the hull w l t h  I t s  body, after which it w i l l  
a%ch itself to the forward hull section wIth I t s  tentacles and t r y  
to  crush It. Each time the creature hi ts the wreck, there is a 
chance ( lo+ on 2D) tha t  the wreck wilt change positions, with 
rssulfs as descrlbed for DANGER BELOW. Once It fastens itself k 
ihe hull, the  wreck w i l l  definitely change position in 20 minutes. 

Characters outside the ship rho attack the hydra w i l l  be 
able to get  it ta chase - them Instead of the ship - though it w i l l  



return t o  the shlp after It catches and dlsposes crf such diminutive 
irritants. Characters with Gunnery skill can man Ikenslaar's laser 
turrets, and have a good chance of kllling the beast. It w i l l  not 
retreat if wounded, but continue t o  attack until unconscSous or 
dead. The laser turrets w i l l  each get 10 shots a t  the animal each 
time it attacks and the gunners are i n  posltion; a h i t  w i l l  be 
scored on a rol l  of 9+, with a DM1 far each level of Gunnery skill - each h i t  w l l l  do 4D damaye points t o  the hydra. 

The hydra w i l l  make one attack every 30 seconds (2 combat 
rounds). 

11 Animal Attack: Flve 800 kg arrow slashers (as described fn several 
o f  the encounter tables) begin circling in the area; if divers are 
warking outside tke ship, they w i l l  be al tacked If a slasher Is 
killed, the surviving anlmals w l l l  go into s frenzy; they w i l l  aitack 
any of their own which w e  wounded, and they w i l l  atbmpt to 
break through the hull of the wreck. If the 01 deck cargo 
hatches are open, they w l l l  altempt t o  attack the dtvers by 
reachlng their anterior tentacles through the openings, flailing 
a t  the characters and trying to grab them. The laser turrets can 
be used t o  attack the slashers, though animals which are under 
tho ship tal-tacking divers working there, or attacking through 
the deck hatches) w i l l  be out of the line of fire. A slasher w l l l  be 
h i t  on a rol l  of 11+, with a +DM far each level of Gunnery skill the 
gunner possesses. The anlmals w i l l  remain within range throughout 
the attack, but because of thek quick movemenb each gunner 
w l l l  be able to make only one shot during each 15 swnd combat 
round. One h i t  does 40 damage points; If a slasher is not kllled 
outright, h w l l l  be ki\led wlthin seconds by i t s  companions. 

Slasher attacks w i l l  not threaten the wreck's balance 
(though the players w i l l  not necessarily realize this), but so long 
as slashers w e  in the vicinl4y, work outside (loadlng cargo neW 
w l l l  be halted. 

12 AssemblyPah-olBoat: Unbeknowd to the divers, an Assembly 
patrol boat has pulled alongside the fishing boat and boarded 
her. If a telephone link has been rlgged between the wreck and 
the surface, a warning can be passed t o  the divers; i f  the salvage 
party Is using slates for communic&ions, a message can be 
dropped on the buoy Ilne on a 2D rol l  of 7+. Subsequent events 
and possibilltles are described in the rules sectlon describing the 
arrlvsl of Assembly forces- DISCOVERED. 



Discovered' 
There Is a v w y  g w d  chance that Assembly fwces will arrive during 

tRs course of the stvage operation. A roll of 12 during the search of a 
newly-entwed hex In t he  crash site area Indicates the appearance pt  a 
patrol boat, A rol l  of 2 means a recon airwaft has spotted Mem. A ro l l  
of 12 on the daily event roll results in t h e  arrival of a patrol boat. 

In any case, the craft belong t o  Yarhfahlan governrnenTforces, b u t  
have beerr mnmandeered by Assembly marines l o  search br slgns of +he 
sunken rebel freighter. The airwaft will circle several tirnes, then fly 
off bwwd the northead. A patrol boat wf ll arrlve f ro ln  the nwtheast 
early the next day unless +he flshlng b o d  has moved on to an&her area. 

A Yarhfahlan patrol botik can carry u p t o  10 men, Its only armament 
Is a heavy aachlne gun on a swlvel mount over the bow, and fwo light 
machine guns in well mounts amidships. The boats are fast and 
maneuverable; M a  flshing b a t ,  once spotted, would be unable to outrun 
one. 

The rebels on the fishing boat are dressed as Yarhfahlan fisherfolk. 
Estientlally, they have h o  choices when approached by Assembly forces 
- try h maintain the illusion t h a t  they we I~armless fisherman, or fight. 
If all of the player characters are underwater when the patrol boat 
arrive, the  rebels w i l l  try t o  bluff their way out without fighflng - hut 
the bluff wlll fall. Assembly marlnes w l l l  b a r d  the fishfng boat, her cargo 
(H any) w i l l  be discovered, and her very un-fishermanllke diving 
equipment uncovered, 

If any or all of t h e  player chwctws are aboard a fishing boat 
when the patrol boat arrives, .the players themelves should decide what 
c o w  of adion To fullow. The b m b l y  marines w i l l  be suspicious; 
possibly they know thaT a Yarhfahlan boat was recently purchased by 
shangars - w perhaps they have m e  other clue which leads #em to 
susped the fishlng boars reasons for belng in i-hls par+ of the ocean. It 
the rebels allow it, the marines wlll board their craft, search IT 
thoroughly, and discover cargo or equipmen? which will prove that +he 
s u s p e h  are not dmple fishermen. 

If the rebels decide to fight, combat can be simulated using rnan- 
i-o-man combat rules trom GD'rPs Azhad  Hlgh LIghblng or Snapsho+. Deck 
plans for both the fishing boat and the aulser are provided elsewhere in  
this rules booklet. The referee Is responsible for determining whether 
att.empts at boardlng (by elthw side) are successful, and the extent of 
danage caused by grenades, machinagun fire, ar hfgh axploslves tossed 
back and f0tl-h. I t  is suggested that  one fishlng boat remaln afloat and 
operable whatever the outcome of the baWe; If the divers are to salvage 
any of the lo& weapons a t  all, a boat wlth the fishlng craws hold 
capaclty  ill be absolutely vl tal  t~ the  operation; the  loss of both 



flshlng boats will effective1 y end any hope of sticcesfui i y canpletlng h e  
mlssion. I t  may be possible, however, for the rebels to capture The patrol 
boat- especially If they catch the rnaiines by surprise (whlle stlsplcious, 
the mwines could &Il l  bs caught off guard by h m n l e q  raggad-bklng 
workers who suddenly pull automatic weapons out ft-rsm undv K.ps  and 
start blazing away a t  close rangel). If captured, H e  paw01 h ~ l a  t could 
prove useful to i n v o ~ ~  tlve adventurers, and I t s  extra firepower could 
came In very handy in later canbat. 

Divers underwater wilt b e  ignorant of what is happsniny on the 
surface. They may recelve a warnlng that an enemy boat Is approaching, 
but they will have to cane up to dbcover  the resulh of #e encounter. 
Nirturally, fie refwee should n o t  tell these players #e outcmne ahead of 
time, but attow them to discover the situation fw theoselves. In game 
sl+uations where one or mwe player characters are on the boat, whlle 
others ma under water, the referee shw Id either resolve the surface 
actiorl w i ~ ~ l e  HI.? anderwater characted players are out of the r m n ,  or 
strictly supervise those characters' behaviors d-0 prevent them from 
actIng on Informstion whlch +how chwaeters could not possibt y have. 

ASSEMBLY PATROi BOAT 

Pilothouse 

1. Wheelhouse 
2. Radloshack 
3. Duty offIcerls quarters 
4. C h a r t r o o m  
5. Open deck 

haln DecH 

Gun mount well 
Deck hatch -cable tier 
A r m s  locker 
Captatnls cabln 
Passagway 
Gnlle y 
Common area, mess 
Ladder to plbthouse 
Dack hatch - englne rmm 
Deck storage k k e r s  

Lbuw Deck 

16. Gable t C r  
17. Mmobcker 
1% Stwes 
190 Fresh *a* b n k s  
21k Crew% quarters (bunk beds) 
21. tbad 
22. Eaneral storage 
2% Fuel tanks 
24. Passageway 
25. Englnerwm 

DECKPLAN KEYS 

Y A M F A H A  FISHIW BOAT 

P lb t  House 
1. Wdga and radlo 
2- Captdnlgduty offlcsr's cabh 
5 Char4-room 

Main Deck 

For ward hatch -cable t ier 
Far ward h&h -net locker 
&en's quartws (bunk b d s )  
k a d  
m e a l  storage 
Galley 
Cammon rwm, mess 
Mast and h m s  
Two tuln wlnches 
h c k  hatch - storeroom 
mck hatch -cargo k l d  
mck hatch -8ngvne room 
D a d  storage kckers 

Lower Deck 

17. Cabletler 
18. k t  and rtgglng bcker 
19. Stores 
20. Fresh watm- tanks 
21. Wtnch machlnsry 
22. Laddertomdndeck 
23. Cargohold 
24. Endnerwrn 
25. Fuel tanks 



Assembly Dlvers: If the Assembly forces win a surface engagement, it w i l l  
not be long before 2D marines with diving gear will arrive in a second 
patrol boat. This force w i l l  dive in a group, following the buoy line down 
t o  the wreck, or - if the buoy has been cu t  loose or taken in  - they will 
conduct a short, professional search which w i l l  locate The wreck within 
moments. This situation w i l l  be best handled i f  the  underwater 
characters have been kept  completely ignorant of even* on the  surface. 
They may be waiting to hear something further from their friends on the 
surface, when the  referee announces The appearance of a number of 
swimmers armed with laser rifles. 

The resulting combat can be resolved normally, using rules from 
GDKs Basic Traveller (range bands), Arhanti High Lightning, or Snapshot, 
as desired. Remember tha t  there is an automatic DW1 to  h i t  underwater 
targets, and t h a t  the enemy's lasers will do only 30 of damage when they 
hit, instead of 50. The ship's laser lu r re is  can be used i n  combat if 
gunners can reach them in time. Each tu r re t  can fire only on targets on 
i t s  side of t he  wreck unless they are m e  than about 10 meters off the 
boil-om, and cannot f i re dt targets a t  all which are blocked by the bulk 
o f  the wreck Itself. The referee must determine when a target  has gotten 
so close t o  the  ship tha t  he is ou t  of reach of t he  ship's guns. The 
enemy's strategy w i l l  be t o  get as close t o  t he  wreck as quickly as 



possible, hoplng to t a k e  the dlvers by surprise before they can man their 
weaponq the divers will have to be on their guard to see t h e  Assembly 
dlvers approachlng. If they continue about thelr work wlthout  keeplng a 
lookout, p w t i n g  a sentry, or otherwise protecting themselves from a 
sneak attack, the enemy dlvers w l l l  be upon them before they know It. 
The players wlIl have to think about fib possibllHy and fake steps to 
prevent I t  (po&ng sentries, w manning the gun turrets and havlng the 
gunners keep watch), and inform the referee of ~e steps they are taking 
- w the Assembly force's approach will be a carnp1e-b~ s~rprise. 

Forglvlng or generous referees may permlt a 2D ro l l  again* a 
character's Intelligence fo allow him to feel susplclous enough ta  Imk 
around period fcall y, and see the danger before It is -too late. 

Assumlng that the characters win an underw&er engagement, the 
nexl move 1s up )o them A move )o relake e flshtng boat - and capture 
the pah-ol boats alongside - could be attempted, especially slnce the 
dlvers could disgulse lhemselves wi)h captdred dlvlng gear and carry 
thel r  attackers' l a s r  rifles, which are far more effective and deadly out 
of water t h a n  In It* Subsequent events are up t o  t h e  players and the  
referee, but an excIting clImax to this pat? of the adventure could 
Involve an assault from the water against the three surface craft, which 
will be tied up side by sldo - a palm1 boat on elther side uf a larger 
flshlng bast. The dlvers w i l l  have one very large advantage - the 
Assembly forces w l l l  have no Idea that air remains wlthln Drenslaar; fhe 
characters wl l l have uhat amounts tu a secret undersea base In which to 
plan and wgan Ize thei r  attack. 

Drenslaar's laser turrets wlll no+ be pat-Fjcularly effective again& 
surface targets - such as Assembly patrol craft. Surface vessels cannot 
be seen from the bottwn, and Lkenslaarls targeWing and gunnery mh-ol  
computers and devices are useless without more than emergency power. 
Thus, b-enslaar1s guns w i l l  not be able to use radar to lock onfa surface 
targets, w to direct fire. 

P d t i n g  an observer at the surface w i l l  n& help - even assuming a 
surface-to-botbrn phone tlne could be rlgged t o  allow communlcatlon 
wlth a forward observer. Without Inskuments more sensiTlve and precise 
than wrist compasses, the observer and R-enslaw's gun crews would not 
share a common coordinate system, and flre corrections would be large1 y 
guesswork, even when dlrected by an wperienced forward observer. 

If, however, the players think )o work out both coordinate and 
cemmunlcations sysfems far In advance - a process requlrlng an 
Investment of 1 0 hours by at l e a d  three lndivlduals, one of whom must 
possess Fwward Observer shlll - the referee can reward this foresight 
and ingenuity by pemittlng fire to be called in under +he standard 
procedures fur Forward Observer *I l l .  A Vc-hiY roll of 1 I +  will allow 
d&uctlon of a target, once the range is found. When the t a r g e t  1s 
movlng, a DM-2 is applied to the rdl, maklny a h1t passlble only to 
lndivlduals wilh Gunnery sklll, 

Otherwise, any &a& mounted against a surface enemy w I l  l require 
t h a t  the adventurers carry t h a t  att'ack to the Assemb l y forces In p,erson. 



Note: REHEWER THE DANGERS OF DECOMPRESSION SICKNESS1 - 
Divers attempting an attack on the surbdce vessels w l l l  not have 

t i m e  to decompress un the way up. Thb means they will have t o  carry out  
their ali-ack and return to the bottom wlthin a very few rnlnutes. 

Player characters who are captured and forced t o  remain on the 
surface w l t  l begin suffer1 ng the effects of decompression sickness (the 
bends) within 5 to 10 minutes. Surface decmpress1on facllItIes exfst - 
abowd the rebel freighter on Sljav (which may or may not  be i n  Assembly 
hands) and a t  the spacepart aboard an Assanbly flee+ medical transp&. 
Subsequent events - and the survival of t he  character - we up to the 
referee. 

C h a - a c k s  who attempt such an aeack w1ll Rave a maxlmum of about 
5 minutes before belng forced to return to the bottoln. If .their attack Is 
carefully planned and executed, the Assembly forces on t h e  surface w i l l  
be caught by surprise and thrown into complete confusion. Their rebel 
prisoners should be able to join in  the attack, and the batt le - shwt  
and sharp - should be wer in much less than the allowed 5 minutes. 

An al twnat fve exists fw mnduc-Hng attacks against the surface. 
Standard vacc suits can operate effectively a t  up +a 5 atmospheres 
pressure (the equivalent of 40 meters' depth with a standard atmosphere). 
The reverse is alsa true; vacc suits can hold up t o  5 atmospheres whlle 
operatiny In a 1 ahnosphere environment. Battledress wwks a t  up to 10 
atmospheres - or 90 m e t e r s  with a standard almosphere. 

Part of the cargo stowed aboard R-enslaar consists of both 
standard vacc suits and fech 14 baWedress. Roll 9* .to find the cwrect 
cra*es If the ship has not been more than half unloaded. If between 500 
tons and 800 tons have been already unloaded, roll 7+ to fInd the 
correct  crates. If 200 tons or less of equipment remain on Drsnslaar, the 
mates containing battledress w vacc suits have already been sent to 
the surface, b u t  spare vacc sults can always be found In t he  atlock 
stwage locker on 03 deck. 

Pressure s u l k  can be modiffed by any character wlth vacc sult skil l 
to pressurize up t o  the atmospheric pressure aboard the wrack. This 
pressure will be maintal ned by the wit, allowing the wearer to aperate on 
the surface (or a t  any depth) tor as long as Ms air holds out; spare tanks 
wlll be stored In  crates In the cargo holds, and In the airlock stwage 
locker, all with standard sized and Interchangeable suit connectors. 
These suits are not buoyant, and the wearer wlll not be able to sulm to 
the surface. He can, however, clirnb to the surface on the buoy line hand 
over hand (easier in w a k  than on Iandl), or he can use one of the power 
sleds pravIded by atfacklng Assembly divers. 

The use of pressurized vacc suits or power armor w i t  l enormausl y 
extend the operational abllItles of the characters I n  Wls advenjure; 
without them, they mild rernerln on the b o t h  or I n  a decompression 
chamber. Wlth +hein, they can take p a r t  in attacks and similar fun 
sctlvities on .the surface, without having to spend hours deco~npressing. 
Dacmpression wIll be necessary eventually (In fact, they can begin 



decmpresslon wh1Ie wearing t h e  sult by bleeding df pressure a+ *he 
cmcpcj. times .Fo match the approprlqta kIepThd), but the characters w I l  l 
have far more mobility wearlng vacc suils than they would have 
o#erwlse. 

A S S m L Y  FORCES 

The following list glves the Travellw ststs for Assembly NPCs who 
might be encountered In the course of the advenl-ufe. 

1, Assembly Marine Lt. Golone! 97879A Age 38 5 terms 323500 
Blade-3, Revalver-l , ATV-1, EleCtronlc-1, Revolver 
Rifle- l Leader-3, Tactic* 1, Admin-1 

2, Assembly Marlne Caphln 879C88 Age 30 3 terms Cr17000 
Gamb ling-2, Computer-1, Cutlass-1 , Revolver 
Revolver-1, Laser cwblne-1, Admln-l 

3. Assembly k l n e  Lieutenant 67AA36 Age 22 1 term CrSQQO 
Vacc s u l t Z ,  Laser rlf le- 1, Computer-1 Laser r i f l e  

4. Asssmbly k l n s  Lieutenant 665493 Age 26 2 terms Cr30000 
Tactic-2, Leader- 1, Laser rlfle-1, Foll- 1, Laser r l f le  
Swimlng-3, Dlving-1 

5. Assembly W i n e  AA6532 Age 3Q 3 terms Cr1300 
Gambling-1, kawltng-2, Cutlass-1, Rlfle-1, Rifle 
Recon- 1 

6, Assembly Mwlne 978867 Age 22 1 term 0-5000 
Cutlass-I, R i f l e 1  R l f l  e 

7. Assembly Marine 678AA6 Age 22 1 fm a0 
Cutlass-1, Laser rifle-1, ATV-I, Laser r i f le  
Fcrward observer-1 

8. W b l y  Marine 9A6325 Age 26 2 terns  Crt 500 
Blade-1 , Rlfle-1, Gamb I l ng-2, Swlmmlng-3, RIfle 
Dlvjng-1 

9. M l y  Marine A0A358 Age 26 2 -berms Cr5000 
Dagger-1 , Rlfle- 1, Swimlng-4, Divlng-2 Hifl e 

10, Aswmbly Marlne 756937 Age 22 1 k m  I2300 
Dagger-1 , Rlfle-1 , Gambli ng-3, Swimming-4, Rifle 
Diving-2 

1 I. Assembly Mwine A87A95 Age 30 3 tenns Cr5000 
Blade-1, Brawling-1, Laser rifle-2, Laser dfle 
Swlmmlng-3, Divlng-4, Tactics-2 

12. Asmbly  Mwlne 675368 Age 26 2 t e r n  Cr5000 
Foil-1, A u t o  rifle-1, Laser r l f l e l ,  Auto rifle 
Swimming-3, Diving-1, Large Watercraft- 1 

13, Assembly Mwlne 997896 Age 30 3 - k m s  Cr30QO 
Rifle-1 , Cdlsss-2, Medic-1 , Swimming-3, Rifle 
Diving-1 

14. Assembly Marine 675768 Age 26 2 terms Cr30000 
Cufla-1, Laser rlfl-2, Swlmlng-3, Laser ri f le 
DlvIng-1 

1 5. Asssmbly Marine 9A9793 Age 26 2 terms Crl000 
C u t l a s ~ l ,  Laser rltle-1 , Tactlcs-1, Laser rlfl e 
Small waterwaft- I ,  Swimming-3, Diving-I 



Equipment 

The lldrlssarian rebels will provide the adventurers with all of the 
equipment they need for the misdon. Because the salvage operation has 
been planned and organized in a very short time, the characters w i l l  not  
have a large varlely of equipment to choose from The referee should 
feel free t o  add i t e m  o t  equlpment to this l l s t  whlch he feels are 
necessary. PI ayer characters wlth special equlprnent p Icked up earlier in 
the  Traveller campaign, or on a prevlous Traveller adventure, may be 
allowed to Incorporate It in The Drenstar Quest a t  the refweds 
discretion. 

Diving Equipment: All items of diving equippment are fully descrlbed in 
The Undersea Environment. 

Llght Wet S u l k  (Tech Level 7): The water temperature a t  the wreck is 
10" C LIght wet sults w i l l  ralse the dlvers' exposure tlme two levels (to 
20" C). One is provided for each diver in the party. 



SCUBA Afr Tanks [Tech Level 91: The rebel forces were unable to secure 
advanced dIv1ng apparatus suck as rebreathers or artificial gills. The 
SCUBA gear available Is t h e  very best,' however; t he  tanks provide alr (at 
1 atm) far 5 hours each, and up to three b n k s  may be worn a t  a I-lrne, 
The number of tanks avallable for fh1s adventure is essentially unlirnlted; 
plenty of extras have been brought along, and a compressor Is available 
on the fishing boat to recharge empty tanks when they are sent up from 
t h e  wreck. 

Suppwt  Equipment: Depth gauges, tenk pressure gauges, and knives we 
available for all members of the party. Ltne, i l f f  bags, and Inflatable 
balloons (for carrying small obJects such as memaga sla- t o  the  
surface) wil l be provided. A+ the reterm's disaetion, either message 
slates (whlch carry 20-30 w d  messages wri l ten in chalk) or n telephone 
tlne will be avallable for comnunication between the wreck and -the 
surface. Undwuatm radios allowlng c o m u n l c ~ i o n  b&ween the divers 
uhile in t he  water are not avallable, however. 

Weapons: The rebels wl l l  provide the divers with bangsl-icks and either 
gas or sli ng-propel l ed spearguns. The referee should use his discretion 
about other weapons brought into t h e  adventure by the players, The 
Undersea Environment describes the  use of varlous Traveller weapons 
u n der water. 

Decunpredon ChamLen The mlssfon plan calls for a decanpression 
chamber to be bmu@t V,m the mbel freighter out to the crash site on 
the fishing boat, gft#ir the lad & +he salvage has been hauled up. The 
chamber provided Is IWW- ~ Q U Q ~  for all of f i e  d i v w  and includes an 
airlock to allow traffI& tn add OUT Idempreslng p m n m e l  muld, for 
instance, lmvh ttYh1 c~~ whdld wearing vam $MI% w r i  zed ta the 
proper 'dspfif, if d e e d $ .  The chamber is s e m l - p h b l q  end can be 
cwried as &owd my ship w W h  a Iwge enough cargo aapaetty. 

M e t a l  LkterHon Ww: The M I n g  boat m 9 w  a kvlcer fw twatlng Me 
wreck cooowishng d c 0 h l 3  l-bd on the bridge, autd s Mn exhnding 
u n d m t e r ,  equippad urn wmws which can d d H  larga I R ~  of metal 
on ~s Wtkm. Ofily m e  &ch devlce Is a v d l & l ~ ~  and F t  b In no way 
pmbler .  Once mafa1 heis h m  h n l  In a glvea wMI avws must confirm 
and lden%fy f i e  dgMing, md they wll have to mch fw tb cause of 
t h e  fb ttp* without the use oP specid d h d - l o n  dmEces, 
Explostvw. Wsnades and qplwlves can be tk'falnsd kmn the rebels on 
requ*, thwgk #am w& Ime tikdlhwd d thwe being a need for 
such iteras In the sdlva@ ~lparratlon~ Rebel fwces, L W  an the barb and 
on the island, wlit  RsrEs wme hiah explas4ves, md p l d y  crf grmadss, 
r i f l e  m, and d h w  

CuItIng Torchest An q#y-wely tsne W c h  welghlng 1 kg Is avsiiable for 
cumng through wreckage w Wenst&$ hull, T \ma 'td scoompllsh th1s 1s 
discussed slsewkws In I%@?@ rule& T h  *ck =n aka  be uwd k weld 
patches In  order to effect repairs to retafively mlnw teaks aboard the  
wreck. The torch w l l l  double as a ureapon at point blank range, causing 
2D damage to I t s  target. Acetylene and oxygen ref i l ls wIll be available 
from the Rshing boat. 



lbtor Launches: Three motorized rubber rafts are w r i e d  aboard each 
fishing boat for use as shuttles between ship and shore. They have a 
speed of 25 meters per combat found, and can be handled by any 
character (even those w I i h o u t  Small Watercraft ski1 I), One r a f t  can c w r y  
up to 400 kg of equipment and/or divers, and weighs 15 kg. The mobr is  
porrered by smotl fuel cells, and w i l l  run 7 hours before requiring a 
recharge. 

ASSEMBLY DIVING EQUIPMENT 
If t he  divers encounter Assembly marine dlvers, they may be able to 

add to their own collection of gem. The follow1 ng Items of equipment w l l l  
be carried by Assembly divers. 

SCUBA Gear (Tech Level 9): Enemy wet suits and SCUBA rigs are slmllar In 
all  respects to the advanturd equipment. However, it is military issue, 
with distinctive c o l o r a t i ~ n  (black, as opposed to the  colored wefsuits 
provided by the rebels), and wearing It might confuse Assembly forces on 
the surface, provf dlng atbackers k m  below wlth a shorbterm disquise. 

Laser Rifles (Tech Level 10k Energy weapons are carried by Assembly 
el l te forces (and an krtpartant reason far the Ildrlssarians to try t o  pick 
up advanced weapons of their own). They are Identical i n  all respectsto 
laser weapons familiar to any Traveller adventurer - though when used 
underwater, there Is a Dt4-1 to hlf' a target, and a h i t  results in 30 
damage, rather than 5. The r i f les are powered from a backpack whlch 
prevents the wearer from carrying more than 2 SCUBA air tanks (the pack 
i s  slung from the tank r i g  mffler than from the dlvar himself). 

?owered Tow Sled [Tech Level 91: Each Assembly diver w i t  l enter the  
scene drivlng a single-man, fuel cell-powered torpedo. If the 
adventurers W nd they must m u n t  an altack against Assembly cr& on the 
surface, +hew sleds may enable vacc-sulted divers (preswrized to  avoid 
an altack of the bends) to reach the surface, since they w i l l  not  have 
neg&ive buoyancy enough to swlm themefves. These sleds might also be 
useful should It be necessary to launch an attack against enemy forces 
an Sijav Island. They can run for up to 5 hours before requiring a 
recharge (whlch can be o b b l n e d  aboard the  patrol boat whlch brings the  
A s m b l  y divers). 



Encounters 
Five encounter tables are provided for five dlst jnct ecological 

zones where the  adventurers may run across natlve Yarhfahlan lifeforms 
during Tho Drenslalrr Qu&. The Introduclury paragraphs for each 
encounter table describes when rolls are made again& each table, and 
how frequently. 

Surface: The surface encounter table is used when one or mwe of the 
advenfurers is on or near the surface, but a roll could be made if the 
characters were swlmning u'nderwater withln 5 meters of the surface, o r  If 
they were on the  surface In a small boat (such as t he  motorized rubber 
launches described elsewhere In this book), Each time one or more of the 
characters fl n d themselves In such a position, +he referee should ra l  l 20; 
on a ro l l  of 7+, an animal encounter will occur, The referee should ro l l  
10 and describe the  result  to t he  players. Normally, only one ro l l  wlll be 
made for each separate time swimmers are a t  or near the surface. If 
swimmers or boaters are on the surface for a long period of time, a 
separate encounter roll of 20, wlth an encounter occurring on a roll of 
7+, can be made once every three hours. An encounter ro l l  shoud no+ be 
made for swlmmers who merely pass through surface wafers on thelr way 
be-tween the Rshlng boat and the bottm. I t  appt1es only fo characters 
traversing the surface far a considerable distance and time - an 
adventurer making a h a  hour Jaunt beheen SiJav Island and the fishing 
boa t  I n  a  noto or launch, for example. 

All anlmals on thls table are marine wganlsms, and have the special 
attr ibute of swimming. Number 5 i s  a triphibian; It can swim, walk on land, 
w f ly through t h e  air IalbeIt  clumsily, for sh& distances only). 

Encount* Table for SURFACE 
L 

DIe Anlmal WeIgM H l k  Anror Wounds and Weapons 
1 3Reducers 12000kg 45/25 cloth+l 20 claws8teeth A5F4S1 
2 12 Gt-arers 8OOkg 20/12 none 19 tee th  FO A4 S1 
3 1 Intermittant 30000kg 51/30 none 56 horns & teeth F7 A4 Sf 

(spl ke dl gger) 
4 15 G-azers 800kg 35/12 none 16 teeth FO A4 S3 
5 1 Gatherer 1 OOkg 28/13 none 15 horns 8 teeth A7 F3 52 

(lriphl bran) 
6 6 Chasers BOOkg 15/15 none 21 teeth 8 claws A0 F5 S3 

(arrow slashers) 

Shallows: The shallows encounter table is used for encounters 
underwater i n  depths ot up to 25 meters. The 25-meter depth line is 
shown on the crash site map. Each time an adventurer passes through the 



5 to 25 m e t e r  depth, ffie referee should roll 20 fo dehrmlne whether he 
has an encounter. On a result of 9+, the refwea should roll 1 D on the 
shallows encounter table, and descrlbe the result. If the character 
remalns in this depth range for a considerable period of time - If he must 
swlm at this depth for 30 mlnufes w more, or If he mu* wait In th is  depth 
range to decompress, ans encountw roll can be made every 15 mlnutes, 
wlth an encoun* occurring on a result d 9+. All anlmals on this table 
have #a special ath-lbute of swlming, 

Encounter Table for 
SHALLOWS 

Ole Anlmal WeIgM HIts Arm#- Wounds and Weapons 

1 1CarrionEater 12kg 8 /6nane  8 tee th  A6 F5 S1 
2 20 mazers I k g  3/10 none 3 claws F4 A5 52 
3 I0 eazers 1600kg 42/10 none 25 teeth f 5  A5 54 
4 5Wazers 1600kg 42/10 none 19 teeth F5 A5 $4 
5 1 Gatherer 200kg 25/12 reflec 16 clavrs&Pee+h A4F8S1 
6 6 Chasers 800kg 15/15 none 21 feeth8clam AOF5S3 

(arrow slash& 

Depttrsi: The depths encounter +able Is used for encounbrs deeper than 
25 rwfers, As for shallows, the referee should roll 20 for a charactar cr 
group of characters each lime they pass through this depth level. An 
addWIonal roll may be made every 15 mlnutes It the charackrs are 
working, swimming, or decompressfng between 25 meters and the b o t h  
for a considerable length of *me (30 m1nrrtes w morel. An encounter will 
occur on a 20 rott of W, If an encounter occurs, the referee should roll 
20 on the table below, and describe the result. Animals on thls table 
swim. 

Encounter Table W 

Dle Anlmal Welght Hlts Armcx Wounds and Weapons 

2 4 lntlmidatws 32QOkg 42/20 Jack 28 thrasher A8 F5 S2 
3 7 Eaters IOOkg 20/ 8 none 17 claws &teeth A2 F7 S1 
4 9 lntlmtda-bws l6OOkg 42/20 jack 29 thrasher A8 FT S2 
5 I Hunter lOOkg 21/ 6 none 12 clawsdteeth A1 F3 S2 
6 20 Waters 200kg 18/13 none 9 horns F4 A8 $2 
7 5Wazers 25kg 1 S/ 9 none 7 claws F5 A3 20 
8 12 Grazers 1600kg 25/12 none 26 teeth F5 A5 S4 
9 6 Chasers 800kg 15/15 none 21 teeth & claws A0 F5 53 

l a m w  slashers) 
1 0 Event - Slrong and unexpecl-ed current. Th k naTer flow sweeps 

adventurws off course. Unless they are clfnging to an anchored 
I1 ne (as when decomprwlng), 1 Dx5 minutes wl l l be added to +he tlme 
required to yet where they're going. As an alternate rule, each 
character must roll Strength or less .to swim clear d the current, 
with one roll poslble every 5 minutas. 

1 1  1 Ki l ler  24000kg 50119 none 18 teeth A1 F4 S1 
(hydra) 

12 1 Sken 3OODOkg 71/26 none 24 as blade A0 F7 Sl 



@&tat - The bottom encountw table Is used whenever the adventurers 
are wwklng on or near the boft.m a t  any depth, including h e  area 
around the wreck. The r e f s e e  should rol l  2D once every 1 5 minutes; an 
encounter wil l  occur on a ro l l  of 9+. When an encounter occurs, the 
referee should ro l l  20 on the tabla below, and describe the result* 

All anlmals on this table except the fil-ters (6  and 8) can swim (the 
fill-ers look Ilke large, moss-covered r x k s  and grow on t he  bottom, never 
mvlng). The amphibian gather (12) can swim for short distances, though 
it generally remains uri -he buttorn; it can also crawl on land. 

Encounter Table far BOTTOM 

31e Anlml Welght H l t s  Armor Wwnds and Weapons 

2 1 3 Reducers Ikg 2 / O  none 2 teeth A4 F7 S2 
3 5 Eaters lOOkg 20/ 8 none 17 teelhLclaws A2F7Sl 

(gulpwsl 
4 '  Event-EntanglingWeed. ~ned iverwi l l  beh-apped; hemustroll 

Dexbr i ty  or less to escape. Mher divers may a d &  [making a ro l l  
against their own Dexterity each combat round t o  provide DMt11, 
but must make a ro l l  of Dexterity w less themelves to avoid 
becoming entangled. 

5 9 Ea-fers 1 OOkg 20/ 8 none 14 teeth B claws A2 F7 S1 
Igulpers) 

6 1 Fi l ter 100kg 22/10 none 8 claws A0 FO SO 
(mushroom rock) 

7 Intermittant 12kg 3 / 5 n o n e  7 teeth F6 A7 31 
8 5 Fllters lOOkg 22/10 none 8 claws A0 FO SO 

{mushroom rocks) 
9 3D Chasers 6kg 5/ 6 dune 16 clawsBteath AOF6S2 

{arrow slashers - S. parvus) 
10 Event-MuddyBottom. T h e b o ~ i s c m p o s e d t ~ f ~ l ~ e ~ v y l a y e r  

of mud, with visibility aukmatical ly reduced to 5 meters range. 
Any time the mud is physically did-urbed (by a person, animal, or 
object), a ffiick cloud of mud reduces vlsibll lty i-o less than 1 rnetw 
for 1 D minutes. Equlpment or &-ifads dropped on?-o muddy boltom 
wlll become hopelessly lost. 

11 1 Pouncer 400kg 24/10 none 15 teeth A0 FO S2 
(arrow slasher - S. ferox) 

12 1 Gatherer lOOkg 12/10 none 13 claws&te&th A7F4S2 
Islithw- amphibian) 

r 

3eech: The following encounter table is used whenever charactws flnd 
themselves on one of the islands (generail y Sijav, near the cove). SIncs 
animal encounters tend to be much less frequent on land than In water, 
only tno rol ls are made each day - usually one In  t he  daytime, and one 
a t  night. In either case, an encounter wlll occur on a r o l l  of W.. While 
mos f  such encounters wlll be on the beach nex-t to t he  water, the table 
also applim To the wmded areas and hllls f u r t h e r  Inland. 

The flying animals (2, 4, 6 and 7) correspond % large sea birds af 
earth; though #ey can get around on legs and will frequently first be 

I 



encountered on the ground, the alr is thelr true element. The flylng 
carrfon eater (4) Is quite clumsy and ungalnly, and capable only of short 
flights, but the others fly quite well. The amphibian (3 and 5) is the same 
as t he  anphibian occ-aslonall y encountered new the sea b d b m ,  It is a 
true amphlbian with both lungs and gills; because Its land area is 
restricted (the lsland is smaller tfian the ocean), It is more commonly 
found on land than In the w&r. A l l  other animals on the tab le  are 
slrIet.ly land-dwelling fwms, and move on legs, or tin the case of the 
looperf by snake-like movements on belly muscles. 

Encounter Ts b l e for BEACH 

Dle Anlmal Welght Hi ts  Arror Wounds and Weapons 

2 5 Flying NIjacke-s 3kg 3/ 2 none 3 t e d h  A3 F8 S I 
3 1 Gatherer lOOkg 12/10 none 13 claws&teeth A7F4S2 

(slld-her - amphlb1anl 
4 4FlyingEaters 12kg 8/6 none 10 clews&teeth A7F7S1 
5 1 Gatherer IOOkg 12/10 none 13 clawsLteeth A7F4S2 

(slHher - amphlbian) 
6 1 Flying mazer 6kg 3/ 9 none 4 teeth tl F4 A5 SZ 
7 25Ftylngaazers I k g  4/10 none 7 hwnsbteethFOA7S4 
8 1 Grazer 8QOkg 35/15 jack 2 1 hwns C teeth F4 A4 S3 
9 1 Chaser 200kg 20/12 none 15 cl aus 8 teeth A0 F0 S4 

(tooper) 
10 Event -C loudof t lny ,d Ing ing inseh.  Thismenacedescends 

on characters ashwe. Bites and d ings  accumulate to cause 10 
damage every combat round, There is no defense other than dlvlng 
In to  water or taklng shelter inside a ship w other enclwsd 
vehicle. Weapons are useless, but charactws can escape the 1 D 
damage by roll ing Dexterity or less - represen-ling their mvemen.ls 
to klll or outrun The attackers. The cloud w i l l  remaln In the wea 
10 minutes, then depwt, 

1 1  1 Chaser l6OOkg 42/15 none 36 thrasher AD FB SZ 
(giant looper) 

12 3Chasers lOOkg 15 /8  none 12 claws&fezi-h AOF8S4 
(loopers) - 

The following dexxlptlans give additional details for several df the 
life farms presented In the various encounler tables. Each life f o r m  Is 
given the ronrnon name asslgned to it by off-wwldars (generally an 
English eqlvalent fw +he natlve name), Its na+lve name, (In Rahf, the 
dominant Yafhfah Ian tongue), and the scientlflc c~assIficatIon for genus 
and specles ( in  Latin). The descripflons and il lusfrations of these 
anlrnab wlll help the referee bring these creatures to l i fe fw the 
P layers* 
Splked Drifkr (Yashad A l l  -- Monscwnutis glqans 

Though thls lcthyald Is related to t he  doninant free-swimning life 
forms found In Yarhfahlts oceans, drlflws do I l H e  active swimming, but, 
as their common name implies, float with wind and current. The anterior 



tentacles characterlstlc of many Yarhfahlan marine forms have grown 
long - 20 meters or more in the large& (up t o  30,000 kg) adults. These 
become entangled In sea weed and other marlne plants as they t ra i l  
along, supplementing the animalst usual diet of free-floating marine 
pseudocrustaceans and animalcules. Dr1fh-s are ncrt normally dangerous, 
bu t  the rows of razcr-edges splnes along the creature's waterlines - a 
defense against arrow stashers and other predators - can be dangerous 
to  swimmers who encounter them either by blundering Into them, or by 
belng blundered into by the- d r W s  ponderous motions. OrlWws are 
sametimes found beached, especially after a storm, when they are 
butchwed by native fisherfolk who consider them to be surprise bounties 
provided by the sea. 

Arrow Slasher (Daka Kang) - Sagil-taspiculum horribllls 
(Also S. ferox, S. rufus, S. parvus, and ather species.) 

Many species of m o w  slasher inhabited Yarhfahlfs seas, and they 
are widely considered the mast dangerous of the planet% rnarfne life 
forms, they are +he most frequently encountered pelaglc carnivore. A l l  
are characterized by the broad, flat-, triangular head with an anterior- 
ventral gaping mouth lined with blade-edged teeth. A l l  have anterior 
fesdlng tentacles, Inany llned with barbed spines whtch help grasp 
wiggllng prey. The smallest (S. parvud Is a bottom dweller whtch rarely 
weighs mare than 5 ar 6 kg. A larger b o t h  dweller (S. ferox) called the  
rock pouncer (for its hablt of springing out of crevssses w caves in a 
sudden rush upon fts prey) can weigh up t o  400 kg. The largest and most 
dangerous are the sea slashers w dakas of the open ocean (S. horribills, 
S. rufud which can weigh 800 kg and $ow to be over 5 meters long. 
These are generally encountered in groups d 3 or 4, but  may goup into 
huntlng packs of as many as 10-12. They circle their prey warily, 
peeling off one a t  a time to make dartjng, slashing attacks, as much t o  
dismember and crfpple as to win mouthfuls of food. 



Slashers have one weak spot - the roof of the mouth where the  
skull is quite thin. A harpoon, gunshot, even a knife driven in to  this 
area w i l l  cause an immediate 70 points of damage - enough, general1 y, to  
incapacitate, or even k l l l  the animal outright. To strike a t  this weak 
polnt, however, a character must be able t o  reach into the  slasher% 
moth, and w i l l  generally already be grasped by the slasher's barbed 
anter iw -tentacles. His strike must be successful (a ro l l  of 10+ or better, 
with positive DMs for skil l levels with the weapon) on the  firsf- attempt, 
for he w i l l  rarely get a second chance. 

Gulper (Shlkaf) - Yarhfahlvorwus multicwniculum 

Gulpers are related t o  the  slashers described above, bu t  are 
characterized by narrower heads, more and heavier anterior tentacles, 
and a pronounced tendency towards devouring anything wganic, l iving 
or  dead, which makes slashers look positively fa*idious in their eating 
habits. Like the  slashers, gulpers have razor-sharp teeth lining their 
jaws, and barbed claws or hooks along the  tentacles. One Tooth is 
elongated, a saber-sharp tusk dividing the  mouth in two, used t o  slice 
large prey into managable chunks for easy swallowing. Gulpers are 
encountered in ma l l  groups of 4 to 5, sometimes in open water below 25 
meters, sometimes lurking among rocks or weeds on the  bottom. Gulpers 
are garbage eaters, naturally, and are oft-en attracted -Po an area by 
organic trash thrown overboard from fishing vessels. 

Mushroom Rocks (Fahla'arish) - Saxmarimum sp. 

Though they appear to be moss and weed-covered rocks when seen 
from above, mushroom rocks are sessile animals which grow from spores 
that, driFting with ocean currents, lodge in mud. Their adult form is a 
round, mossy mass perhaps 2 meters across, anchored t o  the bol tan by a 



stem less than a meter wide and less than a half meter long. They are 
filter feeders, continually drawing water into their bodies through 
grooved orifices on the top surface. These orifices w e  lined with lnward 
polntlng barbs designed t o  l rap the occasional large swimming animal 
whlch gets drawn In; these are dlgest-ed as readily as the plankton and 
microanimalcules which make up the mushroom rock's normal diet. These 
orifices, &en camouflaged by moss or weed, are wrneti~res difficult to 
see; humans swlmming over, or worklng around, tnushroom rocks have 
sMnetlmes put their hands or feet acctderrfly into an orffice, receiving 
nasty (and frequently infected) scratches. Another danger occasionally 
presented by these organisms Is the cover they provide for rock 
pouncers (Sagitbsplculum ferox) which sanetimes develop an almost 
kymbiotlc relatlonship wlth mushroom rocks - especially wh&e a number 
of ~nushroom rocks are found together. The rocks provide cover; the 
wrinkled and moss grown dorsal surfaces of large pouncers closely 
resemble sessile mushroom rocks - and the mushroom rocks fi lter the 
water for s a p s  from a pouncer's rather messy meals. If more than one 
mushroom rock is encountered on an animal encounter roll, a rock 
pouncer w l l l  also be present on a 2D ro l l  of 8+. Whether characters are 
Injured by sticking careless limbs into a mushroom rock depends on the 
situation - whethff the characters know about the animal; whether they 
are hiding behlnd it, working w standing on it, or simply passing by; and 
other factors up t o  the referee. Wounds received in this way are not 
serious, but may become Infected (character w i l l  begln losing I D  points 
per day to a maxlmurn of 4D points, until he is treated a t  a hospital w 
other medlcal facility, or by a Medlc-2 or better with access to a medical 
facility) on a 20 ro l l  of 9t. An encounter with a pouncer is, of course, 
handled separately by the referee. 

Slither (H'shliff) - Yarhfahlsalamandra amphiblus 

Thls four-legged, broad-tailed, molst..sklnned animal is generally 
harmless and rec~uJve. It is a true biphibian, possessing b ~ t h - ~ i l l s  and 
lungs, and may be found both along the ocean bottcin or on beaches w 



shoreline rocks on land. It is solitary, feedlng on seaweed, various 
marine and land plants, and occasional animals found trapped In pools o r  
along the shore. I t  cornered w threatened, however, it w i l l  f lght  back; 
on land it ream up on 13s hind legs, striking with wlckedly clawed 
forelegs, and snapping with powerful jaws. Allhough there are exceptions, 
silthers seem to spend most of the planet's daylight hours underwater 
near .be bottom, caning ashore in the cool and dark of the evening. 

Looper (Yatalasht) - Yarhfahlserpens un~uicorniculurn niger 
(Also giant looper, Y. ungulcorniculum gigansl 

Two sub-species of  looper are common on islands and IropTcal 
coastlands In the part  of  Yar hfah I near the crash stte - the black looper 
(nigsr) and t h e  giant looper (glgans), Black loopers grow to welgh up t o  
200 kg and may reach 4 meters in length; glant loopers have been found 
weighing over 1600 kg, and surpassing 20 meters. In spite of  their  size, 
loopers can move wlth surprising speed; they are snakelike, without legs, 
movlng by roll ing loops of t h e k  body across the ground In a continuous 
sideways series of ~rwvements. Giant lmpws are solitarfi never Is more 
than one found In a glven area except durIng their  Infrequent matlng 
seasons. Black tooperes are more gregarious, and often hunt In  packs of 
3 or 4 animals. Though solitary, giant loopers are s t i l l  classified as 
chasers (whtch nwmelly attack only when they outnumber thelr prey) for 
they relentlessly pursue their chosen prey - acrass kilometers it 
necessary - until the prey t l res and weakens. Bath species of looper 
have anterlor barbed tentacles [they are, in fact; closely related to  
water-breathing lffe forrrrs ltke the slashers) which grab the prey. They 
also have been known to hold the prey in constricting coils, or (in the 
case of the  glant loopers) t o  use their bodies to crush the intended 
v lctim. Loopers can swim, and are - rarely - encountered a t  sea, but 
always on the surface. They have been known -to pursue humans fleeing 
In  boats, and more than one fishlng vessel has been crushed In  the coils 
of a 1600 kg giant looper, attacking sea-serpent style. Much more often, 
however, they are found on land, often among boulders or o t h e r  rough 
terrain. A giant looper is nearly always found In the vicinity of the 
horned gazer  known as Gathas by Yarhfah Ian natives - a favorite prey. 

Loopers have the reputation ot being the most  relentless, and the 
inost dangerous, of all Yarhfahl's land animals. "Yash fahl yafalasht!If 
("Persisd-ant. as a looper!t1) is a proverbial exp rsk3n  among Yarhfahtan 
f i s h e l  k. 



Pertinent Information 

The material presented here is intended to summarize the  rnos-t 
important inforrndlon on conditions which will affect the adventure w i t h  
regard to  the, rules for undersea activit ies presenhd In The Undersea 
Environment. 

Pressure: Surface pressure on Y arhfah l is THIN. 

Gravity: The surface gravi ty of Yarhfahl is 0.75G. 

Use the  followlng table, rather than the standard table in The 
Undersea Environment, tor activities on Yarhfahl. Gravity and pressure 
have already been figured t o  Y ar hfahlan norms In this data. 

PRESSURE/DEPTH TA8LE 
for Yarhfahl 

Depth of wreck: 29 meters (96 feet); pressure a t  this depth is 2.70 
amtospheres (use 3.0 a h  columns fw decompresston tab led. 

Depth Pressure 
Meters (feet) atm 

0 (0) .50 
4 (15) .8 0 
7 (23) 1 -0 
8 (26) 1.10 

' 12 (40) 1.40 
13 (43) 1.50 
16 (53) 1.70 
20 (66) 2.00 
24 (79) 2.30 
27 (89) 2.50 
29 (96) 2.70 

Tank dura,t* While operating a t  the level of the wreck, tanks rated a t  
5 hours will be good for 1 1  1 minutes of air. 

Depth Pressure 
Meters (feet) atm 

30 (99) 2.7 5 
33 (110)  3.00 
37 (122) 3.30 
40 (132) 3.50 
4 4  (145) 3.80 
48 (160)  4.00 
53 (175)  4.50 
56 (185) 4.70 
60 (198) 5.00 
64 (211) 5.30 
67 (221) 5.50 

Nitrogen Narcosis: A t  2.7 atmospheres, nitrogen narcosis is not a problem 
for the  adventurers. 

Visibility: Visibility around the  wreck Is generally good; 60-80 meters 
sighting permifiedm 

Water Temperature: 20°C. Any sort of protective suit gives protection 
enough t o  prevent  any endurance loss from cold water. 

Other rules from The Undersea Environment hold ?rue, as always. 



Wrapping Up the Adventure 

As always, the exact course thls t ravel ler  adventure follows wlll 
depend heavll y on the referee, and upon The declsions and actions of t h e  
players. Technically, the adventure ends when the  player characters 
have recovered as many weapons and supply crates from the sunken 
wreck as possible. 

An exciting and taskpaced adventure, however, will demand a few 
cwnp l ications. 

As suggeded elsewhere in  this rules booklet, one or more Assembly- 
crewed patrol boa k inay show up; with one w both of the  flshing vessels 
topslde out  of the  action, the  player characters underwater wlll be 
forced t o  improvise some sort of atlack - w f ind themselves faced wlth a 
long swim t o  shore. 

Other complications are suggested below. The referee Is nut 
required t o  pursue all, or any, of these possibtlitles, but they may 
provide additional ideas fw extending the  length and cornplexlty ot The 
Drenslaar Quest, ar they tna y suggest ways 1 n whlch The Drenslaar Quest 
can be turned into an on-going campaign - a series of Traveller 
adventures which will take the  players to Ildrissar, and beyond. 

SlJAV CAPTURED 

A t  some point  durlng the  salvage operation - and especially if the 
fishing boats are captured - Assembly marines arr lve a t  Sljav and 
capture the ildrlssarlan rebels, their grounded freighter, and all of the 
supplies thus far recovered. They also, j u d  incidentally, now control 
the  decmpresslon chamber whlch the dlvers will need a t  the concluslon 
of the operation. 

The Assembly marines may inform the  dlvers of t i ~ e i r  vlctory, 
suggesting +ha? cooperation with Assembly forces Is the best way of 
securing a place inside the decompression chainbw. Or, possibly, one of 
t h e  Ildrissarlans on a fishing boa+ may be able to get  word ot what has 
happened to  the player characters, or they will learn o f  the  takeover 
when they manage to recapture their boats. With daring and the  use of 
surprise, the  player characters may manage t o  d a g e  a counter-strike 
agalnst the Assembly forces on Sljav. The strength of these forces 
should be determined by the referee and will depend on the  firepower the 
players are able to assemble, but wlll probably no+ be more than a 
platoon or two of Marines ar:ned wlth lasers, automatlc weapons, and 
perhaps a heavy machlne gun or two. The Assembly Is known t o  be 
employing Aslan mercenwies, and the appearance of a mal l  combat unit  
o f  these renowned warrlws will add a t ~ u c h  of color - not to  mentlon 
dread - to  subsequent r>perattons. 



Any plan to altack the island wlll no doubt r a k e  the question of 
uslng high-tech weapons salvaged f rom Drenslaar. A t  t he  refweds 
dlscretlon, the chzracters can arm t h e e l v e s  with these weapons, b u t  
the choice of weapon types (obvlousl y sharp! y limited by what the pa* 
happens to have readlly available) Is up to the referee alone. The 
followjng weapons and equipment may be found and used. All are drawn 
from, and described in, Book 4, Mercenary, frm GOW. 

HIGH T€CH W W O N S  FOUND ABOARD DRENSLAAR 

1. P W  13 kequlres ba+tledres$ fw use) 
2. PGMP 14 
3. FGMP 14 (requires baffledre* for use) 
4. FGMP 15 
5. Laser rlfle, carbines, and plstols- TL13 
6. 4 mm gauss rifle - TLI 2 
7. 4 cm RAM rlf l e genades - TL13 
8. Battledress* - TL13 
9. Rapid pulse ptasna gun+, vehicle munted - TL14 (1 4 RP-A) 

* Battledress can he worn and used by any character with Vacc SuH 
skill. Characters who do not have Battledress sklll, described in 
Travellw 3ook 4, Wcenary, b u t  who do have Vacc Sun sklll, can 
flre weapons requiring ~~~~~~~, b u t  a+ the rlsk of suffering 
Injury or dea-th, ThIs danger Is keated fully In Travellw Book 4, 
Mercenwy, under the description far Baeledres  sklll, 

+ A number of vehlclwrounted plasma guns are being shfpped To 
I l drissar for i n c o r p w ~ i o n  into rebel m w e d  flghtlng vehicles. 
One such crated gun may be discovered by  the player characters 
and mounted wIth jury-rlgged suppwts aboard either a fishlng boat 
or a captured patrol baat. I t  welghs 506 kg and has a rde of fire 
of 5. C m p  tete InfarmaTim on the weapon Is glven In Traveller Eook 
4, Mercenwy, under fteld Artillery. 

It requlres s power source lshich will be h u n d  in a crata 
s w e d  nearby, clear1 y marked. Normally Heavy Weapons Skill 
(described In Mercenary) Is requTred fo assemble and operate such 
weapons; any character w i t h  skill with any type of energy weapon 
will be able to  puzzle out enough of the manuals included wlth the 
weapon t o  operate it at a sklll level of 0, The referee may impose 
resklct lons and negative modlflcallons on the fire& ability l.o 
handle the weapon, b u t  for a few shots a t  rralatlvel y cl- range, 
)his should be sufffclent; 

A map of SlJav Is provlded I.o allow t h e  players to determine thelr 
stratvFgies of approach and att9ck. The Assembly forces wlll have been 
landed by one w mllItary shuttles which have stnce returned to t h e  
fleet. The marines wIll have set up an encampment, consisting of a 
number of plastic bubble shelters, on the beach between the rebel 
encampment and the dock facilities. Almost any approach the playerr 
make will achieve surprise (unless they manage =me colossal blunder In 
the process) since the marine forces are not expactlng any real 
oppod+lon, 



Halik, who will be a t  the  rebel encampment on Sijav, may well 
increase the  bonus payment t o  the adventurers daring enough t o  rescue 
him and his men held prisoner by Assembly marines and mercenaries - a t  
the  referee's option. 

ESCAPING TO ILDRI SSAR 

The player characters will be given l i t t le  choice of a destination 
aver  their mission is complete. They w i l l  have t o  decompress for about 
twice the length of time they spenl- under water, and while they can 



decompress wearing vacc suits, the process will be consldera bly mcre 
comforfab le - and endurable - us3 ng the decompression chamber aboard 
t h e  rebel frelghter. This, of necessity, requtes the player characters 
t o  board the frelghter and take theIr chances wI+h the Assembly 
blockade. 

The rebels have obtained code clearances which should enable the 
freighter to sl lp past the Assembly forces a b l t l n g  Yarhfahl. This can be 
taken for granted If the referee wishes to end the adventure wIth t h e  
succ@ul recovery of Oreaslaarls cwgo, To continue the advenhre, 
however, he may wkh t o  allow the h role-play the escape from 
Yarhfahl, including - possibly - p u r s u i t  by a number of enemy space 
ships. In this case, player charactem with applicable skills such as 
pilotlng cr gunnery may b e  able +o take a hand In the action, and the 
referee m y  nudge the plbyers In  this direction by having cruclal rebel 
crew membm kl l l ed  or wounded before or during the escape. Once the 
freighter k able to enter Jump space, she nI l  I, of course, be safe from her 
pursuers. 

The Assembly wlll not have entered the lldrlssarlan system as yet, 
and shIps whleh meet t h e  freighkr at  the other end of Its Jump w l l l  be 
rebels and friendly, 

Naturally, the players may find themselves caught up in the 
rebelIlon on Ildrlssw; t h e y  can avoId I+% coming clash entirely, of 
course, by boarding an out-bound ship (decompressIan chamber and all!) 
almosf as soon as they set foot on the world. A graTeful rebel 
government wIll no doub* foot the bill for shipping a ten-ton 
decompression chamber b another world. If the players choose t o  m y ,  
however, they wfl l flnd +-he Assembly f l e d  dropping in on the rebel planet 
withln a day a- two of the end of their decompression time. A numbs of 
adventures pI-Hing the rebels and their Traveller allies against the 
k m b l  y h o p s  on Il drisser itself suggest themselves, and offer material 
tor many hours of excitlng Traveller adlon. 

PRISONERS OF THE ASSEBLY 

A w e  depressing outcme of The Orenslaw Qu& would find the 
adventurers prisoners of the Assembly fwees on Yarhfahl. Their captors 
wll I, of course, wish to quwlon them csrefu 119 about what they know of 
the ll drlssarisn rebels (a routine msda quite simple by the prisonersf 
dependence on the decmnpresslon chamber which their captors also 
picked up along the way). 

An exciting (If dangerous) adventure could be created revolving 
wound the adventurers' &tempts to escape thelr in tmogators - 
ending, perhaps, with a fl ight to  Ildrlssar and at least tempwary freedom 
with the rebels. 

Other possibilities w i l l  be suggested to the referee and the players 
durlng t h e  course of The Drenslaar Qued. Development of subsequent 
plots  and actions are, of course, up to them! 



Adventure awaits on the watery world of 
Yarhfahl, as players join the race to salvage a 
valuable cargo from the Dtenslaar, a sun ken 
ater freighter. But will they elude detection by 
hostile force6 long 8nough to complete their 
task? 
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