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Introduction 

Ascent to Anek tk  is an adventure dealing with a mountaineering 
sxpedftion challenging a hitherto unscaled mountain. 

I t  is assumed that this adventure wll l  be sdministered by a referee 
who has read through this booklet and who Is farnlllar both with it and 
wHh the rules for Traveller. In addition t o  the basic Traveller rules 
( B o o k s  1, 2, and 3, The Traveller Book, or the Starter edlfan), +he 
Gamel wds, Ltd. rules supplement The Mountaln Environment 1s necessary 
to play through thls situal-ion. No o t h e r  books, supplements, or other 
materials are necessary, but may be used freely, If deslred. As usual, 
paper, penclls, six-sided dIce, and squaregrid graph paper wIll prove 
helpful during the course of the adventure. 

STANDARDS AND ASSUWTIONS 

This adventure takes place In a fictional universe which has been 
extensive\ y described In other Traveller products. However, ~e an l y 
backround infarmation required to play the adventure is given below. 
T h w  ioterest-ed in further deTa1ls may consult Supplement 8, Llbrwy 
D h  (A-MI, Supplement 11, Llbrary D a l a  (N-Z), and various other 
Traveller sources, both from GDW and from ofhw I lcensees. 

The lmperium (also known as t h e  Third lmperium, successar state to 
tno previous, similar states) is a gigantic, human-controlled interstellar 
government, encompassing hundreds of subsectors and thousands of 
worlds. Its control, however, is loose; m o d  m x l d s  handle thei r  own 
Internal affairs. 

Reavers Deep Is a sector along the fringe of the Impwium, an 
adminislratlve grouping of 16 subsectors (only some of whlch are under 
lrnperlal control). I t  is a frontier region divlded Into numerous p e t t y  
states and lndepedent wurlds. 

The Principality of Caledon is the largesk of the Deep's minor 
s M ,  an lrnperlal cl ient and ally. It Is governed by humans, rnoskly of 
Terreshlal Western European stock, uha W l e d  the region several 
thousand years ago. The government Is a Constitutional b n w c h y  
suppwted by a sernl-feudal aristocracy. 

Glenshiel Is a rugged frontier wwld on the fringes of the 
Prlnclpality. Settlement 15 sparse, as The wwld has only recently been 
opened for colonltatlon. 

USING THIS ADVENTURE 

The referee may use Asesnt to Anekt.hg. as a stand-alone game, 
using pregenera-ted characters presen-ted here, w it msy be played with 



characters frm an existinn Traveller camtlainn, A special new skil l 
introduced In  The Mountsin Env~ronment; '(and Its cascade 
skillsl. ull l be necessarv for those adventure. and 
should be assigned to hose characters by %d referee. Other changes 
required lm bring this adventure t n h  Itme wI4-h an exld ing campaign 
should be obvIour 

CHARACTERS 

This adventure is Intended for use WPM? any group of adventurers 
available; they may he any sort of Indlv~duals, as long E they are 
Iwking for some type of paId employment. The text of the adventure can 
be altered to use nearly any type of adventuring goup. 

Desirable Skills: The usefulness of any skill ultimately depends on how 
the players use the tr characters. However, Mountaineering skll Is - 
discussed In The Mountaln Environment - are almost essential fw all 
characters i n  this adventure. If charaders from an ongolng campaign 
are to be used, they should be given Mounbl  newlng skl l  Is in accordance 
wlth the  procedure on acquiring these skills from the characters' 
backgrounds; if necessary, they should a t  l ead  receive level-0 skill In 
each category of rnounf-alneerlng, ~evel-O skil Is indicate m e  
familiarity wlth the principles of the  skills, sufficient to allow action, but 
conferring no real ab ll ity. 

Pregenera-fed Characfers: A t  She refereels optlon, the players my 
use the pregenereed characters supplled below, if there  are fewer Shan 
elght adventurers In the par?, The firs* tlsted characters should be 
selected flrst. 

I. Ex-Amy Colonei 77A987 Age 38 5 ferms 
Leader-3, Tactics2, Rifle- 1, Brawling-1 , 8 a v  
Veh lcle-1 , Forwwd Observer-1 , Mountaineering-5 
(Mixed Cllmblng-3, Rock Climblnp-1, Ice Climbing-1 1 

2. Ex-Matine Captain B6C785 Age 34 4 terms 
Revolver-2, Cutlass-1 , Leader-1 , Tactics-I, 
Mechsnlcal- 1 ,  Mounbi neering-3 (Mixed Cl imbing-0, 
Rack Climbing-2, Ice Climbing-1 1 

3. Ex-Marine Lieutenan+ 687868 Age 26 2 terms 
Revdver-3, Cutlass-1 , Brawling-I, Tactics-I, 
Mounblneerl ng-0 (Mixed Cl lmblng-0, Rock 
Cllmblng-0, Ice Cl irnbtng-0) 

4. Ex-Army Llsutenant 875988 Age 30 3 terms 
Rifle-2, SMG-1, kdlcal -1 , TacTlcs- 1 ,  Forward 
Observer-1 , Mountaineering-4 (Mixed Cl imbing-1, 
Rock Climbing-0, Ice Climbing-3) 

5. Ex-Scwt 54CCb6 Age 34 4 terms Cr110,OOO 
Mechanical-2, Electronic~l , Grav Vehic le 1, Jack Carbine 
of A l l  Trades-1, Pilot-I, Carbine-1, 
Mountaineering-2 (Mixed Climbi ng-2, Rock 
CIImblng-0, Ice Climbing-0) 
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6. Ex-Navy Cammandff 3BA978 Age 30 3 terms W50,OOO 
Medical-3, Yacc Suit-2, Jack of All Trades-1, Laser Rifle, 
Laser RWIe-1, Forward Observw-I, Traveller's 
Mountaineering-3 (Mixed Climbing-1 , Rock 
Climbing-I, Ice Climbing-1 1 

7. Ex-Merchant 3rd Offlcer 75A8M Age 34 4 terms m81,OOO 
Jack of A l l  Trades-3, Streetwise-2, Bribery-1, Shotgun 
Shotg un-1 , Mountaineering-3 (Mixed Glimblng-1, 
Rock C1Tmblng-t, Ice Climbing-1) 

8, Ex-Hbumlmlnefl 8AC783 Age 42 6 terms Crl20,000 
CzvbJne-3,.Leadw-2, Grav Vehicle-I, Carblne 
M o u ~ l n e e r i n g - 4  Mixed Cllmbi ng-2, Rock 
Clfmbing-2, Ice Clhbing-03 

* The 'Wunf8lneeP Is a profewlonal climber generated udng the 
"Hun+wn c h w a d w  iype frun G D W  Supplement 4, Citizens of the lmpsrium, 
m W n g  tlurHng skrll to  Mountaineering skill according to The 
HsunhIn EnvhPnerrf skill generdon rules. This Individual should be 
added tcr I l s t  of M P b  If no player takes the character. 

STARTING THE MVENnaZE 

The referee shouId first assign charaders and inform the players of 
the baslc back~ound kch given in Standards and Assumptions, above, 

Next, l-he r- should run t h e  players through the events  in the 
n& chapter, Lady Ssn&de Chal tenge. Althwgh ft las pwibha merely fo 
read the text to  #I@ players, a beWw way h to alEw Phra players to 
I nfwact w i t h  f i e  chwacters encountered. 

Play 3Ylen proceeds to the body of the adventure. Equipment and 
swpplles may be purchased before the expedwlon bedtns Library date 
may atso be m m h d  while players have acces k L1brm-y Computer 
terminals In the ci-ty. 

The remainder of the adventure involves the  Inl~act4m between 
the players and thelr surroundings, as presen%d T h m ~ a h o u t  this 
bmkl et. 



Lady Sandra's Challenge 
The scam had come off without a hitch - a real example of what 

planning and perserverence could do. Al l  of the adventurers were doing 
well, in terms of money. . . pleasant In contrast to the usual hand-to- 
mouth life of a typical traveller. There was just one problem: they were 
stuck. 

It seemed the mark had connections at the starport. Security was 
extra iight, and ward had It tha t  It was the adventurers who were being 
sought. There was no way they were going to get through these starpart 
guards. Presumable pressure would soon be applied to the local 
government too . . . and even if Glenshiel remained safe, It wasn't the 
& of place anyone would really want to linger at. A backwater, a 
frontier settlement off the beaten path, famous for i ts scenic wilderness, 
i t s  expmed bladefish, and very l l t t le  else - Glenshiel wasn't good for 
much more in the way of profits. The party had t o  find a way off, before 
their unsporting ex-business associate finally closed the net and asked 
far his money back. 

So, when a rather proper sort of fellow contacted them through 
devious channels with an offer of mployment and transpcrt off-world, it 
seemed like a good idea to hear him out. It was tao late to back out of 
the meeting when their contact revealed who his employer was. Everyone 
in these pads had heard of Lady Sandra Lockhark. . . and it was a sure 
be t  that, where Lady Sandra went, danger was sure to follow . . . 

A 
LADY SANDRA 

Everyone had heard of 
Lady Sandra Lockhe, 
youngest daughter of the 
Msquis of New Galloway. 
Lsdy Sandra had a great deal 
of money, no responsiblii- 
ties.. . and a taste for ex- 
citement and adventure. She 
travelled, and on her trav- 
els, she sought out and tr ied 
Just about anythlng t ha t  
sounded challenging or dan- 
gerous. Lady Sandra had 
hunted (and kllled) a risth on 
Itfalrea, one of the most 
dangerous animals in four 
subsedors. She had sailed a 
windpowered ketch over the seas of Fulton, explored the rugged Jungle 
outback on Just, and had revived almost single-handedly the sport af 
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parachuting - the  old-fashioned kind, Sky Diving, wlthout qav-assided 
gear w other safety devices. 

Now Lady Sandra was on Glenshiel, passing through on hw way back 
t o  the  Frincipality from a long safari voyage. In a b w  at the starport, 
however, Lady Sandra had unexpectedly run into lwo old acquaintances, 
bcrth of them sportmen who shared her enthusiasm far challenging the 
odds and achieving the Impassible. AHer an eventng of drlnking and 
swapping W i e s  of old expioils, someone made a suggestion - why not do 
smethlng here tha t  would prove, once and for all, which of them was 
real ly t h e  best?  And then the name Anekthw came Into the 
conversation, and they all knew wha-t they would set out to conquer. 

Anekthor - the name was frun the mythology of one of The mlnw 
human races Integrated i n b  the Principality, referring to the three- 
headed guardian d the gates of Heaven - was e majestic mountain risIng 
frun the Jura Ptal-eau In an unseHled region of Glenshiel. The triple 
peaks of Anekthw had never been scaled by any human cllmber; t h e  winds 
and stm made i-t unthinkable even for msb vehicles. Climbing to the 
hlghed pinnacle of Anekthw was the sort of challenge That appealed to 
aH three, and they rapidty agreed on a suitable wager. Each gambled 
CrlO0,OOO on making It f-0 t h e  top; another ~lOOrOOO would be paid by 
each of them to the person who made it tlrst. Some other  ground rules, 
on equipment, par ty  size, and so f d h ,  ware also established, and a 
starting date a week away agreed upon, 

THE OFFER 
Lady Sandra has done some elirnbfng, but never anything as 

challenging as Anekthar. She needs assidance from ski1 led climbers to 
make the attempt, and k a ~ e d  tho party down as a likely group with 
m o u n t a l n ~ l n p  wpWenca and need of her offer. She promlses them 25% 
of whatevw h g  wIpqamn the wager t o  split as a bonus for success . , . 
but her main I p d y e ~ n ~  4s passage for all aboard her yacht. Under the 
wing of the  &ugh* @f caf bkquis of New Galloway, the adventurers wIl  l 
have no h ~ @ l e  g m n g  dbplarhet. 

Lady %#ndre3$ personal ' secretary, an old family retainer named 
Daugal, has dona hlk r-h well. The peiculsr  difficulties whkh 
face the woup we wall k n w h  and thoroughly documented . . . and, If fhe 
pady is r e i d a n t ,  Lady bndrn won9 hesitate to Imply her abll ity t o  
turn the grwp over to the aut.fior1ties. Headstrong and self-centered, 
Lady b n & a  u&&lly gdxY wh& she wants - r iQht now, she wants climbers 
(it is $uHe likely Shd she wi l t  gePt them). 



Beginning the Expedition 
Several days are left in which Lady Sandra and her new employees 

can begin to organize the climb. Equipment can be purchased, vehicles 
rented, local information secured. Lady Sandra will covw all expenses 
incurred, with the  chewful disregard for money of a wealthy aristocrat. 
She wil I, however, insist on observation of all agreed-upon conditions of 
the  climb; she is an incurable devotee t o  the principles of good 
sportsmanship. 

L IMlTATtONS AND CONDITIONS 

Parties are limlted t o  1 4  people or less, the  number which can be 
carried in a single rented Gcarr ier.  This vehicle can serve as the 
expedition's base camp, but of course cannot be used to ferry suppiles or 
personnel up fhe mountain, excepf in an emergency (and, If t h a t  happens, 
t he  pa r t y  forfeits on t h e  wager). 

Equipment available is limited +o Tech 10 o r  less. This allows m e  
sophistlcated gear, bu t  forces t h e  party t o  re ly  for the most p a r t  o n  
know- how ski1 I, rather than gadgetry, t o  get to the -fop. 

The climb is scheduled to  begin with departure of each pa r t y  frm 
its respective base camp a t  0700 hours (I oca l l  on the  agreed date. 

HIRELINGS 

If She adventurers wish t o  engage additional NPC par ty  members, 
Lady Sandra will agree. Indeed, she has already enllsted two climbers 
who have tackled the  lower slopes of Anekthor (one was t h e  m l e  survivor 
of the 1107 expedition); their skill and local knowledge w i l l  make them 
useful. Lady Sandra and her secretary/bodyguard Dougal will make the  
climb, of course; others may be hired, up to +he limit of 14 people. 

The section on Won-Player Charaders provides staTs, skills, a n d  
background informa-tlon for those characters required for the  
expedition. tf further lndlviduals are hired, they should be rolled up by 
the referee, and f i t t ed  out  with backgrounds and personalities tha t  will 
allow them t o  interact In an interesting way #ith the adventurers. 

INFORMATION 

players may want to  learn what they can about Anekthor prior t o  
leaving to begin the expedltion. Information is obtainable from library 
computer Terminals, or as a result  of conversations wfth locals who know 
the  area or have heard dor ies from those who have been there. 

Information should not be forced on players; they  should be 
required to  seek it out. Those who don't w i l l  be in for a rude awakening 



later on. Lady Sandra w i l l  prepare herself as thoroughly as she d- for 
al l  her challenging activities, with careful &u.dy; the two guides will also 
be familiar with background material. However, they are not like1 y t o  
share their knowledge in detail, as H is expected that  everyone w i l l  be 
bright enough to do some advance preparation of this kind. Information 
w i l l  be shared out only If it becanes obvlous that  the adventurers don't 
know what they are dolng (and, from tha t  point on, scorn and anger at 
the foolishness of going off unprepared w i l l  be reflected in a DM-2 on 
readion rolls made by NPCs in the party). 

Background information is found in the next chapter, Glenshlel, and 
in  the L l h y  Data section. 

SETTING OUT 

By Gcarrier, it takes Just under 5 hours to f l y  t o  the Jura Plateau; 
travel to the base campsite selected by Lady Sandra in the course of 
arranging the bet can -take place the day before the climb begins to 
permit camp setup and a good night% sleep for al I. 

The ascent proper should make use of the 
rules tor rouTe finding and climbing in The bun- 
t a l n  Environment, In conjundlon with the maps 
and descriptions provided in this booklet. Time 
should be tracked carefully, t o  regu1al.e en- 
counters and to  determine, ultimately, She win- 
ner of the race up the mountain slopes. 



Glenshiel 

Located in the Caledon Subsector of Reaverst Deep, Glenshiel lies 
outside the official borders of the Principality of Caledon, and is 
officially described as a 'Profectoratel. I t  is a frontier world, sparsely 
sewed and of marginal interest; settlers have only begun exploiting the 
Glenshiei sysfem in the  last 250 years, since S i r  James Armstrong of 
Caledon founded a wilderness re t rea t  a t  what later became known as 
Anstrong Landing. 

The System: Glenshiel circles a class F6 &a!-, designated Sassenach's 
Eye in Caledonian star cafalogs. There are 12 planets in the system, 
including two gas giants (planets XI and XII); Gtenshiel Is planet VI, and Is 
the only world in the system's habitable band. The other worlds are 
largely uninteresting and unexplored. 

Profile: 
Glenshiel/Caledon (0302 DA86563-7) Aglcultural, Non-i ndush-la! G 

The planet: Glenshiel is a large world, with a dense atmosphere which 
helps screen out  the rays of i t s  young, hot star. Radiation levels are 
weil within tolerable limits, but the ultraviolet content of the  *arms rays 
will give an unprotected individual a fairly bad sunburn even o n  an 
overcad day; sunscreen lotions are available t o  block these effects. 
The rotational period ot 30 hours, and the  mal l  axial t i l t  of t h e  world 
make the  day roughly 15 hours i n  length almost anywhere in w t t l ed  
regions. 

The world has a tota l  populai-ion of less than 475,000, most of them 
concentrated i n  the twin settlements of Armstrong Landing and Ben 
Laren. The communities grow and export agricultural products; fishermen 
from Ben Laren also catch bladetish in t h e  Northfar Sea, which are sold 
as a delicacy to Caledon, and t o  the  Imperial frontier areas to tralfing. 

Outside the  two seti-lements, the  world Is wilderness, a t r i f l e  bleak 
by human standards, but accounfeed one of the  most scenic worlds in the  
reglon nonetheless. The untamed wilderness has tempted explorers, 
h umters, and sporkmen, b u t  has ath-ac-fed minimal interest from se-tHers. 

Glenshiel galned m e  prominence in archeological circles af-ter the 
discovery of Crash Jura, where the twisted remains of a very old starship 
- one incorporating features of early Vltanl jump technology - were 
discovered i n  a rocky, barren area of the Jura Plateau. I t  is suspected 
t h a t  t h e  ship betonged t o  the  Saie, a race which ruled a mal l  empire in 
t h  Is region attw acquiring jump tech nolog y from a group of experts sent 
b y  a rebellious Vilani governor seeking allies for his planned 
Insurrec-tion. L i t t le  is known about the Saie; they are remembered 



through legends on half a dozen worlds, bu t  their hame planet remains a 
mystery, and the only clues t o  their fate are found in the epic poems of 
the races which knew them, whlch speak of a gre& war between rival 
rulers and wholesale slaughter raining from the sklea The evacuated 
remains of the starship have been moved t o  the Caledon Research 
lnstltute on Caledon, where it Is belng closely scrutinized by experts 
hoping to learn the truth of the Saie legends. 

A general map of Glenshiel is provided on the back of the pullout in 
the center showing the slopes of Anekthor. 

Anekthar: Most visitors to Glenshiel remember most vividly the great 
mountain, Anekthw, which rises from the Jura Plateau t o  an altitude of 
over 14km above sea level. The triple peaks of Anekthw are a majestic 
sight, which is oft repeated in holograms, pictures, paintlngs, and 
sketches throughout the Principality. Anekthw is a treacherous 
mountain, and has never been successfully climbed to  the top. Fow 
expediflons have attempted it; two wer e never heard from again, while 
the other two were fwced t o  turn back by bad weather. 

An aura of mystery and danger has clung around Anekthor like the 
clouds that  circle the three peaks, Claros, Lankir, and the highest, also 
called Anekthor. Stwies told by hunters and climbers who have visited 
the low slopes .tell of a savage beast, the Windstalker, which watches from 
inaccessible ledges and howls to fwete!l the death of climbers. 

These stcries are usually dismissed, since the quadrupedal 
Windstalker of the storles has nothing in common with the dmlnant 
hexapodal life forms native t o  Glenshiel. Old mountain hands, however, 
are convinced they've seen something on the High Slope. . . and can te l l  
a p r e y  convincing shy over the light d a campfire in the mid* of 
Glenshfel's rugged, empty foothll Is. 



Anekthor 

Rising So an altitude of just over 14 kilometers, Anekthor is an 
Fmposlng mountain. 1% size is such t h a t  a mmplete description of .the 
mountain according t o  the procedures outllned in The Mountain 
Envlronment waul d be tar larger than the capacity of this booklet. 

Therefore, only part of the mauntaln has been filled In - those 
areas composing the climbing route selected by the three parHes 
(hllowing, roughly, t h e  pafi chosen by the illfated 1 107 expsditi~n). 
Other areas remain blank. Referees may wlsh, on their own, to  produce 
addttional areas according t o  The Mountain Envirmmen-k rules, as a 
mefhod of galning experience In these procedures, and to provlde 
further varlety. 

As a shortcut, same b u n t a l n  Envlronment procedures were 
streamlined sl igh-bly; referees should consider applying the same 
technlques as an opd-tonal rule. Fir*, Intervals fw terrain features were 
doubled, to TOO metws each, w i t h  appropriate modtfice+lons to other 
sydems, as needed. Any t i m e  two adjacent pieces of terrain were rolled 
up as identica!, they were comblned into a single face. This eliminates 
sane Interesting posslbll ]ties, such as the valley formed by two w&es i n  
the sample mountain in The burrbin Envlronment booklet, but it Is a 
considwab le time-and-space-saver when doing a very large mountain, 
such as Anekthor, 

THE MOUNTAIN 

Although mountains are planned from summit 30 base (see The 
Muntaln Environment), Anekthw is presented, for the referee's 
convenience, in  reverse order. Areas on the map we numbered from the 
base up, t o  permit easier refwence. 

The descriptions include all informa-llon required for mcrvment to 
adjacent areas, plus note5 an special t w a i n  features present. The 
referee may choose to embellish w expand upon these bade descriptian~ 

Terrain codes are provided an t h e  
map to help %e players (and the referee) 
to visualize the layout of the mountain 
without a n d a n t  reference to the des- 
criplions of t h e  v d o u s  faces. The codes 
used are tided in the small chart provided 
to -the right. 

W Wall B Buttress 
S Slope ~ ~ l a c k r  
R Ridge C Chute 
A Ar&e P Pinnacle 

Using the Descriptions: The standard forma* of the descriptions that 
follow gives all the rncd Imporbnt information on each area of the 
rountaln. For example 



5 5  BS = 4500m; TP = 5500m; SL = Moderate (45'); TO = 1600111 
Rldge BW: #45 A& U65, 666 AC: #54 (Steep), # 56 (Moderata), 

#59 (Steeo). #60   oder rate) 

1 Translated, this tells us the following: Area #55 on the map Is a 
ridg$ ST ks low& pof* (051, it Is 4500 m e t e r s  abwe sea level, at  [Its 
h l g h d  (TP), 5500. Its moderate slope (SL) gives if a total length of 
1600 met-ers. Below (BW) I t  Is area #45; above tAB) it, #65 and #66 can be 
reached. MovIng to the sides (AC), #54 b reached over a sleep slope, as 
is X59; #56 and #60 we reached over moderate slopes. The rldge is 
wooded (TR CV); animal encounhrs are drawn from the W d s  table. There 
are no obvlousl y visf ble terrain features (TR FT), like n k h e s  or cois. 

Fw Wall terrain, the 'terrain cover' (TR CV) is treated as the angle 
(AN), and gives the physlcal layout d the wall (sheer, tlltback, etc.1; a 
phrase giving the number of pitches (PT) and their avwage helght  
replaces the slope tSL) designation. Referees should deTermine diffleulty 
as the walls are altempted, but  may prefer tr, go through and note tor 
each individual p i k h  the actual heigM and difficulty level. 

ME APPROACH 

The adventure= begin at one of the base camp locations, either A, 
B, or C ( the  referee may designate this deliberately, make a random 
se!ectIon, w if feellng charitable, can allow the players a choice). 
Travel to the mountain is along gent1 y sloping, open ground; the dldance 
Is 1500 msfers to t h e  nearest featurs of the map. Once thls polnt is 
reached, the adual  climb begins. 

ME FACES OF THE !IY)UNTAIN- TERRklM FEATURES 

# I  BS = 2500m; TP = 30006 S t  = Moderate (45O); TO = 800m 
Ridge BW: Level ground AB: #21 AC: #2 (Steep) 

TR CV: Woods TR FT: None 

82 BS = 2500rn; TP = 3000m; SL = Steep (60'); TD = 600m 
Sfope BW: Level ground AB: #22 AC: # 1 (Steep), #3 (Steep) 

TR CV: Open TR FT: None 

# 3 BS = 250th; TP = 3000m; SL = Moderate (45b); TD = 800n 
Ridge BW: #45 A& #55,  #66 AC: #2 (Steep), #4 (Gentle) 

TR CV: Open TR FT: None 

#4 BS = 2500m; TP = MOOm, SL = Steep (603; TD = 600m 
Slope BW: Level ground AB: #23 AC: #3 (Gentle), #5 (Sheer) 

TR CV: Forest TR FT: None 

#5 BS = 2500m; TP = 3500m; SL = ~ent le (30~ ) ;  fD = 22QOm 
Ar&e BW: Level ground A& 136 AC: #4 (S heed, 16(Sheer), - 

#23 (Steep), #24 (Steep) 
TR CV: Rugged TR FT: None 

#6 BS = 2500111: TF = 2500rn; SL = F l d  (0'); TO = 2200m 
Ch* BW: Level ground AB: #24 AC: #5 (Sheer), #7 (Moderate) - 

TR CV: Open TR FT: Landslide Zone 



#I8 BS = 2500111; TP = 3000% SL = Steep (GO0); TD = 600m 
Slope BW: Level ground AB: #31 AC: #17  (Steep), #19 (Moderate) 

TR CV; Forest TR FT: None 

# 19 BS = 2500m; TP = 3000m; PT = 767 tm; TD = 550m 
Well BW: Level ground AB: #32 AC: #18 (Moderate), #20 (Steep) - 

AN: 90°(1 roof) TR FT: Roof 

#20 BS = 2500rn; TP = 3500m, St = O-adual (15'); TD = 1200m 
RIdge BW: Level ground AB: #33 AC: #19 (Steep), #32 (Steep) 

TR CV: Woods TR FT: None , 



#21 BS = 3000m; TP = 3000m; SL = Flat(O9; TD = 1 l OOm 
Chute BW: # I  AB: #42 AC: #22 (Steep), #34 (Sharp) - 

TR CV: Woods TR FT: None 
1 

#22 BS = 3000m; TP = 3500m; PT = 6883rn; TD = 500m 
Wall BW: #2 AB: #34 AC: #21 (Steep), #23 (Steep) - 

AN: 105' TR FT: None 

#23 BS = 3000m; TF = 3500m; SL = Moderate (45"); TD = 8OOm 
Buttress BW: #3,#4 M: #25 AC: # 5  (Steep), #22 (Steep) 

TRCY:Open TRFT:BoulderField 

#24 B S =  2500m; TP = 3500m; PT = 1 1 @ 9 1 m ;  TO = 500m 
Wall BW:#6 AB:#36 AC:#5(Steepl,#7(Gentle) 

AN: 90" TR FT: None 
b 

#25 BS = 3000m; TP = 3000m; SL = FIat(Oo); TD = 800m 
Chute BW: #9 AB: 139 AC: 18 (Steep), # I  0 (Moderate) 

TR CV: Open TR FT: None 

#26 BS = 3000m; TP = 3500m; PT = 6d92m; TD = 5 5 0 m  
Wall - BW: # I 1  AB: #40 AC: # I  0 (Steep), #27 (bderate)  

AN: 105" TI? FT: None 

127  BS = 3000m; TP = 4000m; SL = Gentfe (30"); TO = 22OOm 
Ridge BW: # 1 2 AB: #45 AC: #26 (Modera-fe), 128 (Moderate), 

#40 (Gentle), # 4  1 (Moderate) 
TR CV: Open TR FT: None 

#28 BS = 3000m; TP = 3500m; PT = 13d39rn; TO = 500111 
Wall BW: # 13 A& #4 1 AC: #27 (Moderate), #29 (Steep) - 

AN: 90" TR FT: None 

#29 3s = 2500rn; TP = 35OOm; SL = Moderate (45"); TO = 1600rn 
Arete BW:#14 AB:#41 AC:#20(Steep),#30(Steep) - 

TR CV: Open TR FT: None 

#M BS = 3000m; TP = 3500m; SL = Moderate (45'); TO = 800m 
Slope BbJ:#15,#16,#17 AB:#41 AC:#29(Sharp),#31(Modwate) 

TR CV: Forest TR FT: None 

#31 BS = 3000m; TP = 4500m; PT = 1281 50m; TO = 1800m 
Wall BW: # I  8 AB: #47, #57 AC: #30 (Moderate), #32 (Sharp), - 

# 4  1 (Sharp), #47  (Gentle), #48 (Steep1 
AN: 120" (3 roofs) TR FT: Roof 

#32 BS = 3000m; TP = 4000m; SL = Moderate (45"); TD = 1600m 
Aretfl BW: # I  9 AB: #48 AC: #20 (Steep), #31 (Sharp), #33 (Steep) - 

TR CV: Foresf- TR FT: None 

#33 BS = 3500m; TP = 4000m; PT = 7d71m; TD = 500m 
Wall BW: #20 AB: 149 AC: #32 [Steep) - 

AN: 90' TR FT: None 

# 34 BS = 3500m; TP = 4000m; SL = Gentle (309; TO = 1 1 00rn 
Mete BW: #22 AB: #43 AC: #21 (Sharp), #35 (Steep) - 

TR CV: Open TR FT: Notch 



= 4500m; SL = Modaa te  (45"); TD = 1600m 
4 AC: U36 (Sharp), #38 (Sharp), #44 (Steep), 

#46 BS = 4000m; TP = 5000m; SL = a'adual (15"); TD = 3200m 
Ridge BW: #41 AB: 156 AC: #45 (Moderate), #47 (Moderate) 

TR CV: Forest TR FT: None 

#47 3s = 4000m; TP = 5000m; SL = ~ e n t l e ( 3 0 ~ ) ;  TO = 2200m 
Ridge BW: #31 AB: #61 AC: #31 (Gentle), #46 (Moderate), 

#56 (Steep), #57 (Moderate) 
TR CV: Woods TR FT: None 

7 



#63 (Sheer), #64 (Moderat-el 

BunTess BW: #47, #56, #57 A& #67 AC: #60 (Steep) 





AC: #84 (Steep), 



#I01 BS=8500rn; TP=9500rn; SL=P0derat.e(45~); T D = t 6 0 0 m  
Arde BW: #93 AB: # 1  14 AC: #I00 (Sharp), #I02 (Steep), 

# 1 07 (Sheer), # 1 08 (Steep) 
TR CV: Snowfield TR FT: Cornice 

#I02 BS = 8500m; TP = 9000m; SL = Moderate (45'1; TO = 800m 
B m e s s  BW: #94, #95 AB: #lo8 AC: #96 (Sharp), # I0 I (Sharp) 

TR CV: Snowfield TR FT: Cwnlce 



Cl03 W-dWrq TP LC 10OOq 9t = Wda430S; TD = 1 1 OOm 
G b a d ~  M 197 A81 8 1 1 0 AC: 196 t5*p), U 1 b4 Weep) 

l'R CV: G l 8 C k  TR FT: None 

J1O4 BS = $Mom; TP = 9000m; SL = b d e r e t e  (459; TO = 800m 
A r h  BW: #9? A8: 8 1 1 1 AC: #I03 (Steep), # 1 05 (Sheer) - 

TR CVt 3 m d I e ~ d  TR FT: None 

#I05 BS = 8500m; TP = 911OUm; PT = 8169m; TD = 55Om 
Wall BW: #98 AB: # 1 1 2 AC: # I  04 (Sheer), # 1 06 (Moderate) - 

AN: 105" C1 r o d  TR FT: None 

#I06 BS = 8500m; TP = 9000m; SL = Sharp(75'); ID = 500m 
Slope BW: #88, #98, #99 AB: # I  13 AC: #I05 (Wdera.ts) 

TRCV:Rugged TRFT: None A 

#lo7 BS=9000m; TP=10000m; PT=10@10Qm; T D = l O O O m  
Wall BW:#l00 hB:#118 AC:#fOt(Sheer),#114(Gentle) - 

AN: 90' TR FT: None 

# f 08 BS = 9000m; TP = 1 0500m; SL = Gradual (1 5'); TD = 4800111 
Ridge BW: # I  02 AB: #I05 AC: #I01 (STeep), #I09 (Steep), 

# 1 t 4 (Sheer), # t I5 Moderate), # 1 19 (Steep) 
TRCV:Open TRFT:Cot(Wlndstalkercolony) 

# I 0 9  BS = 9000m; TP = 9500m; PT = 7679m; TD = 550m 
Hsl  f BW: X96 AB: # 1 1 5 AC: #I  08 (Steep), # 1 10 (Moderate) - 

AN: 105' (1 roof1 TR FT: None 

# I  10 BS = 9000m; TP = 9500111; SL = Moderate (459; TD = 800m 
Ridge BW: #I 03 AB: # 1 1 6 AC: #I 09 [Moderate), # 1 1 1 (Sharp) 

TRCV:Open TRFT:None 

# I  I 1 BS = 9000m; TP = 9500111; PT = 13646m; TO = SOOm 
Wall 0W: # t  03 A& #1 16 AC: #I10 (Sharp), #I12 (Steep) 

AN: 105" (2 roots) TR FT: Verglas 

# 11 2 . BS = 9000rn; TP = 10000m; SL = Gentle I3b); TD = 2200m 
G l a c f ~  BW: # 1 05 AB: #I21 AC: # 1 1 1 ISTeep), # 1 I3 (Moderatel, - 

# 1 1 6 (Moderate), # 1 1 7 (Steep) 
TR CV: GlacIw TR FT: None 

#I13 BS = 9000m; TP = 9500rn; SL = Moderate (459; TD = 800m 
Blrttrem BW:#106 AB:#117 AC:#112(lbderate) 

TR CV: Snowfield TR FT: Cornice 

#I 14 BS = 9500m; TP = 10500m; PT = 1 2B9m TO = 1 100m 
Wall BW: #I01 AB: # I  24 AC: #I 07 (Gentle), #I08 (Shew), - 

# 1 1 8 (Steep) 
AN: 1 05O (2 roofs) TR FT: None 

#I15 BS=9500m; TP=10000m; SL=Modwafet4So); TD=800rn 
Glaclw BW: # 1 09 AB: # 1 1 9 AC: # 1 08 (Moderate), # I  t 6 (Modera%) - 

TR CV: Glacier TR FT: Crevasses 

#I16 BS = 9500m; TP = 10000m; SL = Steep (60'); TO = 6OOm 
B U M  BW: #I13 AB: #12 1 AC: #I12 (Moderate], # I  15 (Moderate) 

TR CV: Open TR FT: None 



#I29 BS = 1 1000m; TP = 1 1 500111; SL = Moderate (45'); TD = 800m 
Buth-ess BW: #122, #123, #125, # I26  AB: #I31 AC: # I28  (Moderate) 

TR CV: Open TR FT: None 

# I  30 BS = 1 1 500m; TP = 12000m; SL = Steep (60°); TD = 600m 
Buttress BW: #127, #I28 AB; # I32  AC: dl31 (Steep) 

TR CV: Open TR FT: None 



#I43 BS = 1 3000m; TP = 13500m; SL = Moderate (45"); TD = 800m 
Buttress BW: # I34  AB: # I44  AC: # I33 (Steep), # I 4 2  (Sharp) 

TR CV: Snowfield TR FT: None 

1144 BS=13500m; TP=14000m; PT=11@46m; TO=0000m 
Wall BW: 11 43 AB: Summit AC: # I 4 5  (Sheer), # I 4 8  (Sharp) - 

AN: 90' TR FT: None 



L 

# 145 BS = 13500m; TP = 1 4000m; SL = Moderate (45O); TD = 800m 
Mete BW:#133 AB:Surnmlt AC:#144(Sheer),#146(Steep) - 

TRCV:Snowfleld TRFT:None 

#I46 BS = 13500m; TP = 14000m; SL = Steep (60°); TD = 600m 
Slope BW: # I  35, # I  36, #I37 AB: Sumit AC: 11 45 (Steep), 

#I47 (Gentle) 
TR CV: Open TR FT: None 

#I47 BS = 13500m; TP = 14000m; SL = Sharp (7.5'); TD = 500m 
Slope BW: #137, #I38 AB: Summit AC: #I46 (Gentle), #I48 (Steep) 

TR CV: Open TR FT: Scree slope 

11 48 BS = 13500m; TP = 14000m; SL = Steep (60'1; TD = 600m 
B d i r e ~  BW: #140, #141, #1 42 AB: Sumlt AC: #I44 (Sharp), 

# 1 47 (S+eep) 
TR CV: Rugged TR FT: None 

# P The summit of Anekthor. Treat as a Builress for purposes of 
Ptnnacle Events. The altitude is 14,000 meters above sea level. 

Shaded Areas: Shaded areas show porPions of the mountain which have 
not been developed. Players should be discouraged from attempting a 
route outside of the mapped area(the terrain can be described as even 
more difficult than what is shown); I f  they insist, improvisation is the key 
t o  success. 



Encounters and Events 
The tables presented in this section are designed for use by 

parties ascending Anekthor. Referees should feel free t o  alter any 
table, or to produce additional ones t o  provide greater detail, a t  wi l l .  

Events are drawn from the descriptions found in The Mountain 
Environment. In all cases, apply a DMt2 when the srea of terrain in which 
the players are involved is situated above the timberline. 

EVENT TABLES 

20 Slope Rldge Arete 
Roll Terraln Tarrain Terrain 

2 No Event No Event No Event 
3 Scree Slope No Event No Event 
4 Scree Slope No Event Aiguille 
5 Landslide Zone Aiguille Gendarme 

(Gentle = No Event) 
6 Rockfall Gendarme Gendarme 

(Moderate = No Event) 
7 Anlmal Encounter Animal Encounter No Event 
8 Animal Encounter Animal Encounter Animal Encounter 
9 No Event No Event No Event 

10 Scree Slope Boulder Field Aigullle 
1 l Equipment Failure Equipment Fall ure Equipment Failure 
12 Weather Change Weather Change Wea+her Change 
13 Snowfielclt Snowfieldt Cornice 

(Steep = Verg las) 
14 Avalanche Zone Cornfce Cornice 

(Gentle = Snowfieldt) 



Base of Anekthor 

Pinnacle of Cloros 

Pinnacle of Lankir 

Timberline 

The base temperature on the Jura Plateau (a t  the foot of Anekthor) 
is 1 7 O C .  This temperaiure is calculated as of noon on any particular day; 
temperature is relatively constant all year round. 

Sea level temperature in the latitude of Anekthor is 32°C; to 
calculate the current temperature a t  any given altitude, subtract the 
appropriate temperature differential figure (for the current altitude) 
from 32% Additional modifications - for temperature fluctuatfons, 
day/night difference, or wind chill factors - can then be calculated and 
applied. 
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SNOW COVER 

2D Chute BuWess Wall 
Roll Terain Terraln Terrain 

2 No Event No Event Rockfall 
3 No E v e n t  No Event Rockfall 
4 Rockfall (Rockfall) Rockfall 
5 Landslidezone Boulder Field Overhang 
6 Boulder Field No Event Roof 
7 NO Event No Event No Event 
8 AnImal Encounter Animal Encounl.er Chimney 
9 No E v e n t  No E v e n t  No Event 

10 Rockfall Boulder Field Ledge 
1 I Equipment Failure Equipment Fall ure Equipment Failure 
1 2 W ea-i-her Change Weather Change Weather Change 
13 Snowfieldt Snowfieldt Verglas 
14 Avalanche Zone Cornice Verg l as 

We Roll CondWon of Snow Wer 
1 Very LlgM- no movment Me& 
2 Very  LlgM ovw Ice treat as ice 
3 LIght Snow Covs 
4 L1ght Snow W w  
5 Deep Snow Cauw 
6 Deep Snow mver 
7 Dritted Snow: ~lwementreduced to  1/2 Deep Snow rate 

L 

2D Glsck 
Roll Tmaln  

Snowfie'd 
Terra In 

I 

2 No Event No Event 
3 NO Event No Event 
4 Suncups Suncups 
5 Sarac Bou Ider 

Field 
6 Crevasse 
7 No Event 

Event 

8 Animal 
No Event 
Animal 

Encounter 
9 No Event 

Enmunter 

10 W a i n e  
Event 

Use Base 
Terrain ' Equipment Equ iprnent 

Failure Failure 
12 Weather Weather 

Change 
13 Crevasse 

Change 
suncups 

14 Serac Cwn ice 

Roll automaticalIy on the ap- 
propriate column of the table f w  
each terra in  type entered, or eve- 
ry two hours af game time, whichev- 
er Is more frequent. 

ResulTs In parentheses are 
conditional. For example, a Rockfall 
on a Buttress can occur only If a 
Wall a Steep 5lope is adjacent to 
that  particular pioee of +main.  A 
re-sult such as "Snowfteld (Steep+ = 
Vergladnt means that a Snowfield oc- 
curs on mast slopes, b u t  the condi- 
tion is Verglas it the slope Is Seep 
or greater. The approximate depth 
of coverage fcr Snowfields should be 
determined whenever they  are en- 
countered. Use t h e  Snow Cover 
+able below to derive t h e  depth of 
snow; apply a DM+1 when in BuHT-ws 
or Ridge ferraln. 



ANIWL ENCOUNTER TABLES I 
Asterisks (++I are used in the following anlmal encounter tables t o  ' 

mark those animals described In detafl in the secTion on The Animals of 
Anekthar. The vartous tables m e  classified as ta type of terrain. I 

b 

ple Animal WelaM HIIS Anror Wounds and Wea~ons 

2 2 Carrion Eaters 3kg 3/ 3 jack 10 horns teeth A8 F8 S1 
3 1 Hunter lOOkg 17/ 6 none 7 clswst.1 A6WS1 
4 2 lfitlrnidators 6kg 6/ 7 meshtl 4 teeth A3F 7 S1 
5 6Eaters 4OOkg 23/13 Jack 15 thrasher A4 F7 S3 
6 1 Grazer 12kg 5/ 5 none 7 thrasher F4 A8 S4 
7 3Grazers lOOkg21/7 jack t l  hornsteeth FZA3SI 
8 1InhnniWant 50kg 16/5  none 12 hooveshorns F4A9S2 
9 1 Pouncer 200kg 12/13 none 10 asblade A0 FO S1 

10 Event- Weather Change. Use standard Weather Change rules. 
11 1 Chaser 12kg 8/ 8 none 12 a n g e r  A0 F7 S2 
12 1 Slren* lOOkg 14/ 4 cloth 9 claws A0 F5 S1 

[Weeper) 

1 THE ANIMALS OF ANEKftUR 

Higher form of animal life on Glenshiel are warm-blooded, six- 
legged, and bear their young live, although they are no+, of course, 
mamnals. The lips of young animals are used to suck predigested food 
from the mouth of an adult. The six limbs and twin-forked ta i ls  of 
Glenshielan animals are distlncHve; many animals have evolved Sails into 
long, supple, bony weapons (thrashers, in the animal descriptions) which 
can raln blows quickly and accurately on a victim. When an animal turns 
Its back on an m c k w ,  It doesn't necessarily mean that a f l ight ref1 ex 
Is ooeratina. - 

Some of the more interest- 
Ing forms of animal life found on 
the slopes of Anekthw are dls- 
cussed below. 

Cragdevil - Scopulldomlnus ferox 

An omnivore found In the 
rugged reglons of AneMhor and 
other mountains, cragdevl Is stay 
on the move at& constantly, 
eating Jus t  about anythlng they & 
encounter. They are skupid, but 
fast and mean, a canbination 1 

which makes them dangerous 40 
unwary climbers. l 



Encounter Table for FOREST Terraln 

pie Animal WelqM Hlts hmcr Wounds and Yeapons 

2 3 Carrion Eaters 12kg 8/ 5 mesh+l 10 horns&teeth A4F7 S1 
3 1 Hunter* 100kg 17/11 jack 8 thrasher A4 F4 S1 

( Prowlster) 
4 4 Carrion EaTers 25kg 10/ 5 none 10 claws A5 F4 S1 
5 1 Gatherer 1 kg 4/10 none 1 thrasher A8 F7 S1 
6 1Flylng v 0 none 2 teeth F9A6 S1 

Intermll-tant I k g  none 3 horns F4 A0 S1 
7 1 Filter 6kg 6/12 
8 1 Intermil-tant I kg 6/ 0 none 9 clawsAteeth F6A9S1 
9 1 Pouncer 100kg 23/ 9 none 8 thrasher A0  FO S1 

10 Event- Tangled undergrowth. Speed slowed t o  1/2 normal here. 
11 1 Siren 25kg 1 2 1  6 none 11 as pike A0 F6 S2 
12 1 Chaser 1 kg 4/10 none 3 t ee th1  A0 F7 S2 

Prowlster - Monsl lvavenatus sp. 

A patient, stalking hunter, the prowlster is a forest animal, but is 
frequently credited as belng the inspiration behind the 'windstalkers' of 
the high mountain crags. It is theorized that  a variant of the green- 
grey prowlster, evolved for mountain life, is the t rue windstalker, 
although the descriptions don't tally. The prowlstw is six-legged, and 

features the powerful, armored thrashing t a l k  exhibit- 
l e t he  windstalker is 

convincing arg umenls have 
been advanced in favor of the 
theory, and the veracity of 

many of the windstalker 
sightings remains in daub*, 
so the  prowlster contln- 
ues to enjoy a certain sin- 



Encounter Table for WEN Terrain 
lr - 
ple Anlnusl WefqM ~ l t s  Armor Wounds and Weapons 

2 1 Hijacker 400kg 20/12 none 18 thrasher A6F7 S t  
3 1 Gatherer lOOkg 17/ 4 none 3 thrasher A5 F4 S1 
4 9 lntlmldatws 5Okg 15/ 4 none 4 hooves A8 F4 S1 
5 6 Eaters 50kg 18/10 none 6 thrasher A4 F4 $3 
6 13 Grazers 25kg 6 / 8  jack 3 horns F2 A7 S2 
7 1Grazer 50kg 15/ 8 jack 9 hwns F4 A7 $2 
8 19 Grazer# 8OOkg 35/18 none 1 1  teeth F5 A7 S4 

(Thunderunner) 
9 1 KillerW 200kg 19/12 jack 1 9 as broadsword A2 F7 S3 

(Mountlger) 
10 Event- Howling animal. Above timberline, this h o w l  is made by 

Windstalkers, but does not produce a sighting. 
11 Chasers lOOkg 20/ 8 none 8 thrasher A0 F7 S3 
12 Chaser 1OOkg 18/10 none 5 claws+l A0 F9 52 

A 

Thunderunner - Brontambulus sp. 

The thunderunner is a large herbivwe whlch grazes along open 
plalns throughout the Jura Plateau. On Anekthor, they are most fre- 

quently encountered in valleys w on broad buttresses or rid- 
ges. They are large anlmals and usually placld . . . but a 

threat to the herd can cause an awesome 
stampede (hence the source of thelr name). 

Thunderunnws conglomerate in herds 
of up to 20, usually one dominant male plus 
his females and offspring. Though the ani- 
mals are herbfverous by nature, biting teeth 
can &Ill do a great deal of damage t o  the 
thunderunnePs enemies (though normally 
these are used only in battles between males 
for dominance, or when an animal 1s corner- 
ed and unable to run). 

Mountiger - Monscaritas dentaclnacls 

A dangerous b e e  found throughout the rugged hill country of the 
Jura Plateau, the mounllger is a so l i k y ,  ferocious carnivore whlch 
hunts and kills with relish. A mottled q e y  ahd whlte 
i n  colw, the beast blends 
snow. The saber teeth and powerful 
legs of the mountiger enable i t  b 
grab and rapldly mangle prey, and 
mountigers have been known to bring 
down grazing thunderunners four t l rn  
their size without a pause. 
lair in crags, boulder fields, an n 

moraines, and are bad-tempe 
if disturbed. 



Encounter Table for RUGGED Terrain 

gte Animal Welsht Hits knwx Wounds and Wea~ons 

2 1 Hijacker 400kg 18/15 none 17 claws A7 F8 S1 
3 1 Gatherer 3kg 6/ 6 none 1 thrasher A9 F3 S1 
4 13 Reducers 50kg 11/10 none 3 horns A8F7S1 
5 3EateW lOOkg 21/ 4 none 12 claws&teeth A3F9S3 

(Cragdevil) 
6 1 Intermlltant 6kg 4/12 cloth 1 hoovw F8 A8 S1 
7 1 Intermittant 100kg 20/ 2 cloth+l 5 horns F8 A8 S1 
8 1 Intermiwant 200kg 23/16 none 25 hooves4 horns F7A4S1 
9 1 Killer+ 200kg 19/12 jack 19 as broadsword A2 F7 S3 

( b u  ntiger) 
10 Event- Wlnddalker sighting§ (see Secret of the Yn-tsal). 

Below the timberline, this is No Event. 
11 1 Pouncer IOOkg 20/ 6 none 17 clawsi%teeth AOFOS1 
I 2  1 Chaser 50kg 19/ 9 none 11 as pike A0 F4 S4 

\ 

Icestinger - Glaciauctus blvivus 

The icestinger is an unusual animal which goesthrough an odd life 
cycle. Young icestingers are, in fact, 12kg mnivmes; they are the 
motile form of this animal. A t  m e  point after mating, the Juvenile 
icedlnger digs a nest in a glacier or permanent icefield, covering it 
over wlth a roof of thln-ctusked ice. Prey which steps on this Ice (which 
is hard to spa% becomes trapped In the hole; the icesHnger"s weaponry, 
an adaptation of the double tail Involving a poison sw; and two nssdle- 
sharp *ingem, does the rest. The adult lcd'tj#$er enjoy& only limited 
mobility; a swarm of several dozen 10-*an radmws wrrally l i v e  in a 
symbioTic relationship w i ~  m e  beast, cowfmlllng wwhs and cansurnlng 
the remains of the trapper's prey. 



Tab'e for GLACIER or SNOWFIELD Terrain 

Die Animal Weight Hits Anna Wounds and Weapons 

2 6CarrionEders 50kg 12/6  jack 7 thrasher A9 FB S3 
3 1 Gatherer 3kg 4/ 2 none 5 claws A8 F7 S2 
4 6 Reducers 6kg 5/ 8 none 7 hornskteeth A6F6St 
5 2 Hunters 25kg 10/ 8 none 5 clawstl A5 F8 S1 
6 1 mazer 12kg 12 /  3 none 6 hwns F3 A3 S2 
7 11 Grazers 200kg 20/13 none 11 horns F5A6S4 
8 1 Grazer 200kg 1 6 1  7 none 17 hooves F4 A7 S4 
9 1 Trapp* 25kg f2/ 9 none 8 stinger A0 F7 SO 

(Icestinger) 
10 Event- Windstalker sighting5 (see Secret of the Yn-tsai). 
11 1 Killer 200kg 17/ 9 none 9 teetht l  A2 F9 S2 
12 1 Chaser 6kg 2, 4 none 8 as blade A0 F6 S2 

The various Windstalker srghtings occuring as events on the 
encounter tables, marked 5, above should be resolved on the Wlndstalker 
Sighting table below. Apply s DM4 if below the timberline. 

WINDSTALKER SlGHTlNGS 

. Dle Roll Description of SfaMina I 

1 Sighting at Mdlm range. 
2 Tracks. 
3 Fur snagged on arctic plant. 
4 Rockfell; rnouamailt s e e n  on crag above. F18solve event. 
5 HowlIng call 
6 Slghting 6 Long (1 -3) or Very Lon9 ( 4 4 1  range. 
7 Sighting &.Long (1-2) or Very Lohg (3-6) m g e .  
8 Signtfng wt Long (1) or Very tong (2-6) range. 
9 Slg hflng a+ Very Lang range* 

10 Sighting & Very Long range. 
7 

Weeper - Silvasiren ululatus 

The weeper, so called fa" Its sobbing cry, is a woods dwelling 
carnivore which attracts prey with its call. Unwary humans have fre- 

quently mistaken this swnd for the crying of anoth- 
er human, usually with unfortunate results. The an- 
imal's -tough hide makes ft difficult t o  kill, but it 

luckily attacks only when it can 
surprise Ws victim. 

"c' 



An Old Score 
For Lady Sandra Lockhart, the ascent to the pinnacle of Anekthw 

is a iark, a challenge t o  be met and overcane. For one of her rlvals, 
however, I t  represents something far mor impMan+. . . a chance to earn 
vengeance for a wrong many years old, long forgotten by all - except 
the one who plans murder In t h e  High Slope of Anekthor. 

THE OTHER PARTIES 

The other two parties begin from base camps not t o o  disiant from 
Lady Sandra's; all three parties are to remain In sight of one another 
throughout the  climb. Both parties, and thei r  respective leaders, are 
described below. 

Robert, Vlscount Spencer 

Noblc 988780 Age 30 3 terms Cr-mill ions 
Leader-2, Rifle-1, Grav Vehicle-1, Travel l er's, 
Mountaineering-3 (Mlxed Climbing-1 , Rock Rifle 
Climbing-l , Ice Climbing-7 

Spencer is the son of the Marquls of H i g h p d  on Caledon. For a 
time, he was engaged -to marry Lady Sandra, bu t  she broke off the  
engagement to satisfy her wander1 ust. The two parked on amicable terms, 
and st i l l  appear to be very friendly. Spencer loves her still; he agreed 
t o  participate In the contest mostly in hopes of impressing Lady Sandra 
a t  her own game - in point of faci, he w i l l  b e  un like1 y t o  come close to  
mdching her. 

Spencer has a pa r ty  of 10, most of them experienced mountaineers. 
A l l  are armed, wiSh a mixed bag of weapons. Specific individuals can be 
generated as needed. 

L w d  Thomas Redcliffe 

Noble 089A88 Age 34 4 terms 
Rifle-3, Brawling-1, Jack of All Trades-I, 
Mountaineering-2 (Mixed Climbing-2, Rock 
Climbing-0, Ice Cl imbing-0 

Cr-rnll lions 
Yacht, 

Rifle 

Lord Thomas i s  the son of Baron Redcliffe of Stirling, who received 
his 5 t I e  as a result  of services to the Crown - a pol i te way t o  say +hat 
he Pought his patent of nobili-ty wi+h money earned f r o m  a profitable l ife 
as factor for the Scotian Deep Tradlng Company a-t one of their more 
rewardlng posts. L o r d  Thomas, younger of Redcliffets two children, yew 
up outside the  Principality; when he and his fa-ther returned t o  Caledon, 
he tound that his education was lnsufflcient for his ambitions (he hoped 



I 

Though four years older than Lady Sandra and Lord Robert, Lord 
Thomas attended college as one of their class. The night before a 
crucial exam, Lord Thomas attempted t o  toap into the university computer. 
Lady Sandra and Lwd Robert accidentally discovered him, a proctor 
turned up, and the evidence of the Two sfudenis was enough to get 
Redcliffe expelled. 

I 

Iil His diplomatic career nipped In the bud, Lord Thomas never really 
~ k u n d  another vocation. 1 

for a career in the h-incipality Diplomatic Ccfps), and that  hls new t i t l e  

Redcllffds party numbers a full 14 people, including several 
~nrountalneers, and four bodyguards who have served his family since 1 

I Company days. A l l  members of the group are armed, and can be generded 
as needed. 

I REIXXlFFCS REVENGE I 

I 
,did nothing to open doors inla ar fs tocr~c socis.1.y. 

I Redcliffq who vowed years ago t o  get even with the people who 
ruined his Ilfe, Is determined t o  take advantage af this climb t o  even the 
score. He w i l l  not hertat@ t a  kill; his years of brooding have blown the 
event all out of propcrtion, and reinforced a tendency taward paranoia. 

I 
The exact nature of his attempts w i l l  be subtle, at first. His m o d  

powerful weapon is Jens, one of the mountaineers in Lady Sandra's parfy; 
Jens has been patd well to cause accidents along the way. But  i f  Jens I fails to  do *m Job, Redcliffe w l l l  
turn t o  any ather convenient 

I' method st hand - such as toking 
I up a r i f le and opening f ire on 

the party from above. His main ' target is Lady Sandra, for two 
reasons firsf, it was Lady 

1 Sandra whose evidence was  
most damaging, and second, 

I he knows how Spencer feels 
$bout her, and reasons 
that  her death would 
amply punLh the Vis-  
count as well. 

It is up to the refefee k, regulate Redcliffds activities. Early in 
the adventure, the dange should be through sabotage - specific pieces 
of equipment should be chosen, and their reliability rating lowered by 

I ID. The standard procedure ter Equipment Failure fmn The Mountain 
Environmen+ is then used as always. A character who spak a sabotaged 
piece of gear before it fails may deduce that  it has been tampered with 

I 

I on a rol l  of lnfelligence cr less. If players begin taking precaufions- 
, double-checking equipment betore using it, etc. - they should be given 

1 favorable DMs t o  notice sabotaged gee. Equipment that  they keep under 
close scrutiny at all times should not be open to sabotage. Eventually, 



they may be able to deduce fran the pattern of events (i.e., 'This rope 
was  fine before Jens climbed up to the next  ledge on itbw) tha t  Jens is 
their man . . . w they may not. 

If Jens has n o t  been successful in his purpose after several 
altempb, he w i l l  become somewhat more open In his attacks. This might 
Involve +accidentsf direct1 y traceable t o  him: a belay Improperly set, a 
rock dislodged from above, etc. 

Should his hand be forced, he w i l l  produce a plstol and confront 
Lady Sandra directlyb The outcome w l l l  depend large! y on the speed and 
forethough? of the players. 

Jens does n o t  know who hired him to  ki l l  Lady Sandra, only that he 
was offered a very large sum of money, and transport out  of reach of 
Caledonian authwHles. 

Should Jens be neutralized, Redcliffe with then (and only then!) 
st& maklng tr ies fw himself. Again, -the referee w l l l  be responsible for 
determining tho specific nature of his acfons. The responses of the 
players w i l l  eventual1 y resolve the situation, one way a- another. 

If Wacks are made openly by Redcliffo, Lord Robert w l l  l attempt to 
join farces wHh Lady Sandra's par-ly, hopfng to protect her himself. 

REFEREE'S NOTES 

This subplot can be considered to be To-tally optional; it is 
designed to add sane splce far those players who don't feel happy 
without a gun in their hands. If used, it should be carefully nurtured and 
controlled by the referee to bring mat te rs  ID an exciting mncluslon. 

The Redcliffe plot should Iirkweave w i t h  the climb and w i t h  the 
material discussed in +he next chapter. Don't resolve everything 
sequenTIally . . . allow evenb to in;t#mlngla and eventually be resolved 
aid d- the same tlme, or interrupt one plot  wWh another and shift back 
to  the first laier. 

RedclIffds h irel I ngs, 
except fw Jens and the 
four bodyguards, w i l l  
probably not support him. 
When the shooting shirts, 
mo* w l l l  head fw cover, 
unless they feel the ad- 
venturers are planning to 
wlpe them all out. In thls 
case, they711 f ight back 
when possible, surrender 
when necessary. 



Secret of the Yn-tsai 
Stories of the  so-called MWinddalker' should be presented t o  the  

players as climbers1 super&Itjon - half-deliberate attempts by old 
mountain hands to frighten outsiders and children, bu t  hardly the d u f t  
of fact and xlsnce. 

This should make it very didurbing when they encounlw a 
Windstalkar on their climb . . . 
ENCOUNTERS 

The encounter tables provlded previous1 y include events whlch 
involve the  sighting of Windstalkers. None of these beasts cr events 
should aver be spotted below the latm level on the mountain (though a 
par ty  below t h a t  leve! might spo4- a distant shape on a high crag). A l l  
encounters on the  tables w i l l  be distant sightings or discoveries t h a t  
mark i h e  passing of m e  odd beast: a footprint in the  snow, a f i repi t  

I scooped out  in  a cave, a tuft of fur clinglng t o  a brance, etc. In the  
case of slghtings, t h e  glimpse will be brief and far from clear. A tab le Is 
provlded t o  regutate slghtlngs, bu t  can be altered or ignored a t  t h e  
referee's dfscreSlon. 

The referee is encouraged ta make the players think t h a t  there 
raally Isn't any-thing there. A s1gMing should be paraphrased along t h e  
lines of l'You t h i n k  you see.. ." Physical flnds won't be conclusive- 
t h e  fur mlght have cme tram a rnountlger, fodprints might be blurred 
enough t o  seem llke uneven melting, a f i repi t  could have been dug out  by 
other human climbers. 

Any time e sighting occurs, cast doubt upon It by having t h e  
playar(s1 in question ro l l  dice r igh t  away '% see if you can get  a hewer 
look!w The dice ro l l  is unnecessary; after it is made, announce t h a t  
whatever I t  was doesn't =ern t o  be there now. I t  may alx, be worthwhile 
+a plague just one or two of the player-characters w1th these sightings, 
under circumstances t h a t  leave them open to dqubt. Characters with a 
medical background rnlght be encouraged In the  belief t h a t  hypoxia or 
some other physical problem is causing the whole series of Incldenfs. 

This should keep t h e  issue i n  doubt for a long the. Eventually, 
however, the  t ru th  wlll come out. A t  a time and place of the referee's 
choosing (somewhere above the .75atm line, preferably), the  adventurers 
w i l l  came face to face with the real i ty af the Wtnddalker. Indeed, 2D of 
the  creatures wlll be spotted, all a? once, launching a savage and 111- 
organized al-l-ack of Y lscaunt Spencer's party, Others wll l appear as the 
fight goes on, eventual1 y overwhelming the unprepared climbers - unless 
the adventurers can manage t o  intervene. I t  would be best for the 
referee to  set th is  sftuatlon up in such a way as t o  permit Spencer and 



one or two comrades to be the only survivors of the atback (this keeps 
the NPCs present down t o  a manqgabte level). 

Examination of any Windstalkers killed in this action w i l l  give the 
adventurers their f irst real look a* these creatures. 

THE WINOSTALKERS 

Windstalkers plainly have no place in the biology of Glenshiel. 
They have four limbs - as opposed t o  the characteristic six of other life 
forms found on the planet - and stand erect. Seven digi-ts, long and 
nimble, are present on both feet and hands; these seem to be remarkably 
well adapted t o  climbing, grasping, and the use of tools. Windskalkers 
have a large, barrel-like chest all out of proportion with their other 
features, and a broad f lat  face. Their teeth show them to be descended 
from carnivore stock. 

Fur varies from grey-white to golden in c o b ,  and covers the body. 
None of the creatures wear ornamen* of any kind, but all seem t o  
understand the concept of tools and weapons, at least makeshift ones. 
The size and shape of the skull sugges-k a fa i r  intelligence. 

The characteristic eyeless stare of the Windstalker is caused by 
the presence of serni-transparent nictating membranes which seem t o  
protect the eyes from ultraviolet, glare, and wind effects. Examination 
by a character with Medical-3 w greater w i l l  produce the tentative 



Alf of #m +@&em w t l l  hbve e n-lng feellng that the creature I Imks h l l l w  In 3?&h&t way, but Ron will remmbw where +hey think they 

I 
I 

( FWmLR ENCOUNTERS 

conclusion fhat  the creature Is adapted to an environment In many 
respects olmilar to the High Slope of Anekthor - a bright, active star, 
pr-ure In Ihe-Strtn to very thin range, l o w  temperature, etc. 

A f t *  S)ne firsf battle, the Windstalkers do not glve up. They are 
tewltprhb In &&re, an4 qulte cunning The referee should conslder 
spln$lfq p d q d l a  @bush m p t t  on ~ p b y ,  wlW of up to 30 
W ~ f l ~ ~ a r $  iBtkt~k-lng, m d  wW &ones, crude clubs, and the like. 
~ k U y % l g H  .@bck under the mver d bad mrt#r%, n,rpht, or during an 
aqjtrred pirttfon oC h e  
c- If the m.efvenfurrn 
do& manage to hold off 
the crwtwes, +hap wfll 
atWq3-t jm capture, Wh- 
er 'than LM1; the gat 

Ing ihem In Eb their rs11 
cc#myb nestled in 4. val- 
ley u~der She p& ,@ 
Anekthm (thw %&antw 
ers who stumble -*is 
sMement, es deeibed in 
She Map Key, w i l l  be set 
upon by several score en- 
raged Wlndmlkers - when 
defending their home turf, 
they seldom take prison- 
ers +om among their un- 
wanted v i s i t d .  

The parly w i l l  be held prlsoner in a cave, guarded by two of the 
creatures. They are not very hard to overpower, and escape should not 
be too difficult. . . but complications (a wounded camade, lack of 
landmarks for navigation, a pack of pursuers, &.I can be added as the 

) referee sees fit. 

During the course of an imprisonment (or during some specific 
ambush, i f  capture doesn't seem imminent), the advenhrers may notice 
several of their adversaries wielding makeshift shields made out of metal, 
marked with various battered and fadlng symbols. Any character seeing 
these, who can roll Education-6 on 2D w i l l  recognize the symbols as 
belonging t o  a race called the Yn-tsai which lnhablts 8 nearby world. 
The Yn-tsal are very similar to the Windstalkws, but we qulte Intelligent 
and thoroughly ctvilized. The presence of an ofkhmhoot of that  race here 
Is sunething of a mystery, since the Yn-bat, when discovered by Terran 
explorers in the early days of the Solaman1 expansion, were a feudal, 
tech level-3 culture with l i t t le concept ot ashonmy and an unreasoning 
fear of wvisitors from beyond the skies!* 



I THE ANSWER 
Should the advent.urers report thaIr dlscovwies, their findings will 

set scientlsk on the track of a major breakthrough in the archeology of 
t h e  caledon wbse*. 

I The Yn-tsal are descended from the myderlous Sale, whose Vllanl- 
Inspired fechnotogy forged a small mpIre here In the Deep over 3700 
years ago. A cmbatlve race, The Sale expanded fw a time, but hrrned 
thelr attentions inward, eventually figMIng a devastating c lv l l  war. 
Their cullvre fell apart rapidly, leavlng behind only a feu lxrletted 
pmk4-s of Sale survivoss. All af These lapsed Into bwbarism, and most 
perlshed. The Yn-tsai are +he only remaining survivors of -the Sale 
culture - excepf for the Wlndstalkers on Glenshisl. 

The Windstalkers are the descendents of the crew crf a large 
starshfp whtch crashed on Glenshlel durIng the l a d  days ot the clvil war, 
They found the den= ahnosphere of Glenshiel e>ctremely uncomfortable, 
and t o o k  refuge on the slope of Anekmor. Survival was s brutal and all- 
consuming task, and the descendents of the tlrst survivors qulckly 
regressed to savagery, The Windstalkers Soday, though cunnlng and 
capable of intelligent action, are a far cry  from the proud Sale who 
travelled the stars nearly fw ty  cenwles ago. 

REFEREE'S NOTES 
The Windstalkers should be used to provide an enigma, a myshy  to 

be solved . . . and an excellent distraction Iran the w e  mundane 
aspects of climbing, Referees who prefer to do so can mlt i-hem entire] y, 
but  they do make a useful and In teredng subplot. 

Referees may wish to follow the basic o d l n e s  of the h l h y  given 
here to conskuct additional advenhrres leading to  inwe knowledge of 
the Saie, The home world of t h e  aliens has not  been Identifled; as a 
rn* sf fad, It lies at the edge of the Great RW, sme  8 parsecs from 
Glenshlel, and is accessible on1 y by way c% an unprepossessing red dwarf 
shr, witharrt anything of Inter& to vlsltws, Oist&nce and lack of value 
have kept The Saie home system Isolated for a long time, b u t  an 
adventure might be constructed around af-lempts to track down clues 
t h &  could lead adventurers to this hormeworld, to  see what s r t  of 
clvlll ration has developed ITM +he ashes of the I& emplre, 

Far game purposes, beat  Windstalkers B animals; in addition to 
their natural weapons (hands and teeth), they may wIelP clubs or cudgels 
as welt. 

Wfndsblker 100kg 2211 1 none 10 hands 8 teeth M F5 52 



I Runnina the Adventure 

Play proc*eds according to the rules for Traveller and the special 
,~ules presented In The Mounlaln Environment. However, certaln speclal 
$onsiderations should be taken into account as the adventure is played. 

I -WE RACE TO THE SUMMIT 

Each party will be climblng a t  a dmerent rate, sometimes 
I handicapped by problems or mishaps, other times fortunate In the choice 

of pitches and slopes. For a normal adventure, the referee cannot hope 
to keep h-ack of the three parties separately; Instead, a streamlined 
verslon should be used for the Swo WC groups. 

A t  the end of every 6 hours of cltmblng time, the referee should 
check the progress of the other two parlies. For each party, 
Individually, roll ID-3. This number Is added t o  (negative resutts are 

I effedlvel y subiracted from) the number of faces crossed by the player- 
character party In  that 6-hour period, The re lat ive  distance between 

I all partleg In terms of faces, is thus tracked constant1 y. 
I The casualties suffered by each party should also be tracked. 

Casualties will be suffered on a roll of 7-; add the roll for progress 
(above) to thls die roll. Like the progress roll, it is made every 6 hours. 
If 7- is thrown, ID-3 characters in the party in  question suffered ' mishaps. Each should receive a wound of sane type based on t h e  table 
below, 

WOUNDS 

ie oll !Effects 
2-6 Minor wound None. Chwacter continues wi+h 

the p a w  nwmally. 
7-9 Swious wound Charader cannot continua. TWO 

other characters in the party are 
lm to  help the injured person. 

fM Death Character is killed. 

Certain specific events are manciaTed for the NPC parfies In the 
gsctlons of this booklet entitled An Old Scwe and Secret of the Yn--1. 
Note that b make these sections work best, the referee may wish to do 
Wne judlclous meddling In the randam cllmbing results. Thus, Viscount 
Spencer's clImbtng p&y might be made t~ get somewhat ahead of Lady 
.$andrals, so that  the manda-ted encounter with the Windst-al kers (Secret 
.of the Y n - b l )  w i l t  happen as Lady Sandrds party closes the gap 
'between t h e  two groupr The referee should always conslder alterfng 



resul-k If ffiings are gdng too snoothly fw Lady Sandra's party; 11. 
wouldntt dQ fa" them t o  leave both r ival groups x> far behind t h a t  there 
Is no challenge left In tlnlshing t he  adventure. 

Reachlnq the Peak: The objee of the ciimb i s  to reach the summit of 
the %I l esb of t h e  three ~ e a k s  of Anekthcr. An NPC ~ a r h  w1l l +urn back. 
givlng up the ascent atkmpt, If they lose mwe than' hal i  thelr drength: 
Lady Sandra ulll contlnue fw as long as she remains capable of 
movement; play er-charact-# of course, could turn back sooner, b u t  
lose all hope of payment In th i s  case. 

I f  an NPC pm suffers a major loss of personnel (Viscount. 
Spencefls, far instance, in  the confrontation with the Windstalkers or the 
showdown with Redcliffel, the survIvorr may join the player-characters' 
party, I f  they do so, their leader forfeits the credit for making t he  climb 
50 the group Jolned. Should Redcliffe join Lady Sandrds party i n  MIS 
manna, there will be addlfional opportunities for sabcrtage and 
h arrassme nt. 

Leader Casualties: Lady Sandra is, of course, handled like any other 
character In  her party, and may suffer Injuries and accfdents according 
to t h e  usual procedures for such mishaps. 

Each tfme t h e  orher two parties suffer casualties, the leader of the 
group will be among them only If the referee roll 20 greater than that 
l eades  original Endurance. Mwsover, the referee may wish to keep the 
two leaders from suf f s ing  any-khing worse than a l ight  wound tuhich they 
take as 10 damage), at least until  t h e  subplots Involving them have been 
resolved. I t  is anticlimactic, t o  say the le&, b have The m u r d h u s  
Redclfffe fa! l from a height and dle befwa he ever becomes a threat. 

If either of the other leaders ends up Qaining Lady Sandrds party, 
they become normal NPCs, subJect to all standard accident and mishap 
procedures 

Rescue: The grav vehicles a* the base of the mountaln can, In times of 
e m c r l s i s ,  be sumnoned for assistance. Under t h e  terms of the 
wager, wounded party members who cannot continue We climb can be left 
(with a couple of attendants) new a convenient landing site - any 
butkess, rldge, stope of up to 4Se, or other falrl y level strdch of 
ground - for rekleval by the Ecarrler. It is n o t  pwmltked -to 
rendezvous w i t h  t h e  main pa*, since I t  could In t h a t  way ferry supplies 
or extra people to a party, thus giving Them m unfair advanlage. 

Any Time the pa* wants to call off t he  expedition, It can -on 
the Gcarrier to lake them off. Also, in an extreme emergency (such as 
ReddIffels &ck, for instance), it mlght be requested t o  amid. , . 
though Redcliffe can also call on his vehicle, causing a dogfight over 
the slopes of Anekthor. 

The rules for handling grav vehicles fn mountain terrain should be 
taken lntd account when G-carrlers are summoned for any purpose. 'Lady 
Sandra, of course, is quite unlikely to call for assistance, end, if ft is 
brought i n  for m e  reason, wfl t probably InsIst on dlsmlsslng kt and 
resuming the climb, If she Is able IQ do so, 



( RESOLUTIONS 

1 The adventure ends i f  Lady sandra and her party are forced t o  give 
up (this w i l l  require that  Lady Sandra be badly injured enough t o  make 
continued climbing impossible), or once they reach the summit. In either 
case, there is no need To go back down the mountain . . , unless all three 
Ecerr iers have been desfroyed, or heavlly damaged in the course of the  

1 qdvenhrre. 

Financially, the adventure k resolved In this fashion. Each party 
I 

t ha t  does not reach the top contributes Cr100,OOO to the pot. The 
I second and third place finishers conlribute Wl00,OOO as well. The 

wlnner takes all. Note that  money from each party is held in escrow 
already, as park of the wager - so tha t  Lord Thomas Redcliffe's share w i l  I 

I be paid regardless of hls actions on the mountain. 

The adventurers, as promised, share out 2% of the total  amount 
pald t o  Lady Sandra. Note that, under the terms of the bet, the wlnner 
could receive up t o  Cr400,OOO (assuming that  the winner's party was the 

1 only one to m k e  It to the top - each losing party Crl00,OOO for not  
maklng i? -themselves, and another el 00,000 far being in second cr thlrd 

place). Lady Sandra w i l l  pay Cr10,oOO as a 
bonus t o  anyone Injured during the climb, but  
w i l l  cut off without a penny anyone who pulls 
out part way. 

I 
Lady Sandra (and perhaps Viscount 

Spencer as well) may be grateful for any spe- 
cial part played by the adventurers in the 
climb - rescues, special bravery, etc. This 
gratitude may be in cash, a in influence 
and/ar recommendations for additional work. 
These kinds of reward are left in the hands of 
the referee. 



Non-Plaver Characters 
The characters presented i n  this section are those who will be in  

Lady Sandra's climbing party. The referee should feel free t o  create 
additional NPCs, particularly if the adventurers number fewer than 5 or 6 
individuals, 

Lady Sandra Lockhart 

Noble 7988A0 Age 30 3 terms 
Leader-3, Jack of All Trades-3, Carbine-], 
Mountaineering-0 (Mixed Climbing-0, Rock 
Climbing-0, Ice Climbing-0) 

Cr-mlI1lons 
Yacht, 

Carblne, 
Traveller's 

Headstrong and de-termined, Lady Sandra w l l l  be constantly pushing 
the  p a d y  onward. Even in the  face ot obvlous danger, she Is unlikely t o  
give up in  her determination t o  reach the pinnacle of Anekthor. I t  a 
member of the par ty  is injured, she will leave people behlnd 50 help, and 
then push on once more. 

Lady Sandra has done some s p d  climbing (she has t r ied  almost 
everything, in fact), but her ski1 l is considered m e  generalized. In any 
given situation i n  which Lady Sandra needs t o  make use of 
mountaineering skills of any kind, ro l l  2D; if t h e  ro l l  is Intelligence or 
less, she can apply her JOT skills t o  the  situation. Failure to make the  
ro l l  forces her t o  use her sklll level of 0. 

Henrl Dupont 

Mountat new 976A86 Age 34 4 -terms CC25,000 
Rlfle-1, Mountaineering-5 (Mixed Climbing-2, Rock Rifle 
Climbing-2, Ice Climbing-1 

Dupont has climbed the lower slope of Anekthor several times, and 
was part of the  lost 1107 expedition. Injured by a fa l l  on the second day 
of the cIimb, Duponi was evacuated by aidraft. The r e d  of the 
expedition continued the next day. . . and was never heard from agaln. 

As a result  of this and a couple of other unfortunate incidents, 
Dupont has earned a reputation - quite undeserved - as a jinx. He is 
also frequently laughed at by other mountaineers for his complete belief 
in  w i e s  of t h e  Wtndhlker, which he claims to have heard howling the 
night of his accident. Dupont is quite superstitious about the mysterious 
creatures, and Is an excel lent source of information abouf them. 

Wallace Dougal 

Ex-other 677A68 Age 46 7 terms Cr100,OOO 
Autopistol-3, Streefwise-2, Bribery-2, Wav Autop isiol 
Vehicle-1 

Dougal is an old family retainer of t h e  Lockharl-s, and has been 
Lady Sandra's bod yguard/secrel.ary/servant for several years. His 



unusual assorhnen+ of skills is derived from years of IookIng after his 
headsh-ong charge. 

I Unlike Lady Sandra, Dougal takes no pleasure from the varfous 
sports in  whlch she risks her neck. He participates in each, however, 
doggedl y determined t h a t  he'll keep her out of hands way, no matter how 

, often she puts herself in it. He h a s  a deep and genuine fondness for her, 
and though uncmfwkble a t  The thought of making the climb, will Insist 

I onaccompanylngher. 

Lady Sandra is equally attached to Dougal, and +bhough she never 
l is-tens to his warnings and multered worries, respects him. The individual 
who arouses distrust in Wallace Dougal w i l l  have no chance at all of 
dealing with Lady Sandra Lockhart efther. 

Erfc Jens 

Mountaineer AA8A64 A98 38 5 terms CrlO,OOO 
Au-toRifle-3, Mountaineering-6 (Mlxed ClImblng-2, A utoR if l e 
Rock Cltmbing-3, Ice Cllrnblng-1) 

Jens Is a competent climber, but  is secretly In the pay of Lord 
Thomas Redcllffe; see An Old Score Por details of the rnountalneer's 

I be havlour and reactions. 

I REFEREE'S NOTES 
The non-player characters here have been generated In 

accosdance with procedures found in GDW Supplement 4, Citizens of t h e  
, Imperlum, and The Mounhiln Envlronnrent. Cltlzens Is not  required tw 

play of the adventure, but. does contain the character generation 
system for Hunters and Nobles, which can be useful in tfie adventure If 
other characters of those sork are desired, 

The referee may wish to consider using varfous pregenerated 
characters from +he Introdudon as addmonal NPCs. These are 
p&lcutarl y usejul as 'spear earrierd or 'security men' - fodder for 
acciden*, saboTage, wlndstalker attacks, or what have you. If none of 
the pregenerated characters are available, take any randomly generated 
characters, assign an appropriate mount of mountaineering skill, and 
make use of them as desired. Remember, however, that a I fml t  of 14 has 
been set on a total party; also keep in mind the d1fTiculty t h a t  managlng 
party NPCs dmultaneously will impwe. 

The inWaction of WCs with adventur- can make for an 
I inwestfng extra dimension to the adventure. Lady Sandra, impetuous 

and shrbbron, can lead the party Into jrouble with her determination to 
continue forward at any prlce. The constant presence of Wallace Wugal, 
susplclous of everyone and worded for Lady Sandra's safely, makes an 
~xcelien* undercurrent of tension, Jens, of course, is the saboteur who 

, can cause no end of problems, while Dupont is valuable b divert  
attention from Jens and to add to the aura of m y ~ e r y  surrounding i-he 

I Windstalkers. Each character can contribute something slgnlflcant to 
the flow of the adventure, and proper1 y handled can bring the s i t u a t i o n  
to Ilfe. 



Library Data 

Caledon, Principal ily of: Independent, human-governed s ta te  in the  
Reaverst Deep sector, covering large pwtions of the  Caledon and ScoTia n 
Deep subsectcr5. The Princlpalily as such was established in -102 by 
Jamieson Dundas of Caledon; It has remained relat ively stable, save far 
two periods of dynastlc crisls and clvl l  war (309-328; 1024-1 025). 

The area which is now the Principallty was settled during t h e  lat ter  
p a r t  of the period of the Interstellar wars between t h e  Terran 
Contederation and the First Imperi urn. The set-tlers of the region, large1 y 
of Western European wlgins, were a group of political malcontents who 
rejected the  growlng Terran trend toward abswpl-ion of the VilanI 
Empire, maintaining (rightly, as It turned out) t h a t  Terra would be unable 
t o  support the burden which had already brought the Vilani Into decllne. 
Financed by a prominent banker, Charles Stuart  Se&, these people 
assembled a colonizing expedition In the interval between two of the 
interstellar wars, and travelled tar from either Terran w Vilani space. 
Settlement on Caledon, and exploration of several adjacent systems, 
followed. A period of shuggle against their new untamed environments 
resulted in the loss, fw qulte some time, of jump drive technology. 
Traders from one of the pefly states t h a t  emerged during the  Long Night 
restored $he necessary technology, and the Principality a r m  shortly 
thereafter. Officially the first skate to check the plracy and lawlessness 
of the so-called "Reavers" (q.v.1, less charitable h i d r i e s  oflen refer to 
t h e  Principality as the last and greatest of the  Reaver Kingdoms. 

The government of the  P r i  ncl pallty is a Constitution a\ Monarchy, 
headed by the H e r e d t h y  Prlnce of Caledon, and backed by a House of 
Lords, a House of Delegates, and a Wand Sena.te. ~ o c a l - r u l e  i s  le f t  
largely in the hands of individual worlds; the Principality regulates 
Interstellar relations, war, and trade. Often described as a f c m e r c i a l  
kingdomv, Caledon is famous fw the extenl- and wealth of its great trading 
houses. 

Lshana, the: Minor non-human race In the  Caledon subsector of 
Reaverst Deep, nafive to ~hsharnl/Caledon. Descended from omnlvwe/- 
gatherer sbck, 1-he Lhshana are mal l  (1.2 meters i n  height), t r l la tera l ly  
symmetrical Intel llgenl- sophonjs. An unaggressive, contempl atlve race, 
the  Lhshana have enjoyed a fairly sfable civ l l i ra t ion for over 2,000 
years, and had achleved some elements of tech level 9 by the  time they 
were contacted by Principality (q.v.1 merchant explorers in  598. They 
have never shown any great Interest in space or exploration, and had 
not lnvented any sort of space fl lght aT t h e  time ot l-he f l rs t  Caledonlan 
can tact. 



The pre-clvillzed Lhshana were dmlnated by the Saie (q.v.1 during 
I %he Saisan emplre period, and tradi-tlons of thelr actions are found In 

Lhshnna folklore and mflhology. Civlllzation on Lhshml was given a 
b-, flrst by technology Introduced by the Saie, and later by human 
Reavers tq.v.1 who vblted the world during the Long Night. 

Reavers ~ e :  Name given fa any of the petty warlords or pirates who 
ha-ln the area of space now known as Reaver.' Deep. The 
fir& resvers flourished i n  the region during the Long NIght, when 
individual warlords with s few starshlps could domlna.te several w l d s  at 
a time. Expanslon by the Aslani and the Third lmperlum into t h e  reglon, 

I cutrnlnaTlng In the  Adan Border Wars (200-30O), led to the decline of 
Reaver activities. The neutral w l d s  between t he  two maor powers have 
continued,-however, to serve as havens for criminals and pirate% to this 
day, the name Is some)lm5 applied (aften in s fanciful w romantic 
manner) t o  any freeboater, pirate, privateer, or even some small 
Int&ell ar governments In the area. 

Sale, the: Non-human, vanished civll ization that  flourished In the 
ReeverS Deep subsectw rough1 y 3,700 years ago, Evidence of the Sate 
presence is slim a+ be+ a few artifacis ( m o s t  ndab ly  +he sfarshlp found 
a t  Crash Jura on Glenshlel) have been discovered, and a few ancient 
vilanl records mention f he existence of a ma l l  empire of flue or sfx 

I worlds which can be tentatively Idsntltled as +ha+ of the Sale. Mwt 
knowledge of thelr aFtfvities comes from t he  myths and legends of tho 
Y n-tsal (q,v.) and the Lhshsna (q.v.1, berth races n d l v e  to the Caledan 
subsector, where the mpire sems to have flourished. 

From evidence collected, It is believed that  the Sale were upright 
blpeds w csrnIvore/killer sfock; their h m e m l d  is unknown, and no 
deplctlons of thelr race have cane down to con-temporary a rcheo~ogis~  
Intact. They appear to have acquired Jump-drive Technology from t he  
Vilanl by way of a renegade Vllani governor searching for allies during 
the upheavals prlw to  the Interstellar Wars. The Sale are thought t o  
have been warlike, highly combative, and prone to internal strife; it is  
believed that thei r  presence on any particulzr world may have been 
IImRed t o  only a few hundred adminishators and soldiers daminailng a 
native planetary population. ThIs theory has been advanced .t.o explain 
the  complets breakdown of *elr empire and thelr disappearance from 
hl-y i n  the  wake of an evidently devasht lng clvll war. 

Archeologists are currently altemptfng to learn w e  uf t h i s  
mysk ious race, bcrt have m e t  little success In thelr efforts t o  dlscover 
who the Sale wee and where t h e y  came frw. 

I Scdlan Deep Trading Company: Mwcantlle f i r m  based on Stirling/- 

ScatIan DeeD In the Reavers' Deep sector. The firm dates back to the 
heyday of ~a tedon ian mercantile expansion, and operates numerous 
trading pcsls on worlds outside the bounds of the Prlneipallty. The 
cornpan y diminates Wade In the Scotlan Deep subse&or. 



Yn-bai the: Nonhuman sophont race found on Tsanesikaledon, 
t h o u g h t h e y r e  not, apparently native to that -Id. Current 
archeological t.heary believes *ern la be a populatfon transplanted to 
Tsanesl from an unknown world of crigfn, probably by the Sale (q.v.1; at 
least one school of thought wedi* f i e  Ancients, but  hlstorlcal evidence I 
Is against this. II 

The Yn-%a1 are an Intell1 gent, clvlll zed race, which had achieved a 1 '  
tach level 3 culture when fir& contacted by Caledonian explwers In 
563. I t  b k  many decades to overcome racial distrust and fear of 
''visitms Irm the skytt - a remnant, most sophontologisfs agree, d their 
memwles d the dev&tIng civil war which desh-oyed thelr Salean 1 
masters. The traditions uf the  Yn-Jsal have afforded many of the 
building blocks far the as y e t  incomplete knowledge of +ha Saie. I 

The Y n-+sat flourish a t  a th ln  atmospheric pressure C.43a-l-m af sea 
level), and ere descended from carnivore W k .  Few In  numbers even 
M a y ,  they are under Royal Protection of the Caledonlan Government, 
although thelr world lies outside the boundaries of The Principality* 



Referee's Notes 
Ascent tt> Anskthw O about mountain climbing. In the  flnal 

analysis, all t he  subplots involving klllers and windstalkers and love 
among the nobllity are provided solely to supplement the basic task of 
the advenfure - to get from -the b 0 i - h  of a very tall mountaln t o  the  
summit. Everykhlng else Is splce. 

We might have eliminated the subplots to expand upon the mountain 
more. ~ u t ,  though we mfght have taken 2 w 3 t i m e s  the descrlp-tive space 
and used proper 250-meter intervals, or expanded t he  coverage of the 
mountaln to include more of its clrcurnference, such addltlons wouldn't 
really have dons T h a t  much. As It Is, there are 148 separate m a i n  
areas oti the map, and that should keep pmties quile happy fw a time. 
Many m e  )ban tha t  would become enfirel y t m  repetitious. 

The 500-meter Intervals used here are not as realis-bc as the 250- 
m e t e r  intervals more c m o n l  y used, But Anekthor Is intended t o  serve 
as an example of a really big mountain - the  other-world1 y equivalent of 
Everest. ThIs wouldnY have been posslble Po map, l e t  alone descrlbe, 
given our format l i m l k  . . . unless the whole book were nothing b u t  t he  
mountaln. 

This didn't seem a good Idea. While there are man adventures to be 
found just in cllmblng, the 'spicel was deemed necessary t o  provide 
something more fw people to slnk thelr Teeth into than an ice-ax and 
crampons. We have a posslble murder d- twnpt  tar those who would carry 
guns with them even when visiting a nightclub or a church, and we have 
the  Yn-tsai for the bralnler types who feel there's more +o life Shan 
climbing ropes and banging pitons l n t o  rock. 

No referee Is required to use any of +his exwa material, however. 
I+s there fo be used not only as d l rect  adventure material, but  also for 
Inspiration. if your tastes dont+ run to nobles sniplng from +he 
mountainsides because of an old, festering hatred, you might st i l l  gat 
lots of use out  of the adventure. Perhaps, Indead, therefs a small ship 
or  vehlcle crashlanded near the summl-f, and competing groups are t ry ing 
t o  find it and recover some valuable item or intormation before t he  
others get there. This becomes a s w t  of vertical "Ice Station Zebra" - 
but  many of the same plot devices can be used. 

I 
As to the Yn-tsal . . . well, their antecedents are obvious. Butthey 

make a good enigma, and properly played, you can entlarne your playersf 
natural paranola and give everyone an adventure they'll remember, using 
these I n t e r d l n g  fellows as the catalysts- bu t  again, they aren't t he  
only game in town. They might not be your cup of tea, but They could 
Inspire you to add some other subplot to t he  situation instead. 

Some other speclfic ways referees might want t o  expand upon this 1 adventure are discussed below. I 



Landy SandratsLover: A note of personal Interest can be InkrJected 
i n b  the game by alloulng Lady Sandra to became romanffcall y attached 
to  one of Ihe player-characters. Thls & of thing requires work and 
good role-playing to bring aft well, but. has its rewards. It can also, 
however, be somewhat upsetting to all concerned when Lord Robert 
becmes Involved In things, Not only is Viscount Spencer a rather strong 
fellow who could Inflict quIte a b b  of pain a t  need, he is also a wealthy 
and lnfluentlal chap In the Principality, and could make life miserable for 
the whole group once hls jealousy is properly aroused. Thls opens the 
way to any number of later adventuring sltua+Ions. 

Tournamen-k: Ambltlou ys referees may wlsh to use W e n t  to Anekthw 
as the basls tor tournament play. Three separate qmu~s of adventurers 
can be involved, each cdmposing one bf the -cllmblng groups. A 
tournament situation shauld probably avold the Rodcllffe subplot, b u t  
the Yn-tsai can be 1 nvolved without difficulty. First to the t o p  wlns - or 
a slmple scoring system can be devised To allow more variety in  the 
process of determining a winner. 

Expanding Anekthw: Additional faces of Anekthor can be developed, 
uslng the rules from The Mounhln Environment. If you have a large 
enough area to map W on, you could mnceivshl y do the entire mountain 
In  She sbndard  250-meter scale; but people who do +hat should be 
locked up In  the same ward reserved for people who altempt to play the 
full length verslon of the nodwlous wargame Carnpslgn fcr M h  Africa - 
Anekthw is not  an easy mountafn Po map1 

Stlll, If yourre d&enshwd, the 500- -la can be easily 
c o n v e d  in* 25tbnt* me. Simply +&rr 4 - b  barhxes shown and 
change ?ha atldtrides s #SF ffm9~ we at the l&ma! frm t h e  
summit. Thss mms pdFI haw++& p?wr wery d m  d b W s ' 6 , 0 0 0  or so 
meters of mquh-kla ?D P W  % base, Wme CMI will become 
g Iaclers, d!&mm srnd me number =of pmlrem m u s t  be d l v l d d  i n  two, b u t  
most everyt.hIng slge oan be I& fn4@&. 

To map out u n c m d  ~ M P W  of_ 
Mountain E n ~ h ~ , @ t a s  eshkbV&hl~ n and $lop&= If mapplng 
to the 500- iWm -hi, rmmber W Tk~l&l& BH glvan dbbnces, and 
determine n u d w  of P k h e s  art & wdl b. tklvbdlhg !hM m h r s  by the I rol l  of 2D+& yielding fRe a w e d  II- an aelr  werap hhelght, 

Terrain covw Imp-d CMJ 3he inap km the %ble depicted 
below. 

im!€R4i# G D n ,  



Remember t h a t  planets and even regions differ; this table was 
designed for Anekthor, as were all the spectfic encounter and event 
tables. Other aspectsof the mountain should be filled in prei ly much at 
the  designeps whlm. 

Flnal Notes: We hope that you have enjoyed Ascerrt to AneMhcr, and 
hat the booklet provides not only one w two good solid gaming sessions, 
but also some degree of inspiration and suggestion as well. The irue 
purpose of any published Traveller adventure is no+ w much i n  what can 
be gained in terms of playing t h a t  speciflc piece .. . it is the feasibility 
of adapting or spinning off material from that product Into your own 
campaigns ar adventures that  makes an adventure like this one j ru ly 
worthwhile. 



ENVIRONMENTS FOR ADVENTURE 

Explae the different environments to be found in the T r a v e l l d  
universe - In the ENVIFEONMENTS series from Gamelords, Ltd, Designed by 
J. Andrew and Wllllam Kelth, the series consist3 of pairs of books fw each 
envlranment. The flrsb of each pair deswibes rules to simulate the living 
and travelling conditions of each different e n v  tronment, and Includes 
equipment descriptions, events and encounters, and possf b le adventure 
situations fw each environment. The second book i n  each pair Is a full- 
length adventwe, making use of rules and situations detailed in the 
rules boak. Challenge your players to broaden their horizons and enter 
new ENVIRONMENTS FOR AOVEMIJRE. 

The Undersea Environment- $5.95 
A T r s v e l l d  supplement deal l ng with the park lculs prob lerns found 

in an aquatic envlronment. Specific rules systems simulate underwater 
activities and hazards, gear and equipment available tw underwater use 
Is detailed, and ?he referee is offered guidelines for underw-r events 
a nd encaunters. 

The kenslaar Qu&- $6.95 
Adventure awaits an the watery world of Yarhfahl, as players 

al tempt to dodge both hostile fwces and focal seallfe In a race t o  
salvage a valuable cargo from Drenslaar, a sunken starfreighter. The 
Drenslaar Quest is a full-lengfh adventure for Trave l le ,  making use of 
ntatwl a l presen fed in The Undssea Environment. 

The Mountah Environment- $5.95 
A Travellefl supplement deating with travel and survival in rugged 

higher altitudes. Included are rules for mountaIneer1 ng, descrl ptions of 
gear and equipment, and guidelines for seil-Ing up special events, 
encounters, and adventures In rugged, mountainous terrain. 

Ascent to Anekthw - $5.95 
Players join a wealthy daredevil, Lady Sandra Lockharb, in a daring 

(and perhaps fool hardy) a l t e m p t  on the peak uf Anekthor, the highest 
mountain on the planet. Exciting high adventure fw Travellew, this 
book makes use of guldel[nes presented in The Mountain Environment. 

The O W  EnvironmenT- $5.95 
A Travellare supplement describing the  dangers of travel and 

problems of survival in a desert climate. Included are rules designed to 
simulate all asp& ot deserk survival, descrlptIons of gear and 
equipment available for such terrain, and guidelines for s m i n g  up 
special events, encounters, and adventures on desert worlds. 

Duneraiders! - $5.95 
Rlches, danger, and mystery lie w'tthln the arid wastes of 

Tsshakaar, a desert world peopled by the savage and enigmatic 
Duneralders. The players soon learn that desert nomads and desert heat 
aren't the only enernles they face when they find themselves in the mlds t  
of a corporate war! A ful I-length adventure for Travelld,  makf ng use of 
materials presented In The Desert  Environment . . . , and mere to earnell! 

http:Environment-$5.95
http:Environment-$5.95


Mher supplements for use wlth T r a v e l l d  

LECS GUlDF t o  Interstellar Adventure, Vol. 1 - $5.95 
From t h e  journal of t he  famous galactlc -traveller Admiral Aramais P. 

Lee come ten worlds fw use with T r a v e l l H  - each world keyed with 
GDKs Splnward Marches" and Solmani Rlmn. Each of the -Ids presents a 
variety ot unlque adventure posslbllties, for the wwtd, not a patron, 
creates the  adventure situation. 

A Pllo-Vs Guide to the OrexIlthsr Subsecfor - $5.95 
From the  navigational computer tiles of t h e  lmperium comes a 

detailed examination of a single subsectw of Reaver's Deep on the  
lmperi a l frontiers. Background is provl ded on the Wexi lthar subsector 
and t h e  Deep, and each world Is explored in  sufficient depth t o  be the  
s&l ng fcr more specific adventures, used with Travel 1 4 .  

Wanted: Adventurers - $5.95 
From the  want ads of a starport news service come 20 short 

adventure situations for use wlth T rave l l d ,  providing job oppdun i t i es  
tha t  can lead to  anything from a luxury cruise t o  a mercenary 
expedition. Ideal for referees who need quick inspiraTion w a way of 
enlivening an ongolng campaign. 

Startown Liberty - $5.95 
Startown - the rough and tumble dislrict on any wwld where 

travellers can find any-thing from enbt-tainment to the warst sods of 
crime and cwruption. Startown Liberty is a colrection of detailed 
encounter tables deslgned to  generate interesting random encounter 
sltuatIons tor Trave l l d ,  provlding flavor, atmosphere, or even new 
adventures In the back alleys and nlght spots of a "wretched hive of 
scum and vlllany"- Startown. 

Gamelords' T r a v e l l d  Suppwf Products (kder Fwm 

The Undersea Envlronrnent $5.g5 
The Benslaar Quest $6.95 
The Mountain Environment $5.95 
Ascent to Anekthw $5.95 - 
The Desert Environment $5.95 
Duneratders! $5.95 
LECS GUIDE to lnl-erstellar Adventure, Volume I $5.95 
A Piloys Guide t o  the  Orexllthar Subsector $5.95 
Wanted: Adventurers $5.95- 
Star+own Llberty $5.95 

Sendto: Garnelwds,Ltd. 
Subtotal 

1 861 6 airosbeak Terrace S & H  
Gaithersburg, MD 20879 Taxes 

Add $1.00 for shlpping and handling 
($1 -50 for UPS - wlth money orders only). 
Mary land residenh add 5% d a t e  sales tax. No cash please - money 
Please allow 3 to 4 weeks tw processing. orders w checks only. 



Lady Sandra Lockhait was ri&, kmus 
. . . and bored. A thrill-ss&sr and daredevil, 
she was always on the lookout far new horiz- 
ons to conquer. Now she has set her sights on 
the triple peaks of Anekthor. 

With a team of ex~erienced adveriturers 
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