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Introduction 

Duneralders is a complete adventure for Traveller, t h e  science 
f lction roleplaying game from Game Designerg Wwkshop. It is 
ndminjsWred by a referee who Is farnlllar with t h e  rules for Basic 
Traveller (Books 1, 2, and 3, The Traveller Bmk, or t h e  starter edition), 
Duneraiders also makes use of rules and in fma t lon  presented In The 
Desert Environment, a Travellw supplement from Gamelwds, Ltd. While 
no-t absolu'tely necessary for playing Duneralders, The D M  
Envlronment will add a great deal of interest, detail, and excitement to 
the gamq much of Duneraiders is mt in a desert, and The Desert 
Environment w I I  I enhance boyh t h e  realiro and -the p l a y e d  enjoyment of 
t h e  game, 

The worlds of The subsector with in which this ad venture takes place 
are described in A PtlNs Gulde To the DrexIlthar Subsector from 
GameIwdq This booklet will be useful to referees wishlng to weave 
Duneralders Into an ongolng Traveller campalgn wl-thin the sector known 
as Reavers' Deep. 

In  addition, &her Traveller rules books and supplements (such as 
Book 4, Mercenary, and Supplement 1, 1001 Characfeml may prove useful 
In the course of th i s  adventure. The referee will also find paper, 
penclIs, slx-sided dlce, and square-yrld graph paper useful or necessary 
t o  run Duneratders. 

STANDARDS AN13 ASSUWTIOHS 

This adventure takes place in the fictional universe described in 
ofher Traveller products, on t h e  world Tashrakaar (0307 065 1695-7). 
Tashrakaar Is located in t h e  Drexllthar subsector of Renvwg Deep, a 
(most1 y) Independant sector bordered by the Imperi urn, the Soloman i 
Confederation, and the  Astan Hierate. 

The Imperlum {sometimes called the  Third Imperium) is a gigantic, 
human-controlled inTerstel lar emplre. 

The Solomani Contederatlon Is  a human-dominated r ival of the 
Imperium. The two are current1 y a t  peace. 

The Adan Hierate is a loose, far-flung region dominated by t h e  
Aslan, a star-tar1 ny race descended from carn jvordpouncer stock. 

Tashrakaar 1s covered rnosTl y by desert, Its equator1 al reglons are 
locked in a heat desert - a lifeless zone baked by temperatures which 
may rise above 90' C. The polar zones are less extreme, however, and the  
tropical region around t h e  Polar Sea is habitable - if uncomfortably 
humid during t h e  day. 



The popula%on of Tashrakaar is estimahd at 8 ar 9 million; exact 
figures are unavailable, since a large percentage of the population lives 
a nomadic existance In the wastes beyond the lW~ven-watered Lands". 
These wastes have become Impartant in  the calculations of several off- 
planet rnercantlie Interests. Mlilenia ago, when the planet was cooler, 
t h e s e  deserts were seabeds upon which were laid down extensive deposits 
of manganese, cobalt, and &her elemenfs. These deposits are frequently 
uncovered by the periodlc windskrrns caj led +ldevll blow1' which ravage 
Tashrakaarls surface, after which they can be axkactad by mlnlng 
vehfcles called orecrawlers. Now, several r ival  mininy firms are engaged 
in cfandesflne (and occaslonall y apenl warfare for the planers mineral 
treasures, 

USING THIS ADVENTURE 

Duneraiders may be played as a stand-alone game, using the pre- 
generated characters listed below; or It may k played wiTh characters 
from an on-going Traveller campaign, A new skill introduced in The 
Deswt Environment - Desert Survival - w i l l  be useful (if not vital!) in 
the course of this adventure, and the referee should make sure tha t  a t  
least one player character is assigned this skill before the st& of the 
game. The referee shou Id feel free to  make any changes necessary to  tit 
Durr f fa ldm smtrothly intd the framework of a Traveller carnmpalgn; such 
changes should be obvious. 

CHARACTERS 

Any group of Traveller adventurers may fake part In Dunerald-, 
and may consist of pregenerated characters from t h e  list below o r  of 
survivors from previous campaigns and advenhlrers, 

Useful Skllls: A t  least one cYf the player characters should have 
Desert Survival skjlt of 2 or better. The referee w i l l  use h im to pass 
along irnprtant InformaTion h t h e  rest of the parry relating to thei r  
situation, The characters should all have skill with various hand 
weaponq it 1s for thelr proficiency in weapons tha t  they are hired in  the 
first place, 

Ski11 Level 0 may be given to some characters t o  indicated 
familiarity - but n o t  expertise- in  tha t  sklll. 

Pre-qenerated Characters: The following characters may be used by 
t h e  players for Duneraiders, The refwee may also choose to use one or 
more of them as NPCs in various encountem dwing the adventure. 

1. Ex-Merchant Fir* Offlcer 787A97 Age 34 4 terms 
Gunnery-2, Medic-0, Shotgun-I, AutoRifle-I, 
Navigation- 1, Pllot- l 

2, Uc-SCOUT 568C80 Age 46 7 TefW 
Airhaft-3, Medic- 1, Yacc Sui$-2, CompuSer- I ,  
Gunnery-1, SMG-2, Plstol-2, PlloT- I ,  Desefi 
Survlval- l 

022,400 
Shotgun 



3. Ex-Scout 678887 Age 38 5 terms 
Pilot-1, AutaRlfle-2, Navigation-2, Mechanical-2, 
Jack of AI l Trades- I ,  Demrt Survival-2 

4. Ex-Army Gaptaln B47789 Age 26 2 Terms 
SM6-1, Pistof-1, AIrlRaft-1, ATV-1, Gambling-1 

5 ,  Ex-Army Trooper 7A8765 Age 30 3 tenns 
Laser R i f i e l ,  Rifle-4, Mechanical-I, Brawling-2, 
Dagger- 1, ATV-2, Desert Survival- l 

6. Ex-Marlne Captaln A7A989 Age 30 3 terms 
Electronic-2, Mechanical- I ,  AdmIn- 1, Pisbl- 1, 
AuSoRifle-1 

7. Ex-Navy Lt. Commander 468987 Age 42 6 terms 
Gunnery-1, 5-2, Plstol-I, Vacc Suit-2, 
Electronic-2, Engineering- 1 ,  Mechanical- I ,  Desert 
Survlva 1-0 

8.  Ex-Staman 666679 Age 38 5 terns 
Gunnery- 1, Airhaft-2, Engineering-2, Vacc Suit- I ,  
Electronic-2, SMG2, Shlpts Boat- 1 

BEGINNING THE ADVENTURE 
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The referee should assign the characters and inform the players of 
the basic background give In Standards and Assumptions above. 

Next, She referee should lead the players through the action and 
information presented In the nexT chapter, FIreflght on The Loading 
Dock. This section should be played out  as an i n m r a l  part of the 
adventure, rather  than simply read. 

Once the par ty  has accepted the  job offered them, they w f l l  have 
access to background infarmatlon on Tashra karr and TashrakaaPs 
several native groups, on the several r ival firms competing for 
Tashrakaar's mineral wealth, and on the current situation, A l l  of this 
information is glven in the th i rd chapter, Tashrakaar, and may be read to 
w by the players. The characters1 employer w l l l  provlde than  with a l l  of 
?he equipment they need, though they may (a t  the referee's discretion) 
use equipment brought along from a previous adventure - especially 
weapons. 

The chapter entif led Orecrawler descrl bes In detail one of the mining 
vehicles used on Tashrakaar. The adventurers shauid become familiar 
w ih the la you* and may want t o  work out security arrangements a board 
the vehlcle before the adventure begins, 

When these prellrninarles have been completed, the adventure proper 
beg Ins wlth t h e  chapter entitled The Deep Desert. The referee may wish 
To refer to the sectlon a* f i e  end of the booklet ent1Med The Course of 
the Aduenture In the chapter Wapplng Up the Advenfure, tor an outline 
of how this adventure can be fit together. 



Firefiqht on the Loadinq Dock 

The prospects for work are not good on Tashrakaar. This the 
adventurers had already learned tor themselves the hard way. The 
threat of a trade war had scared many regular commercial shipping lines 
away from the desert world, and with the soaring insurance rates, most 
others no longer carried passengers, 'Yor the duration". In short, the 
party discovered tha t  it would be two weeks instead of two days until 
the next ship l ifted from Raharora; and with room and board costing what 
it did a t  even the  cheapest hotel along the starfown sh-ip, the need for 
employment, any employment, was urgent. The problem was t h a t  other 
stranded off- worlders on Tashra kaar had already discovered the same 
unappealing facts, and there simply weren't t ha t  many jobs open In the  
entire city. 

The adventurers were walking across the open expanse of Beta 
Dock when the  heard shouted arguments from the shadows beneath the 
bulk of a grounded star freighter. An wecrawler - a gigantic, tread- 
mounted minlng vehicle - had been off-loaded from the freighter, and 
there seemed t o  be some sor t  of commotion going on among the workers 
nearby. 

As the  adventurers drew closer, they could see a number of men 
wearing the easil y-recogn ired dress of Tashrakaar desert nomads - 
black rags and wrappings heavily festooned with metal wnaments and 



weapons. Their upper faces, shadowed by hoods, were completely masked 
behInd sllt atumlnum shields deslgned t o  protect against the d8ser-V~ 
glare, whlle their mouths were hldden by the masks which helped them 
retain and reclaim exhaled mois?ure. All were armed; they sported a 
variety of weapons, f r o m  swords to automatic rifles, and when f i rs t  seen 
they seemed t o  be completely in charge, herdlng a number of dock 
workers away from the massive wecrawler. 

The adventurers saw a native tumble from the orecrawler~s forward 
ha-tch; momen% later, the guts of the vehicle were savaged by a chaln of 
explosions whlch blew out several windows and observation domes and 
sent flames licking from t he  open p o r t s  In t h e  next instance, three of 
the natives singled aut  one of thelr prisoners and began beating hIm with 
thelr guns. There was a plercing shriek, and another of the prisoners - 
an attractive, dark-haired gi r l  of 25 or so - flung herself forward. 
Another native grabbed her, holding her as she klcked and struggled, 
while the beating went on, The blows continued as 4hs victim fell Ilmp, 
and It was evident th& the attackers planned to beat hlm To death. 

REFEREE'S l NFORMATION 

A t  this point, t h e  players may elect  tu have their characters 
intervene in the  unfolding situation. A t  their approach, the  natives will 
sea- wildly, drawing their weapons and opening f i re  in every 
direction. The characTers wil l happen To be carrying weapons of their 
own - the local law Ievel n o t  appl ylng to the spaceporf. In seconds, 
they flnd themselves In a wild tireffght. 

The referee should allow t h e  players to a c t  out  t he  spaceport 
baTtle. The native force w i l l  number I D  more than The number of adven- 
h r w s  present. Half w i l l 1  be anned with rifles, autorifles, and subma- 
chine guns, the rest with blade weapons. If the players are re luc tan t to  
intwfere wlth t he  beatlng, they w i l l  be seen by the natfves as they stand 
i n  the open trylng to decide what to  do, and the natives- thlnking they 
are belng aWacked - will open f ire anyway, The vicilrns of the native 
al-tack wlll scramble for cover and be out  of the  Line of fire In seconds, 
al l  except the gir l  who, when released as her captor unshouldered his 
rifle, threw herself over the sprawled form of the beafen man. 

In splte of their superior numbws, the native al-tackers have no 
wlsh to engage in an all-out gun baHle; afier a few shots, they w i l l  flee, 
each running as fast as he can In a different direction. A t  [east one of 
the  advenhrrers w H l  c iew ly  hear one shout - in Galangllc, not in a 
native Tongue - IRun for it, nowl!'"' It any are h l t  by the adventurer9 
fire, they w l l t  elther be kll led or helped o+f t he  field by thelr comrades; 
none w i l l  be taken prlxlner, no mat+er what the adventurers attempt. 

The attackers are typical NPCs with s t a k  which can be drawn from 
any l ist of Traveller rogues, pirates, w mercenaries, The gi r l  w i l l  be t he  
characted employer in tR is adventure and, whatever tRe o u t w e  of the  
spaceport ccrnfrontation, w i  tl no t  be hurt. The referee may have her pIck 
up a gun and help the  adventurers In t h e  firefight; however, Her s t a b  
are as follows: 



Arlana Jerlc 

Ex-Mher 459k97 Age 30 3 terms 
Autoptstol-2, Computer-2, Admin-2, Bribery-1 

ARLANA JERlC 

The gir l  Is Arlana Jeric. Nearly hysterical, she w i l l  be tearfully 
gratetul to the adventurers for savlng her father, GI II Jerlc, from death. 
p o ~  authorities and an ambulance f lyer arrlve in moments. The etder 
Jeric, bloodied and unconclous, is rushed off to the port hospital; the 
adventurers are questioned brief1 y by a port scur iTy officer, then to ld 
+hey can go, "Hill bandits, from the sound of it,ll the 'officer says, 
shaking his head, 'They're gettlng pr* bold, trying to hljack a 
crawler right here In the p ~ r t l l ~ ~  If one oI. the adventursrs suygesk t h a t  
these  might not be natives (because of the snatch of Galanglie heard 
during t h e  fight, or because the  awackers seemed bent on destroying 
t h e  crawler, rather than huacklng it), -he official will refuse to discuss 
the matter further and walk away. The glrl will say nothing to him, 
beyond answering his ten, routine questtons. 

ThaT evenlng, Arlana seeks  out the group a t  the spaeepwt bar 
where they have been passing t h e  time between job-hunting expeditions 
and asks it s h e  can join +hen She thanks them agaln tor their help that 
aFtwnoon, tells them tha t  the hospltal says her tather wH1 be ok, then 
asks if They are interested in a job. She tel ls themthat it could be qulte 
profl-table, though, she admits frank] y, not wIthou? danger. With a pretty 
good idea of whars coming, t h e  isdventursrs agree, 

JERICORP MINING 

Jericorp Mining is Arlanals fathefls company, a family b u s i n e s  
begun on a shoeslring budget on a nelghborlng world twelve years 
before, Brought to Tashrakaar eight years ago by stories of the  planers 
mineral wealth, It was one of a dozen small, independant companies 
working the Tashrakaar mineral flats. Arlana has been warking the 
business end of t h e  operation far five years; she took over as corporate 
sscretary when her m t h e r  d led fn an air/raff accident a year aga. 

lately, the mall independants have faced more and more 
competition from several huge Imperial firm which have set up shop on 
Tashrakaar, inciud ing the rnegacwpwations of Sternmeta l Horizons and 
Delgado Trading, This In Itself would not have been dlsasterous for 
Jerlcorp; Tashrahaar's de5m-t~ are vast, and Jerlcorp could never afford 
to lease more than a very small t r a c t  of land far exploral-ion a t  a t.ime. 
However, the coming of megacorpora+ions to  Tashrakaar meant t h a t  the 
smaller, nan- Imperial companies began skuggl ing for one another for 
their share of what  was I*. 

Jerlcorp's biti-erest enemy sews to  be Dakaar Mlneralq thls 
company 1s actual1 y quite large, with branches and holdings wldely 
scattered acrws Reaverst Deep. Their competitors are fond of reminding 
one another t h a t  Dakaar Minerals is only a generaTton removed +om the 
Reavers (corsairs who gave the sector is rime) themselves, since no one 



could find out how the company's founder had come by the money he first 
invested in the corporation. Dakaar Minerals has singled out Jerlcorp in 
a bitter campaign of persecution and outright piracy. The last cannot 
be proven, of course, but Arlana is certain that Garren Klessterhaven, 
Vice-President in charge of Dakaars Tashrakaaran operations, is behind 
dozens of attempts to discredit Jericorp, scare away Jericorp's workers, 
and sabotage Jericorp's field operations. 

The destruction of the orecrawler in Beta Dock, just leased from 
sternmetal Horizons, may have been the final blow. Only the huge 
megacorporations can afford to buy or build the starship-sized mining 
crawlers; sternmetal Horizons will, however lease the machines to smaller 
companies. Unfortunately, there aren't that many machines available, 
and the waiting list for crawlers as they become available is quite long. 
Jericorp had been leasing three orecrawlers. In the past month, one 
broke down, one was attacked and destroyed by hostile natives in the 
Deep Desert, and the third simply vanished without a trace. After a six­
month wait, a fourth crawler ordered by Jericorp had arrived at the 
starport that afternoon; with the first crawler just repaired, it was hoped 
that these two could keep working the corporate "lease" - a tract of 
desert set aside by Tashrakaar's government for Jericorp's exclusive 
exploration rights in eXChange for a fee of Cr 2,500,000. If that payment 
is not made in 10 days, the lease will be lost, reverting to the 
government for leasi ng to another compan y. 

Without that second crawler, it seems unlikely that Jericorp will be 
able to bring in the critical Cr 2,500,000 necessary to "prove" (retain) 
the lease, much less meet payroll and operating expenses. Further, 
though insurance covered Jericorp in the loss of the orecrawler, 
Jericorp's run of bad luck may result in their being dropped by 
Sternmetal's insurers, a move which could be blocked only if Jericorp 
could prove the crawlers had been deliberately sabotaged or destroyed 
by a competitor. 

With tears running down her cheeks, Arlana tells the adventurers 
that her father has ten days to prove his lease - that is, to bring in at 
least Cr 2,500,00 to payoff the government. Operating expenses amount 
to another Cr 120,000, but that money is not due (to make payments to 
several banks and to Sternmetal for the crawler rental) for another three 
weeks. If he misses either of these two payments, Jericorp will go 
bankrupt and he will lose everything he has worked for. 

THE OFFER 

Arlana was impressed by the adventurers in the fight on Beta Dock, 
and with hope born of desperation asks them to sign on with Jericorp as 
"corporate security troubleshooters". Her father had hoped to send out 
two crawlers at a time, each protecting the other, but the loss of the new 
crawler at Beta Dock - and the realization that Jericorp is now at the 
bottom of the waiting list for new crawlers- means that the lease must be 
proved by one crawler working alone. The two crawlers lost in the desert 
had been working alone, and Arlana is certain that Klessterhaven's 
agents - or even a trespassing rival crawler - attacked and destroyed 
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them. The government blames the loss on Tashrakaafls desert nomads and 
has sent out  punitive raids, nothing more. Arlana fears now tha t  even 
members ot the planetary government and the port securlty fwces have 
been baught by Dakaar Minerals. 

One crawter might st i l l  have a chance, though, glven a b i t  of luck 
and The security offered by a ~ n a  t l parmll itary force - the adventurers. 
An crdinary run - so long as i t  wasntf dlwupl-ed by sabotage- will bring 
In 50 or 60 thousand credlts . . . enough to prove the lease and keep 
Jericorp going for another couple of weeks. Wlth luck, by strlking an 
untapped, recently exposed mineral bed, enough could be brought In to 
prove t h e  lease, me#* expenses, and guarantee Jerlcorprs operation for 
a t  least another six mnths, 

Klessterhaven is certain to try something, Arlana tells t h e  group; 
he knows that he has Jericorp beaten It he can prevent thel r  one 
remalnlng crawler from scraping paysands. But If the adventurers will 
help her, JerJcorp has a good chance of pulllng through, no matter what 
Dakaar Minerals pulls. 

Arlana offers ta pay each adventurer Cr 100 per day, plus provlde 
them with free room and board a t  the  Jericorp corporate headqua*ers. 
I t  they can pave  t h a t  Dakaar agents are w k l n g  t o  destroy Jericorp, 
with evidence whtch would stand up In court, each w i l l  wln a bonus of O- 
10,000. She can provide them with weapons If a l l  they have available are 
small arms. She is able t o  prornlse them that they will be paid thei r  wages 
even if they fall to me& t h e  C r  2,500,000 payment; since t ha t  payment 13 
an all or nothing figure, there is enough reserve money In Jerlcorps 
accounts t o  pay oif the adventurerr 

Fa- thelr part, the adventurers are 30 ride shotgun on t h e  Jerlcorp 
orecrawler, which w i l l  be UeparPlng tar 8 s  mining run on the tollowlng 
day. They will provide an ex-ha means of defense against al l  attackers, 
whe-ther natives or M-worlders, and they will also provide Internal 
security aboard the crawler against the chance that  Dakaar agents have 
somehow infllkated the crawl&s crew. Arlana 1s wllllng ta trust the 
adventurers even though she knows IlWle of their background, simply 
because they (unlike the port  security forces or anyane else) were 
willing ?a get  involved In t he  llhUackfng &empYt on Beta Dock. (She dld, 
of course, run a routlne securfty check on each of them betore comlng t o  
m-t them in the starpa-t bar). 

Arlana promises to supply the adventurers with equipment they need 
W w  Jsricorpfs stores. Special environmental suits, fusion st1 l Is, and 
other high-tech equlpmsnt items are not available - expensive luxurles 
for men w k i n g  out of air-cond1Tloned crawlers In the ffrst place - but 
she can provide weapons, ama, and i ncrdenials such as canteens, rugged 
deser t  clothing, and IightweigM camping gear. 

Arlana Is particularIy pleased to learn t h a t  several of the  
adventurers have some t ra ln l  ng In desert survlvat, llThaVs wand erf ulFt 
she exclaims. lllntralned workers l a d  about two hours In t h e  Deep 
D m .  I hope you wanV need to cross the desert without the  crawler- 
but If you do, you might have a chancel" 



Tashrakaar 
The following lnformatlon will be available fo  The players through 

library or Infarmation srvices a t  the s tarpm,  or through Arlana Jeric 
and Jericorp Corporate headquarters. The maps given In this section will 
be available through the same sources and may be reproduced in 
facslrnlle for the  adventurers t o  carry with them, The boundries of 
Joricwpts exploratory lease are shown an the second desert map 
presented in the center-fold of this book; this is t h e  area wlthln which 
much of the adventure w i l l  take place. 

TASHRAKAAR 
(0307 €65 169 5-7 Pow GI 

Rlmar Haderr, spectrd class F6V. ICN S4K0307F6. Mass 1.25 standard. Stellar 
nme er 1.33 standard. Lumlnoslty M14 standard. d 

mlnutes, 29 seconds. Axlal Incllnatlon, 408'5.7" Albedo, .I 9 . .  . Surface atmospheric 
pressure, 044etm; composltlon - sSandard oxygen-nltrogan mlx, breathable 
wlthout arttflclal assistance. Hydrographfc percentage, 58; composltlon - llquld 
water. Mean surface temperature, 87% Polar reglons have a temperature of 25' 
t o  35% 

Ph ysjcal DescrlptIon: Only about 5 percent of TashrakaaPs surface is 
covered by water; a small, highly saline sea is located near the north 
pole area. Thls northern sea Is called variously 'The Polar SeanorllThe 
Boreal Sea" by off- worlders, and "ktRamaa k tar-T harishI1 (Water-from- 
heavens) by the  natives. A relatively small strip of land along the shores 
of the sea is fer t i le  and enjoys a tropical - and ra ther  humid - climate. 
Tashpost and the  inevitable startown rise from the  plains outside the  
principal c i ty  of D l r i  kyeer-u-Thar. Beyond the  jungles and savannahs of 
t h e  plain, the land rises in a l o w  range of hll l escarpments, then fai ls 
away lntD a vas t  desert plain covering thousands of hectares. The arld 
and semi-arid land immediately south of the coastal escarpments Is called 
the Desert Fringe, whlle The extremly arid wastelands further solrth are 
known as the  Deep Desert. A broad, almost featureless plaln which 
extends far into the  Deep Desert is called "The FlatsT' by local off- 
worlders. 

The Flats were, In geological ages past, the floor of an mean much 
vasker In extent than Tashrakaaps present sea. Normal seafloor 
processes created mineral beds - nodule fields of manganese, cobalt, 
nlckel, and copper. As tho B a s  withdrew frcm beneath a sun grown 
hoi-ter, mineral salts - boron, gypsium, and sodium chtorlde - 
precipitated out as additional layers over the floor. 





The Flats now offar a varlety of terrain which Inctudes sand dunes, 
saIt flats, and broken, rocky surfaces Corlolts storms, cal led devil blows, 
sweep perlodlea l l y from southeast to nor?-hwest across t h e  Flats, scouring 
the sand from some areas, coverlng others, In thls way t he  desert 
surface is constantly changing, with new areas exposed &er each stwm 

The varlous mlning enterprises on Tashrakaar depend on these 
devil blows. Orecrawlers are machines designed t o  traverse the desert In 
search of recently-exposed mineral beds. When a new bed is found, the 
crawler vacuums the nodules Into an extractor which prcrcessess, 
separates, and recovers the various elementr and storm them for 
t r a n s p d  back t o  base, Each crawlw is a self-sufficient m b i l e  
Industrial palnt with i t s  own mlnerolcgy and chemistry labs, meterology 
stations, and enough supplles fas its crew af f Ifteen t o  twenty to remaln 
on station for weeks a t  a time. The minerals recovered from T ashrakaafls 
d& are the planers sole export and source of revenue, 

There are rare water holes and oases In the Flats, most known only 
?a the handful of natlves who frequent them. There are several 
extremely saline lakes surrounded by salt f l a b  - dying remnants of the 
planetrs anclent oceans. 

Tashrakaar's equatoral zones are a he* desert; f i e  planers small 
axial tilt and nearness to Its sun have poduced a broad and nearly 
lifeless belt about the planet where Temperatures average 9 6  C, 
Surveys of the equatorial desert have bean made, but it has been 
determined that comnercial rninlng of the area would not  be feasible. 

All of Tashrakaar's Indlginous population llves belween the 
equatorlal desert and the Bcreal Sea. 

Populatlon: T ashra kaatrs population consts-ts of three elements: off- 
worlders, civll i zed Tashrakaarans, and duneraider% 

08-noriders we concentrated a t  Tsshpart and at  a few other 
locatlons such as the hydrogen fuel produelon facllltles along the 
seacoast. There are pwhaps a half-mlllion off-worlders on the planet, 
m o s t  of them employees of one or' andher of the various mining 
cornpanlea These compantes Include reprssntatives of the fuo 
megacorparat~ons, Sternmetal Horizons and Delgado Tradlng, as well as 
dozens of smaller seetor, subsecfw, or plane?-alde en-terprlses such as 
Dakaar Minerals and Jericorp. 

T h e  people known as 'Tashrakaarans" or ITash lW ta off-worlders 
make up a population of about five mlllion In the tropical regions along 
the Polar Seds coastlands. Tashrakaarans are descended f r o m  human 
colon lzers of the Second lmperl urnlong Nlg h t  periods, perhaps 2900 
years ago. f hey were in an early Industrial stage of development when 
Independant traders red iscovered them several centuries ago. The 
culhrre Is now In a decllne due in no mall measure to t h e  ingress of 
technologically advanced df-wdrlders, More and more young 



Tashrakaarans are abandoning farms and home crafts for employment in 
4he off-warldersl facfwies and por t  iacll itles, a move vlewed with vocal 
but otherwtse Inactlva alarm by the tribal elders. 

Tashrakaarans are friend1 y, peaceful, and poli-tq thel r  government 
Is a relaTlvely  inoffensfve bureaucracy wrapped around a congress of 
trlbal elders and has the chief functlon of taxing and regulating the 
actlvftles of the off-worlder corporations. There have been numerous 
complaints In recent years by t he  smaller corporations tha t  big busines 
i n t m  - especially the megacorporations - have been shaping 
Tashraksaran yovernrnent policies and judgments somehow to the 
advantage of t h e  bigger corporations, but a t  least outwardly, the 
Tashrakaaran government rema1 ns independant. 

Mast- civi l  i zed Tashrakaarans speak both a native dialect (Takaarb 
and ontin of several wldely-understood varieties of Galanglic, so there is 
no problem communicating with them, 

I DUNERAIDERS 

I'D unwal dersIT is t h e  most popular of dozens of names for -the third 
Tashrakaaran population element, desert nomads which i nhabIt the wastes 
beyond the tropical fringe of the  Polar Sea. No accurate census is 
available, but. l-helr numbers are esl+imated a t  three to tour million. 
There is an enormous diversity in the c u m s ,  backgrounds, and cultures 
of the Tashrakaaran nmad t r i bes  Most began as outc&s from the 
coasSal cfvl l i  zatlon; Tashrakaaran trl bal law has long he Id  expu lslon 
Into the desert to be the most expedient punishment fm a variety of 
crlrnas. Same groups dellbera~et y migrated -to the desert af varlaus t i m e s  
In  Tashrakaes history, seeking To escape perSecut.ion, irlj &ice, and 
stagnation in a sb.ttc culture, w to found a new utopia free from the 
trappings of a decadent civilization. The Duneraiders are feared by 
coastal Tashra kaarans, with good reason. Many are bandits who prey on 
outlying settlements and the caravans which connect the coastal 
Tashrakaaran enclaves. Others are f l e r c e  religious fanatics who vIew as 
evil the ways of s&, water-fat coast-dwel ters. A few are relatively 
peaceful, but all will f ight to protect She vast and ever-shlftlng tracts 
of land (the boundries move as the trl bra mcrvesl which each t r l  be sees as 
Its own. The nomads Identify e o n g i y  with #e land, and pwcelve -the 
desert whera they currently tocated as somehow spiritual l y a p a r t  of the 
tri be it% tf, and therefore to be defended from trespassers. Since -the 
land so claimed can include many thousands ot hectares of uWerl y barren 
and empty wasbland, I t  Is not surprising t h a t  misunderstandings and 
feuds have arisen between t h e  Duneraldws and the corporations whlch 
send orecrawlers and prospecting Teams Into t he  Tashrakaaran desert. 

I Several Duneraider t r i b e  which may f lgure  prminantly In t h i s  

,; adventure are described in the chapter enfitled Duneralders. 

1 MAPS OF TSHRAKMR 

Map 1 : Map 1 is a standard world map of Tashrakaar showing i t s  
ctirnadic zones and principal features. The equatorial zone is lifeless 





and deadly to unprotected intruders, The North Pole is  capped by a 
mall saline sea. A habitable, tropical zone exists along the coastland of 
The northern sea, populated by both native and &-world humans. The 
arId raglons between The coastal s k l p  and the equatorial desert are 
sparse] y inhabited by the nomadic peoples called D uneral d m .  

Map 2: The second map is a view of -the portion. of the inhabited 
coastal s t r i p  about the m e a l  Sea. Rough terrain, jungle, salt flats and 
salt marshes separate enclaves of Tashra kaaran comunltles, 
Treacherous and shallow coastal waters, and flerce nightly storms have 
'discouraged ihe Inventton of bmTs w seamanship, M these communities 
,are linked by caravan routes t h a t  sklrt t h e  edge of t h e  deserk, Both the 

I caravans and t h e  comnunitles themselves are 'eubjeect to frequent 
Duneraider attacks. 

Map 3: (locafed in centerfold) Thls map shows the desert area leased 
by Jerlcorp some two hundred kilometers south of Teshpwb. Major 
features are Indicated, but it should be remembered M a t  the pwiadic 
stwms (devilblows) repeatedly change t h e  topography of the desert. 
This encompasses the region in whlch much of the  Duneraldm adventure 
wlll take place, 

CLIMATE AND TOPOGRAPHY 

The larger part  of Tashrakaarts surface is uninhabltable, with 
Temperatures t h a t  range as high w higher than 7OeC. There Is a con- 
stant movement of hoT air rlsing frm the equator and passing a t  h lgh al- 
titudes nOrth t o  the pole, Thls alr carries wlth I t  what l i t t le water vapw 
there may be s t  any ylven t i m e  wer the equatmlal desert; I t  has not 
rained In the equatorial zones since Tashrakaar entered its current dry 
period, perhaps 12 rnll l ion years ago. Moisture call ected from across t h e  
p l a n e s  surface falls as rain In f ierce storms which f w m  over the polar 
sea a t  niyht; these night1 y storms have been a primary reason for the 
lack of maritime skiils and development among Tashrakaafls population. 

The sea cools the coastlands. The average temperature along the 
coast is 28" Centigrade. Cml, watw-laden winds move a t  larr altitudes 
south from the pole and are trapped by the low mountains which separate 
the coas'tl ands from the desert. As a result, t h e  skl es over the  coafiand 
are nearly always overcas*, the a i r  is humid, rain along the coasts is 
frequent, and there are pock~ets of thick tropical vegetation and jungle 
everywhere near the saa. 

Beyond the coastal escarpment is an arid and semi-arid zone called 
the  DeS& Fringe, a ralnshadow deser t  whem the temperature averages 
30" Centigrade and rainfall is relative1 y infrequent. Mountain 
cloud bur* do occur occasionally; when they do, the wadls and guIches 
below them f i l l  with raying torrents of water, flash floods whlch have 
been known to wipe away an entire caravan. Normally, t h e  land is dry, 
though a variety of hardy plants adapted to arid conditions can be found 
there; afler the infrequent ralns, however, the desert surface m e 5  
al ive with strange and beautiful fwms of flowering vegetation whlch have 
lain dormant between wet periods. The deserk fringe is criss-crossed by 
the caravan Walls which connect the Tashrakaaran coastal communities; 



these l ra l ls  are usually Invisible t o  the off-wwlder eyes, but tend To 
connect by more ar less straight lines the various oases and water holes 
which are scaltered throughout the Fringe. 

Beyand the Fringe is the Deep Desert. Thls is the region wwhin 
which mining operations take place, for here The wind alternatively 
scours the sand from the ancient nodule beds, and then covers them over 
again. The temperature in The northern paris of the Deep Desert 
averages 35* Centigrade, and rises about a degree fw every 50 
kilometers! travel south. Rain 1s infrequent. 

Far more common are the ttdevilblowst8, fierce sandstorms which 
follow coriolis tracks from southeast t o  northwest. These are the storms 
which expose the nodule beds and are also responsible for the weird 
topography of many Deep Desert regions. These dorms are quite 
dangerous. With winds in excess of 100 kmh, blown sand can pare away a 
man's flesh leaving nothing but the bones in moments, The enormous 
orecrawlers offer shelter from the sand, but even they must be carefully 
servlced after weatherlny a devilblow and have their  armor replaced, 
Mornads have a remarkable ability b sense an approaching devilblow and 
seek shelter in the numerous caves and crevasses in the area. 

Oases exist In the Deep Desert- normally in secluded and shettered 
rocky areas protected from sandstorms. Tne locations of theses places 
are carefully guarded secrets of the Duneraider tribes which discover 
them, and few are known t o  outsiders. 

The Deep Desert topography 1s divided between vast ergs, rugged 
and sand-blasted badlands, and barren serir or  reg plains - whlch are 
where the exposed nodule beds are found. Barchan dunes are frequent in 
and near the rag, while transverse dunes are common In the erg. The 
normal wind patterns a t  the desert surface level run tram north t 6  south; 
the furtner south a traveller goes, the more he finds the erg - dune seas 
- predominating. Devilblows are poorly understood reversals of the 
usual weathw palterns related t o  low pressure cells in the usually hlgh- 
altitude equator-To-pofe ai r  flow. 

PLANTS AND ANIMALS 

While bo4-h flwa and fauna abound In the tropical coastlands, l i fe Is 
sparse in the arid regions beyond the coastal escarpments and non- 
existant in the arid regions in Tashrakaavs equatorial reglans. A few 
species are Important, however; they are described below: 

Plated We1 Id igger - Aquaindagator cassis 

Intennlliant 6k3 5/ 8 mesh 1 claws FSA8SI 

Thls mall, harmless animal is of particular 
lmportancs To the natives of Tasnrakaar. with @?ii?%i&k, 
extremely keen smell, it can sense water a t  con- - 4  

siderable depths and uses I ts broad, clawed feet 
t o  burrow through loose d i r t  or sand t o  reach it. 
Some tribes have semi-domesticated these 



animals, keeping them on long leads and using them to guide the tribe to 
water in low-lying terrain and dry streambeds. The shell and t1helme-P' 
protect the welldigger km the sun and help insulate it against the 
desert heat. Natives use these fcf bowls and drlnking cups, the claws for 
a n  aments. 

An encounter with this animal in the desert suggests tha t  water Is 
nearby, Often only a meter or two below the surface. They are also found 
near oases and water holes, and may provide a clue that  open water is 
close a t  hand, 

Sandstinger - Xenomastigoproctus mwdens 

Hunter 3 kg 5/ 4 jack 3 stinger A2 f=7 SO 

This is a mal l  animal resembling 
arthropodal forms of other worlds. The 
front palr of i ts six legs have develop- 
ed into shovel-torm pincers which it uses 
for burrowing. A whiplike ta i l  delivers a bi!!!lih> potent neurrrfoxin through a stinger in 
its tip. The animal burrows into soft 
sand, remalnlng completely hidden. 
Animals of any size which tread near the 
sandstingefls hiding place may be at- 
tacked. Characters and animals which 
have an encounter with sandstingers 
must each roll 20; each is attacked by 
different anlmals (they tend to 
congregate They are found in 'sfielddl) only in &sand, on a rol l  parku lar ly  of IN. &? in dune counSry on cr near 

the Desert Fringe. They use their potson to paralyze or kt11 anlmals much 
larger than themselves, which the entire sandstinger ~lconnnunitytl then 
feeds upon. 

Characters stung by sandstlngers suffer an Immediate three hi% 
They w i l l  continue t o  suffer three hits every cmbat round until a 
tourniquet Can be placed on the wounded limb (stings are almost alwap 
on the legs or arms) and the poison extracted by suction in the same 
manner as for snakebite. (The poison Is harmless If swallowed). 

The hits are randomly applied agalnst the characterts Strength, 
Endurance, Dexterity, and Intelligence. Losses in these s t a b  are not 
recovered until the character can receive extensive medical care and 
treatment. A character with his lntelllgence reduced to zero is 
completely dellrlouq -treatment a t  a hospital (there is one in Tashpom 
is sufficient to  restwe a stung character completely to  health In 2D 
weeks. 

Serfks stung by sandstlngers die almnost immediately. Sandstinger 
venom k tallored by evolutlon t o  quickly kl l l  native Tashrakaaran life, 
but does I t  does not work so speedily on humans. 



Serik - Macrocephalosaur deserta (and related species) 

Grazer 4 00 kg 29/14 none 12 teeth F4 A8 S2 

The serik is a quadri- 
pedal herblvore wldely used as 
beast of burden and riding 
anlmal on Tashrakaar. Many 
species have evolved from the 
original jungle-dweller stock; 
those found in arid regions 
have wide, flat, thre+.toed 
feet with th lck pads, well- 
adapted for walking on soft 
sand, Though fearsome in ap- 
pearance. the serik is a her- 
bivore and generally placld. 
The teeth and th ick lips of 
desert species allow them t o  I 

ea t  splked and tough-skinned 
desert plants, particular1 y the  
moisture-rich waterstore, 

Grappleweed - Laqueaherbinutilis vwax 

Although this Is a plant, i t s  re- 
productive fwm Is highly mobile and 
can be as dangerous as some animals. 
The reproductive b r m  resembles a 
half-meter-wide ball of tangled 
branches and brush and appears dead. 
It is blown by the  wind, roll ing across 
the sand a t  high speed. 

When the grappleweed en- *- - 
counters organic W e r  - animal, ** *.-T. 
rooted vegetation, or humans, it 
entangles it in i t s  branches, ad- T*e l,-,.,y? / - - 
herlng with sucker-tipped branches 
which rapldly send penetrating 
rootlets into the matter in search of water. To be removed, it must be 
cu t  or burned off, and t h e  rootlets left in the skin burned out one by 
one. Rootlets lef t  in  the  v id im w i l l  begin growing in 24 hours, a process 
which w i l l  eventually k i l l  the victim and ensure a supply of water and 
food on tha t  spot tor the new plant. 

When an encounter result of grappleweed occurs, each character 
present rol ls 2D; on a rol l  of lo+, a grappleweed w i l l  adhere t o  him and 
cause 1 damage polnt. Cutting and burning the  plant off w i l l  take 1 hour; 
if this cannot be done tor any reason, the swiftly growing plant will 
cause 1 D damage points each hour until it is removed, and will take ID 
addltlonal hours t o  remove. 



Waterstore - AquabundanTia spina 

This is a camon plant 
throughout the Desert Fringe and 
northern portions of the Deep 
Desert. It is a law, masslve looking 
growth covered with long, wiry 
whlte hair or threads, sprouting 
several dozen razor- edged spl kes. 
Each waterstore plant has subsur- 
face root systems of truly aston- 
ishing breadth and complexity. 
This root network gathers surface 
w a t e r  atkr the infrequent rains 4 
and channels it back to the body 
of the plant, where it is stored 
between waxy cell layers as a 
sticky white fluid. 

Natives cut chunks af water- ~ F Z  
stare with thelr knives - taking 4-  - 
care not to be cut by the dan- 
gerousl y tough protective I1hairm1 or the meter-long blade-1 i ke spikes 
which have evolved as a defense again* wind-blown grappleweeds, -he 
waterskor@s principal predator. These chunks can be chewed to exiract 
moisture from them; ten pieces may yield as much as a half plnr (.2 liters) 
of water. They may also be squeezed or mashed and the water collected 
In a container, or the pieces may be used t o  charge a solar sfill. 

Getting a t  the water-bearing plant body can be a bit of a problem. 
F w  each a+fempt, the character mud rol l  his Dexterity or less on 20 to 
avoid 1 damage point. Plants which are destroyed (by gunfire or by 
bowling them over with a vehicle) a re  useless, far most of the water 
trickles away into the sand as soon as massive damage occurs. 

POLlf ICS AND BUSINESS ON TASHRAKMR 

The Tashrakaaran government is a relatively harmless bureaucracy 
wlth the prime fund-ion of taxing and regulating off-wwld interests on 
the planet. Each separa-te off-worlder corporation leases a tract of 
desert; payment is a sum based on the sl ze of the tract, the smallest of 
which goes for C r  225,000,000. If this fee is not paid on time each month, 
the corporation loses the rights to that tract, which can then be leased 
t o  another company. The secret struggle for 8110st leasest8 can be fierce, 
and many charge that  bribery and corruption within the government 
determine who wins bids for unleased territory. 

The largest corporations engaged in mining on Tashrakaar are 
Sternmetal Horizons and Delgado Trading, both megacwpwatians. They 
can afford t o  pay larger fees br larger tracts of desert and turn proflts 
uf billions of credits annually. In addition, Sternmetal Horizons builds 
and leases the giant orecrawlers necessary fw mineral reclamation on 



Tashrakaar. It Is rumored that the company dell bafately holds down ttle 
production rate o) these machlnes in order to suppress competltian by 
the maller rnlnlng enhrprisw. 

These maller entarprises include dozens of corporations, from 
sector-wide operafions Ii ke Dahaar Minerals, ta single- plane? businesses 
It ke Jericwp. Each uses leased crawlers to crlss-cross iS5 leased land In 
search of untapped mineral nodule fields Whi Ie most opera-tlons m a n  age 
- barely - to make expenses and turn a mall prafiT, a rich sh-i ke can 
make a company% owners wealthy overnlgnt, sspeclal l y since The 
governmenTs cut Is a fixed amount rather than a percentage. 

Since the coming of t h e  megacprporatlons, competition has 
increased between the smaller operations. Desperate owners have been 
known to taka tfrek crawlers into anotherls lease - especially if a rich 
nodule field happens to extend wros t h e  border. mecrawlers are 
equf pped wlth turret-mounted lasers fw sllcing up large ore masses, and 
t h e s e  m n  become )ormidable wsa pons. 

I All  mining is done with orecrawler3 starshi p-sl zed veh Ides which 
use airhafts to seek out nodule fields recently exposd by storms, then 
s k i p  the nodulestran wide wathsofdew-t, Manganese, nickel, cobalt, 1 copper, and other elements are extracted, separated, and stored in 
tanks for return To Tashpwt. A t  Tashport M e  purified ore is sold 
through a cmmod ities  ex^ hange and shl pped off- p lanet. 

The Duneralders resist all lnlruders In to their twrltwy.  Each 
tribe - though nomadlc - perceives The land t h e  tribe currently 
occuples as an extension of Itself, m e t h i n g  to be protected from 
intruders. The borders of thls territory are ill-defined; rough1 y 
speaking, t h e  l-fl be clalms evwyl-hiny w1Wtin line-of-slght as i?s own. 
Unless a treaty Is in farce, bloody b a r n s  erupt when two Wi bes wander 
into close proximity. In addktlon, most Duneraiders look down on the 
civilized Tashrakaarans, whwo they regard as soft, decadent, w evlI. 
They Think even less of the off-wwlders who Wespas on their lands in 
machlnes whlch scour paths through t h e  d e w ,  and who store GI*-of- 
Gods (water) in  tanks. Nearly every crawler mission has to contend with 
Duneraider parfles. S o m e t i m e s  they can be bribed wlth water; mare 
often, they must be fought. Though the ralders c a n n ~ t  destroy the 
nmnsterous crawlers, Shey can and do ambush the crews when they are 
wwking In t h e  open, and have been known To scale the machine's sides 
and blast open hatches with explodves In atbmpts to get Inslde. Some 
ten af these aWempts have h e n  successful, and a number of crawlers 
have simply vanished, their fate unknown. 



Orecra wler 
- 

The deck plans for the Mark XIV Orecrawler are available to the 
adventurers ai-ter they agree to work for Arlana Jeric. Since The 
adventurws are being hired to  provide Internal security aboard the  
crawler - among o t h e r  thlngs - they may wlsh t o  plan securlty 
arrangements using these deck plans, determln fng where t o  post sentries, 
where to  search for stow-aways w bombs, and so on. 

THE MARK XIV ORECRAWLER 

The Mark XIV is a standard model produced by Far-Star Mining 
Equipment, Inc., a wholl y-owned subsidiary of Sternmetal Hori~ons, with 
i t s  corporate offices on Caledon, in Reaver$ Deep .  A t  1200 tons 
displacement, i t  is equivilant to a mal l  starship in size. It can be run by 
a crew of 4 and nornatly operates with 12 men aboard working 8-hour 
shifts. On-board accomodatlons can support as many as 24 men under 
somewhat cramped conditions. It moves on 5 pairs of wide treads; grav 
plates assist the vehicle in through sand in d u n e  seas w when 
buried by a devi l  blow, though this is a power-costl y technlque reserved 
for emergencies. (Power is insufficient t o  allow fllght). The hull Is armor 
plated against sand abrasfon and superficially streamlined to  allow 
maneuvering in high wind. 

The space between the  leadiny treads is occupied by the vehlc lds  
scraper-intakes, a kind of yrav-boosted vacuum cleaner which sucks up 
nodules loosened by sonic projectors and the intake blades and deposiTs 
them in the  extracter tanks. There, the  nodules are heated by bleed-off 
from t h e  crawler's fusion plant, and grav separators are used to  purify 
each of a number of elements In liquid form. Manganese, nickel, copper, 
and iron are the most c m o n  products and are the bask for Tashrakaafls 
mining industry, bu t  the process atso handlesother mefals as well, Rare 
bonanzas have been sWuck in the past when t h e  ex-tt-actors separated 
sizeable amounts of gold, silver, platinum, iridium, cr uranium - all ex- 
tremel y valuable in high-tech industries everywhere. Puritled metals are 
stored in llquid f o r m  in large storage tanks; base rock le f tover  f r o m  the 
metal extraction process - called " s ~ r e e p ~ ~  in crawler-miner jargon - is 
deposited on the  desert tloor as odd, lumpy masses of fused carbon and 
silica. Often, when a great deal of sand is pulled in through the  ex- 
t racters along with ore nodules, these deposits are crystall ine and 
transparent, and consist of almost pure glass. They ref lect sunlight 
easily and are positive evidence of t h e  recent passage of an orecrawler. 

A t u r re t  mounting a single laser on the crawler's forward hull Is 
used ta slice up larye masses of rock, such a5 bouiders w cliffs wlth 
exposed veins of ore. The scraper-intakes can handle chunks up to half 
a meter across, but larger pieces must be broken up. Explosives are also 
carried aboard the crawler t o  clear impassible terraln or t o  expose ore 
veins otherwise inaccessible to the laser. 
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A pair of alr/raWs are carried in an airlock on the upper deck. 
They are used for reconnaissance missions in search of exposed nodule 
beds and t o  track the course ot devilblows from a safe distance. 

Fuel tanks carry water both as fuel and coolant for  the vehicle% 
fusion power plant, and as a store of drinking water for the crew. More 
than enough water is available for every need for many months of 
continuous operation. 

INTERIOR DETAILS 

The following numbered areas refer t o  the deck plan layouts 
provided for the Mark XIV Orecrawler. The deck plans are on the back of 
the map in the cenferfold of this booklet; the entire page may be 
removed tor easy reference. 

1. Flying Bridge: essentially an observation deck with visicom links 
with the control center. Bol-h human and electronic lookou-ts 
observe the terrain and direct the steering of the crawler. The 
flying bridge is extended above the body of the crawler t o  provide 
clear visibility, even during a sandstorm. 

2. Pawageway: stairwell running from the upper deck t o  the  flying 
bridge. 

3. Control Center: operations control for the  vehicle, with helm and 
navigation Instruments, chart prajection, and comunications 
stations. Communications links are mainrained with t h e  flying bridge 
(including TV images from flylng bridge cameras of 360" view) wlth 
headquarters and wlth reconnaisance a i rha f t s  Extraction and 
separation processes operations are run from here. 

4. Passageway: corridor connecting service areas on upper deck. 

5. Laser Turret: can be operated by gunner a by remote control from 
control center. Ladder leads up into turret  from passageway. 

6. A i r  Intakes: louvered openings normally open t o  admit air. They can 
be closed during storms or attack. 

7. Alr Conditioning Machinery: cools and humidifies air from outside, 
circulating it throughout the vehicle. 



8. Ah-/Raft Bay: twln aidrafts, wiTh sliding panels In overhead for 
taunch. Bay can be used as an airlock an worlds wlth poisonuus or no 
atmosphere, 

9. Upper Deck S-; equlpment and supplies, mach [ne park,  spare 
parts, 

10, Statrwell: connects upper deck with lower deck. 

1 I ,  Lower Deck Passageway: joins crew spaces on lower deck. 

12. Quarters: double-occupancy cabins with h i n  beds, lockers, and 
lavatory faeillties, Cabins can be rigged for four occupants in 
s-l-aggerad s h w  with some crowding. 

13. Common 8- mess and recrea-l-ion room, 

14. Galley: with open eounier connecting mess area fw food service, 

1 5. Galley Stwes: locker for food and gat ley supplies, with refrigerated 
and freezer l o c k e r s  tor perlsha ble goads. 

16. Sick Bay: facil it ies for crew medic, including Two bed "hospitalv and 
compact surgery, 

17. Englneerlng: monlters and controls fw fuslon plant, engine, and 
mining equ lpment. 

18. Cargo Deck Stores: supplies, tools, equipment and spares far 
engineering. 

19. Forward Lock: wide sliding doors alow loadlng of heavy machinery 
and equipment. Functions as an alrlock In hostile environments. 
Includ 8s weapons storage locker. 

20. Water Tank% fuel and drinking reserves. 

21. Power Plant 

23. ExhactIon, Refining, Separa-tIon Hachlnery 

24. Ore Stwage Tanks 

25. Aft  Lock: Outer door opens down to provide ramp, Ladder leads up 
to lower deck passageway. Functions as an airlock In vacuum cr 
polsonous atmospheres. 

Mark XIV orecrawlers are wldely used across the lmperlum and on 
hundereds of worlds beyond the tmperlsl borders* Traveller referees rnay 
wish to introduce the Mark XIV in other adventures. Though designed as 
plloted mining equlpment for worlds  of size 1 and largw, they may also be 
encountered as robot mlners, or - wtth special aWaclmlents - as logging, 
road building, firefighting, port service w UemolltIon vehlcies. They may 
a l x l  be found pressed lnto servlce as wmwed i ranspwts, t r m p  carriers, 
a r w e d  fighting vehicles, m as exploration vehicles on particularly 
hostile planets. 

Modlfl cations and additional possible uses are left t o  the Traveller 
rafereds imagination. 



Non-Player Characters 

Though the crawler is designed t o  operated with I 2  men working 8- 
hour shifts, only 8 Jericwp men are available to man it. It some of the 
adventurers have skills such as Gunnery o r  Communications skill, they 
may be allowed t o  take crew positions manning the  laser turrets o r  radio 
gear. This is not  absolutely necessary, since the Jericorp personnel are 
willing t o  work six-on-six-off shifts. 

The player characters should have an oppot-hnity t o  meet t h e  
crawler crew before the  mission begins. Since they are charged with the  
security of the operation, the adventures may - it they request it of 
Arlana Jeric - see the personnel record on each of the  crew members. 
Extracts of these records are provided below. They should be shown t o  
the players on1 y if the player characters ask to see them. 

PERSONNEL RECORD EXTRACTSOF THE CRAWLERCREW 

1. Hal Soul-herland - Capl-ain 

Ex-Marine Mqjor 676A97 Age 58 8 terms 
EngineerTng-1, ATV-2, Airhaft-1, Laser Rifle-I, 
Electron ics-2, Computer- 1, Bri bery-2, Tactic* 1, 
Desert Survival-2 

Southerland has worked for Jericorp 
for seven years, beginning as a mining 
engineer and working his way up t o  crew 
captain. Befwe that, he spent 8 terms as 
an officer in a Caledon marine unit, where 
he became familiar with many types of 
armored and all-terrain vehicles. 

He was a major in  the marines; his 
t i t l e  of "Captain" reflects his position 
aboard the  Jericorp crawler. He is a loyal 
and competent worker and seems devoted 
t o  Jeric and his daughter, He is smething 
of a legend in Tashport tor having 
(unofficially - the incident was never 
reported) outfought two orecrawlers trespassing on Jericorpgs lease six 
months ago, destroying one and damaging the other. 

He has had extensive experience in d e s w t  environments- both on 
Tashrakaar and on desert worlds served on during his marine service. 



2. Vincent Perez - Flrst Engineer 

Ex-Mar lne 689586 Age 38 4 terms Cr18,7 00 
Engineering-2, Mechanical-2, SMG- 1, Electronics-2, 
Computer- 1 ,  Gambling-1 

9 
Perez is also an ex-marine, 

with four terms in the Imperial 
marines before he resigned and 
wandered into Reaversf Deep To take 
a mining engineer job with Jericwp. 
He has worked for Jericorp for four 
years and Is normally competant, 
loyal, and hard-working. 

He has been reprimanded three 
times for drlnklny while standing 
watch, and is currently on probation 
with the company. His record ) ' 

otherwise shows him loyal and hard- 
wwking, and his competance has won fw him the position of First 
Engineer on Jerlcorp crawlers. He stands his watches under Southerland 
and is responsible for the functioning of the crawler power plant and 
mining equipment as wet l as t W  actual min ing operation itself. 

3. Elu Gul ushlggisun - Techniclan 

Ex-Army Trooper 488743 Age 34 3 -terms 
Mschan Ical-2, ATV- 1, Computer- 1, AutoRif le- 1, 
Airhaft- 1, Communicationr2 

Gulushlggisun is an ex-trooper wlth 
three terms of service in the army at a 
mostly Vllani-populated world In the 
lmpe~ium. He is the chief communications 
technician aboard -the crawler, responsl- 
nle h- rad lo commun icatlons with the base 
and wi-th the air/r& recon patrols. He 
generally stands the first watch w i t h  
Southerland and Perez. He has worked for 
Jericarp for three years, is quiet, w w k  
hard, and generally wants to be lef t  
alone. He is known t o  be keenly 
Interested in Vilani and First lmperium 
history, b u t  he rarely shares hls 
enthusiasm wlth his few friends, He has 
had one reprimand, logged one week ago 
for fighting. 

4. Ranold Halfesson - Techn tcian 

Ex-Merc hanhnen 987864 Age 34 4 t m s  
Meehanlcai-I, Electronics-1, Shotgun-1, 
Gambling-1, AlrlRaft- 1, Gunnery-1 



Halfesson came t o  Jerlcorp 
'Ybf-br fourteen years In various 
merchant l lnes operating in 
Reaverd Deep. He is known to 
have emigrated to  the Deep from 
the Solomant Confederation with 
his parents 28 years ago, but he is 
not known t o  have ever had 
political Interests cr connections. 

He has been reprimanded for 
fighting three times since he came 
t o  w a k  for Jericorp a year ago; 
he does have controversial 
poiitical and racial views, about * 

which he can be quite outspoken. 
His la& fight was with 
Gulushiggisun only a week ago. 
Normally, the two men would be 
assigned to diffwent crawlers, but thls is impossible with the current 
situation. He now shares the same watch with the Vllani technician, on 
the  theory thaT Perez and Southerland w i l l  always be about t o  keep an 
eye on them, The two men have not spoken t o  each other since last 
week's lncldent. 

5. Murray Gerbert- First Wlcer  

Ex-Herchant Second OfClcer 778996 Age 38 4 terms 
Au-Wistoi- 1, Electronics-2, Admin- 1, ATV- I, 
Computer-2, Med ic-2 

Gerbert is fir5t officer of 
Southwlandb crawler, and officer in 
charge of the 2nd duty shW, when 
Southerland, Perez, Gulushiggisun, 
and Halfesson are off-duty. He is 
experienced and has worked for 
Jerlcorp \n various capacities for 
four years. Before coming to 
Reaverd Deep, Gerber-t served 
aboard merchant liners in the 

I Imperium, retirlng as a 2nd officer 
& 16 y e a n  His medical 
experience singles him out as the 

. 

paramedic aboard the crawler, In 
charge of the dckbay and treating 
injuries as they occur. 

6. Harlmandlr Sln - Second Engineer 

Ex-Marlne B9A987 Age 38 5 terms 
Engineering-2, Mechanical-2, Dagger-2, Rifle-3, 
Cutlass-2, Computer-2, Desert Survival-2 



Sin is a Dharak, n descendant of a 
human warrior race on a wwld within the 
lmperium. Dharakl are known and feared 
In  many park  of human-colon fzed space; 
the hard conditions their native world 
have produced a hard and cunning race 
with ancient, inflexible warrior 
traditions and codes of honor. He is 
quiet and W-spoken, and so far seems 
a dedicated and hard working employee. 
His remarkable qualifications won him his 
post as second engineer aboard The f 
crawler, in charge of engineering duties 
when Perez is off-duty. He has been 
on one crawler mission t o  date and carrled out  hls duties competently. 

7. Thorls Dennechek- Technlclan 

Ex-Marl ne 947997 Age 34 4 terms Cr4 5,000 
Communicaf ton* 1, Gunnery-2, ATV- 1 , Airhatf-2, 
Laser Rifle- I ,  Mechanical- I ,  Cutlass- 1 

Dennechek has been employed 
wlth Jericorp for about a year and is 
an enthusiastic and dedicated 
worker. He received a personal 
commendation from Jeric l e s  than 
six months ago after he began for 
discovering agents of Dakaar 
Minerals In the act  of sabotaging a 
crawler the night before a mission. 
Before coming to  wcrk for Jeric, he 
was a trooper in the space marines 
of the Cariliian ~ssernbiy, a mai l  
empire elsewhere in the Drexllthar 
subsector. He was discharged with 
honw, after which he emigrated f i rst  
to Caledon, then to Tashrakaar t o  
take a position with Jericorp. HIS 

1 

military trafning is an important asset, and he is responsible for the 
maintainance and repair of the crawlefls laser cannon. He is also slated 
as the crew's airhaw technician and is responsible fw seelng that both 
air/raf-ts are equipped and in working order. 

8, Karl Jung -TechnlcIan 

Ex-Army Trooper 334579 AgeJOZterms 
Gunnery- 1, Mechanlcal- 1, RH1+1, Jack of A i l  
Trades- t , Steward- l 

Jung has begun work wlth Jericorp within the past week as a junior 
technician and is considered to be sHli in training. He formerly served 
as steward with a passenger line out of Caledon, and before that  he was 
in the army. He is a friendly, likeable person but was reprimanded for 



carelessness when he  Palled to secure an Overhead hatch which 
subsequent1 y nearly Injured Captain Southerland, I t  was determined t h a t  
#a event was an acddsnt due to  hung's Inexperience. 

Additional Informafion Is given on some of these charac1-ers In the 
sectlon  or^ The Dakaw Mlnerals Plot  later in This t>ookl.et. Only the 
referee may see this information, which is used to round out t h e  
characters outllned above. 

CREW ASStDNMEWTS 

Normally these eight Individuals would make up two groups called 
respectively maw One and Crew Two, alSerrrating SIX-hour sh1f-t~ During 
certain periods, such as the cul t i  ng away of an ore- bearing cliff face or 
when reconnaisance air/ratk are alo+t, both crews may be on duty a t  t h e  
same time, 

1 Player characfers with approprfab skllls (especfally Gunnery, 
Engineering, ATV, Communlcatlons, Mechanical or E le~ t ron lcs  skills) may 

I join as active crew members and help round wt a third and possibly a 
fourth crew. As brand new employ-, they may not  be In charge of a 
shift; any of t h e  othars with t h e  exception of Jung can serve as watch 
officer, and t h e  choice would probably be made in t m s  of seniority 

I (Pwez would be n e x t  after Gwbert, followed by Gulushiggisun). 

The playem may suggest new watch stand t ng arrangements, b u t  they 
will have To be approved by Arlana (l,e., +he refereel, In any case, t h e  
players should be remlnded by Arlana t h a t  security is their primary duly.  

DUTIES 

Characters wlth Gunnery skill may operate t h e  vehiclesls laser 
cannon durlng mln lng operatians and Warel y) during comb&. 

Characi-ers wlth Engl neerl ng, Electron lcs, dnd Mechanical skl l l may 
b e  asslgned to the engineering deck where they wit1 supervise the 
operation of t h e  vehicl&s mining equipment, power plant, and drive. 

Characters wlth Commun icatlons expsrl ence may man t h e  rad lo 
t inking the crawler with headquarters 'and wlth recon airkaffs. They may 
also man t h e  radio on recwn air/r-. 

Characters with Airhaft skill may carry out  recon mlssions In  1 search of exposed nodule flalds a devil blows 

Characters wlth ATV skill may drive The orecrawler w may dIrect i t  
from the flying bridge, 

These dcrties may be assigned +Q ?he player characters by the 
Captain even If the characters themselves did not f o r m  a third duty crew; 
this will especially be true if anything happens to any of the regular 
crew members. 



The Plot 

Far reasons whlch will be revealed later, Dakaar Minerals is ready 
t o  yo to any length to destroy Jericorp. They have managed to secretly 
infl lwate one or more of their  people I n t o  the wecrawler crew, but they 
have alsu planned an inltal aHack as a diversion, m d h i n g  t o  cmvlnce  
the new team oF security people aboard tha t  the situation Is under 
control. 

This at tack wlll taka place a t  mine Time during t h e  c raw lds  
outward journey. The player characters shoul'd be allowed to win (not 
too easily) by their own efforts and to enjoy a hearty round of self- 
congratula-tions. Of course, if they were so lax t h a t  This diversionary 
attack succeeds, they deserve u haTever happens $0 them. Survlv jng 
characters may continue with t h e  adventure, of courm, but they are 
unlikely -b learn of the nature of D a k a a h  plans or to prevent the 
destruction of Jericorp. 

The referee may choose one of the  following options w rol l  10 for a 
random choice. Oetaits may be changed in any way desired to conform -to 
the  fiow of the adventure. 

PLOTS 

1. A man wearing a Tashrakaar scurlty b c e ~  uniform slips unnoticed 
into *ha Jericorp equlprnent bay during t he  night before t h e  mislon and 
attempts to plant a bamb on board The crawler. If t h e  players have 
thought to past a close guard an the vehicle (two or more men walking 
around oukldo I t)  the Intruder w l l l  b caught. He Is armed with an 
automatic pistol and a Ridden dagger and wil l f ight t o  avoid capture, If 
he is captured, he will be stubbornly uncooperative and yteld no 
Infonnatlon before the mission leaves. 

The bomb will turn out  to be a mall tact ical nuclear warhead 
concealetl in an a m c h e  case. If the intrudw Is n o t  caught, t he  bamb 1 will detonate when the  vehicle is in the Deep Desert, and t h e  wecrawler 
w l l l  be vapwlrsd. When the t i m e r  Is set, it can be dlsarmed simp1 y by 

I 

pulling out the timer wires whlch are readlly visible, The Dakaar piant 
knows about the bomb; depend ing on the slTuaf-ion, he wlll leave I t  as a 

1 back-up in the event of his own discovery and death, disarming it just 
before it is due h detonate; ltdiscover" it to prove his loyalty; or use 

L It as a threat  t o  win control of the vehicle. 

2, A Tashport thlchn ieian - One of a CreW of workers In the Jericcfp bay 
- managed .to plant the lmnb described above before the adventurers 

I arrlved (at about the fime bf the loading do-ck tirefight, as'a mal-ter of 
fact). The bomb is hidden on -the flying bridge, jammed under the chair a t  
the malt inrtrument panel. Player characters should rol l  20 each time 



they enter the tl y lng brldge; they w i l t  notice the altache case if the 
result Is less than thew Intelligence, 

3. As number two above, but the bwnb is hldden In one of t h e  airkafts. 
The alrkaft must k enfered for the bomb to be seen, but no ral l need be 
made to notice. 

4. An ambush has k e n  latd fw the crawler a t  Daybreak P a s  through 
whlch the party must pass to reach t h e  Desert  Fringe. It corrststs of 30 
men dressed as natives who are actual1 y in the pay of Dakaar, armed with 
automatic weapons and explosive charges wlth whlch they ull l  atrempt to 
blow open one of the crawleFs hatches. Their guntlre cannot hurt  the 
vehicle, at course, but In the noise and snoks, ID men wlll leap o+f an 
escarpment onto The craw ls+s back and manage to farce t h e  dorsal 
airhaft hatch open enough to  get in. The subsequent gun battle can be 
rewlvad, if desired using Snapshot w Azhani-l Hlgh Llghtnlng rules tor 
Trayells combat. The r a i d e d  goal will be to capture t h e  crawler if 
p o d  ble, but a t  all obsk to do as much damage as possible - deslroying 
afr/rWsI engineering equipmen?, and controlk 

Captured "3rlbesmenfl wIll prove to  k off-wwldws, n o t  desert 
natlves, Inrerrogation of prisoners ulll prove them to  be mercenaries 
hjred by Garre-en Klestiterhaven of Dakaar Minerals. As with the attack a t  
The loading dock (whlch %me of these men parkici pated in1 the attackers 
are wearing native garb ta k ighbn  Jerlcrop perxmnel and to sTir up 
trouble between Jerlcorp and the Duneraides 

5. A+ some poInt in the De& Fringe, someone may ncrflce a patr of 
reflective, silvery specks low Fn %'is eastern sky. These w l l  l prove to be 
a pair of alr/rafts approaching at low altltude at high speed, Each 
moun* a laser cannon ahlch does damage in the same way described In 
the see ion  entitled Crawler Combat. The party may return fire using the 
crawlells cannon, and combat may be resolved using t h e  Crawler Combat 
rules and damage tables. 

6. A t  m e  p o i n t  near the edge of t h e  Deep D e w ,  the p&y w l l l  
encounter another orecrawler which will open fire as soon as they come 
into view. The attack w i l l  not be a determined one, and the affacker w l j l  
rel-lrs if he does not immedlaTely cause some encouraging damage or If he 
is damaged In  return. (Crawlers are, Bfter a1 I, ra$h@? expenslue pieces of 
equipmen?). Combat and damage can be resalved using the rules and 
damage tables In Crawler Combat. 

I t  should be emphasized t h a t  this &ck or plot Is planned as a 
dlvsrslon, and t h a t  the reteree should carefully balance t h e  
determination of Thls attempt; the aftempt must be determined enough to  
be interesting for the players and to  convlnce them that  it is genulne, 
but a t  The same time the referee should allow i t  to succeed only if the 
players are being unusually careless 



The D e e ~  Desert 
The referee should keep track of the p e y k  progress on the area 

map (Map 3, In the center of the book). Each hex represen* 10 
kilometers; smooth and open terrain can bs massed In abouf30 mind-es, 
whlle rough terraln requires one hour. The crawler may no* enter terraln 
coded as very rough, nor may It cross the lines markf ng can yon walls. 

If t h e  players and referee agree, the adventure proper may begin 
scme distance into the dm&, with the referee adding up We number of 
clear Terrain hexes crossed, dividing by 2, and announcing that  tha* 
numbsr of hours have passed since the mlsslon left Tashport. The re$ulTs 
of any Dakaar Minerals plots should be woven smoothly Into the 
adventure narraTive, of course. 

Once the party is well into Sh8 Deep Desert, they must begin 
searchifid )or h o d ~ l e  fields Each t l m e  the trader enters a he* whlch 
the party wishes To search, t h e  referee rolls 20 on the SearCh Table 
below. I t  takes ane hour to crass an open hex while searching I t  and two 
hours to search a rough terrain hex, Air/raWs may be launched to search 
add itlona l hexes, In one hour, an alr/raH may cross 10 hexes or search 5 
hexes of any kind ot terrain. 

A DM of t2 is made for search SEARCHING 
rolls In rag or rough terraln. 

The map distinguishes 
beheen erg and reg; a nodule 
field m y  be found within erg 
(dune) territory as an area where 
the sand has been btown aslde, but 
they are far more common In reg 
(f la*, rock-surfaced) d e w .  

Die roll Result 

2 Half-burled crawler 
(first time only; treat as 
Nodule f leld thereafler) 

3-11 Emptydesert 
12 Nodule fleld 

Should a roll of 2 be made (possible only in sandy erg twraln), the 
searchers will spot 8 glint of metal In t h e  sand, and InvestlgatIon wlll 
spoT an abandoned wecrawler wlth only 1% flying brldge and pzlr t  of t h e  
dorsal surface exposed. lnspectlon shows that  thIs is the Jerlcwp 
crawler iost without a trace several months ago. I t  shows evidence of 
having been desiroyed from wlthin by fire and expiaslon, and bullet holes 
made by au-rornatlc weapons are stltched across several 1 nteriw 
bulkheads. 

The wreck can be entered through the dorsal hatch and explored; 
It Is Identical -to ?the party's own orecrawler, and the same set of deck 
plans can be used. The alr/raWs have k e n  destroyed by explosions, 
b&h water and ore storage tanks are empty, ancl all equipment lockers 
have been looted - probably by passing nomads, In the control center, 



all navigation and log records have been removed. A safe in m e  
Captaints cabin has been blown open and emptied. 

A character In the control center who rolls less than hls 
Intelligence on 2D w i l l  notice a wad of paper In one corner. Writfen on 
the paper are fomtutas which indicate It was a scratch sheet for someme 
working out navigational bearings, and the notation: 

"PPt. - Chargas cnynl!ll" 

The bearings are useless without references - l i M e  more than doodles 
made by the individuals on duty working out a plot for We navigational 
computer and logs. 

Nothing else can be learned from the crawler. I ts  bearing where it 
lies in the sand suggests tha t  it was heading sh-alght back towards 
headquarters when It was destroyed. Questioning headquarters by radio 
wHI reveal tha t  the crawler was last heard from in a brief radio 
tranuaisslun which indlcated tha t  Me crew was c m n g  their mission 
short, but tha t  they gave no reason for this and no position, It Is 
obvious they were desiroyed en route. 

DISCOVERY OF A NOOULE FIELD 

Harvsfing the ore from a nodule field takes 20 x 5 hours, during 
which time the orecrawler must remain within the same hex on the map, A 
separate 20 ro l l  is made fw each different nodule field, slnce some we 
quite large, others small. The crawler needntt harvest ore for the entlre 
indicated perlod, of course, but may harvest for up 'b the indicated time 
before the supply of nodules runs out. A crawler w i l l  be able to f i l l  all of 
i t s  sforage tanks by worklng a large fleld but w i l l  usually have t o  find 
and str ip several smaller fields before every tank is filled. 

The orecrawler has ten ore starage tank% it takes 10 hours of 
harvesting t o  f i l l  one tank. Market rates vary a t  different times and for 
different metals. Each full tank w l l l  bring I D  x 2000 credits when 
delivered t o  Tashporf. (This applies t o  normal runs wlth finds of 



manganese, Iron, capper, and t h e  I1 ke, af course, n o t  rare earths or 
precious rrieTals). The roll of ID 1s made only once; the resulting credlt 
value is applled To all the tanks in the crawler. The players should keep 
track of how long t h e y  spend harvesting a field and how many tanks they 
get from It, since thelr  goal is To Rnd enough m e t a l  To pay far the 
Jwicwp lease, 

Orecrawlers cannot harve* while engaged In fjghtlng or crossing 
country a t  their usual rate of 1 or 2 hexes per  hour. O + h r  activities 
may be carried out a t  t h e  same time as harvesting operations - such as 
airhaft reconnaisance - SQ long as 1 qualified crew (CapTain w other 
senlw officer, 1 engineer, 2 technldans) is aboard h< operate t h e  
vehicle. 

1 ENCOUNTERS 

Twice each day, the refwee should roll 20 on the following Table 
for an encounter to occur, Exactly when durlng t h e  day the rewltlng 
encounters occur is up to the referee, who should wwk fithem into the 
ovw-al l flow of events and situations, 

ENCOUNTERS IN VEHICLES 

Die roll Result 

2-8 No even* 
9 Devllbiow approaching. Warning w i l l  be glven I D  hours ahead 

af storm's beg Inning by meteorological equipment on the 
crawler, Fw the results d the storm, see t h e  sectlon on 
CJ lmate and Topology. 

1W Encounter: mll 1D below. 
1 'Spaor' of anotner crawler - a recent1 y plc ked-over 

nodule field and glassy screep wastes. 
2 Wrecked aawler - see the descri pt'ion of the wrecked 

crawler aborre for details. 
3 Airhafts slghtd - two airhafts are seen In t he  dis- 

tance, shadowing the crawler. Pursuit may be at- 
tempted, if desired; the air/rafb do not attack, but 
will defend th@mselves with laser cannon, 

4 Crawlerkl encountered - roll ID: 1-4, 1 crawler; 5-6, 
2 crawlers, Vehlcles seem be heading south, and 
have been coming from tha easr; one crawler wll t at- 
tempt to evade, Two ulll l attack. 

5-6 NatIve5 Bncountered - a band d nomads appears in 
the crawl&s path. They may be attackad or nsgoti- 
&ed wiTh; they wlll n o t  attack unless provoked (sm 
the section on Buneraidm Encounters far details). 

CRAWLER COhBAT 

The time may come vrhen Me parry finds themselves in their crawler, 
squared off in combat sgalnst one or more enemy crawlers and/or 



air/ratts. Combat resolution can be qulck, simple, and graphlc using the 
rules suggested in this section. 

Map: Use a piece of blank hex-grid paper as a playing surface, This 
i s  left blank for encounters In open terrain. In rough terraln, the 
referee may mark some hexes a t  random. These hexes may be fired 
through but not entered by opposing crawler3 they represent boulders 
too massive to climb. As an added challenge, he may, if he wlshes, mark 
several groups of flve to eight adjacent hexes to represent rock 
formations taller than the crawlers themselve3 these hexes may neither 
be entered or fired through. 

One hex represents 100 meters. One game turn represents 15 seconds, 
the standara combat round. 

Pieces: Counters may be made from half-inch cardboard squares or 
blank game counters, or may be taken from another game. They should be 
marked in such a way as to  indicate a front end for the direc%on of 
movement. Counters represent each crawler and air/raft engaged, One 
ot  the players should move the Jericorp crawler; If possible, players wfth 
characters aboard secific airh&s should move those aidraf t  counters. 
The referee roves  all enmy counters. 

Placement: Pieces enter from opposite ends of the map. The exact 
direction each unit Is moving may be suggested by the situation thus far, 
o r  the referee may make an arbitrary determination. 

Movement: Both sides move a t  the same time. (With so few counters, 
movement can be nearly simultaneous, wlth the referee saying, "Ready . . . move19. Crawlers move one hex each turn, or they may remain 
stationary. Airhafts may move up t o  ten hexes each turn, or -they may 
remain sta*ionary. Airhafts which land are inverted in the hex in which 
they land, Alr/ratts which dock wlth their crawlers are removed from Me 
map, Crawlers may not  enter terrain marked as rock formations. Airha* 
may mave through (fly ova-) any terrain. 

Airhafts which f ly off the edge of the map may return on the same 
map edge during any later turn. 

Alr/raft piloh may announce that  they are Itdown on the deckg1 - 
that ts, flying so low that  they can Take advantage of cover &wed by 
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rock tarmatlons and crawlers. Naturally, they may not  e n h r  marked 
hexes, nor fire through them,  when they ar8 on the deck. A t  any time 
they may announce they are a t  altitude again, at which they may enter 
any hex, but no longer receive the benefit of cover from ground 
obstacles. Pilots may f l y  toward an obstacle (rock farmation or crawler) 
on the deck, and then announce that  they are going t o  altitude in the 
hex before the obstacle hex. They m u s t  roll 9 or lass on 20; i f  We rol l  
is 10+, they crash into  Jne obstacle, and the alrkaft (and occupanN are 
deskoyed. AIrRafl skill may be used as a negative DM In t h b  maneuver, 
All enemy air/raH operalmrs have Alr/RaH- l ski1 I. 

Turning: Crawlers may change heading by 60 degrees (one hex side) 
during each turn. f hls change of facing does n o t  count as a move. 
Airhafts may change 60 degrees (one hex side) at. no movement cost, for 
each new hex t h a t  they enter. They m a y  change thei r  headlny 120 
degrees (2 hex sided with each new hex enfered, but this maneuvering 
l i m i t s  their speed to more than three hexes in a single turn. 

Collisions: If two crawlers attempt to e n k r  t he  same hex at the same 
time, they will collide. 3uth w i l l  be immobilizad, and it w i l l  fake ID hours 
to separate them. They may contlnue firing a t  one anwher, though with 
only a single t u r r e t  unless t h e  Target is dlrectly ahead or behind. 

Airhafts may collide dell berately or accidentally (see ro l l  for 
maneuvering over obstacles above) with a crawler. The alr/raft wlll be 
destroyad and its occupants killed. The crawler will suffer two hits on 
i t s  b d y ,  with a DM of +3 on the damage results rolls. A result of 13 or 
hlghw Is treated as a 13. Dupli e a ~  results are Ignored. 

Any number of alr/rafts may be in the same hex a t  the same time 
wlthout cot tlslon. 

Combat: Units may l i re  during each turn. Airhafts flre from any one 
hex durlng their movement and must fire directly ahead. Crawlers have 
twin laser turrets set on either slds of their flying bridge. The r l gh t  
t u r re t  may fire slraig h t  ahsad, s t ra igM to t h e  rear, or toward any hex to 
t h e  r l g h t  of the vehicle, The left tu r re t  may f ire ahead, behlnd, or l.o 
the left. Both turrets may +ire durlng the same turn, as long as they are 
both operable and are both manned, 

Line of sight is determined from the center of t he  f i r ing uniys hex 
t o  the center of t h e  target hex. Fire Is blocked between a crawler and 
another crawler if any par t  of that  stra Ight l lne enters a marked (rough 
terrain) hex. LIne of slght between an alr/raft a t  altitude and any 
ground nex Is always uninterrupted. LIne of sigh-t is InTerrupied by 
ground obstacles fos airhafts fly lng on +he deck. 

Crawlers may f i re a t  an air/raft. in any hex during its flight. The 
a lr/rafl Is stopped In mld-move, the results of the f i re  resolved, then (It 
the airhaft survives) t h e  movement continues, Tuo crawlers (w two 
turrets on the same crawler) may t l re  a t  the same a l r ka t t  In  two d Ifferent 
hexes during its movement. 

Combat Results: Each time a player or me referee fires, he states 
wha? hhi h r g e t  is, using the targeting table below. Note tha t  flre m y  be 



d Irscted against different parts of the crawler. A roll of 20 Is made, and 
results de-termined using this table: 

CRAWLER COMBAT RESULTS 
h 

20 result 
T a r g e  2-6 7 8 9 10 I t  12 1% 

Qawier Body HISS HIT HIT HIT HIT HIT HIT HIT 
Treads MISS MISS HIT HIT HIT HIT HIT HIT 
Flying Bridge MlSS MlSS MlSS MlSS HIT HIT HIT MlSS 
Turret lkl MISS MISS MISS MISS MISS HIT HIT MISS 
Alr/raH MISS MISS MISS MISS MISS MISS HIT MISS 

Each shat may be mad tfied by t h e  factors listed below. 

SHOT HOD l Fl ERS 

Condition Hodlfler 

For each level dGunnefy skill of character firing DM+ 1 
(enemy gunners all have Gunnery- I )  

Target Is stationary alr/raW DM2 
Target is In same hex DM4  
Target Is In adjacent hex DM2 
Target 11s two hexes distant DM1 

Any shot tired a t  a crawler which results In a mlss may have h i t  m e  
other part  of t h e  crawler than tho  area almed at. Rail 2D again; if the 
unmodified result 1s a 9, t h e  mlss Is turned Into B h i t  on the crawler 
body - even If the crawler body was the original Tarye*, If the roll Is 8 
or less, the shot missed the crawler entire1 y. 

Damage Resule: H l t s  may or may not score critical damage on an 
enemy crawler. A l l  hits on airha% result in the airhatrs deslruc-tion. 
To determine damage, ml i  2D on t h e  folloulng table: 

CRAWLER DAMAGE 

Crawler Body: 
ole roll Result 

2-8 Minor damage only. 
9 Water tank pierced - drln king water supply lost or contam- 

inated, though enough rernalns -to fuel power plan* 
10 Dorsal hatch damaged - hatch cannot be opened to admit or 

release air/r&; damage canno* be repaired in desert. 
I I Radio antennae severed - long range cmunlcation with 

base ended. Irreparable In desert. 
1 2 Control center h i t  - explosions wrack control cen-ter. Each 

character in  center must roll 9- f a  avoid 20 InJuries; all 
controls and weapons are permanent1 y Rnoc ked out. 



Treads: 
Dle rol l  Result .. 
2-7 Minordamageonly. 
8 - 10 Tread blown - palrsd multiple treads allow vehlcle f-0 con- 

t i n  ue to  maneuver with up to three blown treads. De+ 
it-uction of a fourth t read will lrnmoblllze crawler; repairable 
in d e s d  in 10 hours per tread while not under fire. 

I I+  Drive or axle h l t -  vehlcle cannot move. Damage is lrrep- 
arable in desert. 

Flying Brldge: 
Dle rol l  Result 

2- 5 M i n w  damage only. 
6 - 9  Moderate damage - characTers m f lylng brldge must rol l  9- 

t o  avold 2D damage. 
lO+ Flying Widge destroyed - characters on W l d g e  ki l led on 2D 

ro l l  of 8+, receive 30 damage on 7-. 

Turret: 
Olerol l  Result 

2-4 Minordamageonly. 
5 -7 Turret jammed - may no longer fire. Repair possl ble In des- 

ert wlth I D  hours work whlle not under fire. 
8 - 10 Turret bad 1 y damaged - may no longer fire. Occupant must 

ro l l  9- to avold 20 damage p o l n k  Irreparable In deswt.  
1 I +  Turret destroyed - occupant kllled. 

Combat continues until one side or the other moves his crawledd 
off the map, surrenders, or 15 destroyed. Player characters may elect to 
"abandon ship" by running in to  the desert on foot. Pursuit in  such an 
event would not  be rigorous, for the enemy wlll be content to l e t  the 
desert finlsh off any survivors. 

Whether one side elects to  pursue t h e  other and continue the 
haft-le after combat has broken off depends on the situaton and can be 
agreed upon by She players and referee together. 

I f  the adventurers manage t o  beat aff an enemy attack, they may 
elect to  return to Tashport, w They may contlnue wlth the misslon. 
Captaln Southerland wlll feel obliged To continue as long as possl ble, but  
he w i l I  listen t o  arguments put forth by hls crew. 

If any prisoners are taken in battle, they will be technicians who 
know nothing except tha t  their destlnatlon was xrmeplace called Chargas 
Canyon. They w i l l  believe tha t  they are within the Dakaar Mlnerals lease 
and that  the Jer icwp crawler is illegally tresspasslng, Enemy leaders 
captured w i l l  not speak of t he i r  purpose. If, by chance, the Jerlcorp 
characters manage to capture an enemy crawler, navlgatlonal data for 
Chargas Canyon will be loaded into the computer, and the place wlll be 
promlnantl y marked on melr charts. 



The Dakaar Minerals Sov 
One or nmm of ~srtcarp ,crawte+s craw'b a W a l e  or spy In the 

pay of Dakasr Mlnwat% V1-Wesldent Klessterhaven himself. The 
'iden+Ity of this +all-or mu* be de-ined by the referee before play 
bwim 

Of +ha eight Jericwp personnel, Southwland and G w M  are , 

always loyal. Any of The others could be a Dakaar plan*. Additlanal 
Infm~a+1pl.r is given fa- eacn d thew six in the follawing paragraphs. 
The rewee should choose one or two of these characters as Dakaar 
agenk, either choosing them frm We IlsT or rolllng la for a random 
result. 

Wdi+Ional In'format'ian about some of t h e  other characbrs may also 
be app t i ed  by The rder8e. Should The play efs dig I nTa me backgrounds 
of any dF these WCs, these hcPs may surfaca, Sam 4ac* sugg&t me 
NFCs, are traFtoq some my simp1 y make t h e  p tray- s;uspIcious. She 
erdvwrtture can be played as a mysreq or spy adventure, with the  player 
&wactws shedowlng cWa i f i  of fhe NPC su$pecTs, affempting ta learn 
ma%. Of coursa, rn ot t h i s  indrrrlnating evidence can Iead the 
cha~aeters To fau l ty  cmcluslons, but i h d s  ha if the fun of a genuine 
mysbry.. . . 
ADDITIONAL NBC W W U N D  INFWT1ON 

1. Vincent Pwer b figh'tlmg a losing baWe with atchohot. He has been 
deqmra-tely trying to hold his life togefher, but he is beginning tn lase 
control; any dangeravo or sk&ul situation is  l ia blb To make hlm psnic. 

Hls resignettlon f r o m  the tmpwlal marin~ss four years ago was 
required a f  him, During a raid on a r&e1 drongtrold, he panicked, and 
The platoon he conmandad at The tlnla was cut to pl&#s as a result. Ha 
happerred To have high1 y-placed pdlitlcal e~~tmctions; his father was w 
the st& o+ a powerful duke In the SEX-~W~ Perez should have f a ~ e d  a 
court martial, but was glven I-hm aptIon of resigning la avoid sandal. 

Time is too short to learn th- fa& from sources withtn the  
Irnperi urn. If close1 y questioned w Wreabned, he may reveal thee fa& 
a k b t  h f m l f  - asp@cldl y If he Is caught while wet4 on the way to making 
hir iwlf  drunk Anwthgr NPC may know abou* hi8 past, tm in te rmga~on  
of Harlmaadir Sin may unveil Perez's past  

I t  is pasible that Pwez is s traytor. Klessterhaven learned of his 
background short1 y aHer he began w k i n g  for derlcorp and Is using MIS 
infwmatlon TQ blackmaIt him* Uf course, being Wced -in beway JeUc Rss 
daspiened the ersnfllct In hk life, made hIm m t l k  mep and has brough+ 
h im yeT abwr to a mental beakdown. 



If Perez Is not. a traltor, ha st i l l  may go 4-0 pieces In a cr i t ical 
moment, causing addjtlona l problems lor the adventurers, He may also be 
the target  of Harimandir Sln, Mow, and this conflict could produce s 
complIcatIng and Inwes-ting wbpfot  within the adventure. 

2. Elu Gulushlgglsun is an unlikely traltw at  firs* sIgM, and for that  
reason may be a good choice. As a comnunicatlons officer, he would be In 
a good position t o  listen tor Information of Interest t o  Dakaar Minerals 
and p a s  It along, He 1s tota l ly  apolltkal, but he may be lnvolved in a 
conflict with Ranold Halfesson which could complicate m h r s  samewhat. 
I f  he is a traitor, he s a l d  o u t  for money about one yew ago. 
Investigations of his bank recwds in TashparF (which can be 
accomplished by bribery or the use of Computer skill 3 or better) w i l l  
reveal tha? he has several accounts under several names and a total of 
over 95,000 credits . , . hard to explaln on his salary wlth Jerlcorp. 

3. Ranold Hatfewan is a blowhard, a braggart, and wmethlng of a bully. 
Though non-polltlcal, he does hold wlth many of the axherne i-heorles 
about t h e  racial suparlority of t h e  Solomanl and frequently sounds off 
about them - especially In f ront  of the Vilani-descended Gulushiggisun. 
The latter b quiet and slow to anger, but when he loses h b  tmper, It Is 
suddenly and with violence; he nearly kllled Halfesson In a fight 
Halfasson provoked one week ago. The feud between them can form an 
i ntwesting and sometimes dangerous su bplo-t t o  the  adventure. 

If H a l f w n  Is the tralTor, he sold out  fw money, Simply checking 
his account a t  the Tashport bank (Cr 21,500) should make the 
adventurers suspicious, slnce this Is more Shan a technlclan wlth 1 yea& 
experience can be expected to have miaved. Again, the adventurers can 
t r y  Bribery or Computer-3 ski1 l -b get this infwmation W a n  the  bank. 

4. Harlmandtr Sin is the brother of Ghan Sin, an lmperlal Dharak marine 
sergeant who was kllled whlle servlng undef one Captaln Vincent Perez, 
In a rebel l Ion b u r  years ago an a dirjtanT world. Slnts arrival one month 
ago has - To say the least- accelerated Per955 breakdown. He doesnrt 
know t h a t  Harimandir Is Ghants btwkher (he probably dIdnV even know 
Ghan Sin's name) but  Dharakl warriors are thlnl y enough spread through 
the lmpertum that the sight of Sin would be certain b make a guilty man 
nervous. 

Sin plans, of course, To ki l l  Perez. The act  w i l l  be sum, silent, 
clean, and In circumstancas which will not endanger omers, 

If Sln is the traitor, it Is because up to a month ago he was working 
tos Dakaar Minerals on anather planet when a computer matched him wlth 
the disinhgrating employee d Jerlcorp. Klessterhaven offered Sin the 
chance To win his revenge - but demanded t h a t  Sin ac t  as hls agent lo 
reSurn, Sin accepted. H Is ndions of descent from hanorable warriors is 
largely nonsensical; he has the name but not the h e r b  of true Dharaki. 
He w i l l  defer his revenge until &er his mission 15 carried out - & 
Klesstwhavenls orders. 

Sin may be able to  Tell the adventurers m e t h i n g  of Pereis past- 
though he Is unlikely to do so wlthout ramer strong Inducement 

I 





5. Thorls Dennechek is an obvious candidare for spy - especially if me 
adventurers have had any past experience with the Cwillian Assembly. 
(See The msnslaar Quest, an adventure for Traveller fi-orn Gamelords, 
Ltd., which introduces these charming folks). If Re is not Klessterhaven*s 
spy, he may be exactly what he claims to be . . . an ex-Assembly marine 
trooper. 

It he is the spy, it is because Dakaar Minerals has several close t ies 
t o  the Assembly. Having done sane favors for the Assembly in tlmes past, 
Klessterhaven was in a position to ask for help in the form of one of the 
Assembly's countless intelligence officers. 

Rather than t r y  to hide hls background, he rather brazenly flaunts 
it, posing as an emigrant and nonpolltlcal trooper who has escaped from 
the militant life withfn the Assembly. It w l l  l be impossible +o ltn k him with 
either Dakaar Minerals w his Intelligence Service, but the players may 
suspect him just because they don+t Wust Carillians. (If theybe not 
played The Drenslaar Quast, the Gartllian nature may be sugges?ed by 
s k i e s  and anecdotes of the Assembly's rufhless treatment of several 
subject worlds). 

Dennechek's real mission may be mwe complex. It has been learned 
(through Dennechekts efforts) that Klessterhaven has discovered tha i  
there is someth lng of great value wlthin the Jericorp iease - something 
that  Je rk  doesn't y e t  know about. This something is so valuable that 
Klessterhaven has gone t o  insane lengths trr drive Jericorp out  of busi- 
ness and take over its lease, lengths (such as tactical nuke bombs, if 
they are Introduced) beyond all reason. Dennechek may, then, be play- 
ing a double game- actlng as an agent fw ~lessterhaven, but also ready 
t o  betray Klederhaven should he learn what this valuable something is 
and be able t o  secure it for his real mash% - the dictators of the 
A m b l y .  

6. Karl Jung is, on first impression, something of a klutz, generally 
falling over his own feet, If he is not the traitor, he is naturally clumsy 
- but the results of that clumsiness or carelessness could divert the 
adventurers into thin king he is working for Dakaar Minerals. 

if he Is the traitur, his clumsiness is a front, desr'gned t o  mislead 

/ others into thinking that he is no? capable of leading a single life, much 
less a double one. He began wwk for Jericwp on1 y a week ago. He is in 
fact a freelance indush-ial spy, hired by ~IeWerhaven to  act as his 
agent within Jeficorp. 

The referee should feel free t o  edit or rearrange this additional 
Information Tn any way which adds to the smooth flow of the adventure 
plot. He should take care not t o  add too much extraneous detail and 
background t o  otherwise unimporl-ant NPCs for fear of causing the 
adventure to bog down in minor subplob. He should build his t ra i to r  (or 
traitors - mere could be two of them working together) carefully and 
logically and not allow them to  be too obvious. 

THE TRAITOR STRIKES 

The kaitor's task is to  capture or disable the weaawler. There 
are a number of possible ways he can strike. A few are outlined below: 

-43- 



1. He secretly plants explosives in the englneering deck, contaminates 
the wah- supply, and sabotages the airha*. He might blame the 
explosion on a bomb planted before the crawler left base; or  he could 
ki l l  one of the other crew members and claim tha* he saw the man with the 
bomb, shot him, but watched him detonate the bomb with his dying breath. 
The spy's plan is to go with the crew Into the desert and be picked up by 
a Dakaar Minerals crawler which is following them. In an alternative 
scenario, She spy sets the bomb, destroys one airhaft, then escapes in 
the other. Either way, he may reappear later in the advenhrre. 

2. A t  some critical point, (during a bz#le with an enemy crawler, if 
possible) the spy or sples appear In the control center with guns, kit1 
Captain Southerland, and take over the crawler. This rather blantent 
hijacking Is designed t o  put an end t o  Jericorp by having i t s  last crawler 
and crew vanish; it w i l l  in f a d  mndevous wl4-h several Dakaar Minerals 
crawlers in Chargas Canyon. In this scenario, mef ine-  one or more at 
the NPCs if the player characters don't do iS - w i l l  -fry t o  jump the 
agenlfs). In the resultant battle, the control ten* is so badly s h o t  up 
that the crawler is crippled and must be abandoned. It w i l l  later be 
discovered that  both air/rafts have been sabotaged, and the water 
supply poisoned. 

3. The enemy agents could, a t  a pr*arrangeci Time, open the crawleps 
locks to admit a number of Dakaar Minerals men wearing desert nomad 
dress. The agents would have arranged the ambush ahead of time by 
radio and been ready to open the crawler a t  just the r ight moment. In 
the course of the battle, the crawler itself would be crippled, and it w i l l  
be found that  the airhafts have been sabotaged. The crew - whatever 
the outcome of the battle itself - w i l l  find themselves alone and on foot 
in the desert. 

4. The spy could do nothing, because something else (such as a ba-ttle 
with a Dakaar crawler) cripples the orecrawler. In this case, he w i l l  
continua to  go with the rest of the graup, ready to sabotage their 
eftorts a t  a critical moment if necessary. 

Which path the enemy agent(s1 takes is up to the referee and t o  his 
ideas of how to arrange a good spy-mystery yarn, 

DESERT TREK 
Marooned: Wlth the destruction or capture of the Jericorp crawler, 

the second phase of the adventure begins, with the adventurers finding 
themselves on foot In an alien desert, short of water, and pursued by the 
forces al. Dakaar Minerals. The characters can find themselves in this 
position in one of several ways - as a result of Losing a bait le with 
Dakaar crawlers, because of sabotage, or because Dakaar agents in the 
crew hijacked the crawler despite the security team% best efforts. 

As the plot develops, the referee should keep in mlnd several goals 
and manipula-b events t o  allow these goals to be met, These goals are 
the following: 

The Jericarp orecrawler should be wrecked - or a t  least so badly 
damaged that  t o  t r y  to repair it would invite capture by the enemy. 



The air/rafk mud be destroyed, disabled, or stolen, so t h a t  the 
adventurers can't sImply fly back k, civlllzation. 

The group should be short of water (see Water, below). 

Cormun [cations should be cut off or the radio wrecked before 
Jericofp HQ can be Informed af the parkyls positlon or situation, or, 
fail ing thls, It should be established th& thwe is no way can 
rescue the shandea party. 

Southerland and any a-t-her strong leader {other than a traitor) 
among the NPCs should be kIlled or ~r badly wounded t h a t  he can no 
longer lead the group. The adventurers must be forced to take The 
in i t iat ive In leadlng t he  pa* out of t h e  desert. 

The group should k aware t h a t  enemy crawlers are in the 
neighborhood and closing In. This is to discourage any notions of 
hanglng around In the  shelter of the crawler untll help arrives. 

The d e s w t  Trek portion at the adventure begins with the surviving 
cranmembws abandonlng the wrecked wecrawler and escaping i n k  the 
dessrt. Their success a t  survival may depend on how well they've 
anticipated and prepared tor me possi bll i t y  of losl ng the crawler. 

Water: The referee should tur"ther conh-lve to l l m i t  the parly's water 
supply, Normally there Is more than enough drinking water available In 
an orecrawlePs tanks. The group may elect t o  stay in the  shelter of the 
crlppled arecrawler, bu t  it Is a sure bet tha t  enemy crawlers are an the 
way (unless the Jericorp crawler was destroyed by them, In which case 
they've already arrived). I t  they set out across the desert, they wlll 
only be able to take wl-th Them t h e  water which they each can personally 
carry. If the crawler's wa-ter tanks have been ruptured (due either to 
combat or sabotage) the only water available will be tha t  which the 
adventurers might have thought to  save In canteens ahead of t i m e  - a 
wlse precaution which may save all Their llves, If the crawlefls waTer Is 
safe, they may be able to carry some along In 4-liter jerry cans or  other 
containers which the referee allows Wem to salvage. 

As a general rule, 1 l i ter  of water weighs 1 kilogram. The weight of 
e>rha water carried should be calculated and distri butad according to 
the rules for carrying weig h b  given In Basic Travellw. Sleds can be 
improvised to  help carry exWa water supplies, but hauling the sled 
counts as hard work in the rules governing Endurance Loss Points given 
in The Desert Environment. 

Known water sources are marked on the (nap the adventurers should 
have with thorn. OF course, If they abandon the  crawler and no one thinks 
t6 bring the  map along . . . . 

Destination: Once t h e  group Is afoot in the desert, the i r  immediate 
des-tlnatlon will depend on where they happened to be stranded, whether 
or not enemy forces are after them, and whether or not an oasls or water 
hole marked on their  map happens To be wf?hin walking distance. The 
players should decide on t h e  group's destination and work out the best 
way to get there. The Desert  Environmenf lists m e  of the problems 
faced by Travellers In the desert, especial1 y i f thepre footish enough to 



travel by day. Thls rules supplement n l l l  help 4318 referee simulate the 
rlgws of h-avel through an arld environment, of wabr loss, and heat 
exhaustion and heat stroke. 

While the trek across the  de,& an foot Is the time for the referee 
to exercise the dstai led rules in The D e s w t  Environment, other elements 
of l-he adventure plot already lnfroduced should be conrinued. There 
are Dakaar Mineral forces In t h e  area, and they w j l  l be on the lookout for 
Jericorp fugitives from the abandoned crawler. If one or more Dakaar 
Minerals agents remaln undetected within the party, there may be added 
complf catlans from thls source. 

WEATHER AND CLIMATE 

WIth virtually no axlal tilt (a shade over 4 degrees), Tashrakaar 
does not have seasonal cllmate variations. Fui-thw-more, the lengths of 
day and night are always about equal, each lastlng about 14 hours. 
Since the adventurers are near the planers pole, the sun w l l  l appear to 
rl# in  the east, clrcle low across the southern end of the sky not tar 
above the hwizon, and set  in the west. The referee shauld keep this in 
mind while settlng up bal-tles where the posltlon of She sun might be 
Important. 

Daytime Temperatures In t h e  Deseri Frlnge average 30" In the day 
and f a l l  to around 10- or loss a t  nlght. In the northorn reaches of t h e  
Deep Desert, where most of th is  adventure w i l l  take place, daytlme 
temperatures range tram 35 to 45" i n  mid-af-ternoon and fal l  to 5 o r  10' 
a t  nlght. The temperature Is far more severe - reaching 90' or more - 
near the equator. 

Rain: Rainfall Is infrequent south of the coastal Bearpment, dally - 
north of It. The referee needn't m y  about rain slowlng up a deserl  
march. He may, if he wishes, introduce a rare, sudden flashflood if the 
adventurers are travel llng through the wadls of ths Desert Frlnge, This 
option is entirely a t  the retereets discretion and 1s described In detall in 
the cornpan ion volume, The Deswt Environment. 

Devilblows: A devil blow may be the result of a ro l l  on an encounter or 
event table, or the referee rltay choose t o  lntroducs an@ a t  h i s  own 
discretion. Devjlblows are a combination of sand and dust storms, with 
winds of hurricane fares, which sweep across tne desert from southeast 
to norhuest; Characters lnsIde wecrawlers are safe f r o m  these storms, 
though the referee may wlsh to sugg& danger to the players by 
describing the creaking and shuddering d meta l  walls, and the  sounds of 
150 kph sandblasts buffeting the hull. 

Characters outside an arecrawlw, frank1 y, have no chance of 
survlval unless they can find cover. (After all, nomads survive m m s ,  w 
there wouldnlt be any nomads 1efI-l. 

A devilblow will glve I D  hours warning of i ts  approach - the exact 
value known only to the referee. The warnlng wlll be a rlse in ttte wind, 
and the appearance of a low, black cloud on the southeast horlzon, led 
by an ewts blanket of sand Suspended a meter or so above t h e  desert 
floor. Characters caught in the open can t r y  to reach the shelter of a 



I crawler or an a i rka f i  (a iri'rafts an Tashrakaar are enclosed; they can nat 
I fly durlng a s t o r m ,  but  they can weatather I t  on the ground) or they can 

seek she!* among caves or rock outeropplngs. Fcr each 10 minutes 

i they search for such shelter, they should roll 20. (Each separmte group 
of characters can roll separaTel y). If they are in rough terrain, they will 
flnd suitable shel-ter on a roll of ID+. In very rough terrain, they wlll 
find safety on an 8.t. In open or dune terrain, They w l l l  flnd no cover; 

I theymy,hawever, tryburyingthemselvel inthesand.Thiswll lpr~ect  
them from the effects of the storm, but they must roll Endurance or less 
on 20 every 10 minutes to avold suffoca-lb~~ unless they have thelr own 
air supply along. 

I Characlws caught in +he open by a devilblow stiffer ZD damage 
paints every 10 minutes. The storm will last I D  hours. Maybe they'l l  
survive . . . . 

A t  least once each hour while the pa* is in the desert on M, 
the referee should roll 20 on the Encounter Table. The animals en- 
countered are descrl bed more fully in the sectton entitled Plants and 
Anlmals. 

ENCOUNTERS OM FOOT 

LOST crawler dfscovered Cd isegard if crawler a tready found 
earlier in the adventure; treat as 'No evanr), 
No event. 
Enemy In  pursuit- aidrafts or crawlers seen in distance. If 
approached, they are Dakaar Minerals vehicles searching #w 
party; party will no-f be seen unless they (or enemy agent 
among them) -tries to attract attention. 

10-11 Anjmalencounter-rdl2Dbelow. 
2 -8 Waterstore cactus 

9 Llel tdigger - n o t  found in dune country; treat as 'No 
even*. Warn in same form will be located nearby, 

10 ID seriks- not found wild In dune country; treat as 
Uo evanr. On roll of 9+, serlks are part of domesttc 
herd and are y uarded by nomad sentry. 

1 1 Sandstinger field. 
12 Grapp leweed. 

12 Speclalsvent-roll1Dbelovr. 
1 Unchartedaaterhole-onrotlofW,waterholewiltbe 

salty and undrinkable. 
2 Rising wind - n devllblow wlll b?gln in I D  hours. 
3 Flashflood - occurs on1 y In  wadis in Dese r t  Fringq 

otherwise treat  as 'No evenv. 
4-6 Duneraider encounter. 

Sooner or later, no matter whleh direction they ST art in, the 
p a ~ y  Is golng t o  run Into a band of Duneraldws, even 1) the referee  must 
juggle die rolls to make it happen. 

-47- 



The Duneraiders 

Hundreds of distinct bands of the nomads known as Duneraiders l ive 
within the desert and Desert Fringe of Tashrakaar. They are feared and 
hated by the inhabitants of the Polar Sea coastlands, upon whose 
caravans and outlaying villages they prey. 

GENERAL BACKGROUND 

The Duneraiders are descendants of various individuals and groups 
of people banished from the  civil ized enclaves along the coast across 
the centuries for crimes ranging from banditry and murder t o  differences 
i n  polit ical or religious thinking. They are organized into tribes which 
generally take The name of m e  prominant terrain feature near which 
they sometimes camp, such as lFinnacle Rocktt, tlGliStering Sands1!, or 
"Path of the Windtt. One t r ibe  generally consists of several score bands, 
with between 20 and 70 individuals - man, women, and children. About 
one th i rd  of this number w i l l  consist of warriors, men whose duty it is to 
defend the band, t o  find and secure water sources, t o  fight off intruders, 
and t o  plunder the tlWaterbearerslv - their name for the coastland 
dwellers. 

Most of the bands wander freely across both the Desert Fringe and 
the nci-thern reaches of the Deep DeserF, though each may have favorite 
campsites w water holes. A few are "Kerr-klerr hull (literally, "deep 
roots1*) bands who have been able 50 settle in an oasis or other si te which 



provides enough tor their needs that  they have given up t he  nomadlc 
Ilte. The nomadic tr lbes have an unseen and constantly shlwlng 
~l terr l twyt l  whlch general1 y conslsts of any land the trlbe lookouts can 
see and the  warriors defend. Tresspassers i n  this territory wlll be 
confronted and (depend lng on the tribe and on the circumstances) driven 
aff, killed, or welcomed as guests. K m - k l m  hu bands have hrritorles 
usually marked with rock pi les  or cliffside pictographs. SInce they see 
themselves as the careta kes of the water source they have s M l e d  near, 
they tend to be m e  hospitable - less likely to shoot f i rs t  and quedlon 
later- than the wllder nomadic bands. 

Although Tashrakaar is rated a t  a tech level of 7 ,  t he  desert 
nomads make do with a far more prlmltlve technology. Dunwalders carry 
a variwty of weapons, ranging from blade weapons t o  rlfles, pistols, and 
(occastonall y) submachine guns and autwlf les. Most weapons, ammun ftion, 
and other technological items come from raids on coast dweller 
seltlemernts or caravans. However, many anclavm carry on a profitable 
and vlgar~us t rade with the nomads desplte olficial protestations to the 
contrary. In recent years, Dunerafders are more and more frequently 
seen in large coastal settlemenk, especially In  Tashport, whew they 
trade jewelry, ornate1 y wrought silver daggers or cutlasses, and caravan 
booty tw weapons, hod, currency, and mmunltion. 

Vehicles (short of the monstrous and expensive orecrawlersl are 
notoriously unreliable in Tashrakaaran desert conditians and are 
unknown beyond the coastlands. The nomads have domesl-lcleated several 
specles of animats, and one of them - the swlk - Is used. m a bsast at 
burden, tor pulling wagons or dune sleds, and for ridlng. (It is 
not9worthy t h a t  even coast dwesllers rarely use motwi zed vehicles 
outside the  coasliands, and vast aqjoriiy of caravan wagons are pulted 
by serih) 

Which trlbe of Duneraiders the adventurers run into wlll depend 
largely on what direction the referee wants t h e  plot  to  move In. The 
Dalag-ah Suk are average hill-bandit Types who might be either 
dangerous or  hospltablej the referee can use them in any way he 
desires, The Gabadahk ar Krel! are nearty always bad news - religious 
fanatics who hate water-fat coas-ktanders, although it is pass1 ble To get 
on what little good side they have, The Tal len Zen are found only in the 
Deep Desert - usually In  the region near Chargas Canyon. They are 
q u l b  hospitable towards strangers and always willing to help passemby 
in dlst resr  

I t  t h e  Dunwaiders are first encountered while the advenhrrars are 
in thelr orecrawler, they are llkely trl be-ntries or otrtriders who wish 
to know who the strangers are and what' m&y are doing in t h e  t r i h g s  
territ-ory. They wI l  l accept g'rEfs of water and allow the strangers to pass 
- but  If they are Gabadahk ar Krell, they wll l be enraged H they see that 
the strangers have more than a canteenis worth of water &wed In one 
place, It is hard to te l l  what enraged Gabadahk ar Krell w l l l  do. 



Subsequent even% are up to The referee; they are unllltely t o  aWack ar) 
wecrawler - but they might follow It a? a distance and launch harrasslng 
attacks when the oppwtun l ty  presents itself, They w i l l  defi natel y 
a-ack m e n  in the open whom they bet leva have angered thelr gods. 

If the Duneraiders are encountered while the pa* is on foot, 
fairly strict laws of hospitalliy to strangers in distress apply - even for 
rellglous tanatlcs. The adventurers w l l  l be taken W the tri bds current 
campsite (whlch w El I be withln 20 kilometers of the encounter), glven food 
and drink, and questioned. In each case and Init ial  ro l l  is made on the 
Nomad ReacTIon Table, wlth subsequent rol ls for each ai-ternpt To wln 
Intormation, dlrect evens, or somehow confront their hosts. 

DUNIXAIDER TRIBES 

The adventurers may encounter one of several tribes during their 
wanderings on Tashrakaar. They are described in detail below, 

Each descriplbn includes a set of madiflers for u w  on the special 
reactlan table which follows this section. Die rol ls on this table may be 
modified by those factors whlch are appllcable, t o  determine In very 
genaral terms how t h e  tribe, a group of tribesmen, or an Individual w i l l  
react In an encounter with t h e  adventurers. 

Sane members of most  native tribes speak a dialect of the trade 
tongue (a corrupted f o r m  of Galanglic introduced by off-wwlders); the 
referee may blame rnlsunderstandings and the referee% own fall ure to 
pass along all pertinant Information to problems understanding the 
natlved th lck accenTs and sfranye words. 

DALAG-AH SUK 

This Is a large and wide-spread 3-1 be found throughout the Desert 
Fringe and Deep DeS$rT areas shown on Map 3. 

The Dalag-ah Suk are a comparltively peaceful people. Though 
they share with the other Duneralders an Inate suspicion of outsfders 
and will tlght to defend thelr twrjtory, they are generous with 
unt.hreatenlng skangers and lavbh with their hospltallty Soward 
I ndlviduals found swanded In the de=H. 

TheIr raids on caravans and vlltages have evolved Into a sysTem of 
1~taxatlon". Goods and currency are demanded in exchanged for 
"prdection", Usually, th is  offer Is genuine; armed bands will frequently 
acmpan y a caravan w hlc h pald its 1qax" t o  make sure no other nomad 
band molests It, and They have been known to &er slmllar protecTion to 
orecrawler crews. CFheir usual fee is 1 D r i f les or 1 automatic weapon, 
with 100 rounds of amnunltlon for each). They will laugh a t  The tlwaTer 
far '  coast dwellers, but bear them no Ill-will. 

Reaction Table Modifier% The referee should add up the fallowlrig DM5 
which apply In a gIven sltuatlon and apply them t o  rol ls on the Nomad 
Rgactlon Table. 



DALAG-AH SUK REACTlOM MODIFIERS 

Adventurers are bold and direct in their manner, 
appearing unafraid OW2 

I t  is known t h a t  adventurers have been attacked by 
Da kaar Minerals (whose men have commIlted several 
atrocltles agalnst Dalag-ah Suk to the eastl DM2 

Adventurers fired on natives before they themselves 
were attacked DM-3 

lnl t lal  ro l l  an Reaction table was 2-6 DPC2 
Adventurers accepted ini t ial  offer of 'protection' DMc3 

GABADAHK ARKRELL 

This t r ibe  makes up for what i t  lacks in size with sheer bad temper. 
The people are descendants of a religious cul t  driven out  ot the 
coastlands over two centuries ago. Their mythology retel ls thls history 
as an inspired exodus f r o m  wicked p e o p l e  doomed t o  judgement. Those 
wha seek t o  t'msddle with the life g i t t  of the  godstg (fee., put water in 
tanks, reservoirs, or pi pesl and who "hoard, fattening themselves to 
excess with the godst gifts" (i.e., storing water and drinking more than is 
seemly) are doomed t o  die a t  the hands of Shek-khoul - a deification of 
the  periodic desert devil blows- by being t ied up and left in t h e  path of 
an approaching storm. 

The t r ibe - unllke those with no religious pronouncements agalnst 
storing water - does not have a communal water "treasury" but relies on 
"gifts" o r  ltblessingsfl of the  gods - water holes, oases, and places where 
water can be drawn out  of the  sand through hollow reeds- t o  satisfy the 
water needs of each member of the community. Small water bott les - 
canteens, 1-l iter containers, and the llke - are permitted, but being 
caught with a large amount ot water (say, a sled piled high wlth 1-liter 
containers) would be considered blasphemy and worthy of death. 

Though hlghly skilled a t  finding water in the desert, the  tr ibe has 
never encountered a solar still. This bit  of t.echnology would appear as 
magic t o  Them, indicating that  the adventurers have some 5Mt of 
personal line to  the  water-givers. Properly staged (and assuming the 
tribesmen don't ki l l  the adventurers out of hand first), the creatlon of a 
solar st l l l  could xl impress the tr ibe t ha t  captured off-worlders would be 
released - a r  a t  least  spared. The adventurers should be allowed to  
think of th is  ploy tor themselves. Details for c o n ~ u c t l n g  a solar st l l l  
are described in  The Desert Environment. Slmilar results cannot be won 
by a fuslon st i l l  or other hlgh-tech means of gathering water; a solar 
s t l l l  Is so simple - no parts but a plastic sheet, a baw l ,  and a hole In the 
ground - i t  is obvlous tha t  there are no hidden tanks of water In the 
mechanism, which might be suspected when fusion equipment is used. 

Leadership of this t r l  be Is spllt between a chief and the  tr ibal Kah- 
lul, or shaman, who interprets the slgns and messages f r o m  Ahdah k (water) 
- the waTer-givers Often, the referee can simulaTe this divlsion of 



power by maklng two rol ls on the reaction table and having t h e  lower of 
the two represent the shamanfs opinions The difference between the 
shaman's rol l  and the normal rol l  can become a DM in suseqent reaction 
rolls, showing the shamants influence, 

Reaction Table Modifler3 The following DMs are made in r o l b  on the 
Nmad RescMon Table, when appllcable. 

GABADAHK AR KRELL REACTION WODlFlERS 

General modifler for bad attitude, always applled to 
Gabadahk ar Krell Reaction table rolls DW3 

Strangers are found with large supply of 'hoarded' 
waTer. For example, water is seen runnlng from hole 
In crawler's side, w found in airhaft fuel tanks Dm3 

Strangers open fire on natives without being aWacked 
first W 2  

Adventurers are found stealing water belonging to k i b e  
(Including personal wa?w of individuals, and water 
taken from adventurers when they were captured DM-4 

lnltlal ro l l  on Reaction table was 2-6 DM-3 
Adventurers make a gi* of their water supply t o  the 

trl be; tttls must be done in such a way tha t  it Is 
obviously a present, and not spoils of war - for 
example, the gWt is made of water the nomads donlt 
know about, such as the fuel reserves of an air/raf-t, 
o r  the water produced by a solar still OW1 

Adventurers prove their favor with the gods by building 
solar still, or by surviving belng left for Shek-khoul DM3 

TALLEN ZEN 

The Tallen ten are Kerr-klerr hu ("deep-rooted19, tha t  is, not 
nomadlc) wlth several secret community sites In the Deep Desert. One of 
these Is In Chargas Canyon, which is called Chu-ahr alla ahr Nund, or 
'Flace of the  Grey-Metal Cliffs'l. 



As caretakers of m d o r  water sources, the Tallen Zen feel an 
abllgation of hospitality Towards lost desert strangers. if the 
adventurers encounter these people while cmssing the dewrT on foot, 
they w l l l  be made welcome, given water, and cared fw. However, The 
t r ibe is caught up in crisis, for off-world &rangers hare moved into 
Chargas Canyon several days ago and Tatlen Zen warriors an guard were 
aWacked and killed. Many have Sled to another hidden oasls village, 
while a Pew warrlors remain hidden in the canyon, wdchlng, 

The adventurers may be able t o  learn much about Dakaar Mineral* 
actlv Wies if they ask the r igh t  questions at t h e  Tal len Zen, Warfbrs who 
have seen the intruders in Chargas Canyon can describe the rnslgnia 
painted on the sides of arecrawlers - fhe diamond-and-spaceship 
corpwate logo of Dakaar Minerals. They can tell the adventurers that 
there are three wecrawlers and a t  least thirty men In the canyon and 
t h a t  they seem to be searching fw srmreShing. 

A l l  In alI, the Tallen Zen are pwhaps the md civil ized of The 
Duneraidsrq though they can be susplclous af outsiders - espacIall y # 
they assaclate them with the intruders In thei r  hme canyon - they t rea t  
strangers well and might even be taiked into mounting an attack 
accompanied by the adventurers to drive the Dakaar Minerals people out 
of Chargascanyon. 

Reaction Table Maditiers: The following modifiers are applled when 
appropriate t o  any rolls on The m a d  Reactlon Table, 

TALLEN ZEN REACTION HODlFIERS 

Adventurers attack tribemen without being artacked 
f i rs t  w3 

Adventurers are pollte when they first meet tribesmen; 
when asked if they have water, tne adventursrs offer 
to sharer what they have W3 

The Wlbe learns that %a adventurws are enemies of 
the Dakaar Minerals people I they were seen fighting 
Dakaw crawlers or men) or they convince t h m  tri be 
that they are enemies of the intruders DM+2 

The adventurers suggesT an al llanee, a jolnt attack to 
drive the Irr-truders out  of the Challis Valley DM3 

I The referee shourd be gulded by the argurnen* and persuasions 
usad by the adventurers in thelr dealings with the Tallen Zen, It could 
be t h a t  an inltial low rol l  on The reaction table represents not hosttl ity, 
bul- disagreement or divlded opinion, whleh a later ro l l  (repreSeniing 
fui-ther argumentd eliminates. The Tallen Zen are unlikely to attack 
strangers unless they are 5trangly provoked (attacked flrst without 
cause) or unless they think The adventurers are working with the 
intruders In #wlr canyon home. There Is ample opportunity here fw a 
Oakaar agent - if there k Mi1 one unrecognized In the party - +Q stir 
up trouble and misundwstandlng; [l he Is unmasked by the adventurers, 



the dramatlc revelation Is l l  kely to swing the  nomads wholly to the side 
of the adventurers, leading ta an attack on the Dakaar Invaders. 

Results of 2 or 3 on tho reaclion table should be interpreted as 
argument rather  over hos-tl l i t y  - counsel by s o m e  of the t r ibal  leaders b 
abandon Chargas Canyon or To send the  a d v e n t u r m  on the% way or 
whatever. The advenkrers have I lWe  b fear from the Tall en Zen unless 
they provoke them. 

The referee should bear In mind t h a t  the adventurers w i l t  be 
unaware of the Tallen Zanls peacefullness. They should learn crf the 
hablts and dlsposltions of t h ~  tribes for themselves. 

NOMAD REACTIONS 

The modifiers above are applied to 2D rolls on the reaction table in 
a varlety of situations, A roll should be made the f i rs t  tlme the 
adventurers and tribesmen meet face to face. Rolls are also made 
whenevm the adventurers atfempt to persuade elthsr individuals in the 
trih or an entire tr ibe to do samethlng - whether i t  is to attack and 
enemy orecrawler or to  l e t  Thm live. The results should be freely 
Interpreted by the referee, based on the specWic situation. An 
extremely hostile response (roll 2 or 3) could be anything from angry 
shouting to a death sentence. The results are intended as general 
guidelines, rather than specif ic responses, 

NOMAD REACTIONS 

Die roll Result 

2 -3 Exh-emely hostlle. Strangers met far the f lrst t l m e  are 
attacked. Prisoners are ki l  led crulr1ght or left In t h e  desert 
w irhout water. Gues-is of tribe are ordered to leave a t  once 
and may be followed and attacked. Angry, possibly vlolent 
response to r q  uests or questions 

4 -6 Unfriendly, Strangers are warned ance t o  leave, attacked If 
warning is ignored. Prisoners will be t i ed  up, fwced t o  walk 
along behind guard on serl k. Suggestlons or requests of 
guests w i l l  be turned down cold, future requests rolled on 
th is table w i l l  have DM-3. 

7 - 9 Susplclous. Strrrngws may be warned ~ leave a- taken back 
to camp for questioning. Prisoners are closely guarded, and 
frequently questioned about why they are there and what 
they want, Suggestlons or requests of guests will be 
politely ignored, disregarded, or refused. Adventurers are 
thought by some to be in league with enemies. 

1 0+ Frlendl y. Strangers are welcomed as guests. Prisoners are 
freed on promise of good behav iw, or are we1 l treated In 
hopes of wlnnlng a ransom from someone in TashporT* 
Suggestions are carefully Ilst-ened t o  and valued, requests 
are granted i f  raasona bl e. Suggestions of alliance or mutual 
aid are positively recel ved, 



ATTACKING THE OFF-WMILDER INTRUDERS 
One possible climax for Duneraldem is an attack mounted against 

the Dakaar Minarals people operating fn Chargas Canyon. It should 
become obvious to the players during the course of the adventure that  
Dakaar Mineral's campaign against J~ericarp is an attempt to find 
something of Importance In this canyon which lles wlthin Jerlcorpls lease 
(see The Plot, in the section entlt led Wrapping Up the Advsnfure). The 
best possible rewlut ion of the adventure is for the pIayers to kick the 
Dakaar Minerals people out of the canyon with the help of the Tallen Zen 
and, with thei r  co-operation, to find for Jerlcorp whatever It is t h a t  
Dakaar Minerals has been looking for. 

An aeack against three orecrawlers by a handful d adventurers 
and a band ot Tech 6 warriors Is somewhat less than sane. However, the 
referee should contrive things so an a4tack could succeed, with 
patience, determination, and careful planning. 

The three wecrawlers will no t  be operating in the same area and 
cannot support one another. The Dakaar Minerals crewmen w i l l  no t  be 
particularly careful of thelr security. They w i l l  have senlries posted 
against the possi bll l t y  of native ai-lacks, but the adventurers should 
have numerous opportunities t o  sneak up on men working outslde the  
crawlers one by one, b overrun a crawler silting idle with Its hatches 
open, or to cap-ture an ai rhaf t  which lands In a remote area to take 
samples and Then use It as a Trojan Horse t o  sneak an armed par ty  into an 
unsuspectlng crawler far a sneak attack. The Tallen Zen warriors may 
launch a dlvejrsionary attack, may supply extra men and guns fw an 
assault, or may provide overwhelming firepower in a carefully staged 
canyon ambush. 

If  the advenSurers can capture one crawler, they have an Ideal 
opportunity To sneak up close h the oTher Two one at a time (perhaps by 
pretending rad to difficultled and knock them out before they know 
?heyare belng artacked. For an extra exciting finish, t h e  referee may 
allow the adventurers to use a caphred crawler to h k e  out one enemy 
crawler by surprise, but then be farced to duel to the death, oneon- 
one, with The last crawlar, warned by I t s  cmade before that  comrade 
was destroyed. 

The Dakaar Minerals men w l l l  not be pad-ftcularl y fanatical fighters. 
They are, affer all, mining engineers supported by a few corpora-te 
mercenaries and unwilling to f ight to the  death for the flnanclal securlty 
of their emplayer. If &wed a chance to surrender, they w i l l  do so - 
but only to  other off-worlders, tar they have a rabld fear of Duneraider 
"savages", If cwnered, unaware tha t  they are fightlng aft-worlders as 
well as Duneralders, they w i l l  f ight t o  the death; a favorite off-duSy 
pasttlme has long been the clrculatlon of Dunera lder atrocity skories - 
d-wies which have l i t t l e  basls In reality. 



Wrapping Up the Adventure 
THE PLOT 

while 
and 

Six months ago, a Jericwp orecrawler made spectacular discovery 
routinely surveying unexplored Chargas Canyon. There, an ancient 
long-va n lshed r iver laid down prlcesless treasure before 

Tashrakaarfs oceans d led - blllions of credits worth of platinum and 
iridium. Wlnd eroslon has exposed a cliff face whlch shows streaks of dull 
sl l vsr- grey rneta I. 

The Jericorp crawler commander who made the discovery knew 
betrer than to radlo the  find back to base, since r ival companies would 
be qulck to  steal the find, Instead, he set course direct1 y for base. He 
never got  there. 

Somehow, Dakaar Minerals go? word of the find and arranged an 
ambush. I t  Is quite possl ble tha t  a Dakaar agent was aboard the  Joricorp 
crawler. The crawler was destroyed, i ts  crew murdered, and the  news of 
i t s  discovery lost to  aIl but the Dakaar mercenaries who r i f led its logs 
and navigational computer, Dakaar Minerals knew that  a fabulously r ich 
platinum deposit had been found sanewhere in Chargas Canyon - a series 
of canyons and gulches covering hundreds of square kilometers in the 
Deep Desert within Jericorp's lease - bu t  not i ts  precise location. 

Garren Klessterhaven, the man in charge of Dakaar Minerals' oper- 
atlons on Tashrakaar, instituted a doubleheaded strategy t o  secure The 
platinum flnd for hls company. Dakaar Minerals crawlers began explorlng 
Chargas Canyon, searching for the cliffside deposit described in the 
Jericorp crawler's log. A natlve seWlement was discovered in one of the 
canyon branches and drlven off. Meanwhile, Dakaar Minerals began a 
campaign of covert warfare against Jericorp. If Jericorp w u l d  be for- 
ced t o  fw fe i t  Its government explaration lease (making the company miss 
I t s  month) y Cr 2,500,000 payment would suHlce), Klessterhavenls well- 
paid contacts within t h e  Tashrakaaran government would be able see 
that  Dakaar Mlnerals, adjacent t o  t h e  Jericorp lease, would be able to 
pick up the vacant lease and add t ha t  territory t o  i ts  own, thus maklng 
them the legal possesxlrs of the platinum when it was found, 

Dakaar Mlnerals almost succeeded. One Jerlcarp crawler was 
temporarily put out of actlon by sabofage by lnslde agents, Later, 
agents dressed as auneralders t o  mislead onlookers and terr l fy  Jericorp 
employees managed t o  destroy Jerlcorp's replacement crawls  as i t  was 
belng unloaded on the spacepm dock. Many Jericorp workers were 
frightened away, and It was certain t h a t  the emba+tled company could 
not hold out much longer. The lease payment was due in ten days, and 
Jericorp hadn't sent a crawler out tar weeks. 

Of  course, Klessterhaven could no3 have tareseen the Impact 
caused by t h e  arrlval of a Small group of space-wandering adventurers. 



THE COURSE OF THE ADVENTURE 

Duneralders is a relatlvely open-ended roleplaying adventure, 
one In which the characters can move In a number of directions. The 
referee must choose from all the diverse elements provided in this 
booklet and combine them into a coherent narrative. The arrangement 
which best cmbines the various plot elements in Duneraiders is  as 
follow. 

1. The adventurers take charge of security operations aboard the 
orecrawler. A plot to sabotage or attack the crawler shortly after it 
departs is thwarted. 

2. The lost Jericorp crawler is discovered in the desefi. Clues 
discovered aboard point to a find of great importance in Chargas Canyon. 
The decision is made t o  head for the canyon and see what is there. 

3. A Dakaar Minerals agent is uncovered among the Jericorp crewmen. 
This takes place either just before or during a fierce battle wlth enemy 
forces 

4. The crawler is badly damaged, either in battle or by an enemy agent, 
and the adventurers and crew are forced to abandon It; they discover 
tha t  the air/ra* have been sabotaged and are forced t o  set out on 
foot, knowing enemy forces are closing In. 

5. After a harrowing d e s e ~  crossing, the adventurers meet Tallen Zen 
nomads a t  an oasls. A second Dakaar Minerals agent makes himself known 
(a- is discovered while committing f u m a r  sabotage) and tr ies to ruin 
relations wlth the tribe. He is folled, and the adventurers strike a 
alliance wlth the natives t o  drive the outsiders from Chargas Canyon. 

6. A s k i l l f ~ l  series of coordinated aitacks drives off or captures the 
Dakaar Minerals people in the canyon. Soon thereafter, one of the 



adventurers notlces t h e  silver-grey sheen of metal on a weaThered 
cllffslde. Analysis shows t h e  rneTal to be platlnum, ptatPldlum, and 
Iridium, In q u a n t l t s  which will make Jerlcwp disgustingly wealthy, The 
adventurers strtke a bargain with their new-found Duneraldsr al tleq .?a 
Jericrop gets t he  platinum and  the Tatlen Z en  are allowed t o  tive in 
peace - perhaps as caretakers of t he  canyon fw Jericorp. 

RESOLVING THE ADVENTURE 

Complete success is won when the  adventurers manage t o  secure 
Chargas Can yon for Jericorp and discover the treasuretrove of platlnum 
there. T h e  adventurers' reward is up to the referee - anything from 
their original agreed-upon payment (which, under the circumstancss, 
would be rather shabby of Jericl), to  bonuses of hundreds of thousands of 
credits )or each characters and offers of future employment. 

Otttar outcomes are posl bte. The adventurers might never reach 
Chargas Canyon, but if they  plece  together various clues (the wadded-up 
paper aboard the lost crawler and Tallen Zen reports of off-worlders 
raldjng the l'glace of silver cllffs19, t h e y  may be able to form a good Idea 
of what is golng on and get that Information back b Jericorp base. Their 
trek amass the daserT to reach civilization, replete with Duneraider 
encounters along the way, would f o r m  the background of an exclting and 
satlsfylng ad venture. SImpl y survlvlng a desert crossing or thwarting 
t he  designs of an enemy saboteur would make a good adventure, though 
the plo t  mlght seem a bi t  Ineompleie. 

An unusual twls? can be played ou t  wlth the referee secretly 
agreeing wlth one of t h e  players tha t  the player's c h a r a c t e r  Is t h e  
Dakaar Minerals agent. They can work out the character's h i d o r y  and 
circumstances together, using the lnhrmation given for the possibly 
traitorous NPCs. This player would then secret1 y work against the other 
players, with +he referee determining how effective one side o r  the other 
is in the contest a n d  hand ling the interactions of hidden moves and 
secret plans by both. 

An even more unusual l w i s t  might find the players declding t~ sell. 
out  to Dakaar Mlnerals! In +his version, it is recommended t h a t  the Tall en 
Zen show up a t  thei r  canyon far an all-out ba+fle to the death with the 
intruders, one whlch could well bring down the sldes of the canyons In 
devsstati ny avalanches, bury lng forever the secret of the canyofls 
treasure. Variations include a double agenrs sell-0u.t for the sake of 
gaining more informailon, perhaps in a rald on Dakaar Minerals! local 
head q uarters. 

Enough mte r ia  t is prsenTed in Dunwalders for a creative and 
imaginative referee to come up with dozens of further advenhrre 
situations, either Instead of the passj bil ities above or as a continuation 
of them, teading into a long and complex campaign on Tashrakaar. The 
discovery of a r ich platfnum deposit could be the spark which Ignites all- 
out  open tradewar on Tashrakaar and In surrounding space, an w e n t  
cerraln to promise many hours of danger and excitement for Traveller 
adventurers who happen t o  be there! 



Mher supplments for use with Travelle@ 

LEES GUIDE" t o  Interstellar Adventure, Vol. 1 - $5.95 
From the journal of the famous galacl-ic traveller Admiral Aramais P. 

tee  come ten worlds far use with Travell& - each world keyed . with 
GDKs Spinward Marchesm and Solomani Rimw. Each of the worlds wesents a 
variety of unique adventure possi blitles, for the wmld, not a patron, 
creates the adventure situation. 

A PiloTs GuIder to the Drexllthar SubsecPw - $5.95 
Fram the navigational cornput* fitas of tho lmperium comes a 

detailed examination of a single subwc~or  of R e a v e s  Deep on the 
Imperial frontiers. Background is provided on the  Drexi lthar subsector 
and the Deep, and each world is explored in sufficient depth to be the 
settlng for more specific adventures, used w i t h  TravellerpD. 

Wanted: Adventurers- $5.95 
From t h e   ant ads of a starport news service come 20 short 

adventure situations for use with Travelleflb providing job opportunities 
that can lead to anything from a luxury cruise to  a mercenary 
expedition. Ideal for referees who need quick insplration or a way of 
en liven Ing an ongoing campaign. 

Startown Liberty - $5.95 
STai-town - t h e  rough and tumble district on any world where 

lravellers can tind anything from entertainment to the worst sorts d 
crime and corruption. Shrtown L1bwI-y is a collection of detailed 
encounter tables designed t o  generate interasti ng random encounter 
situations tar Travellfl, providing flavor, atmosphere, or even new 
adventures In the  back alleys and night spots of a "wretched hive of 
scum and villany"- Startawn. 

Gamefordd Travel lee S u p p w l  Products Order Form 

The Undersea Environment $5.95 
The Drenslaar Quest 56.95 
The Mountain Environment $5.95 
Ascent t o  Anekthor $5.95 
The Desert Environment 56.8 5 
D uneraldwsl $6.95 
LEE'S GUIDE t o  Interstellar Adventure, Volume I $5,95 
A PiIoYs Guide to  the Drexiithar S u b ~ c t o r  9 5.9 5 
Wanted: Adventurers $5.95 
Starbun Liberty 55.95 

Send to: Gamelords, Ltd. 
Subtotal 

186 1 6 Grosba k Terrace S a H  
Gaithersburg, MI 20879 Taxes 

Add $1.00 tor shipping and handllng 
(51 "50 for UPS - with money orders only). 
Maryland residents add 5% state sales tax. No cash p leas - money 
Plea.% allow 3 t o  4 weeks tor processing. orders or checks only. 



ENVtRONMEWS FOR ADVENTURE 

Explore the different environmen-ts w be found In the T r a v e l l d  
universe - In the WVIWMENTS series from Gamelords, Ltd. Designed by 
J. Andrew and W i l  liam Keith, the s r l e s  consists of pairs of books for each 

1 environment. The f i rs t  of each pair d e r r i  bes rules t o  slmulate the  living 
and travell ing conditions of each dwerent environment, and Includes 
equipment descriptions, events and encounters, and pbssible advenfure 
situations for each environment The second book i n  each palr is a full- 
length adventure, maklng use of rules and situations detailed in the 
rules book. Challenge your players to broaden their horizons and enter 

I The Undersea Environment- $5,95 
A Travelle@ supplement dealing with the particular problems found 

in an aquatic environment. Specific rules systems simulate underwa* 
activit ies and hazards, gear and equipment available for underwater use 
is detailed, and the referee is offered guider lnes for undarwater events 
and encounterk 

I 
The Drenslaar Quest - $6.95 

Adventure awalts on the watery world of Yarhfahl, as players 
a i f m p t  to dodge both hostlle farces and local seallfe in a race t o  
salvage a valuable cargo from Drenslaar, a sunken starfreighter. The 
Drenslaar Quest is a full-length adventure for Trrtvell&, making use of 
material presenTed In f he Undersea Envlronment. 

The Moun-hln Environment - 65.95 
A T r a v e l l d  supplement dealing wZth travel and survival in rugged 

higher altitudes, Included are rules for mountaineering, descriptions of 
I year and equipment, and guidel inesfor sewing up special events, 

encounters, and advenWres in rugged, mountainous terrain, 

Ascent to Anekihor - $5.95 
Players join a wealthy daredevil, Lady Sandra Lockhart, in a daring 

(and perhaps foolhardy) aj-ternpt on the peak of Anekthcr, the hlghest 
I mountain on The planet. Exciting high adventure tor Traveller*, this 
I book makes use of gu idel i n ~ s  presentad in The MounhIn Environment. 

I 
' The Desert  EnvironmenT- $6.95 

A ~ r a v e l l &  supplement describing the dangers of travel and 
problems of survival in a desert  climate. Included are rules designed t o  
simulate a l l  aspects of desert survival, descrlp-tions of gear and 
equipment available for such terrain, and yuidellnes for setting up 
speclal events, encounters, and aQventures on desert wbrlds, 

Duneraldersl - $6.95 
Riches, danger, and mystery lie within the arid wastes ot 

'Tashrakaar, a des& world peopled by the savage and enigmatic 
Duneraiders The players soon learn that desert nomads and demrk heat 
aren't t h e  only enemies they face when they find themsefves In the midst 
of a corporate war1 A full- length adventure for Travel I&, maklng use of 
mafwials presented in  The D e s e r t  EnvImment 

.... and m w e k  com!lelll 

http:Envlronment-$6.95
http:Envlronment-$5.95
http:Quest-$6.95
http:Environment-$5.95
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