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“Not Just A Job... An Adventure”

About 75 years after Virus ended the Final War and
brought about the total collapse of the Third Imperium, a
small group of worlds in the Old Expanses banded together,
called themselves the League of the New Dawn, and sent
out a dozen trading vessels to open peaceful
commerce with the neighboring planets in the [
Wilds. The 12 ships were instantly gobbled up,
their crews imprisoned, executed, or worse. Had |
even a few of them returned, history might have |
been different, but the total destruction of the
Dawn League’s first attempt at peaceful contact
had a profound effect. Within a short time, the
League had recast itself as the Reformation Coali-
tion, and was practicing a more forceful version of
diplomacy.

Captured ships and crews were rescued. Corrupt dicta-
tors suffered from punitive raids, and were sometimes
toppled. The growing industrial and technological base of the
Reformation Coalition was fed by artifacts recovered from the
Wilds and brought back to Coalition Space. These recovery
operations were coordinated by the Reformation Coalition
Exploratory Service (RCES), and fell into two categories:

Cold recoveries were those directed at derelict facilities,
such as dead orbital starports or now-uninhabited worlds
whose life support had failed, placing the population at the
fatal mercies of a hostile surface environment.

Hot recoveries, on the other hand, were directed at
inhabited worlds, and aimed to recover personnel, equip-
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ment, or information held by local forces. The reluctance of
local forces to part with these assets, of course, was what
made the operations “hot.” Hot recovery became the
signature operation of RCES, and troops soon developed a
slang term for it—Smash & Grab.

This adventure anthology is designed
to teach the referee and players every-
thing they need to know about smash-
and-grab operations (S&Gs). It does not
contain essays on tactics, standard oper-
ating procedures, targeting priorities, or
any of a number of useful features. (For
| these, players and referees are directed

to Path of Tears™: The Star Viking
Sourcebook.) Instead, Smash & Grab teaches by ex-
ample. Included are five representative missions, and
once the referee and players have played through all five
of them, there should be very little question as to how
future adventures such as these should be run. (And
player characters who survive all five will have become
veteran Star Vikings indeed!)




Note the interesting usage of the term “representative
missions.” One thing that should occur to the reader is how
different they all are. While some begin with the classic
meteoric assault that is a hallmark of S&Gs, others require
the characters to do some covert legwork first before they
get around to any serious smashing. This is as it should be.
The universeis a big place, and is governed by a few ground
rules:

* Inauniverse this big, there is a lot of stuff going on, and
you'll never figure it all out.

¢ Nothing is ever what it seems.

¢ There is nothing so complicated that it can’t become
even more complicated—and in a hurry.

e When they’re shooting at you, even simple things
become difficult.

* Never assume anything.

The upshot of all this is that no two situations, therefore
no two smash and grabs, are ever alike, and that means that
the best skill for a prospective Star Viking is flexibility. You
never know how you’ll have to solve the next operation.
Sometimes you still won’t know how even after the mission
is over.

The adventures in this collection are all set to spinward of
the Coalition, in either the Khulam or Promise subsectors of
Diaspora. This will be familiar territory for owners of Path of
Tears, but all the information necessary to run these
adventures is contained in this book and the Traveller®
basic rules book.

Each adventure begins with a referee’s abstract, which
explains the general course of the adventure to the referee.
This will give the referee enough of an overview to under-
stand the specific details of the adventure as they unfold.

Next, each adventure has a short introduction which
addresses the means by which player characters are as-
signed (or get tangled up with) this mission. The missions
themselves are designed to be equally accessible to serving
members of the RCES as well as the far more numerous (at
least in terms of player character vocation) free-lancers. This
section is open-ended enough that the adventures can
be runinany order desired and can beintegratedinto any
campaign run in Diaspora Sector. Referees can even
spread the adventures out over several months in a
campaign, running a smash-and-grab mission, then sev-
eral sessions of less dangerous adventuring, then another
smash and grab, etc.

The next section of the adventure is usually the player
hand-outs. These are intended to be photocopied and
given to the players as part of the briefing which follows.
Referees are specifically granted permission to photocopy
the handout pages for distribution to their players as part of
the mission briefing. Doing so will add a nice feeling of
formality to the briefing, and will lend focus to the players’
subsequent planning efforts.

The briefing itself is next, and we have actually scripted
the briefing so that the referee can read it verbatim. Our
experience is that this is easier on the referee than having
him or her make up the words of the briefer. Also, having a
script enables the referee to engage in some roleplaying,
and makes the briefing that much more real for players. We
have also provided NPC sketches of the briefers, even if they
don’tappear later in the story, to aid the referee in roleplay-
ing out this important part of the adventure. This, after all,
sets the stage for what follows later, and allows the referee
to bring these characters back as potential contacts for
future adventures.

Finally, the adventure itself is laid out, with all necessary
maps, diagrams, and NPCs integrated into the text where
they are most likely to be needed. Equipment used in the
adventure comes either from the Traveller basic rulebook,
or in the case of new equipment, is gathered in a separate
section at the back of the booklet for ease of continuing use.
This equipment is designed using the rules in Fire,
Fusion, & Steel: Traveller Technical Architecture, and
can serve as inspiration for referees and players to design
more equipment for their own campaigns, beyond being
used in the adventures contained here.

Even after you've played all five of the scenarios, Smash &
Grab can provide valuable material forfuture adventures. Allfive
of these worlds—Daaliisa, Isis, Lefiguura, Eloji, and Suudo—
will continue to figure in Coalition operations and politics.
And since the characters are now experts on these worlds,
having gained their experience the hard way, they stand to
be key players in any future developments. Most of the
surviving NPCs in this book will continue on in their roles,
and can serve as future allies or opponents to the player
characters. Smash-and-grab operations arejust thefirst step
in expanding an interstellar civilization; there are still boot-
strap, pacification, diplomatic, and trade operations to be
undertaken, not to mention the next round of smash and
grabs, and any assorted emergencies that might arise.
When these five adventures are concluded, they will have
been only the beginning.

Now hear this. Sorry to cut your vacation short, boys and girls. System control reports an
overdue intel bird, just a couple parsecs up. It’s probably nothing serious, but I told them we’d
have a look; they'd do the same for us. Strap in and stow your gear, we're heading out.
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Presumed destroyed. That s what they said of the Twelve that went out and never returned. A dozen ships
=== destroyed, over a hundred lives lost. Those men and women are all heroes now, and memorialized in dozens

e
L= _~| of shrines on worlds scattered throughout what we now call the Reformation Coalition. Yet one of those lives
/f‘/ | has aliving memorial—in my heart.
f Presume. That's sort of like assume, and you know what they say when you start assuming things. Wora

started trickling back that some crews were still alive. The ones we learned about were rescued. | now have
6 hope that one life continues, and one day will be rescued. With a little luck, | will be on that mission. . .




REFEREE'S ABSTRACT

Thisscenariois a bit different than the usual smash-and-grab
mission, in that it is more than just equipment the characters
will be going for. Indeed, the primary objective of this mission
is to recover a far more valuable asset: Hiver-trained personnel,
one of the 12 teams that the Coalition (when it was the Dawn
League) sent into the Wilds.

After receiving the mission briefing, the characters will have
to travel to the system of Isis. There they will have to avoid
detection by the TED's forces and land on the world. A brief
recon should be all that is required to establish that the
situation at the prison is as it was briefed.

Complications come in when the characters make the
assault. It seems that another group, a survivor group (TNE,
page 66), is interested in freeing the Coalition prisoners, and
by sheer coincidence are making their assault atthe same time,
The confusion caused by two teams trying a jailbreak at the
same time should prevent the initial success.

Believing that there will be a second assault, the TED
increases security at the prison. The characterswill not now be
able to succeed by themselves, and should seek the help of the
survivor group.

The survivors will be willing to help, but they will want
something in return.

What should follow is a second, coordinated assault on the
prison, the recovery of the prisoners’ far trader, and the
fulfillment of the characters’ obligation to the survivors.

INTRODUCTION

The adventure opensin orbit about a gas giant of the Davao/
Promise system. The character’s ship is docked to the Coalition
clipper Aube, which has been serving as a forward presence of
the Coalition in the Promise subsector of Diaspora.

Aube has been servicing the smaller Coalition vessels

working the subsector, as well as providing more firepower
and troops when and where needed. In a recent encounter
with a vampire ship, Aube suffered considerable damage.
Although still jump-capable, the ship’s meson gun is dis-
abled and several cargo modules have been damaged. If
the characters make an approach by small craft to Aube,
they will see swarms of technicians in vac suits conducting
EVA repairs on antennae, gun mounts, and other surface
fixtures.

The Davao system is uninhabited and seldom visited by
Cuild or Free Trader vessels, and so makes a reasonably private
forward base. Itis also inside the Reformation Coalition Primary
Area of Operations, soitis less likely to cause political problems
back home than would a more forward location.

Another vessel is docked with Aube as well, Itis a scout ship,
RCS Nightwatcher. The crew of the scout is on board Aube, and
the characters will shortly have a chance to meet them.

The characters are called in to a briefing on Aube. While
being one of the largest class of ships that the Coalition owns,
the clippers make maximum use of space, and there is not a
separate briefing room. Instead, the wardroom will fill this
function.

As the characters arrive, a steward is finishing clearing away
the remains of a meal, and a junior officer, Ensign “Emma”
Kitcheer, is setting up for the briefing. Shortly after the
characters arrive, the crew of Nightwatcher will enter the
wardroom. The characters will have a few minutes for conver-
sation with them or with Emma, Aube’s Communications
Officer, before the arrival of the Captain. Nightwatcher crew
will swap tales of the Wilds, but will not reveal anything about
the subject of the briefing beforehand.

The following five pages are the handouts given to the
players as part of the briefing. The referee should photocopy
these sheets and give them to the players.
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SINNER'S BRIEFING

Captain Cynta “Sinner” Lawter arrives, and she begins the
briefing.

“People, | have some extraordinary news, and amission that
most people on this vessel would kill to be a part of.

“Four months ago, we had the opportunity to interview the
Captain of the Wandering Star, one of the traders who works
in this region of the Wilds. During the interview, Captain
Ariwin Sam, who prefers to be called Trader Sam, revealed that
he had met with DLS Helios approximately one year ago. You
heard me right—Dawn League Ship Helios, one of the original
12 Dawn League ships, missing and presumed lost for well
over a year.

“Trader Samstated that they metin Docbo City on Tazmania.
Captain Kaul of Helios indicated that they were going to the
system at 3022, then believed to be called Asena. Trader Sam
advised Captain Kaul that other traders avoided landing on
that world, but Kaul seemed intent on landing there in the
hopes offinding replacementcomponentsfor Helios’”damaged
jump drive.

“What was Helios doing in Promise subsector? Its original
flight plan didn’t take it anywhere nearthere. Apparently Helios
experienced a major misjump incident, which left it in the
Tazmania system. The crew were able to make temporary
repairs, but Helios was incapable of anything beyond jump-1.
If you will consult your briefing folder, you will see from the star
chart of the Promise subsector that jump-1 capability confined
Helios to a cluster of four worlds: Tazmania, Orsk, Napiiresha,
and Asena, which we now know is called Isis.

“After much discussion between Kaul and Sam, the two
agreed to meet on Napiiresha a month later, but Helios never
showed up.

“Onthe basis of Trader Sam’sinformation, | sent Nightwatcher
to investigate. | will let its crew brief you on that mission and
what they discovered. Full House, do you want to take over
here?”

Captain James “Full House” Roger begins his brief:

“Our flight path was from Davao to the 530-053 system
(3027), Vahana system (2926), Lot system (2925), Napiiresha
(3023), and then Isis (3022). We refueled at gas giants all the
way, although we did ground ship at Napiiresha to see if there
was any word on Helios. No luck. The government there is
tribal, the tech level is really low, and the locals are petrified of
anyone oranything from astarship. Remember that all of these
worlds are rightin the the express lane of what the Free Traders
call the Vampire Highway. We didn‘t see any vampires going
out or coming back, but we may have just been lucky.

“Our next jump actually brought usinto the system at 3022,
Since we had enough fuel to jump out of system in an
emergency, we entered near the mainworld of the system. We
learned later that this world is named Isis. After a passive sensor
search of the area did not reveal any vampires, we proceeded
to the world.

“Isis is over 5000 kilometers in diameter. It has a small chunk
of rock in orbit about 40,000 kilometers out. The atmosphere

is thin without taint, so atmospheric conditions presented no
problems for landing. The world was not broadcasting a
landing beacon, so we just dusted in a big clearing in some
ruins on the eastern shore of the largest sea. These ruins were
just north of the largest city, which we correctly guessed was
the capital. We made a couple quick scans from orbit goingin
and coming back out, and
we've put together a compos-
ite planetary map from the im-
agery. You'llfind itin your brief-
ing folder. We've marked the
landing site for you as well.

“For a description of the con-
ditions on the world, | will turn
the brief over to ‘Curry.””

Doctor Drahmet “Curry”
Frahtori begins to speak:

“By our estimation, the Isis
yearis463.5 standard dayslong.
Isis is currently at its closest
approach to the sun, which
putsitinitssummerphase. The
region you will be working in
has an average daytime high of
38° Celsius. The average night-
time low is —34° Celsius. The
40-hourday and the thin atmo-
sphere combine to produce this
wide temperature range.

“Most of the clear terrain is
used for agriculture. Fromwhat ; /
we have observed IofliF their James “Full House* Roger
methods are very primitive and Captain of RCS Nightwatcher
labor intensive. In our estima-
tion, most of the populace is
involved in agriculture, and it is
probably barely feeding all the
inhabitants of the world.

“The observed general tech
level is about 3. Some locals
have electric power, but this is
usually water or steam turbine |
generated and very limited.
There is evidence of relics, but
mostly in the realm of military
hardware, but “Graything” will

Cynta “Sinner” Lawter
Captain of RCS Aube

Dr. Drahmet “Cuny” Frahtori

tell you about that a little later. @ remnant who was resaued by
“From talking to the locals  and later joined the aew
and observing the military’s of RCS Nightwatcher

technology, there is unques-
tionably a TED on this world. We learned from the locals that
there is a single leader on the world named Joseph Beres who
calls himself a Duke. His propaganda literature claims lineage
back to the Third Imperium.

“The law level is extremely high. None of the citizens can
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possess any weapons. On one
occasion, we observed workers
"8 returning their tools to an issue

4 point.Also, anyone who travels

¥ beyondtheirhome region must
have travel papers. We had to
move carefully because the
TED's forces make regular pa-
trols and have checkpoints
along most roads.

“The roads on Isis are crude,

- Ma;'qr Ciaffum. generally just wide dirt trails

‘Graything” Greyling — through the countryside. This

Nightwatcher’s ground ;p,icates that Isis had a higher
tactics specialist

tech level before the Collapse,
and the inhabitants are adjusting to having to travel on the
ground. Most people walk, but the Isans have domesticated a
herbivore and use it for riding or pulling wagons.

“I am sure we've all heard the phrase ‘re-inventing the
wheel.” Well, these people have had to rediscover the art of
wheelwrighting. From the scarcity of wheels, | would say that
it is still a rare art on Isis.

“The common people of Isis wear simple outfits consisting
of trousers and a belted tunic. For outer wear, they wear coats
made from felted material. All are made of natural fibers. The
supply department has produced some native outfits for your
team. They are loose fitting, so it will fit over standard issue
body sleeves easily enough.

“The common people are generally reluctant to speak to
strangers. However, you will be able to find those who are
willing to exchange information or sell information for food or
drink. We were able to obtain most of our information from a
group of survivors living in the ruins north of the city of Starkar.

“Now foradescription of military matters, Iwill turn the brief
over to ‘Graything."”

Major Clallum “Graything” Greyling, moves to the speaker’s
position.

"“As Curry has mentioned, the survivorsin the ruins were very
cooperative. We met with one group led by Nathan Stano.
When we asked about any starships landing there, a woman
who had recently joined the group recalled having seen a ship
like ours descending toward the ruins of the airport. The
woman, Dilkia Summers, offered to act as our guide while we
were on Isis.

“On our way to the airport, we passed the ruins of the
starport. It had numerous craters, and our radiation counters
were picking up levels slightly above background. It isn't
dangerous for short periods of time, but | wouldn’t spend too
much time there. The only ships we saw there were twisted
hulks, some of which looked like they had flown into the
ground at full thrust.

“At the airport we found Helfios. From what we could
observe, she was sitting on a stretch of unbroken runway. The
TED has had a work force build a wall, which looked like it was
made up primarily of rubble, around the ship. Work was in
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progress on a second, similar wall on a patch of runway
adjacent to Helios’enclosure. We believe that they are con-
structing this second enclosure for their SDB, which “Rami”
will brief you on shortly.

“If you will turn your attention to screen 2, you will see an
overhead shot of the site. We have included a hard copy of this
map in your briefing folder labeled ‘Airport Ruins Map.” In the
southeast comer, there is an intact hangar. This is the site
guard'’s base of operations. It seems to be used for quarters,
maintenance, and command. You can barely make out aradio
antenna just to the west of this building.

“The structure just to the west of that appears to be a
recently built dwelling. At first, we thought this was the site
commander’s house. However, its occupant was dressed
differently than the soldiers at the site, and was always
accompanied by a guard, We observed him entering Helios, so
we have concluded that he is some type of technician studying
the ship.

“The only other structure near Helios is a foundation with
a few standing walls and a lot of rubble. We believe it was
once the terminal building. The work camp is about a
kilometer to the northwest of the site. There are four guards
there when the workers are in camp, and it is uncertain
whether they would leave to join a firefight if you were to get
involved in one.

“By ourestimation, there are 24 troops at this site—all armed
with primitive firearms of local manufacture. The survivors
gave us one of the weapons, which they had captured. These
are Smm assault rifles, and clearly are not of local origin.

“The troops appear to work in altemating shifts of 10 hours
each. The 40-hour day means that each “shift” works one
daylight stretch and one night stretch. One shiftis on guard at
any time, and oneisresting. There is always one guard posted
at each corner of Helios’ enclosure. When not guarding them
at camp, four guards watch the workers on site. The remaining
four include the shift supervisor, an assistant leader, and a
couple gofers.

“Once we knew where Helios was, our next objective was to
find out if the crew was alive, and if so, where they were
located. Dilkia suggested that important prisoners were kept
in the old Imperial Prison which is located north of the old
starport.

“There is a community about a kilometer southeast of the
prison where the off-duty guards and their dependents live,
and it has the usual collection of support and service establish-
ments nearby. In one of these, a drunken guard revealed that
our people actually are kept in the prison.

“The prison is located in the ruins, but near the edge of
them. Itmay have been abandoned once, butisin use again.
There is a new building on the south side of the prison wall.
Judging from the mound of coal, we believe the smokestack,
and the wires running to the prison, provides power to the
prison.

“The small building just to the west of it would seem to be
the main entrance to the prison, as the walls themselves have



no break in them. From the vantage point we had, we could
see into the yard itself. There appears to be only one building
inside. It seems unlikely that this one building houses all the
prisoners at this facility. Therefore, we believe that this facility
has underground cells.

“There are five guard towers, one at each of the corners.
These have spotlights suspended from the bottom. Only one
guard mans each tower, and they appear to be armed with
assault rifles.

“The guards here also work 10-hour shifts. Each morning, a
new section arrives at the prison and relieves the previous day’s
section. We counted 30 guards in the oncoming duty section,
sothere are probably about 15 on duty at any time. There were
also several workers who arrived in civilian clothes.

“The off-shift guards probably are quartered in the core
building for easy access to the prison yard and down to the cell
levels. Therefore, your best approach might be through the
main entrance. With any luck, you should be able to bottle the
off-shift guards up with only one or two personnel.

“You shouldn’t count on finding keys to the cells, so you
should probably carry some explosives with you. If you don‘t
have any explosives in your ship’s locker, talk to Rooster down
in supply. Sinner has authorized the issue of whatever you
need, within reason,

“Now, let me take a couple of minutes to talk about what
you really want to know about—what sort of goods this TED
has. We observed a group of grav vehicles pass us while we
were by the old starport. There were six vehicles in the group.
Five of the vehicles were G-carriers, but they didn’t have any
plasma cradle guns on them. That's the good news. The bad
news is that the sixth vehicle was a TL-13 grav tank.

“We asked our guide and several other people that we met,
and no one could recall ever having seen more than those
vehicles. If you are lucky, they may be all the grav equipment
the TED has left. You might consider taking something to use
against the vehicles, because the TED may feel that the
prisoners and/or Helios are important enough to commit these
vehicles to action.

“We were concerned that, if they had grav vehicles, they
might have battle dress as well. Again we questioned our host,
and, after having great difficulty getting her to understand
what we meant, we learned that there are some on the world.
However, they are pretty scarce. Dilkia told us that the people
who wore that type of armor are called “Scarlet Knights” and
usually work alone. THey are apparently itinerant enforcers of
the Duke’s will, and have some pretty fancy firepower. Since
these “Knights” travel across the world, we believe that the
armor is probably no more than unpowered combat armor,
and probably at a TL consistent with the observed relic
technology, which is about 12,

“Again, from talking to people we leamed that the troops in
the G-carriers also carry the assault rifle, but the G-carriers
themselves still have an operational machinegun on them.
However, you shouldn’t rule out the possibility that the G-carrier
troops may have higher tech weapons, but limited ammo supply

causes them to use the common
weapon most of the time.

“Now I will let “Rami” tellyou
about the biggest problem we
ran into.

The last speaker of the brief-
ing, Ramus Rami Gadsby.

“Initially, we were not sure
about the second wall that __
was being constructed at the /8-
airport, but we suspected that e
there might be anol::hersh'lp in  Ramus "Rami® Gadsby
the system. As previously men- Nightwatcher’s
tioned, we did not detect any electronics officer
ship as we made our approach to Isis, even though we were
primarily looking for vampires.

“Anyway, having seen the wall, we attempted to be a bit
more cautious when leaving the world. Full House putusin a
parking orbit above Starkar so we could get some orbital
photos of the airport and prison sites.

“At 1407 Universal Ship Time, just as we finished our photo
recon, we started to pick up a trace of something moving away
from the moon. We worked the contact for awhile, but
remained on passive. We didn’t want to give our position away
if it had not already acquired us.

“At 1443 UST, we had a lock on the contact, and started the
classification process. By 1457 UST, we had the contact
classified as a Shukugan-class Sig-Delt. At this time, we were
ready to move out to the jump point.

“At 1529, just after we had finished thrusting to give
Nightwatcher an outward vector, the contact lit up. However,
it was not operating an active EMS like we would expect from
an SDB of that class. Instead, it was operating a radar which we
were able to classify asa planetary defense radar. By its strength, we
estimated its short range as being about 30,000 kilometers.

“At 1546, a second trace appeared in the vicinity of the first
contact. Although the Shukugan was not equipped with a
small craft, we didn’t rule out the possibility that the contact
had launched one. However, we believed that the contact had
probably launched a missile at us. Nightwatcher did not have
a large enough angle relative to the missile’s vector to try to
out-turn it. So, our options were to try to evade or outrun the
missile, neither of which promised much success. The Captain
chose to increase our velocity toward the jump point. In the
meantime, we went active trying to acquire the missile.

“Our gunner fired several shots at the SDB, and was itching
togetashot at the missile, butwe nevermanaged a targetlock.

“At 1621, the missile detonated. We are not sure why, but
wewere not hit by even one of the missile’slasers, and the EMP
effectively broke any target lock they may have had.

“By 1637, weintercepted a radio transmission from the SDB
reporting to the world that ‘the intruder had been destroyed.’

“Not wishing to correct its error, and cause the SDB to shoot
at us again, we powered down the power plant and let

momentum carry us to the jump point.




“During our encounter with the SDB, we were not hit at
all by their lasers. Whether this means that they are not
functioning or they have no skilled laser gunners, we can’t
be sure.

“And on a similar note, that they fired only one missile is
not an indication that they have no more. Since missiles are
a rare relic out in the Wilds, the SDB may have been
unwilling to commit more than one at a time.

“This ship could be very dangerous; be wary of it.

“Now, Sinner has a few more words for you.”

Sinner returns to the front of the wardroom.

“Since the condition of Helios was unknown, Nightwatcher's
mission was reconnaissance only. There wouldn’t have been
enough room on Nightwatcherto bring the whole crew back
anyway, so if they would have been unable to recover and
use Helios, there’d be some stranded people out there and
a very alert TED. They did the right thing—they came back
and reported, so that a formal mission could be prepared
and launched.

“Right now, I've got about 80 Marines on board who
would trade useful parts of their anatomy to drop on Isis and
spring our people out of that hole. If we weren‘t half shot to
pieces, that’s just where we'd be headed right now. I'd
probably find an excuse to climb in one of the those drop
capsules myself. But that’s not going to happen. Aubeis too
valuable an asset to risk that far away from Coalition Space
while it's this banged up. As it is, | should have pulled her
back to Nike Nimbus two weeks ago, but we still have two
mission teams out there counting on us being here at the
rendezvous point.

“So it's your mission, people, and | sure wish | was going
with you. Your primary objective is to rescue the crew of
Helios. If in your estimation you can recover Helios herself,
then that is your secondary objective, but do not let it
endanger your primary. Your ship’s large enough to carry
everyone in the event you cannot get the ship. Anything you
need to make this happen, let me know, and if we’ve got it,
it’s yours.

“When you enter the system, you will want to avoid
detection to prevent complications on the ground. Depend-
ing on how much noise you make dirtside, you may want to
avoid detection on the way out. While you are larger than
Nightwatcher, an SDB, even a relic in poor condition, can
cause a lot of damage.

“Are there any questions? No? Then good luck and bring
our people home!”

TRAVEL

From Davao, the characters will have to make five jumps
to reach Isis. This trip should be relatively uneventful.
However, if this scenario is being worked into a campaign,
the referee may wish to give the usual amount of attention
to this journey. This does not have to be anything as
dramatic as a vampire, just a little something to let them
know that they are travelling through the Wilds.



As briefed, it would be a good idea
for the characters to refuel their ship
at Napiiresha (3023/Promise) before
jumping to Isis. This would leave a
jumpworth of fuelin theirtanksupon |
arrival. When jumping into a poten-
tially hostile system, it is always good |
to keep one’s options open. How- |
ever, if the characters expend too
many G-hours maneuvering to avoid
the SDB (see below), they may end
up cutting into the jump fuel, which |
would then require refueling before |
leaving the system. A

ARRIVAL ‘

As soon as the characters emerge |
in the Isis system, they should get
down to the world’s surface as soon
as possible. However, they want to
get there undetected, which may |= =
not be an easy matter. The SDB |
which attacked Nightwatchermakes |
regular patrols around Isis. Its job is |
to keep unwanted ships from the |
surface or to warn the Duke if one | {Unarmed
manages to get by. At the referee’s (I = Oth
option, the SDB might be currently |
on the surface for maintenance,
which would initially make the char-
acters’ mission easier.

The characters will probably want
to land in the same relative area as
Nightwatcher did, which is the ruins
north of Starkar. There are several
groups of survivors (see TNE, page - Heart
66) in the ruins. The group that [ helpa
Nightwatcher dealt with is led by
Nathan Stano. If the characters at-
tempt to retrace Nightwatcher's
path, let them meet up with
Nathan’s group, who will again pro-
vide a guide, if requested.

RECON

Afterlanding and perhaps meeting
with Nathan’s band, the characters
should travel to the prison area and
perform a reconnaissance to verify conditions are as described
in the briefing. The referee can make the trip to the prison site
as easy or difficult as desired. However, most of the travelling
will be through the ruins. The Duke’s forces do not regularly
patrol in the ruins. They only make the occasional raids against
the survivors, but otherwise tend to avoid the ruins.

The reconnaissance of the prison site will reveal that the

situation remains almost as described by Graything. Ruined
buildings surround the prison on all sides, but none come
any closer to the prison walls than 150 meters. If the
characters watch at night, they will notice that each tower
has only one light functioning, and that the lights do not
overlap. There is also a radio antenna fixed to the tower

nearest the power building.




PRISON

The following description of the prison is not general
knowledge and can only be learned if the characters get inside
the prison or speak to someone who has been inside. Finding
a person who has been inside and is willing to tell about it is an
Impossible: Streetwise task.

Walls: The inner layer of the prison’s wall is a half-meter of
reinforced concrete which is eight meters high. The outer layer
is packed dirt sloping up to the top of the concrete wall.

Guard Towers: The guard towers rise 28 meters above the
prison yard. The pedestal walls are 0.2-meter-thick reinforced
concrete (AV 8). Inside the pedestal is a spiral staircase leading
up to the guard room at the top. The tower does not have an
opening at the yard level. Instead, the staircase leads down to
thefirstunderground level where a separatetunnelleads tothe
core., It takes one minute (12 combat turns) towalk up or down
this staircase.

The guard room is six meters across. The room has windows
around its entire circumference. Outside of the room is a one-
meter balconywith ametal railing. Suspended undemeath the
platform are two spotlights. The guard can position these from
inside the room, however, they have remained in a fixed
position to cover most of the yard with only one bulb per
tower. The tower nearest the power station has a radio. All
guard towers have afield telephone connected to the sergeant
of the guard’s post.

Power Station: A cinder block building (AV 9) which
contains the following areas:

1. Generator Room: Houses a steam turbine generator. All
power to the prison is fed through a breaker in this room and
out to the nearest guard tower,

2. Boiler Room: The boiler occupies most of this room. A coal
bunker is in the corner, A wooden door opens to the outside
to allow restocking the bunker. There is usually one civilian
worker in here stoking the furnace.

3. Maintenance Room: There is a workbench and an
assortment of mechanical tools here. This room also holds
a stacked set of bunks, a small table, and two chairs, The
“engineer” works here, but this room also serves as his
home. The stokers have the same work rotation as the
guards, but only two work each day. One will put a shiftin
the boiler room, and the other can rest or sleep in the extra
bunk. The stokers have never been inside the prison, but the
engineer has. Additionally, there are charts of the prison in
the maintenance room.

Access Control Building: A concrete structure (AV 9)
containing the following areas:

1. Transfer Area: An area sealed off by a security door (AV 5).

A lift shaft and spiral staircase lead down to the tunnel to the
cell blocks. The lift does work, but it is slow, taking 45 seconds
(nine combat turns) to go up or down. A person can walk up
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or down the stairs to the tunnel in 30 seconds (six combat
turns). If the person is trying to move stealthily, double the
time.

2. Storage: A large room formerly used to hold prisoner
possessions. Now used for general storage.

3. Reception Area: This area has a metal desk for the front
guard. This guard has keys for the security door to the transfer
area. The desk guard is the only one who stands watch in this
area. He has an old field telephone which is wired to the post
of the sergeant of the watch. This area has a wire reinforced
window to the front of the building.

Core Building: A reinforced concrete building (AV 10)
containing the following:

1. Surgery: A simple surgical suite.

2. Scrub Room: An area for the surgery team to scrub.

3. Women’s Ward: An open ward with eight beds. Curtains
can be used to isolate individual beds.

4. Men’s Ward: Similar to women's ward.

5. Waiting Area: Part of this area has been partitioned off for
the resident physician. There are eight metal and plastic seats
in this room, If an inmate is here, there will be a guard in this
area. The physician only works 12 hours each day. Thereis a
medic on duty at all times. The physician and medics have
been throughout the prison.

6. Kitchen: Meals are prepared here for the prisoners and the
guards. The guards eat in the mess hall. Prisoner meals are
taken to themin their cells. Meals are passed through aslotinto
the guard mess hall. One cook works each day. One other
person assists him and takes the meals to the prison levels. The
cook only travels through the first underground level to get to
the core building. The assistants travel throughout the prison,
except to the guard towers.

7. Guard Mess Hall: A place for guards to eat.

8. Sergeant of the Guard’s Quarters: A private roomshared by
the section sergeant of the guard and his two assistants. There
is usually one person asleep in this room.

9. Guard Lounge: A place for the guards to relax. 1D6 guards
will be in this room most of the time.

10. Armory: When not on watch, the guards keep their
weapons in this room. There are also 10 shotguns with 100
rounds of buckshot each here. The sergeant of the watch and
his assistants each have a key to the armory.

11. Guard Bunkroom: 30 bunks are in this area. This area also
has bathrooms and showers.

12. Transfer Area: This area has a lift shaft and a spiral staircase
leading down to level one of the underground portion of the
prison. A person takes 30 seconds (six combat turns) to walk
up ordown the stairs. Prisoners are only brought up to this level
to goto medical orto see the warden, Asecurity doorseparates
the medical area from the guard/admin area.

13. Records Room: A storage area holding records and
cleaning supplies.

14. Admin Office: Asmall office for prison administration. This
room has a field telephone connected to the sergeant of the
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guard’s post. During daylight hours, one civilian works here.
The civilian only travels to and from this area and is not familiar
with the cell blocks.

15. Warden’s Office: Similar to 14 above, but richly ap-
pointed and reserved for the warden’s use.

16. Warden’s Lounge: A living and dining area for use by the
warden.

17. Warden’s Quarters: The warden’s bedroom and bath-
room. The current warden, Anju Nogen, only uses this area if
his work requires him to spend long hours here, which it
usually does not. Anju has a house at the guard community.

18. Examination Area: This area contains three separate
examination tables segregated by curtains.

19. Diesel Generator: A small diesel-powered generator is in
this building. It is a reserve power supply in the event of main
power failure. It has a fuel supply for 20 hours. A guard must
enter this building to start the generator. The output of this
generator is sufficient for the prison’s lights only. This genera-
tor has not been well maintained and may not start. If anyone
attempts to start the generator, roll 1D20; on 15+, the
generator will not start. If the generator fails to start, it is a
Formidable: Mechanic task to get it operational again.

Level 1 Underground: This is the uppermost level of the
prison’s underground portion. It contains the following:

1. Tunnels to Towers: Tunnels lead from this corridor to the
base of each of the guard towers.

2. Shaft to Cells: This area has a lift shaft and a spiral staircase
which leads down to each of the cell levels below. The lift takes
30 seconds (six combat turns) to travel to each level. Walking
takes 20 seconds (four combat tumns).

3. Shaft to Core Building: Connects to area 12 of the core
building.

4. Shaft to Access Control: Connects to area 1 of the access
control building.

5. Shaft to Towers: The spiral staircase goes up through the
tower pedestal to the guard tower. Only one is illustrated, but
is typical of all.

6. Rebel Tunnel: This is how Marissa’s group enters the prison
inits effort to free Helios' crew. The tunnel leads 230 meters to
the a sub-basement of a ruined structure. The group has been
working for months clearing this tunnel. They have used a
strong solvent to weaken the wall lining the tunnel.

Cell Blocks: There are five levels of cell blocks below the first
underground level.

The bottom-most is submerged in water, being below the
local water table. Although the prison does have electricity,
and could operate the pumps to clear this level, there are two
reasons the engineer does not pump out this level: First, the
prisoner load is not heavy enough to warrant it, and the water
here serves as a well for the prison’s water supply. Itis easier to
pumpwhat the prison and boiler need out than try to de-water
the whole level.

Actually, only the upper two cell blocks have prisoners.
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Important political prisoners are kept in the upper level. The
crew of Helios are in the next level down. Helios crew are the
only prisoners on that level, but eachisin an individual cell and
widely separated from the other crewmembers.

Details of the cell blocks are as follows:

Cells: The cells are 3 meters by 3 meters by 2.75 meters high.
Each cell has two bunks, stacked, a toilet, sink, and shower
area. The bunk frames are made of a heavy, molded plastic.
The walls between cells are solid concrete, but there are 2.5
centimeter steel bars (AV 5) across the open end. The locks
used to be electronic, but the power is not as reliable as it used
to be, therefore each occupied cell has a chain and lock
securing the door. The cell at the end of each bay has a solid
door with a small, barred window. A heavy hasp has been
welded to the front of this door. This cell is used for solitary
confinement.

Cell Bays: There are four cell bays on each level, one in each
of the four cardinal directions. Each bay has a total of 25 cells,

Access Area: The central area on each level. The lift shaft and
spiral staircase open to the north on each level.

Guard Station; Each occupied level has a guard station on the
east side of the lift shaft. The station on the upper-most
occupied level is manned by the sergeant of the guard. It has
an old field telephone which has lines connecting it to each of
the towers, the access control building, the core building, and
the other guard station. Each level also has one roving guard
who makes regular rounds of each of the cell bays and reports
to the guard post. The guard at this station has the keys to all
the cells locked in his desk. The only key this guard has on him
isthe one to the key drawer. The sergeant of the guard has two
keys to the security doors, one he always keeps, and one he
checks out as necessary.

Prison Conditions: The prison interior is lit by electric bulbs.
However, to avoid putting too much of a load on the
generator, they are used sparingly in some places. This gives
many areas of the prison a dark and gloomy aspect. The halls
of the cell blocks are well lit, but the cells themselves have
no lights.

For heat, the engineer has rigged a system of steam heat
down to the cell levels. The radiators are fastened to the
ceiling of the cell bay halls. This heating is barely adequate
against the cold of the night. The overall effect is a damp,
chilly environment. Prisoners are provided with heavy cloth-
ing and blankets.

Steam frequently escapes the pipes at the relief valves,
producing a fog in the area of the particular valve. The core
building uses electric heat.

Prison Guards: The guards in the prison are Novice NPCs.
They have no armor and are armed with assault rifles. The
guards in the cell blocks have nightsticks instead of firearms.
Each shift has 15 guards on watch: one in the access-control
building, two each on the two occupied levels, one in each of
the five towers, and five as a central reserve usually in the
guard’s lounge. Of the off-shift guards, five to 10 are usually
sleeping.
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INITIAL ASSAULT

There are primarily two ways to enter the prison: over the
wall or through the access building. Whichever way the
characters choose is acceptable to the scenario.

If the characters choose to go over the wall, their assault
should be made under the cover of darkness. Their biggest
obstacle will be the lights on the guard towers. These could be
shot out. If shot from a reasonably long range with a silenced
weapon, the guard will probably believe that the bulb just
blew out; after all, the bulbs are relics and their supply is limited
and old. The guard will reportit, and expect thatit will be replaced
the following day. With the light out, the characters can carefully
approach and climb the wall without being noticed.

Climbing the wall from the outside is not a problem. The
walls were designed to keep people inside, not outside. A
grapple and line is all that is needed to lower the characters to
the ground level. With one of the lights out, they can make it
all the way to the core building with very little chance of being
discovered. Once they have forced their way into the core
building, they will have alerted the remainder of the guard
section quartered there, but the guards will require five
combat turns to get armed. Thatis, unless the characters reach
the armory and prevent that beforehand. Once they have
dealt with the guards in the core building, they will only have
the guards on post to contend with.,

Of course they may elect to go in with guns blazing. If they
elect that route, the remainder of the guard section in the core
building will be alerted, armed, and ready for action by the
time the characters reach the core building.

Once the characters are inside the core building, half of the
guards in the towers will proceed to the firstunderground level
to assist with the defense there. Also, if the off-duty guards are
alerted, which they probably will be once the assault has
started, they will arrive at the prison 10 minutes (120 combat
turns) later. Half of these guards will cordon off the prison, and
half will attempt to enter through the access building to assist
the guards inside.

The characters can prevent the alerting of the off-duty
guards by cutting power to the prison, destroying the an-
tenna, or incapacitating the guard in that tower. Destroying
the radio itself would work, but short of destroying the tower,
this is impossible unless the characters were able to get up
inside the tower. However, if they could get that far without
raising an alarm, why not just release the prisoners and leave
just as quietly? (Of course they don’t know that the survivors
will be making enough noise to raise the alarm.) Anything that
could destroy the tower would be noticeable enough in the
community to raise the alarm,

Entering the prison through the access building might be a
bit easier, The characters will only have to overcome the one
guard on post there.

If they approach at night, there are two lights outside the
front of the access-control building, a light over the door of the
power station, and one illuminating the coal yard in back. If
more than one of these bulbs are extinguished at a time, it will
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be noticed. Cutting the power will darken the lights around the
access-control building, butthe ones around the power station are
fed directly from that building. The referee will have to determine
thedifficulty of the characters’ approach and theirchances of being
observed based on the characters’ plan of approach.

If they approach by day, they will be spotted and challenged
by one of the tower guards shortly after they get clear of the
surrounding ruins. If the characters ignore the challenge, the
guard will alert the sergeant of the guard and then issue a
second challenge. If the characters pass within 100 meters, the
guard will open fire on the characters.

However, the characters might be able to slip in during the
daily deliveries. Each day a wagon brings food and supplies to
the prison. Since its arrival time is irregular, the access-control
guard has to call in for a working party to come for the food.
The wagon is open-topped, but a tarp covers its cargo.

Another delivery’s arrival time is regular: coal. Two wagons
of coal arrive each afternoon and are added to the pile behind
the power station. The beds of the coal wagons are open-
topped, but they have closed sides. The wagons have a rig
which allows the contents to be dumped out rather than
manually removed. If dumped out with the coal, the charac-
ters should go through the power building before rushing the
access-control building.

In either case, the characters should be able to get inside the
access-control building before the guard there has had a
chance to react. Of course there is a good chance that the off-
duty guards will be alerted by the tower guard with the radio.
However, the characters may be counting on getting in and
out before these guards can react.

Once inside the access-control building, they would be able
to subdue the guard and get the keys to the security door.
From there they can get down to the first underground level
without any problem.

No matter which way the characters enter, complications
arise when Marissa’s group begins its assault (see sidebar on
page 24). The referee should have this assault start shortly after
the characters arrive on the first underground level.

Marissa’s assault begins with an explosion which blows the
remaining portion of the tunnel wall inward. Then Marissa, a
lieutenant, and 20 of her warriors will enter the tunnel and split
up. The lieutenant and a team of five warriors will head for the
access-control building to neutralize the guard there, and
cover that entrance. Marissa’s team will head for the central
area where the shafts are. The plan upon reaching that point
is for eight warriors to keep the off-watch guards from coming
down, and eight to descend to the cell blocks, neutralize the
guards, and free the prisoners.

However, it is at about this point where they will encounter
the characters, and will assume they are prison guards. Once
Marissa’s team has taken five or more casualties, she will order
a withdrawal, By this time, the real prison guards should be
starting their counter-attack. If the characters have dispatched
all the guards above them, there are still the guards down
below. If the referee wantsto bring in the off-duty guards, and the

characters have thought to take out the radio, perhaps one of the
guards or prison staff fires a flare pistol to alert those guards.

Any or all of these factors will make it more difficult for the
characters to achieve their objectives. In all actuality, because
of unforeseen complications, this assault should fail.

If the characters notice that the prison yard is large enough
to land their ship in, they may want toflyin, free the prisoners,
and fly away. They should, however, realize that they will
consequently have to leave some characters on the ship to
guard itwhile the rest are inside freeing the prisoners. If theystill
insist on using this method, they could, in the confusion, get their
ship captured. Also, once alerted that there is a second shipon the
world, the TED's forces, induding the SDB, will be looking for it.

FINDING MARISSA'S GROUP

After getting clear of the prison, it is unlikely that the
characters will want to go back to Aube empty-handed.
However, they should realize that with the increased security,
they are unlikely to succeed without help.

Once they have analyzed the situation, they should realize
that the other group they faced was not the prison guards, and
if found, could probably help them. Fortunately, there are
several ways to find the group.

The easiest (and recommended) way is for Marissa’s group
to “find” them. Marissa could realize during the combat that
the group they are fighting is not the guards, especially when
the guards start arriving and shooting at both groups. She
might have her warriors cease firing at and try talking with the
characters to get them to stop firing. Of course, it should be too
late to get the prisoners out, but she can offer the characters
an escape route through the tunnel. Once everyone is in the
tunnel, Marissa will set off a second charge to seal the tunnel
against pursuers. Then, the characters will have the opportu-
nity to travel back to Marissa’s camp and negotiate with her.

There are other ways to locate Marissa's group. Once the
characters are clear of the prison and have lost or neutralized
any pursuers they can try tracking Marissa’s group as they
withdraw fromthe prison site. Of course, the characters should
be careful in their approach, as Marissa will tend to interpret
any pursuit as hostile.

The characters might try to use their passive EMS array to
locate camps within the ruins. However, this would require
placing their ship in a parking orbit above the ruins, and
potentially exposing themselves to the SDB. The larger camps
will show up as heat sources against the cold background of
the ruins. Five camps may be found with a Difficult: Sensors
task; one is Nathan’s camp, one is Marissa’s camp, there are
two other camps not previously contacted, and there is one of
the Duke’s forts at the northeast edge of the ruins shown on
the area map. Since the orbital view cannot tell which iswhich,
the characters will have to travel to each to find which is
Marissa’s. If they have contacted Nathan’s group, they will
know that that camp belongs to his group.

The characters might try asking at any farmsthat are near the
ruins, reasoning that the survivors probably trade relics for
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food and other goods. On the area map, the open spaces are
almost entirely covered with farms. Marissa’s group does
trade, but the farmers do notknow where her groupis located.
The characters may wait for Marissa’s group to come to trade
again. To keep from getting trapped, the trading parties from
the survivors do not have a regular schedule. However, one
partywill leave the ruinsfour days after the assault on the prison
for cloth and medical supplies. The characters must take into
consideration the Duke's security when travelling to farms.
They will have to avoid patrols and checkpoints.
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The characters may decide to ask a group they know about
Marissa’s group. If they have not already contacted Nathan’s
group, they may consider doing so now. If they have already
contacted it, they could return and talk to Nathan. Nathan
Stano knows that Marissa’s group is the only one large enough
to attempt the prison break. Dilkia also knows thisinformation,
and will offer to guide the characters to the camp (f the
characters were already using Dilkia as a guide, they will not
need to return to Nathan's camp).

There may be other methods that the characters can




conceive of that are not listed here. The referee will have to
determine the merits and dangers of each. Of the ones listed,
having the group withdraw from the prison with Marissa’s
group or having Dilkia lead them to Marissa are the easiest.

MEETING THE SURVIVORS

Once the characters leam where Marissa’s group is, they
should try to contactit. Marissa’s reaction to the characters will
be guarded and a bit adverse at first. Thisis especially true if the
characters caused several casualties to her raiding party.
However, if the characters reveal that they are off-worlders and
have come to rescue their fellows, she will become more co-
operative,

Marissa will eventually offer the assistance of her warriors,
but she wants something in return: She wants the characters
to use their technologically advanced weaponry to help
change the government of Isis. If the characters balk at that,
Marissa will accept a compromise. She wants the gravtank and

G-carriers destroyed, and her group
provided with advanced weaponry,
ammunition, amor, and communica-
tions.

More importantly, Marissa wants
the promise of Coalition help in orga-
nizing an active resistance to the vam-
pire fleet that periodically visits the
world. She can provide timetables of
arrivals and departures and approxi-
mate ship strengths, but needs the
help of a power with interstellar war-
ships to have a chance.

The charactérsmust agree to at least
)| these terms or Marissa will not co-
operate. But this is exactly the sort of
operation that the Coalition is most
interested in getting involved in, so
there should be little hesitation on the
part of the players. They are not in a
position to formally commit Coalition
resources, of course, but they can at
least explain the Coalition and prom-
ise to do everything in their power.

INCREASED
SECURITY

After the initial assault on the prison,
the Duke will increase security there.
He will commit two of his House
| Cavalry’s G-carriers with their troops
to the prison. In addition, he will order
troops to increase the number of pa-
trols they make through the area. (The
fort’s commander, however, not will-
ing to lose any more men to the ruins,
will interpret the orders loosely and
only have patrols made around the ruins.)

If the characters decide to wait out the Duke, he will
eventually step down the increased security. If a month goes
by with no further attempts on the prison, he will recall the G-
carriers and their troops. He will replace them with 30 Line
Troops (page 31) for an extended period. The extra patrols will
also be stopped; the troops needed to make them having been
sent to the prison to increase security there,

FREEDOM AT LAST

The second assault on the prison should have less confusion
than the first. The actual details of this assault will depend on
what the characters work out with Marissa’s group. However,
Marissa’s warriors are probably better suited to creating
diversions, keeping the off-duty section away from the prison
and engaging the regular guards. The characters can then
concentrate on neutralizing the high-tech equipment.

If the characters do any planning at all, they will probably
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succeed. If the characters choose not to get assistance from
Marissa’s group, they will probably be overwhelmed by the
numbers of troops and guards at the prison. If they are not
killed in the attempt, they will also be incarcerated at the
prison.

If the PCs treated Marissa’s group at least fairly, then she may
have her warriors assist in the assault. Of course, any such
assistance will not be coordinated with the characters’ efforts.
This may still allow the characters to succeed, but there will
probably be more casualties in both the PCs’ and Marissa’s
groups.

If the PCs made no attempt to contact Marissa’s group, or
dealt unfairly with them, they will not help the characters at all.
However, the referee still has an option for providing the PCs
with some unsolicited assistance. The referee could have
Nathan’s group provide supportin the assault. Of course, with
fewer warriors, the chance of failure is greater, Again, lack of
coordination will bring greater casualties.

When they free Helios' crew, they will discover that Helios'
engineer is not among them. Once they are safely away from
the prison, Captain Kaul will tell the characters that the
engineer is working for the TED, but she does not know where
he is. Captain Kaul will insist on at least looking to see if Helios
can be recovered.

RECOVERING THE SHIP

While they may be stubborn, arrogant, greedy, and have a
host of other faults, TEDs are not inherently stupid. The Duke
will reason that once Helios’ crew is out of prison, they will
attempt to recover the ship. Accordingly, he will station the
other three G-carriers and their troops at the airport. If either
of the G-carriers survived the second prison assault, they will
also be stationed at the airport with any surviving troops.
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Although the grav tank will remain at the capital with the Duke,
it will be powered up and ready to go at a moment’s notice.

One G-carrier will be positioned in front of the enclosure
holding Helios, and another will be positioned behind it. The
guards that were previously posted at the airport will still stand
at the posts where they were previously. The troops that come
with the G-carriers will make regular patrols around the
perimeter of the site.

Although they have Captain Kaul’s crew with them, the
characters will probably want some additional help with this
action. If asked, Nathan will offer help. If they have had
Marissa’s help already, she will offer continued support. If they
seek her help at this time, Marissa will then make her request
(page 25).

Once the assault has begun, two things will happen. First,
the engineer will subdue his guard, take the guard’s weapon,
and attempt to reach Helios. Second, the Duke will be alerted
by radio from the airport that they are being attacked. Each G-
carrier has a radio, as does the site’s headquarters. The Duke
will immediately dispatch the grav tank to the site for addi-
tional defense. The grav tank will arrive at the airport 10
minutes (120 combat turns) after being alerted. Since the
combat is not likely to last that long, the grav tank will arrive
as the characters are cleaning up pockets of resistance and/or
getting Helios started.

It will take about 20 minutes to get Helios started. Then
someone with engineering skill could possibly crash-start the
power plant; in fact, they will have to in order to get Helios up
in 20 minutes. However, Helios' engineer has disabled the
power plant to prevent someone from taking it. Whoever is
attempting to start the power plant will fail the first attempt.

If the PC (or NPC if “Dead Eye” is doing the work) thinks to
check for obvious problems, several disconnected cables will
be immediately obvious. Furtherinvestigation will reveal other
easily repaired problems. All of this and the second attempt at
a crash-start will consume the 20 minutes. If “Moon Man”
made it to Helios, he will not be trusted to start the power plant
or cooperate by telling how he has disabled it. If left un-
guarded, he will do whatever he can to prevent Helios from
leaving.

However, by that time, the grav tank will arrive. It has orders
not to shoot the starship unless it attempts to lift. The
commander, however, will try to bluff the characters into
leaving the ship and/or engage any characters remaining
outside the ship. The characters should realize that the tank’s
fusion gun can do major damage against the ship. The ship’s
lasers can do major damage to the grav tank, even through its
front armor, However, they first have to have power, and then
they have to hit the tank,

Eventually, the tank will have to be dealt with. If Helios tries
to lift, the tank will attack it. The tank will pursue the ship until
it outdistances the tank or the ship leaves the atmosphere. If
thecharactersheeded Graything’sadmonishment, they should
have weapons to attack the tank, unless they squandered
them on the G-carriers.
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Once the power plantis on-line and the tank has been dealt
with, Helios can leave, The Helios’ crew will then transport the
characters to their ship. Captain Kaul and her crew will offer to
assist the characters in fulfilling their obligation to Marissa.

CHANGING THE GOVERNMENT

The characters may have already accomplished this. The
Duke, in his rage, will personally command the grav tankin its
defense of the airport. If the Helios’ crew are monitoring radio
transmissions from the tank, they will recognize the Duke’s
voice. The tank is also flying the Duke’s banner. If they
destroyed the tank, the Duke may have been killed. If they
disabled the tank, the Duke may have survived and can be
captured.

If the referee wishes to extend the characters’ adventures on
Isis, he could leave the Duke back at the capital when the grav
tank goes to the defense of the airport. Then the referee will
have to work out the details of the characters’ attempt to
unseat the Duke and his defense.

In either case, once the Duke is defeated, another person
must take over the rule of the world. Marissa is probably a good

person for this role. Setting up a new government takes some
work, some of which may require character participation, if
they are willing.

EPILOGUE: FoLLOW-upP

If the characters receive Marissa’s support and provide the
support she requested in return, they will have gone a long
way toward bringing Isis back into the interstellar commu-
nity.

If the characters make the agreement, receive Marissa’s
help, and then renege on their end of the bargain, the
Coalition will eventually have to expend a lot of extra effort,
and probably a few lives to bring Isis into the fold. Even if the
characters are not directly implicated in this cost, news of it
should reach them, and it should weigh on their conscience.

If the Duke’s rule was toppled, there are a lot of things which
can be done on Isis, many of which are material for adventure:

There are sure to be a few generals who feel they can wrest
power back from the Coalition-supported government. Some
troops may choose not to support the new govemment and
resort to banditry.

There are the many problems associated with setting up a
new government and getting it into smooth running order.

There is the airport site, which with a little work, can be
transformed into a class “E” or even a class “D" starport.

The ruins are full of relics, most of which are inoperable.
However, with knowledge and tools, many of them can be
repaired, some for use on this world, some to be sent back to
the Coalition.

Knowledge and relics can be used to improve the agricul-
tural methods of the farmers, increasing crop output and
reducing labor required for farming. This will make it easier
for the farmers to feed the populace, and there should be
enough surplus for off-world trade. Also, the excess workers
can be trained in other skills that will improve the life-style
of the Isans. .

Most importantly, however, there is a vampire fleet coming
back, and the Isans have less than a year to prepare for its
return. When it comes, it will have to be defeated, perhaps by
the Coalition Navy, perhaps by a Trojan Horse commando
team disguised as new “slaves,” perhaps by a combination of
both means. Ifitis not defeated, itwill be able to exact aterrible
toll on the inhabitants of Isis,

Many of these ideas can provide a starting point for further
adventures for the PCs should they choose to return to Isis and
help with its recovery.

If they succeeded in at least their primary mission, the
characters should be suitably rewarded for ajobwell done, and
given appropriate campaign ribbons and/or medals. Charac-
terswhich were wounded should receive a Purple Heart. if they
also recover Helios, Sinner will be very pleased and will give the
characters a week of R & R on Promise and the reasonable
cooperation of Aubé’s Supply Officer. If they have changed the
government of Isis, they will have made many lasting friends

on that world.
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REFEREE'S NOTES ON ISIS

Isis in 1200: X34576D-3 Ag.

This world was known as Asena before the Collapse (3022/
Diaspora C354855-C). It was not a very remarkable world,
lying off of the xboat route that passed through Orsk onitsway
to the core. It never had a starport above class C, and its
population of 100 million was a long way away from making
Asena a high-population world. In fact, Asena did not qualify
for any trade modifiers.

As the Rebellion changed the fate of so many worlds, it
changed Asena’s as well. With its breathable atmosphere and
its reasonable amount of water, the world became more
desirable as Hard Times set in. Ex-Duke Starkar Beres returned
to this, his homeworld, to begin a bid for control of the
subsector. He brought with him forces from the Union of
Promise and Skerrit Adan’s Regulars. With this and the support
of Solomani sympathizers, he began to win control of this
world.

His efforts were not without opposition, however. The pro-
Imperial citizens of the world managed to hire several merce-
nary groups to help them in their fight against Beres. These
forces might have succeeded if it had not been for the
Collapse.

The Collapse cut all off-world logistic support for the pro-
Imperial mercenaries. Eventually, all these mercenary groups
were destroyed or scattered, and Beres gained control of the
world. He promptly renamed it Isis in honor of the Solomani
sympathizers who had supported him for so long.

By 1140, the war for control of Asena, and the effects of the
Collapse, reduced its population to S0 million, half of its pre-
war population. However, the conditions of the world would
support this population, so once Beres gained control, the
population stabilized, and actually began to grow again.

In 1150, control of Isis passed to Nolan Beres, Starkar’s oldest
son.

In 1173, the world was visited for the first time by a vampire
fleet. The controlling intelligence of the fleet contacted Beres
and, after a convincing demonstration of power, demanded
that he tum over people to serve asmaintenance parties on the
ships of the fleet. In return, the fleet delivered a number of
high-tech weapons (5mm assault rifles) and ammunition to
solidify his rule.

This contact began a new era in Isan history. Before contact
by the vampire fleet, central control was becoming gradually
less restrictive as Beres’ means of enforcing his edicts dwindled
for lack of spare parts and ammunition. To retain power,
compromises with farmers and local city and town represen-
tatives were becoming the rule rather than the exception.

After the fleet contact, however, Beres' power was reas-
serted with a vengeance, and was now coupled with periodic
slave roundups for delivery to the fleet.

In 1195, power passed to Joseph Beres, Nolan’s oldest son.

The fleet has returned at regular intervals since its original
visit. There will be an eight-month interval between visits
followed by a two-year interval, as Isis is not in the center of its
normal back-and-forth flight pattem. The nextvisitis expected




in seven standard months, and Beres plans to turn over the
crew of Helios to it when it comes, anticipating a special reward
for such highly trained slaves.

Current Situation

Duke Joseph has big problems. The citizens of the western
province are in open rebellion against his rule. He will not
commit his high-tech forcesto deal with the problem, because
he feels they are all that is keeping the citizens in the capital
region from rising up against him. Indeed, there are survivors
living in the ruins who oppose his rule. The Duke’s forces have
been unable to eliminate them, partly from inexperience,
partly from fear of the ruins.

He had hoped to use the weapons of Helios against the rebels
in the west, but Helios’ gunners will not co-operate with him.
To make matters worse, Helios' Captain has a code lock on the
computer, so the Duke cannot even fly the ship. However, the
Duke did succeed in suboming Helios’ engineer into getting
the SDB's power plant working again. The Duke feels this gives
him a measure of defense against off-world intrusion, He keeps
the rest of Helios’ crew in captivity, intending to deliver them
to the vampire fleet when it next visits in return for more
powerful weaponry to deal with the rebels.

Duke joseph Beres is the
grandson of Starkar Beres, who
gained control of thisworld just
before the Collapse. Starkar
maintained a claim of Duke-
dom, which he passed on to his
son, who passed it on to Jo-
seph.

Joseph was schooled in the
exclusive Academy ofthe Tech-
nical Priesthood (TNE, page 94).
He knows how to operate the

Duke Joseph Beres
high-tech devices with which he retains control over Isis.

Initiative: 3

UPP: 453756-0-F

Skills and Assets: Armed Martial Arts (Large Blade) 5, Slug
Rifle 8, Unarmed Martial Arts 6, Energy Artillery 6, Pilot
(Interface/Grav) 6, Guard/Hunting Beast 5, Riding 5, Swim-
ming 5, Observation 9, Willpower 8, Communications 6,
Computer 7, Electronics 6, Act/Bluff 9, Galanglic 16, Instruc-
tion 7, Leadership 11, Persuasion 7

Motivation:

Diamond Queen: Joseph has a lust for the power that was
given to him, and will do almost anything to keep it.

Diamond 9: Joseph enjoys the perquisites that his power
brings to him,

Government Characteristics
Corruption: Moderate
Talent: High
Cruelty: Moderate
Aggression: Moderate
Paranoia/Xenophobia: High

Armed Forces
Total Personnel: 225,000
Wet Navy: 11,000 manning 22 combatant vessels,
all TL-3
Space Force: 500 manning one SDB and
maintenance facilities
Ground Forces: 213,500
6 division equivalents of militia (Novice, TL-3)
3 division equivalents of line troops (Novice, TL-3/7)
1 division equivalent of elite troops (Novice/
Experienced, TL-7+)
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silk. I've heard that some low-tech worlds use a natural fiber like that to make their parachutes. Me, | prefer some nice
durable synthetic material. Of course some folks think I'm crazy anyway for jumping out of a perfectly good starship, sowhat
difference does it make what my ‘chute is made of? But, you know, for some reason, we still call it silk. It’s like the Purple

Heart. Where did it come from, and who's that guy on the front? Who knows?
— Coalition Marine Sergeant Borga, just before Operation Cosmic Fire

Recorded by Correspondent Gabrielle Diabla
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REFEREE'S ABSTRACT

This is supposed to be a routine smash-and-grab raid, but
then aren’t they all? Intelligence has leamed of an functioning
pre-Collapse database. The Coalition believes that if this
database could be recovered intact, it could significantly help
the Coalition’s cause in this subsector, possibly in the entire
region. Of course where there is a computer, there could be
Virus, and the Coalition is not ruling out that possibility.

However, the recon mission could notobtain any substantial
amount of information about the site. Therefore, Aubée's
Captain has elected to use a heavier force than might other-
wise be necessary in a similar situation. As it turns out, it may
not be enough.

The forces defending the database are not the typical,
conscripted, low-morale troops that fill a TED’s barracks.
Instead, they are well armed, well armored, and well trained,
and should give the Coalition a serious fight. There is also
anotherfactor that makes them quite disconcerting—they are
not human. Furthermore, they are not the pastoral Chirpers
the Coalition was led to expect.

The first part of the assault is conducted by jump troops
dropping to the surface and securing a landing zone for the
ship’s modular cutter. The cutter carries additional troops and
an important passenger, a Hiver computer expert who will
examine the database for signs of Virus.

The computer is the ship’s computer on a downed Droyne
cruiser, the Umptys. The computer is infected, and has named
itself Umptysdayu, but has been providing some beneficial
services to its charges, and through a “priest,” the rest of the
world. This may cause some interesting ethical questionsinthe
minds of some of the player characters.

INTRODUCTION

It is possible to work this adventure into a campaign that is
currently under way.

If the campaign is an ongoing RCES campaign, getting the
regular characters involved can be as simple a matter as
ordering them along on the mission. Beyond this type of
campaign, however, the difficulties increase. Basically, the
characters will fall into one of two groups: those who have a
ship to use, and those who do not. While it might seem that
characters without ships should be more common than those
with, one must remember that the characters discussed here
are player characters. Therefore, they are above the ordinary,
and probably have a ship.

if the characters do not have a ship, they could have been
recruited by the RCES to perform some function on the
mission. In this case, the referee should review the characters’
skills and decide which skills they are to be recruited for.

An interesting possibility for the referee to use is to make the
characters part of the team embarked on Fire Lord. While the
main thrust of the adventure does not deal with this, enough
information can be derived from the text to provide an
abundance of adventure opportunities. If the referee is feeling
particularly fiendish, and the character party is composed of

only two to four characters, they could be left on Daaliisa as the
forward observer team. This team would have to find its way
across to the island and avoid detection for the two to three
weeks that it would take for Fire Lord to get to Muni and Aube
to return. Of course, the answer to why they don’t make
contact with Aube is entirely up to the referee.

Characters with a ship will be a little harder to work into this
scenario. There is always the part about the Coalition owning
a part of their ship, but referees may prefer to have the
characters partake in this scenario willingly.

The main problem with characters with a ship is that most
characters will not want to leave their ship and go jump out of
another ship. Therefore, the referee will have to provide some
use for the ship. In the brief, several uses for additional vessels
are mentioned, and the characters with their ship can fill one
of these roles, which provide adventure possibilities in their
own right.

Of course, if the referee wants to get the charactersinvolved
in the main part of the adventure, a malfunction could occur
on the modular cutter which cannot be quickly repaired. This
would leave the characters’ ship to carry the Hiver computer
expert and the additional troops to the landing zone. In this
case, the referee may want to adjust the action so that most of
the defense and/or counterattacks occur after the ship arrives
at the landing zone.

Any of these options will require the referee to get the
characters to Daaliisa with Aube and with theintent of assisting
in the assault. How this is done will depend largely on the
overall context of the campaign, and is best left to the referee
running that campaign.

To be involved with a significant part of the action of this
scenario, the characters should be Coalition Marines, and
preferably jump troops. However, Aube has been operating in
the Wilds for several months and has suffered casualties along
the way. Each platoon is understrength by as much as a
dozen troopers, and so any character with combat experi-
ence will be included in the mission. Non-Marine characters
may be spread out among Marine squads, but if they are
used to working together will more likely be organized as a
team or squad of their own. Characters with the necessary
skills will be included in the first platoon and will be part of
the assault drop.

Other roles also offer a number of opportunities for action.
The characters could be part of the crew of the modular cutter.
They could be part of the additional troop contingent that is
on-board the cutter, or perhaps technicians tasked to accom-
pany the Hiver. Some non-combat skills which might be useful
dirtside include Communication, Electronics, Linguistics, Navi-
gation, and Mechanic. Characters with high assets in any of
these skills might be asked to participate in the raid. If any
characters understand Chirper, their services may be required
as an interpreter,

Players who generate characters to be part of the Marine
detachment should remember that there are only five officers
in the detachment, and only one of those will be in the drop.
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Most Marine characters should be enlisted. Members of the
jump platoon should have Environment Suit assets of 11 or
higher. A high Initiative is also desirable, as the battle dress will
lower Initiative.

The scenario opens on-board the RCES clipper Aube, which
has been working in the Promise subsector of Diaspora. The
clipper is in jump space en route to the world of Daaliisa.
Breakout into normal space is expected within 24 hours, and
the Captain has called a briefing for the coming mission.

The player characters are given a small folder with supple-
mental information immediately before the briefing com-
mences. Pages 35-39 of this book are those handouts and
should be photocopied by the referee and given to the players.

BRIEFING

The briefing is opened by Captain Cynta “Sinner” Lawter,
Commanding Officer of RCS Aube.

“Several weeks ago, while Aube was at Nike Nimbus under-
going repairs, my staff and | had an opportunity to chat with
Karii Dinlas, the Captain of the far trader Distant Venture.
Captain Dinlas related an interesting tale of what happened to
her while on Daaliisa.

“It seems that Distant Venture was down at the starport and
with little prospect of getting off again due to a broken jump
drive. While hoping that another far trader would arrive soon,
they got a lead on a way to get the blueprints for the part they
needed. They gave the broken part and an information fee to
atechno-priestwhotook the information tothe “Sky Temple.”
They received the blueprints they needed—from an Imperial
Standard Database.

“Captain Dinlas later showed the blueprint to Steed and
Babbage, who examined it. According to them, the print has
all the proper identifying information on it, but is printed on
paper of recent manufacture. Their analysis was that it was
from a still functional Imperial Database, or a very, very clever
hoax. Given that the probability of the latter is slight, we sent
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Fire Lordto investigate further. | will now turn the briefing over
to Steed.

Aube’s intelligence expert, a Hiver named Steed, moves to
the front. Steed’s tentacles move swiftly over the surface of the
voder which “speaks” in mechanical tones.

“The crew of Fire Lord completed their investigation and
rendezvoused with Aube in the system of Muni. They found
Daaliisa largely as Captain Dinlas had reported it. Information
on this world is included in your data package.

“The Fire Lord's crew sought information and were allowed
totravel to theisland of Etsokry, which is the location of the Sky
Temple, but did not get any closer than the airport there. The
inhabitants of Etsokry are primarily Chirpers, but the crew did
get to talk to Prarm, who is apparently the human high priest
of the Sky Temple. He received the crew’s request, and
returned with the information the next day.

“Although the crew was treated cordially by the Chirpers,
theywere not allowed to leave the premises of the airport, and
were even lodged there.

“While on the world, the crew made another discovery:
Daaliisa lies along what the Free Trader Network calls the
Vampire Highway, although it is slightly off the main trace. it
is regularly visited by vampire fleets, but they have seldom
attacked the human inhabitants and have never attacked the
Chirpers. Instead, they orbit the planet for a day or more and
then move on. On one occasion, itis rumored that they wiped
out a human settlement that had attacked Chirpers. Whether
this is true or simply a local legend, the humans on the planet
do not molest the Chirpers.

“Daaliisa is a relatively stable world whose various govern-
ments are currently at peace with each other. The tech level is
7, which seems to be its pre-Collapse tech level. Although the
world is still largely agricultural, significant portions of the popula-
tion are in manufacturing jobs. Air travel is common on Daaliisa.

“The world is spacefaring, and numerous satellites are in
orbit around the world. A former class-D spaceport has been
given sufficient facilities to rate as a class-E starport.

“Not having suffered some of the worse effects of the
Collapse, the human inhabitants of Daaliisa are friendly and
interested in achieving higher tech levels.

“However, it is our belief that the computer system which
contains this Imperial database is also a Virus command
control system in regular communication with the vampire
fleets that periodically sweep through the Promise subsector.
As such, the memory systems of the computer may contain data
which will enable us to understand why these fleets exhibit such a
regular migratory pattem and offer some means to defeat them.

“After leaving the world, Fire Lord did some orbital photog-
raphy in preparation for an assault.

“I call your attention to the first screen. This is a view of the
entire world. Atthe center of this viewis the continent of Tynor.
This continent is home of the nations of Vekinon and Sassatab,
which has the world’s only functional starport. The long
continent to the west of Tynor is the continent of Ladgi. The
island to the east of Tynor is Etsokry.
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Operation Newne—COSMIC FIRE |

ORDERS

First (Jump) Piatoon

Insertion to target area will be by individual atmospheric re-entry. Designated touchdown is at grid coordinates D.2, 15.0.
Assemble on the Platoon Leader and proceed toward the starport area. Establish a Dust Zone in or near the starport and hold until
the cutter arrives. Support the landing party as required.

Platoons 2and 3

The Second and Third Platoon with the Hiver computer technician Babbage will form the Landing Party. Insertion totarget area
will be by the modular cutter which will touch down at the Dust Zone designated by First Platoon. If the tactical situation dictates,
the cutter will dust off upon delivery of the Landing Party. The Landing Party will then proceed to the objective and secure the
database, or, upon detecting Virus, destroy the computer.

Rules of Engagement
You are free to engage anyone or anything which presents itself as a threat to you or your mission, or which fires upon you,
Damage to civilian structures should be kept to a minimum.

Prisoners

You arenotto take prisaners. Anyone captured will be disarmed, bound, and left in place. Any confiscated weapons will be taken
or destroyed.

: Identification
| i Under no circumstance will you identify yourselves as members of the Reformation Coalition. No Coalition identification will be
worn on your uniforms or armor.

Communication

Due to communications jamming, you will not be able to contact Aube with your suit communicators. Each unit will be provided
with maser communicators for that purpose. Tactical communications between suits will not be affected as long as the units are
within 10 kilometers of each other. While Aube is establishing a geosynchronous orbit, the ship’s boat will serve as a

|
‘ ; communications relay station. Aube should take approximately two hours to achieve that orbit.
Brevity Identification Codes Brevity Event Reporting Codes
X Aube—Sinner Upon touchdown—Touchdown
Cutter—Blue Fire Upon establishing a DZ—Green Light
- Hiver—Babbage Upon reaching computer—Pay Dirt
Company HQ—Blue Six If discover Virus—Torn Sheet
1st Platoon—Blue One When ready to leave—Cold Feet
2nd Platoon—Blue Two When teams have left—Door Closed
3rd Platoon—Blue Three
Recovery
Recovery will be by way of pick-up by the modular cutter. A Search and Rescue vessel will attempt recovery of anyone who gets
. separated from the team. If anyone cannot make pick-up oris not found by the SAR vessel, they will have to attemptto make their
way to the starport on Tynor. For Lack, a far trader which works with the Coalition, will call at the starport 6 months from now. If
you cannot, for some reason, make it to the starport intime, send a message by general delivery to Dr. Renj C'tah. lf you can make
it to the starport, meet the crew in Sigmund's Cafe, a small establishment near the port.
Assault Timetable
| J+0000—Jump squad departs Aube
|

J+0100—Jump squad touches down on Daaliisa
J+0115—Jump squad assembled and ready to move, code passed.
J+0330—Jump squad establishes DZ, code passed.
J+0430—Cutter lands, team proceeds to computer.
J+0530—Computer reached and accessed, code passed.
J+0600—Database secured or computer destroyed.

‘ : J+0615—Teams assemble at cutter
J+0630—Cutter departs Daaliisa.

Hit the Silk



“On the next screen, you can see the southern portion of
Etsokry, which is the area around the Sky Temple. Information
gathered by the crew of Fire Lord, and orbital photography,
lead us to believe that the Sky Temple is located in the world’s
former starport. As you can see on this map, the former
starport is only about 40 kilometers from the airport.

“The next two screens show two closer views of this area,
one at a one-kilometer scale, and one at a 100-meter scale.
These views, with the assigned grid coordinates, are included
in the map chips in your data packs. On the one-kilometer
map, you can see the former starport centered at grid coordi-
nates C.0, 25.0.

“We have marked some structures on the 100-meter map.
Our analysis of them is a follows:

A, B—Power substations.

C—Storage tanks; only one appears to be entirely intact.

D—A mound of dirt. This may have been a landing pad
at one time.

E-H—These also look to have been landing pads, but
seem to serve some other purpose now. No starships were
evident at this time, and sources indicate that this port has not
been used since before the Collapse.

—Unknown structure.

J—An array of some sort, whether it is a solar or sensor
array is uncertain.

K—Unknown structure.

L—Probably the monorail station.

M—This structure looks to be the former terminal. From
the descriptions of the Sky Temple, and ourexperience dealing
with Collapsed cultures, this is probably it.

N—Gate shack.

O—Unknown structure,

P—Probably contains communications equipment. A
radio tower is located just east of this building.

Q—The pads to the west of this building look like helo
pads, so this is probably a helo ops building.

R—Unknown structures, but a high probability that
these were warehouses,

S—Unknown structure, but the presence of a number of
ground vehicles leads us to believe this is a motor pool.

T—Unknown structures, probably fuel extraction ma-
chinery.

U—Unknown structure, probably served as a some sort
of service building for the starships.

“As far as defenses are concerned, we have been able to
detect several ATVs in the photos. There are also a fair amount
of troops in and around the target site, The troops are not likely
to have anything much above TL-7, so they should not be
much of a problem. The ATVs seem to have some sort of turret
on top, probably a low-caliber autocannon, You will have to
watch out for these, but they should not be anything you
cannot handle.

“Perhaps the greatest opposition you will have are the two
attack helicopters which are hangared atthe airport. These will
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naturally be a primary target for our preparatory bombard-
ment, but we cannot be certain that they will be damaged in
their hardened shelters, or that they will even be there at the
time.

“There was a small flotilla of warships, including an aircraft
carrier, operating 250 kilometers southwest of the island, but
intelligence gathered indicates that these do not belong to the
island. | will now turn the brief back over to Sinner. . .”

Sinner continues, “As we are maneuvering to make the
drop, we will make a preparatory strike on the site. Fire Lord has
left a team of forward observers on Daaliisa for this purpose.
Furthermore, Aube will conduct broad-band EMS jamming.
Now take a few minutes to review the mission profile and your
orders.

“Are there any questions?”

One of the Marines asks if the array will be targeted in the
initial bombardment.

“No. Neither will we target the power substations. Our
objective is a database, and since we don‘t know what its
power source is, or how volatile it is, we cannot risk destroying
the very thing we are after. Furthermore, we don’t wish to
cause any more damage to the local technological orindustrial
base than is necessary.

“I realize the intelligence is sketchy at best, but we will just
have to make the best of what we find there. After all, you are
the Coalition’s finest, and trained to do just that. Any other
questions? No? Then good luck.”

PHASE |—THE DROP

“The Waiting is The Hardest Part”

The jump platoon will have a few hours to make checks and
cross-checks of theirequipment. Finally, Aubebreaks out of the
hole, and the signal is given to suit up. Then things start to go
wrong.

First, as the Ship’s Doctor is giving the jump platoon a brief
check, he down chits one of the (NPC) troopers in the first
squad. Even though there is only evidence of a slight ear
infection, a loss of equilibrium in free fall could be fatal.

Then, the platoon leader gets a call from Sinner on the
tactical command circuit. The troopers on the common circuit
cannot hearwhatis going on, but the word quickly passes. The
forward observer team failed to contact Aube, and could not
be raised. That means limited preparatory fire—never good
news on an assault against a largely unknown force.

“Going Down, . .

It is not much later when the prepare signal is given. The
troopers open the hatches to the launch tubes and climb into
the drop capsules nestled within. Each trooper, under the
watchful eye of a “hook-up buddy,” straps him or herself into
the capsule harness, and connects the data, communications,
and life support umbilicals. Then the buddy double-checks the
fittings and pronounces them secure, and goes off to strap in, also
with the assistance of another buddy. Finally only the senior trooper



is left to strap in, and is double-checked by the launch officer, who
controls the firing sequence from aboard the ship.

During the final run-in, each trooper is alone in the privacy
of his or her capsule. Although they are connected into the
ship’s intercom and can communicate, most remain silent,
meditating or going over the mission plan one last timein their
minds. Some old hands even fall asleep.

In the meantime, Sinner is astrogating the ship onto an
extremely precise course. Thiswill put the re-entry devices on the
correct trajectory to reach the designated touchdown area.

Just before the drop, the troopers are given a weather report
on conditions over thesite. There is a light cloud cover overthe
target area. Atropical depression is to the east of theisland, but
should not have any effect on the operation.

Finally the launch claxon blares, indicating the the launch
tube outer doors are being opened to vacuum. Shortly there-
after, each trooper feels a surge as the capsules are fired from
the tubes, and start to freefall toward the world. Theoretically,
the troopers are mere passengers in the drop until it becomes
time for them to steer their parachutes. Each capsule is fired
from a ship flying a precise drop vector, each launch tube is
aimed and sequenced to fire its capsule at a precise atmo-
spheric entry angle, and each capsule is fitted with a flight
computer which pilots the capsule on a violently evasive
course into the atmosphere to the precise point where the
parachute-equipped trooper will be released, all the while
spewing flares, chaff, and other decoys from the capsule’s
countermeasures dispensers. In reality, of course, the troopers
must be prepared to intervene in this automated process if
something goes wrong.

On a 1D20 roll of 20, there is an error in the course.

To correct the course is a Difficult: Environment Suit task. On
asimple failure, the trooperwill land 1D 10 kilometers from the
designated touchdown area.

On a Catastrophic Failure, the trooper will land 1D10x 10
kilometers from the designated touchdown area.

On either failure, roll on the Scatter Diagram (page 281 of
TNE) for the direction of deviation.

At 35 kilometers from the ground, the capsule splits open,
releasing the trooper strapped into the equipment frame/
parachute harness, which deploys a drogue chute. Ona 1D20
roll of 20, the chute fails to automatically deploy. To recover
from a drogue chute failure is a Difficult: Environment Suit task.
Success indicates manual release of the chute. On a simple failure,
the chute is released late and only partially slows the descent.

On a Catastrophic Failure, the trooper continues to descend
unchecked.

The next event is the main chute deployment. On a 1D20
roll of 20, the main chute fails to deploy. If the drogue was
deployed late, the main chute is torn off on a 20, and does not
correctly deploy on an 18 or 19. If the descent is unchecked,
the main chute is lost on a 19 or 20, and fails to deploy on a

16, 17, or 18. To recover from main chute failure is a Difficult
(Environment Suitor Parachute) task. Success indicates manual
release of the chute. If the main chute has been torn off, then
success indicates deployment of the back-up chute.

On asimple failure, the trooper had to resort to the back-up
chute which will check the descent rate, but provides less
directional control.

On a Catastrophic Failure, the main back-up chute deploys
but is damaged. The trooper will land off-target and harder
than intended.

To guide the chute to a landing is a Difficult: Parachute task.
The difficulty increases to Formidable if the back-up chute had
to be used, and Impossible if the back-up chute is damaged.
Success indicates that the trooper landed safely. The platoon
is expected to land within a one-kilometer radius of the
designated touchdown area. However, there may have been
deviationsintroduced by earlier events. On asimplefailure, the
trooper lands with a deviation of 1D10 x 500 meters. On a
Catastrophic Failure, the trooper lands with a deviation of
1D10 x 1 kilometers and has to make a touchdown roll—
Average: Parachute. Success indicates a safe touchdown. On
a simple failure, the trooper takes 1D6 wounds of 1D6 each.
On a Catastrophic Failure, the trooper takes 1D6 wounds of
1D10 each. For each wound inflicted, roll randomly to deter-
mine location affected. If there was a previous deviation, the
present deviation will be from that point, which may actually
put the trooper closer to the designated touchdown area.

Fortunately, with good electronics and a good insertion into
the atmosphere, this process is a lot less dangerous than it
appears. But for the jump trooper, there are other dangers...

More Complications

Umptysdayu observed Aube’s approach to Daaliisa, and the
release of multiple objects. Because Umptys was a warship,
Umptysdayu correctly deduced that the objects were jump
troops and upon calculating their trajectory, realized they
would belanding onitsisland. Therefore, they were potentially
athreat to it or the Droyne. Accordingly, it alerted the Droyne
to prepare their defenses. As the jump troops made their
meteoric descent, Umptysdayu launched the air-defense missiles.

There are six long-range surface-to-air missile sites scattered
around the ruined starport. Each site is concealed under a
radar- and IR-absorbing hood which makes the site look like a
trash pile to anything passing over it, including Fire Lord. Each
site has a 24-cell vertical launch system. Umptysdayu directed
a pre-emptive strike and launched all 144 missiles at the
incoming troopers. The hot surface of the re-entry capsules
made excellent targets for the heat-seeking surface-to-air
missiles. If it were not for the decoys, the casualties would have
been far greater.

The referee can handle this in a variety of ways according to
the desired results. The easiest way is to randomly select from
one to five NPCs to have not made it to the touchdown area.
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When they do notrespond, it becomes the job of the SAR teamto
recover them. If the player characters are not the leaders of the
group, this is the best opportunity to put them in that position.

If the referee wants to be more arbitrary, roll 1D20 for each
trooper, which, if desired, could include the characters. On an
18 or 19, the missile made a proximity hit, showering the
trooper with shrapnel. While this would not penetrate the
armor, itwill probably damage or destroyimportant things like
the drogue, main and/or back-up chutes, or weapons. All of
which will probably put the trooper far from the touchdown
area and possibly with some freshly broken bones. Shrapnel
might also get wedged into critical areas of the suit and
immobilize an arm or leg.

On a 20, the missile made a direct hit, which would probably
kill the trooper either from direct damage (12D6 to one
location) or by knocking the trooper unconscious from con-
cussion (Formidable: Constitution to avoid). An unconscious
trooper could not recover from any failures which would
almost certainly have been induced by the explosion. Al-
though it may be “realistic,” we recommend that referees do
not kill characters in this manner. If they do get hit, we
recommend that any hits on characters be proximity hits. Itis
more challenging to overcome extreme difficulties than to sit
and watch the rest of the group have fun. The missile sites are
located at the following coordinates (on the 100-meter tactical
map): B.3.3, 26.0; B.3.5, 24.0; B.4.4, 23.6; B.4.8, 27.1; C.1.1,
22.9; and C.1.4, 26.8.

Once the surviving troopers have assembled with whom-
everis leftin charge, a further difficulty presentsitself. All of the
cargo pods are gone. Whether they were destroyed in the
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missile attack or deviated sufficiently far from the touchdown
area to be beyond recovery is unknown,

At this point, whoever is left in charge should attempt to
contact Aube. Using one of the Manpack Maser Communica-
tors, this is a Difficult: Communications task. After Sinner
listens to the report, she will direct the team to locate the
missile sites for destruction from orbit, and to act as forward
observers for fire on any other threat to the cutter.

By now, the team has had its orders modified, lost its supply
pods, and lost several of its number without having seen the
enemy. Then it starts to rain.

The referee can use the weather as a temporary event or
something the team will have to contend with throughout the
operation. If the weather becomes too rough to attempt a
cutter landing for a number of hours, the troopers could be
running low on power before it gets down. They might even
be forced to abandon their suits and use their back-up
equipment.

Humping to the DZ

The referee can make this part pass quickly or use it to
present the characters with a variety of challenges.

The Droyne have been alerted by Umptysdayu and are
prepared to defend the old starport site. They have a number
of TL-7 tracked ATVs which have had a remote turret added.
This turret contains a 30mm autocannon-7. Also, the com-
mander has a high-velocity grenade launcher-7 on a pintle
mount. The ATV has a crew of three (driver, gunner, and
commander), and can carry four troops. The referee can adjust
the number of vehicles for balance of play, but there should be
no more than six total.

The attack helicopters will also be a problem for the team,
but the referee may wish to save them for later in the scenario.
Also, they are not all-weather capable, so a severe storm will
have them grounded.

For statistics on the vehicles and weapons of the Droyne
guards, see the equipment section in the back of this book.

Once the team has destroyed or routed the ATVs and/or the
helicopters, its primary opponents will be assault rifle-armed
Droyne warriors. Since the battle dress is impervious to small
arms of that caliber, the characters may be inclined just to
wade through these defenders or ignore them. Several factors
can bring the characters back to reality. First, about onein 10
of the Droyne warriors will have a shoulder-fired grenade
launcher. Rounds that were designed to slow down a tank will
penetrate battle dress.

Furthermore, even non-penetrating hits can cause blunt
trauma injury.

Of course, if the characters have had to abandon their suits,
they are a lot more vulnerable to the “puny” assault rifles than
they were in their suits.

Eventually, the team should be able to establish a Dust Zone
and pass the word to Aube. The only question that remains is
where are they going to establish it. If the opposition at the old
starport is sufficiently stiff, the characters may decide to



establish one some distance from there and enlist the help of
the rest of the company to get to the objective. They might,
however, decide to use Aube instead to soften up the target
some before attempting to move on the objective and/or
establishing a Dust Zone.

PHASE W—THE EXPERT

Hot DZ

Once the proper code has been passed, the cutter will take
about 60 minutes to reach the landing site. Even if Aube has
destroyed the ground passive EMS array, Umptysdayu can still
use its satellite connection and will notice the cutter’s depar-
ture from Aube. It will reason that the cutter is bound for its area.

If there are any helicopters left, they may attempt to attack
the cutter as it makes its approach to the DZ. Their antitank
missiles are not designed for aerial combat, but they have a 5%
chance of scoring a lucky hit. The antiair missiles can hit, but
are designed to attack aircraft, not spacecraft. However, the
referee may decide to let a missile damage one of the cutter's
controls or CG lifters, forcing it to land somewhere other than
the designated DZ. All of which adds more complications toan
operation that has already gone far too wrong.

Umptysdayu might also direct its defenders to attack while
the cutterisdebarking its troops. In this event, the cutter’s crew
will want todust off and withdraw to asafer place. In any event,
getting Babbage safely from the cutter to the temple complex
will be the next priority.

The Ruined Starport

Eventually, the group will have to enter the ruined starport.
At a distance of 200 meters from the fence, there is a security
road. This road is built up on a two-meter embankment which
the security vehicles can go hull-down behind. There are also
rifle pits dug along the outer edge. The space between road
and the fence is clear of any shrub, tree, bush, or structure.

The “fence” isactually two fences separated by a space of 10
meters. Each fenceis a three-meter-high cyclone fence topped
with concertina wire.

Once inside the ruined starport, this is what can be found
(refer to the 100-meter-scale tactical map):

A, B—As briefed.

C—Storage tanks; one holds fuel, another holds water.
Tank walls are AV 4.

D—The Umptys is buried under this mound. At present,
the only entrance is through the maintenance tunnels. Two
meters of packed dirt covers the ship (AV 40).

E-H—Used to be landing pads, but a roof has been
placed across the berm, and the insides are used as listed
below. All have provisions to serve as a bunker. The bermwalls
are a quarter meter of reinforced concrete covered with two
meters of packed dirt (AV 50).

E—Warrior quarters.

F—Mess hall.

G—Warrior quarters.

H—Worker and technician quarters.

—Former security building; now serves as a duty build-
ing for the “alert” response teams. This is a cinder block
structure.

J—An antenna array for a 300,000-kilometer passive EMS
array. This still functions, and feeds into the computer.

K—The former emergency vehicle building, it still serves
this function,

L—Monorail station. An elevated structure with a single
large room. A ticketing area is on one end, bathrooms are at
the other end. A cinder block building.

M—Terminal building. Interior described below. On top
of this building is a maser antenna which serves the computer
as an uplink to its satellite in orbit. A reinforced concrete
building (AV 10).

N—Gate shack. A one-room, cinder block building.

O—Customs shack. A one-room, cinder block building.

P—Communications building. Acinder block building. A
radio tower is located just east of this building.

Q—Helo pads and the helo ops building. A cinder block
building containing a waiting room, briefing room, small
office, and weather office. Pumps at the edge of the pads hold
HCD fuel.

R—Warehouses. Some are used for storage, some hold
junked vehicles, one holds starship parts, and one serves as a
garage for the security vehicles. The warehouses are simple
aluminum-walled buildings and have no appreciable armor
value,

S—Motor pool. A cinder block structure housing vehicle
maintenance bays, vehicle tools, and a small office.

T—Fuel-extraction machinery. Now it only servestofilter
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water and pump it up to the storage tank. Cinder block
structures.

U—Central building. Formerly contained repair bays,
repair shops, and general merchandise shops. The Droyne still
use the repair shops and bays, but the merchandise shops are
now used as classrooms. The structure has provisions to serve
as a bunker. The building map shows the interior of this
building. The spiral staircase behind the maintenance office
leads down to the maintenance tunnels. The walls are one-
meter-thick reinforced concrete (AV 40). The doors to the
repair bays are equally as resistant. The smaller doors are only
AV 2, but have sandbag walls (AV 10) built in front of them.

The Marines will encounter the greatest resistance from
buildingsE, F, G, H, L, and U. The tower of the terminal building
has a Droyne sniper who can identify Babbage as being
important and will take a shot at the Hiver if given an
opportunity. He is armed with a 9mm rifle-7 with a telescopic
scope.

The referee should use some of the Droyne Temple Guards
to defend this area; however, no more than half should be
used. The others will be needed to defend the Umptys.

Once the characters are beginning to fight in or close to
buildings, the Droyne with psionic powers will be close
enough to their enemy to use their powers. This will be mostly
in the form of nuisance attacks pulling pins on grenades or
pulling triggers by telekinesis and that sort of thing. The
damage caused by the weapons will probably not harm the
troopers, but it may unnerve them. The Droyne will also be
able toremotely trigger devices such asdoor and light switches
or detonators.

To the Temple

There will be very few defenders on the west side of the
Terminal Building, and very few within the building. This is to
avoid stray rounds hitting the building, penetrating, and
damaging the computer.

The following is a description of the current use of rooms
within the terminal building. The key on the buildings map
show what the rooms in the terminal used to be used for. The
Droyne have adopted them for slightly different purposes.

1—Droyne leader’s quarters

2—Human priest’s quarters

3—Droyne leader’s office

4—Military commander’s office

5—Artifact room. A room which contains various relics
from the Umptys and collected from around Daaliisa.

6—Human priest’s office

7—Coyn ceremony room

8—Conference room

9—Computer room. Contains the starport’s computer,
now an extension of Umptysdayu.

10—Building security office

11—Waiting room

12—Waiting room

13—Outer Sanctuary. Has flat display screens on which
Umptysdayu can address its subjects.

14—Inner Sanctuary. Has aholoprojectorforahologram
projection of the image of Umptysdayu, who presents itself as
a Droyne leader.

15—Priest’s dressing room

16—Information and administration

17—Bathroom

18—Bathroom

19—Merchandise shop. Sells small mementos of a visitto
the Sky Temple.

20—Bookstore. Hard copies of information provided by
Umptysdayu.

21—Library. A collection of Droyne and Daaliisan infor-
mation in bound books.

22—Lobby

23-30—Study rooms

31—Observation tower

The spiral staircase next to room 16 goes both up to the
observation tower and down to the maintenance tunnels. Itis
behind a locked door. The lift shaft only goes up to the
observation tower.

If the characters reach the Outer and/or Inner Sanctuary
before they reach the computer room, Umptysdayu will use
the flat screens or “pseudoreality” holograms to warn the
characters away (it uses a hologram of a Droyne leader as its
holographic alter ego). It just wants to be left in peace with the
Droyne. It will try to reason with the characters that it is
providing a vital service to the Droyne/Chirper community in
particular, and the world in general.

Once the characters have penetrated the computer room,
Umptysdayu will shut down power to the remote part of itself.
It reasons that if the characters believe that it is dead, they will
leave. Umptysdayu realizes that the characters may want to be
sure it is dead by destroying it. That is an acceptable, but

potentially regrettable, risk.



The characters may be fooledinto “” thinking that
the computer is dead, having finally W suicided. The
Hiver will be suspicious, and upon examination, will find
interface cables that can ultimately be traced to the Umptys.

Eventually, the characters will find the entrance to the
maintenance tunnels. An Average: Construction task will
reveal that a newer electrical conduit has been run through
these tunnels. This conduit runs from the terminal building to
the Umptys.

From under the terminal building, the tunnel runs due west
until it reaches line C.0. Then it tumns north until it reaches a
small room directly under building U. Radiating from this room
are four arms which form an X. Each arm leads to the bottom
of one of the former landing pads. At the end of each amm, a
spiral staircase leads up to a utility pit in the center of the
respective pad. This pit has been covered by decking, but has
a trap door. This door is not readily evident from above.

An extension has been dug at the end of the arm leading to
pad “E.” This extension runs a little east of north and ends up
directly under mound “D.” The walls of this portion are dirt
supported by wooden beams where the other tunnel walls
were reinforced concrete. The only conduit in this tunnel is the
newer one which leads to the Umptys.

The referee should have two to four of the temple guards
defending these tunnels. Also, the tunnel leading from the
terminal building has a booby trap set. A trip wire across the
tunnel will set off enough explosives to collapse the tunnel. If
the characters avoid the trip wire, the defenders may detonate
it psionically to divide the team or to block the team from the
Umptys. In the latter case, the characters will have to find one
of the other entrances to the tunnels, if they have not already
done so.
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Inside The
Ship

At the end of
the new tunnel,
a shaft leads up
to the keel of the
Umptys. Looking
up, the charac-
ters will be look-
ingintothe lower
air lock of the
Umptys, the
outer iris valve is
open, and the
conduit termi-
nates at a panel
inside. This air
lock passes
through the
lower deck,
which is used for
fuel, and up to
the main deck at

&

the central assembly area.

The Umptysisa 1000-ton Etsokryu-class cruiser builtat TL-15.
It is a streamlined disk with a hull armor of 84. It was capable
of jump-3 and maneuver-3, but is not anymore. A 1900-
megawatt fusion power plant provided for its power require-
ments. Its weapon complement included two 300-M;j laser
barbettes, six 150-Mj laser turrets, and two missile barbettes.
There are no missiles left on-board the Umptys. For sensors, it
has a 300,000-kilometer active EMS, and 150, 000-kilometer
passive EMS. Other than the usual maser and radio communi-
cators, this vessel has a 3000-kilometer meson communicator.
This class had a crew complement of 36.

The key on the deck plans (see page 48) shows the primary
purpose of each of the areas. The following are some’ notes
about areas in general and the contents of some areas in
particular.

All staterooms, lounges, assembly areas, cargo bays, and
lockers have been stripped of any useful items. Any character
making an Easy: Starship Architecture task will recognize that
this ship is not a human vessel. All letters are in the Droyne
alphabet, and unrecognizable to anyone who does not speak
or understand that language.

From the place they enter, the characters should not know
which direction is forward or aft. The referee should not allow
the players to see the deck plans until after they have explored
the ship.

Indications on the bridge and in maneuvering will show that
the power plant is operational at a low level. Estimation of fuel
expenditure reveals that the fuel remaining in the tanks could
support this level of operation for decades to come.

Remember, this is a pre-Collapse ship. The computer can
control almost any system on-board the ship, from opening



doors to firing weapons. However, the ship’s life support
systems are largely destroyed, and in particularthe G-compen-
sators and floor gravity field are inoperable.

Initially, the computer will project its hologram image in the
central assembly area, and try to persuade the characters to
leave. Failing that, it will use the ship’s systems as much as
possible to deter and/or harm the characters. Unless the
characters shoot the closed-circuit cameras, Umptysdayu will
inform the defenders of exactly where the characters are. The
defenders have the advantage of knowing their way around
the ship.

One thing Umptysdayu will not do is try to explode the fusion
power plant. It simply is no longer a part of its programming.

Of the Droyne temple guards left, two will guard the bridge
deck, and four will guard engineering. They have welded shut
the iris valve leading into the starboard side of engineering.
The passageways to engineering are very effective killing
zones. To simulate the increased probability of hitting some-
oneina narrow passageway or doorway, decrease any hit tasks
by onelevel. Of course, this works both ways. If the Marines are
approaching engineering or the bridge deck, the Droyne will
not hesitate to use their fusion weapons.

Although the Droyne will defend Umptysdayu to the last
being, it is almost inevitable that the Marines will eventually
reach the computer room. If given the opportunity,
Umptysdayu will make one last plea for its existence. It will
even offer a compromise—to be disconnected from every
system, except input and output devices, and be allowed to
live. The fate of Umptysdayu will literally be in the characters’
hands.

Quitting Time
Once the computer has been dealt with, and the databanks

downloaded into portable storage cells, the objective of the
mission has been achieved. It is time for the teams to withdraw
to the cutter and evacuate the site.

The evacuation should proceed with little difficulty, butif the
characters seem too complacent, a last bit of defiance by the
Droyne should make them aware that they are not really safe
untilthey are back on Aube. If the referee really wanted to spice
up the evacuation or extend the scenario, other Daaliisan
forces might arrive in response to the Coalition’s assault. There
is that carrier off the coast. . .

EPILOG

Once the characters are back on Aube, having been ex-
tracted on the cutter or having left with their own ship and
docked with Aube, the scenario is over. Sinner will want to
conduct a post-mission debrief, any serious wounds can be
treated in Aube’s medical facility, and a period of unwinding is
available. Aube will leave the system bound for Muni as soon
as possible.

If Umptysdayu was met, discovered to be a Virus, and its
memory banks drained, then the mission was a success
within the parameters of the stated objectives. The charac-
ters may not feel that way, especially if some of their number
were killed just to kill a Virus. The information in the portable
memory cells is, of course, contaminated with the same
Virus strain as Umptysdayu, and will have to be transported
back to the Coalition for detailed analysis under isolation.
Eventually, it may shed considerable light on the movement
of the fleets along the Vampire Highway, but not for quite
some time.

There will not be much in the way of material awards from
this adventure. There will not be much time to salvage

anything, and most of the items at the site are designed for
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use by the Droyne. The characters should be awarded
appropriate experience points based on their actions. If they
were involved in any combat, an Initiative experience point
should also be awarded. Characters who were wounded or
who performed above and beyond the call of duty should be
awarded an appropriate medal. Field promotions might also
be in order.

Of course, the scenario does not have to end with the
recovery of the troops from the surface of Daaliisa. Sometime
after the raid, the characters, especially those with a ship, may
be asked to return to Daaliisa and start investigating the
possibilities of Coalition contact. It would not be wise, how-
ever, to advertise that they took part in the Droyne raid. Even
if no humans were killed in the attack, it was an assault on the
world of Daaliisa, and such things tend to unify a people
against a common foe. Furthermore, there is the issue of the
vampire fleets which periodically visit Daaliisa and who, on
their next visit, will find Umptysdayu missing.

OPTIONS

Characters in Charge

If the characters do not begin the scenario in charge of the
ground forces, the referee may wish to skew the casualties so
that the characters are the senior surviving personnel on the
ground. Thisway, they are not merely responding to what the
referee, in the role of troop commander, wishes them to do,
but rather take an active part in the decisions which affect their
immediate future, and quite possibly their lives.

Stranded Troops

It is possible that one or more of the characters will miss the
whole operation due to serious bad luck in the descent. They
may have been separated from the rest of the group. The
cutter might have had to lift before the characters could make
it on-board. There are any number of ways for the characters
to get stranded on Daaliisa. The adventure would then con-

tinue as they tried to make their way to the starport for pick-
up by For Lack.

Other GDW House System Products

A number of new TL-7 equipment has been included with
this scenario. The referee who wishes to add a bit more variety
might look at some of the supplements for Twilight: 2000.
While modern weapons of the major powers could be consid-
ered to be TL-8, older weapons, or those of lesser powers are
TL-7 or lower. A characters’ confidence in the armor might
seriously be lessened in the path of a main battle tank.
However, we urge referees to only use what is necessary to
challenge characters, not to overwhelm them.




REFEREE'S NOTES ON DAALIISA

Daaliisa

Pre-Collapse (D7677B8-7 Ag C:1 A114): Situated in the spinward coreward corner
of Promise subsector, Daaliisa was almost a backwater world. Its agricultural products
were its major export, but when the Rebellion came, fewer and fewer ships stopped
for them. By 1124, the starport had fallen into disuse, and a fleeing Solomani
destroyer dropped some deadfall ordnance on the area. The ordnance only
destroyed the largely unused fuel tanks at the starport, but effectively lowered
its rating to an E.

With the Rebellion, popular opinion and discontent finally brought
down the local government, but there was nothing to fill its place on
a worldwide scale. The grange associations eventually filled in for
governments on a local level, but by the time the Collapse
arrived, nothing had been done beyond that.

Through the Dark Time to the New Era (E767734-7 Ag
C:2 B414): When it came to Daaliisa, the Collapse probably
had less effect on the world than the turmoil that went
before. A passing merchant infected the old starport’s
computer, but since Daaliisa did not have a computer
net, the rest of the world felt little affect of this.

The Daaliisans eventually recovered from the
effects of the Hard Times, and started forming
governments, but the world still remains bal-
kanized. During thistime, the Chirpers on Daaliisa
migrated to Etsokry. The Droyne and Chirpers
drove what few humans remained away from
the island. However, since it was a turbulent
time, not many people noticed.

The Droyne of Daaliisa have undertaken a
long program of developing the Chirpers
into Droyne. It has been a slow process
because of the limited numbers of drones,
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and having to caste the Chirpers at the point of maturity. The
human inhabitants of Daaliisa are unaware of this program, or
the overall numbers of Droyne on the world, therefore the
percentage of Droyne has not been included in its UWP.

Chirpers

Chirpers are essentially Droyne that have lost the ability
to caste. Without this ability, they are only marginally
sentient, and are content to live a pastoral life, usually at a
very primitive level. If caste at the point of maturity, an
immature Chirper will develop into a Droyne. All Chirpers
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have the Psionic ability to make themselves invisible to
living creatures, but this will not affect anyone with a
psionic shield.

Level: Novice

Combat Assets: Armed Melee Combat (Club).

Other Assets: One of the following at level 11 and one at
level 9 of Farming, Guard/Hunting Beast, Instruction, Lan-
guage (Anglic), Medical (Trauma Aid), Riding, or Tracking.

Notes: The Chirpers on Daaliisa have had the benefit of
Droyne guidance, and are consequently not as primitive as
Chirpers found on other worlds.




\@%} |

ol |||| f iilllil"' i i |'|
N L

} Iguessit had to happen some day. We re all just humans, after all, and that job description comes with a whole lot of extra
88 baggage that can trip you up if you ‘re not careful. So sooner or later one of our own “best and brightest ” was probably bound
to turn rotten.,
But why did it have to be Mike?
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REFEREE'S ABSTRACT

The Reformation Coalition has received information that
Michael Karkov, a former Dawn League operative, has
apparently “gone rogue” and become one of the ruling
elites on the world Suudo in the Khulam subsector. An
added complication is that there is apparently a Psionics
Institute of some sort active on the world and allied with
Karkov. The Coalition sends a team to investigate and bring
Karkov back, by force if necessary.

The player characters arrive on the world, and find out that
the covert agent who was to be their contact point has been
discovered and killed, but not before reporting that there is a
psionic cell active on the world and cooperating with the local
TED. The player characters go ahead and investigate and then
attempt to kidnap Karkov. In the process, they will discover
that Karkov is merely a figurehead, manipulated by the true
power behind the throne—a sentient and psionic Virus-
infected computer.

INTRODUCTION

Outside Influence involves the player characters in the “hot
recovery” of a Dawn League field agent apparently gone
rogue. Characters for this adventure should possess a wide
range of skills in keeping with their roles as Star Vikings of the
Reformation Coalition. Outside Influence begins on Aubaine
(0738/0ld Expanses).

Much of this adventure consists of the information required
by the PCs to plan and execute their smash-and-grab raid. For
this reason, there are few set-piece scenarios. How the adven-
ture plays out is largely in the hands of the players as moder-
ated by the referee.

Hiring On: The PCs can become involved in this adventure
in anumber of ways. If the characters are already in the employ
of RCES, they are simply summoned to the office of Sid “Papa”
Papagopolis for a mission assignment. (Papa appears in the
“The Once and Future Emperor” in the TNE rulebook.) Should
the characters be free-lancers, they can either leam of the
upcoming mission from one of their contacts, or a contact can
recommend them for the job. If the PCs have done particularly
well in previous adventures, their reputation may lead to their
recruitment by RCES. As explained below, the impending
mission is highly sensitive and thus hardly common knowl-
edge. A reasonable means should be sought by the referee to
explain how any contact came by his or her information.

Karkov's Friend: Prior to the commencement of the
briefing below, the referee should pull one player aside for
a private conference. The player’s character was a close
personal friend of Michael Karkov, the person the team is
being sentto Diaspora to recover. The two grew up together
and were fairly close friends up until the time Karkov
departed for Diaspora.

Working together, the player and referee should work all the
necessary details required tointegrate Karkovinto the character’s
personal history. It's suggested that Karkov not be counted
against the PCs’ allotment of contacts, as he potentially plays

little role outside this adventure. Ideally, Karkov’s friend should
be a native of Nike Nimbus and have known him during his
work on Project Bootstrap, or a graduate of the Hiver technical
academy on Aubaine might have known him from school.
Anyone interestedin bootstrap operations could have methim
at a professional conference where he presented and de-
fended a paper and then remained friends afterwards.

The referee should make it clear to the player that the Karkov
the PC knows is in no way TED material. The player is
encouraged to argue with the Service’s findings and look upon
the upcoming mission as a chance to clear his or her friend’s
name. This creates a personal stake in the assignment for the
PC and possibly the entire team.

Background Information: The player characters are given
a small folder with supplemental information immediately
before the briefing commences. Pages 54-59 of this book are
those handouts and should be photocopied by the referee and
given to the players.

THE BRIEFING

Upon arrival at Papa’s Trantown office, the team meets the
RCES strategic planner, if they don‘t already know him, and are
conductedinto arecently completed secure conference room.
Also present at the briefing is “Thumper” McKinnon, a staff
briefer. The following briefing is conducted in closed-door
session. Papa begins the briefing:

“I'm going to begin by saying that everything you hear
today is highly confidential,
what they used to call ‘top se-
cret’ in the old days. I'm going
to start by showing you a vi-
sual.”

Papa uses the briefing room
display equipment to project a
blow-up of one of the photos of
Karkov on the wall.

“This is a recorded image re-
cently obtained by one of our
covertoperatives. It'sabit grainy
because it was taken from a
distance and then digitally enhanced. | want you to take
special notice of the insignia on his collar. Thats our old Dawn
League emblem. The man wearing it is Michael Karkov, one of
the first covert agents we sent out into the Wilds.

“Slider Laszinski, the covert agent who obtained this photo
image, didn’t know Karkov from Lucan the Black, and he was
too far away to make out the insignia, so what prompted him
to take this image in the first place? He was simply following
his mission plan of gathering intelligence on the TEDs control-
ling the planet Suudo in the Khulam subsector. The man you
see in this picture is the chief of staff to the Governor-General
of Hino. Since the Governor-General is on his deathbed, this
man, known to us as Michael Karkov, and known in Hino as
Colonel Michaels, is currently the most powerful TED on the

planet in everything but name only.

Sid “Papa” Papagopolis
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Summar' y of Tnterim Report on
S'uudo/Khulaw_; ( 2840/D¢a:)por'a) .

Submitted by itted by “Slider” Lazinski

Physical Data: Surface Gravity: 0.86 standard; Atmosphere: 0.89 standard pressure; Atmospheric Compo-
sition: Oxygen-nitrogen with low oxygen taint (requires use of compressor gear during periods of heavy
exertion); Hydrographic Percentage: 80%; One major and one minor continent as well as numerous small
islands; Mean Surface Temperature: 9° C; Rotation Period: 21.4 hours; Revolution Period: 2.3 years; Satellites:
2, both size code S; Native life present including large land and marine animals.

Total Planetary Population: 100,000, balkanized into four TED-ruled political entities:

The North (northwestern Sudos) 20,000

Bayside (southern Sudos) 30,000
Eastdown (eastern Sudos) 20,000
Hino (the minor continent) 30,000
Population of Hino City
(location of covert specialist) 5000 (approximate)

Mission Objectives: To infiltrate covert specialist onto the minor continent of Hino in order to gather
intelligence for follow-on activities by RCES. Hino is sufficiently isolated from Suudo’s main continent (Sudos)
and its warring factions, see below, that it should, after suitable preparation, provide an excellent base of
operation for follow-on RCES activities.

General History: Suudo had along-standing predisposition toward maintaining a low-tech society. The desire
to do so appearedto stem notfrom technophobia, religious doctrine, orthe like, but rather from awish to maintain
a comfortable yet simple lite-style. Some trading off-world, during the time of the Old Imperium, was conducted
in order to obtain high-tech consumer goods and other amenities, but the Suudoans were never reliant on
computertechnology. The planet as awhole remains self-sufficientinterms of food production and maintenance
ofthetechnological infrastructure eveninthe present day. Techlevelis a solid 6 inall categories with the following
exceptions:

® Air transportation technology is nonexistent.

® A sizable quantity of pre-Collapse TL-7 weapons, mainly small arms, of Suudoan manufacture are in the
hands of the various TEDs of the major continent (Sudos). Each TED has the limited capability to maintain
existing and produce additional TL-7 weapons.

® The Hino TED's forces are believed to retain a sizable quantity of TL-8-10 weapons and vehicles originally
imported by the Terran garrison (see below).

Suudo appearsto have been of little interest to the combatants of the Final War, as no major battles orincidents
are remembered. (This was no doubt due to the planet's relatively low, for the time, tech level and lack of
advanced starport facilities). Sometime in the 1123 to 1124 time frame, a Terran garrison force was deployed
to Suudo, probably for no better reason than to make a visible claim to the system. If there were any incidents
between the Suudoans and the occupation forces prior to the Collapse, they went unrecorded.

Given Suudo's lack of reliance on computer technology, the Virus had little effect on the planet. While a few
imported computers were felled, life continued pretty much as normal. Available historical data is amazingly
complete for just this reason. The garrison was hit only a little harder by the Virus, as present-day evidence
indicates that the garrison was a relatively low-tech second- or third-echelon unit.

It was not until several years after the Virus struck that things changed on Suudo. Control of the garrison
fragmented as the realization hit that the unit was stranded forever. Fighting erupted between the various units
deployed in Sudos as each worked to secure vital resources and labor pools for itself. The only other Terran unit
on Suudo, the 3rd Battalion based on Hino, was largely excluded from the fighting due to its distance from the
major continent, Fighting between the Sudos powers was intense and rapidly depleted their store of TL-8-10
equipment. As a result, they fell back on indigenously produced TL-7 weapons. Each of the three powers on the
continent eventually became one of the TEDs which survive into the present day. Some evidence suggests that
each of the TEDs in the past has bought high-tech weapons from the Guild.

As RCES' focus has been mainly on Hino, additional data on Sudos is not included here.
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Local History: After the Virus struck Suudo, the 3rd Battalion installed itself as the ruling class in Hino, inthe
same way the other Terran units did in the population centers they controlled. The battalion was renamed the

Guard, and its commanding officer, now TED, gave himself the title of Governor-General. All major technological

assets were “nationalized” in order to control critical knowledge and manpower. The segment of the population

involved in food production was forced to accept feudal serfdom. Over time, specialized knowledge such as
mechanics, electronics, the forging of metal, and the like became family secrets, only to be passedto succeeding
generations. (Allinthe service of the state, of course.) Fortunately, Hino is blessed with an abundance of natural
resources, chief among them being coal, natural gas, and the minerals required to make steel, thus allowing the

TED to maintain a TL of 6.

Before all contact with the mainland was cut off, the Guard raided the garrison depot at the starport for
additional materiel. The raiders managed to make off with a cache of weapons, a few air rafts and ATVs and,

o most importantly, the only remaining functional interplanetary shuttle. The shuttle has since been stripped down

tobasic components (its power plantis used to powerthe Guard enclave, for example), and the remaining excess

arms and vehicles have either been stored for future use orconvertedto spare parts to maintain existing systems.

In Suudoan terms, the Hino TED is a major military power.

The Ruhiman Institute: Evidence suggests that the Institute was both a medical school and a private clinic
[ 4| for Suudo’sulingelite inthe centuries before the Final War. It still fills the latter capacity with respect to the Guard.
What makes this establishment notable is the oddly cordial relationship it has enjoyed with the TED over the
years andthe recent elevation of one of its number to the position of Chief of Staff to the Governor-General. While
it's common knowledge that the Governor-General has been quite ill for some time, the appointment of the
“medical,” as the Institute staffers are called, Michaels (actually Michael Karkov) went against all expectations.
Michaels currently rules in the Governor-General's stead, awaiting the day the TED either recovers or passes
control of Hino to his son.

Oddly enough, Michaels was a virtual unknown until only recently. His elevation to what equates to the top
= position in Hino is suspicious to say the least. Furthermore, Michaels' use of Dawn League insignia to represent
* his new-found authority is significant. It led the on-site covert specialist to conclude that the TED is a lost or

renegade Leaguer taking advantage of advanced knowledge to secure personal power. No evidence exists to
suggest that Michaels has been coerced or otherwise influenced by outside forces.

Opposing Forces: The Guard has between 250 to 350 troops, about half of which are believed to be outfitted

with TL-7 equipment and the rest to TL-8-10 standards, although there may be significant gaps in capability.
Regular training is conducted, although much of it is rote drill with few live fire exercises. While professional, the
true caliber of the Guard remains in question as it has never faced a truly capable opponent.

, The Guard primarily functions as a paramilitary police force used to enforce the TED's edicts. Its secondary
¥ mission is the defense of Hino from outside threats. (In other words, the TEDs of Sudos.) Hino's isolation from
the mainland renders the threat of outside invasion rather remote.

The majority of the Guard remains housed near the old Hino spaceport (estimated as class G) in its own
specially constructed enclave. Approximate population of the enclave, including both the Guard and its
dependents, is 1000 to 1500. The ability of the Guard to respond to an unexpected situation remains unknown,
although it's doubtful the entire Guard could be quickly mobilized. A visible Guard presence is maintained at the
Institute, but the number of troops deployed there remains unknown. It's expected that these troops constitute
an elite element of the TED's military.

The Governor-General is accompanied wherever he goes by a personal security detachment of between six
to 10 individuals. (Except, it is assumed, when he's in personal quarters.) The only air rafts seen in use belong
to the detachment. Security for Chief of Staff Michaels appears to be drawn from the same detachment.

It is important to note that intermarriage, voluntary and otherwise, with the Suudoans has led to at least the
partial adaptation of Guard personnel to the atmosphere’s lower-than-standard oxygen content. The use of
compressor gear and supplemental oxygen supplies in some cases continues.

Friendly Forces: At the time the on-site covert specialist submitted this report, no significant opposition to the
TED existed. The potential to win support from the local populace to topple the TED remains unknown.

Conclusion: The discovery of Michaels, actually Michael Karkov, on Suudo necessitates that an on-site
investigation be launched at the earliest possible time. Suudo remains a prime location fromwhich to base future
missions into the former Solomani Rim sector, making the planet quite valuable interms of future strategic plans.

Outside Influence
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“Resources beingwhat they are, the Coalition wasn’t sched-
uled to deal with Suudo for a while. It’s a bit off the main axis
of advance, which makes it a lower priority than the glamour
worlds up in Promise sector and along the Vampire Highway.
But it's pretty close to home, and a lot of us think that it was
placed too far down on the priority list.

“The identification of Karkov changed all that, because not
only is he a surviving Dawn Leaguer, he’s also one of four TEDs
on Suudo, and potentially the strongest and most dangerous
of the lot. He controls the most modern armed forces of the
world and, more importantly, he controls the starport.

“Needless to say, Suudo’s been moved up on our schedule.
This information concerning Karkov has been circulated only
among a few senior personnel, but | want to emphasize that
we are unanimous in this: The Coalition is out to give this
stretch of space another chance, not replace homegrown
dictators with its own. On a practical level, any action which
damages the Coalition’s credibility will just make future efforts
on other worlds that much more costly.

“In the eyes of Coalition leadership, and this comes straight
from the Intel Subcommittee of the Assembly, Karkov’s got to
answer for what he’s done. Your job is to go in and get him as
quickly as possible. The longer it takes, the greater the danger
of exposure. Should itbecome necessary, and | emphasize only
as a last resort, Karkov is considered ‘expendable.’

“Now I'm going to turn the briefing over to ‘Thumper’
McKinnon. Thumper is responsible for coordinating intelli-
gence-gathering operations in the Khulam subsector.”

Thumper McKinnon takes over the briefing. McKinnon is a
big, beefy man, an ex-amateur boloball player, and his words
are slightly slurred by the trademark wad of faisal root in one
cheek.

“Right. Slider Laszinski was infiltrated earlier this year to
gather TPMI (techno-politico-military intelligence) on Suudo
toward the eventuality of smash-and-grab raids or even a full-
scale pacification and integration effort. We run a regular
contact ship down to the Suudo area, and through some other
places we have agents and receive reports by burst transmis-
sion, which is how we got Slider’s report. You have a summary
of Slider’s background report on Suudo in your briefing kit,
along with a planetary overview map and a regional map of
the area surrounding Hino City and the starport. Slider’s a
good man. You can count on his stuff being pretty good. Even
so, this report is a couple months old now, so be advised,
people.

“We have some astrographic challenges to deal with in
getting to Suudo. The only jump-2 routes through Khulam
subsector pass through either Sofar (2939) or Montezuma
(2836). Problem is, Sofar doesn’t have a usable source of fuel
in the whole stinking star system, and the situation in
Montezuma is just complicated enough right now that the
Navy has asked us to steer clear of it.

“Right. No problem. What we do is route you through
Karpaty, which isn’t on any of our standard charts of the AO
‘cause it ain’t in the AO, technically speaking. It's down in
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Harlequin subsector, in what
would be grid cell 3041 of
Khulamsubsector, ifthere were
suchathing. Youmake asimple
jump-2 from Futok to Karpaty,
refuel at a gas giant, and then
make your final jump-2 to
Suudo.

“Right. Two things to bearin
mind. First, we don't consider
use of the Karpaty system to be L
aviolation of the AQ, sincewe're “Thumper” McKmnon
using it to get to the AO, but we’d just as soon not advertise
whatwe’re doing. So in your log and flight plans, you will refer
to it as ‘jump transit station Khulam-3041.’

“Second, Karpaty is inhabited; stay away from it. There are
three big, beautiful gas giants to refuel at, so don’t go
annoying the natives.

“When you arrive at Suudo, we'll have a picket boat standing
by with the latest intel updates from Slider as well as instruc-
tions on where and when to contact him, From there, the
course of action is up to your team.”

Papa and Thumper will ask for any questions and then
conclude the briefing.

GEARING UpP

The next phase of the adventure entails preparations for the
mission.

Fitting Out: RCES will supply whatever equipment the
characters request, within reason and subject to availability.
This includes weapons appropriate to the characters’ skills,
clothes tailored to local styles, and even a small supply of Hino
currency (equivalent to about Cr1000). They are also provided
with an old, beat up, and very worn TL-6 ground car with “East
Hino Mining Cooperative” painted on the doors in faded
letters.

One vital item of equipment the PCs can’t be allowed to
forget are compressor masks to make up for Suudo'’s lower-
than-standard oxygen atmosphere.

Thereferee should try to keep each character’s personal load




within reason in order to avoid the “kitchen sink” syndrome.
In addition to the standard equipment shown in the TNE rules,
the team also has access to a remotely piloted vehicle, or RPY,
with which to conduct reconnaissance missions. This surveil-
lance vehicle is detailed in the equipment section at the back
of this book.

Should the PCs lack a ship of their own, RCES will provide a
far trader for the duration of the mission. Any additional
personnel required to operate the ship shall be supplied by
RCES. These NPCs will be Star Viking Space Specialists tailored
by the referee in order to provide any skills not possessed by the
team. If the characters own their own ship, it will be serviced
and provisioned by RCES prior to departure.

Once this phase of the operation is complete, the team
leaves for Suudo. How the actual trip proceeds, as well as who
or what the PCs encounter, is up to the referee.

Getting There: The referee should pay careful attention to
any concerns the PCs may have regarding the various worlds
along the route, as these could provide the seeds to various
minor adventures along the way. If the characters have no ship
of theirown, they are loaned the Far Trader Heaven's Steel. Ship
stats are as per the TNE rulebook, with the exception that one
TL-8 missile turret and one TL-10 sandcaster turret have been
fitted. An additional four TL-11 nuclear detonation missiles
and 20 sand cannisters are stored in the ship’s hold.

If Space Specialist NPCs are to be included on the mission,
the referee can take the opportunity to introduce them at this
point. Special attention should be paid to the potential
roleplaying possibilities these individuals present.

Arrival at Suudo

When the characters arrive at Suudo, they rendezvous with
RCS Rawalpindi, a 100-ton scout/courier seconded to Coali-
tion service from the Aubani Navy. Rawalpindi has been
waiting for the characters and will depart as soon as they have
communicated with them, as they have additional duties in
other systems to attend to. (Rawalpindi and her crew are not
available to reinforce the players in their mission.)

Rawalpindi provides some unexpected and unwelcome
news. First, however, they have summaries of additional intel
reports from Slider. In recent months, Slider has seen some
unusual activity on a number of fronts.

The Guard is conducting more training exercises than it used
to, especially exercises involving air rafts. On more than one
occasion, air rafts have been seen departing in the dead of
night in the general direction of the mainland. They’ve not
been seen to return for several days. Rumor has it that some
sortof training is being conducted along the coast to the north.

The foundry has been ordered by the TED, or rather the
Chief of Staff, to produce additional quantities of certain items,
such as weapons components, ammo shells, and automotive
parts. The amount produced exceeds the estimated local
need.

Increasingly, medicals have been seen in the company of
Guard units, particularly those patrolling the streets. This has

led Slider to believe that the Institute has long filled some kind
of intelligence role for the TED, or that the medicals are
assuming a more important role now that one of theirown has
come into some power. The latteridea doesn‘t sit well with the
average Guard trooper who's come to enjoy the perks his or
her position garners. The covert specialist expects increased
friction between the two groups, perhaps even a struggle for
control if things get sufficiently out of hand.

The Chief of Staff seldom leaves the grounds of the Institute,
or for that matter the main building. One of the few times he
did so, Slider was able to take the photos appended to his
report. The covert specialist is unsure of what Michaels spends
all his time doing.

Finally, attempts to encourage the formation of resistance
organizations have yielded no results. The only pre-existing
resistance movement Slider heard about was destroyed by the
Guard just prior to Michaels/Karkov’s assumption of power.

Following retransmission of the intel information, however,
Rawalpindi makes an extremely distressing report. Several
weeks ago they received a final burst transmission from Slider,
the text of which follows:

SLIDER TO CHEAP TALK.

SLIDER TO CHEAP TALK.

RECORD AND RELAY IF YOU COPY.

RUHLMAN INSTITUTE IS A COVER FOR A PSIONIC CELL OF
SOME KIND,

| SAY AGAIN, RUHLMAN INSTITUTE IS A PSIONIC CELL.

MY COVER IS BROKEN.

INITIATE PICKUP.

EXPEDITE.

This message was repeated twice before the transmission
was broken. Rawalpindi was unable to establish communica-
tions with Slider to affect a pickup. Routine monitoring of the
Hino radio communication official channels revealed that
Slider had been apprehended and was later executed for
espionage.

DECISION TIME

The characters are now confronted with a difficult decision:
proceed or abort. They no longer have a contact on the
ground, and they now know that they are up against a psionic
opponent in addition to a very smart TED. Fortunately, Slider
did not know anything about the impending operation, so at
least they can still count on the element of surprise.

If the party includes characters with psionic abilities, there is
still considerable chance of success. Even without psionic
talents, if the characters have thought to bring psionic shield
helmets, they still can carry out the mission. If not, and they
decide to go ahead anyway, they should be allowed to
“scrounge” two or three psionic shield helmets from the crew
of Rawalpindi before it leaves—not enough to completely
outfit the party, but enough to allow small recon parties to

enter the city undetected.



If they abort, they will return to Aubaine and be sent out
again, this time with psionic equipment, but the rewards for
success will be reduced.

Once they launch the mission, and after assuming a
stationary orbit above Hino, the PCs need to make a few
additional decisions, such as whether to hide the ship on the
surface or return it to orbit with a skeleton crew aboard,
what and how much equipment should be carried initially,
and the like. Before descending to Hino, the team can use
the intervening time to prepare its gear and update its
geographical database. Tasks regarding the descent to the
planet’s surface are the province of the referee. Only those
concerned with the last few minutes of flight, when the PCs’
craft is probably hugging the deck, should present any sort
of problem.

The next several pages of information describe the area in
which the characters will be operating and the capabilities of
their opponents,

THE HINO CITY REGION

The following information is intended primarily for the
referee. Information regarding specific locations should only
be made available to the PCs after direct observation of the site
in question.

Overview: The terrain in and around Hino is predominantly
flat, although modest hills dot the area. Structures are almost
exclusively wood or brick, with few rising more than three
stories high. The most notable locations are brought out
below.

Throughout the characters’ stay on Suudo, the weather is
mostly clear. Temperatures range between 4° C (40° F) during
the day down to a low of —-6° C (20° F) at night. Winds are
minimal. It's currently late winter, early spring in Hino. Neither
of the planet’s moons is large enough or near enough to
provide much illumination at night.

Should the characters enter Hino City in order to perform a
reconnaissance, or for any other reason, the information here




should help the referee set the tone for what follows.

There are two primary methods for getting around Hino: on
footand by trolley. The lastis the most common mode of travel
for local residents. Also present are a few privately owned
vehicles, and those belonging to the Guard. Examples include
range and heavy cargo trucks and ATVs. (The first two being
the most common.) All motor vehicles are powered by natural
gas. As most of the population is required by law to be at work,
the streets are mostly quiet during the day.

On the balance, the residents of Hino City are no more
friendly orunfriendly than most populations, although they do
tend to be somewhat guarded around strangers. Any attempt
to discuss anything bordering on dissent is a sure way to end
a conversation.

While in Hino City, the characters could run into some
problems with the authorities:

Police Patrols: Guard police teams patrol at random
throughout Hino City around the clock. PCs may be stopped
and questioned during the day as to why they aren‘t
working, or at night as to their general intentions and
destination. Appropriate skill rolls should be developed by
the referee to handle such an encounterif itisn’t roleplayed.
Unlike some dictatorships, the Hino TED never introduced
identification papers or other credentials because the ad-

ministrative overhead involved was viewed as too burden-
some.

Should the characters fail to provide satisfactory answers to
police questioning, a referee-imposed event, they’ll be taken
to the Guard HQ for additional questioning and a background
check. Such a check requires two or three days to complete,
during which time the PC will be held in custody at the HQ.

Internal Security: One of the greatest threats to the PCs’
safety comes from the recently organized internal security
patrols. (They are the creation of the new Chief of Staff.) Each
patrol consists of at least one Guard squad and one, or at most
two, psionic medicals possessing Telepathy or Empathy. The
medicals travel in their own range truck.

Using telepathic scanning, the psionics travel about the
town in an attempt to search out discordant or subversive
thoughts. On occasion, the medical(s) will have the patrol stop
passersby just on general principle. As stated above, the
psionics’ abilities have been kept secret from the Guard. Most
patrols are conducted during the daytime, although spot
night patrols are also possible.

The number of skilled telepathic and empathic medicals is
limited, so internal security patrols are few in number. Still,
such a patrol could wreak havoc with the characters’ plans.
Characters picked up by internal security will be interrogated
first by the Guard and then turned over to the Institute. The
method presented in the Random Medicals sidebar can be
used by the referee to generate needed NPCs.

Any kind of physical recon of the Institute structures is
extremely risky for obvious reasons. Should the PCs undertake
such an endeavor, see “The Snatch” below for disposition of
opposing forces.

Also, even though the medicals don’t act as security guards
per se, there's always the chance that one or more walking the
grounds will detect something amiss nearby. As stated above,
the likelihood of such a chance encounter is greater during the
day. Should the referee wish to impose such an encounter, use
the information contained in the Random Medicals sidebar to
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generate a psionic medical, and then make a skill roll against
the NPC'’s Asset rating to determine the possibility of success.
The sudden detection and pursuit of the PCs resulting from a
random encounter can be used by the referee to suggest that
something highly unusual is going on. This is particularly true
if the characters have performed flawlessly up until that time.

Should the PCs come to the attention of the medicals, an
alert will be sounded as defined in The Snatch below. Charac-
ters captured by the Guard will be interrogated byt first before
being tumed over for “special interrogation” by the Institute.

It is important to note that the Guard is wholly unaware of
the medicals’ special abilities.

The Power Plant: West of Hino City is the coal-fired power
plant which supplies all of the town’s electricity. Electrical
power is sent to Hino City via twin high-tension line towers
which terminate at a substation just outside the limits of town.
Both the Guard enclave and the Institute have their own back-
up generators. (Locals have seen or heard of coal deliveries being
made to both locations, as well as the testing of the generators on
a monthly basis.) The remainder of the city will be left in the dark
should some “accident” befall the power lines.

The Railroad: Therailroad runs due west from Hino City and
is the major avenue for the importation of vital raw materials.
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Guard troopers accompany each train, whether passenger or
freight. They also maintain asmall forward base at the meeting
point of the western and northern spurs near the mountains.

The Enclave: On the northeastern edge of town, adjoining
the old spaceport, is the Guard enclave. Much of the area is
residential in nature. Areinforced concrete wall (AV 25) topped
with barbed wire runs the perimeter of the Guard settlement.

Access to the Guard enclave is nearly impossible, as the
entrances are manned around the clock, and most of the
troops know each other and their families on sight. Two or
three “police” teams, defined belowin “The Guard," are active
at all times. One police team mans each entrance and is
connected by phone to Guard HQ. Additionally, at least one
squad appears to be held in constant readiness. (This is the
rapid-response team also shown below.) Shift changes at the
entrances occur every 3.5 hours on the dot. Police teams
consistently follow the same routes during every patrol.

Should the characters wish to infiltrate the Guard base, a
night recon probably stands the best chance of success. The
referee should keep in mind the possibility of civilians spotting
and subsequently reporting the presence of strangers skulking
aboutin the dark. Refer to the map of the enclave for additional
information.




The Institute: In terms of ap-
pearance, the Institutelooksalot |
like a wooded private estate. A
fair guess would be that a few
senior level medicals live on the
grounds while the rest reside in
town with their dependents, if
they have any. A visible Guard
presence ismaintainedin around
the Institute’s buildings, but the
grounds are only sporadically
patrolled. A rough guess would
put two dozen Guard troops at
the Institute full-time. Several
ATVs, range trucks, and a single
air raft are all parked near the
Institute’s central building, Like
the enclave, Guard posts are ro-
tated every 3.5 hours.

The presence of medicals is
more pronounced during day-
light hours, less so after dark,
when apparentlymany leave the
grounds to go home. There is
always at least one medical
present at each entrance to a
building. Refer to the map of the
Institute for additional details.

Should the team undertake a
recon of the Institute prior to
conducting the smash and grab,
it runs the risk of being detected
by a psionic medical. Telepathic,
or at least empathic, medicals
are stationed with Guard personnel at all entrances at all times.
They scan the minds of all who enter for “wrong thinking.” See
the sidebar Random Medicals for one idea as to how to quickly
generate a psionic medical.

THE GUARD

The following is provided to define for the referee how the
Guard is organized and equipped.

Police Team: Each Police Team consists of two troopers
whose primary duty is to enforce local law. It's the most
common type of Guard unit seen on an everyday basis. Each
trooper wears a BW vest and carries a 9mm autopistol, with
one spare clip, as well as a nightstick (club). Most travel in
range trucks equipped with S5km radios; the remainder are on
foot patrol. A 7mm ACR-10 with three spare clips (all HE) is
keptin the truck. For each team member, roll 1D6; on 4+, that
individual carries a supplementary oxygen bottle with at-
tached mask.

Use the Show Troops NPCs (described on page 66 of the
basic game), without specialist skills, for Police Teams adding
Ground Vehicle skill equal to the NPC Asset rating to one NPC,

Security Team: Each Security Team consists of four troopers
assigned to special protective duties. The security detail at the
Institute consists of six such teams. Each trooper wears a BW
vest and helmet. The helmet has an integral 2km radio and
night-vision goggles. Standard-issue weapon is a 7mm ACR-
10 with six spare clips (four HE and two DS). RAM HE grenades
may be carried by the team as the referee designates. For each
team member, roll 1D6; on 4+, that individual carries a
compressor mask. Each team is normally allocated a wheeled
ATV, although this may be replaced by an air raft at need. In
this case, the team driver has Pilot (Interface/Grav) instead of
Ground Vehicle.

Use the Show Troops NPCs, without specialist skills, for
Security Teams, adding Ground Vehicle skill equal to the NPC
Asset rating to one NPC. These NPCs are rated as Experienced
instead of Novice.

Squads: Each squad consists of eight combat armed troop-
ers. Each trooper wears a BW body suit and helmet, the latter
with the same integral radio and night vision as Security Team
members. Standard-issue weapon is a 7mm ACR-10 and six
spare clips (four HE and two DS), except for the squad gunner
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who carries an 8cm laser rifle and a 9mm autopistol. Each
trooper also carries 1D6-2 RAM HE grenades. Squads are
assigned two ATVs, wheeled type, for transportation. A heavy
weapon, HMG or Gatling gun, may be mounted on one of the
ATVs at the referee’s discretion.

Use the Show Troops NPCs, without specialist skills, for
squads adding Ground Vehicle skill equal to the NPC Asset
rating to two NPCs. The squad leader is Experienced while the
rest are Novices.

Avariation on the squad is the rapid-response team on duty
at the enclave. This squad uses air rafts in place of ATVs and
deploys immediately after an alert is sounded. All of the NPCs
are Experienced and Pilot (Interface/Grav) replaces the Ground
Vehicle skills for the two drivers.

Communications: Slider had determined that the Guard
uses secure radios, but always on the same set of frequencies.
In other words, while their communications can’t be deci-
phered by outsiders, they can still be jammed. Unless the
characters have specifically equipped themselves for breaking
secure comms, any improvised attempt will fail.

The public telephone network is also an important commu-
nication system for the Guard, and regular phone checks
between the enclave and the Institute are performed.

THE SNATCH
Preliminaries overwith, it’s time forthe charactersto execute
their smash-and-grab raid and snatch Michael Karkov.
Opposing Forces: Security at the Institute at the time of the
raid is as follows: One Security Team each is
assignedto the Govemor-Generaland the Chief
of Staff. Two Security Teams are divided be-
tween the various building entrances, and one |
team is kept on ready status at the main build-
ing. The remaining team is off-duty and in
barracks, subject to recall as needed. Addition-
ally, one Guard squad, under the command of
the security detachment, is making a periodic
sweep of the grounds. Radio and phone checks
between Guard posts at the Institute and the
enclave are performed every 20 minutes.
Present atthe main building are the Institute’s
senior leadership, four junior medicals and half
a dozen non-psionic staffers.
When, or even if, the strike on the Institute is
detected, the Cuard goes on alert status. The
security team with Michaels/Karkov proceeds

The exact disposition of troops within the Institute is best
coordinated by the referee, as modified by the characters’
actions, and in keeping with the developing plot line.

Guard Response: Once an alert has sounded, by radio or
phone, the enclave rapid-response team will make for the
Institute by air, arriving about five minutes after the call comes
in. Two squads will be ordered to the Institute at about the
same time, although it will take them between 10 and 15
minutes to reach the Institute. Police teams with vehicles
operating close to the Institute will also be called in. How many
of these teams show up and when is up to the referee. Thirty
minutes into an alert, two more squads will be sent to the
Institute, one via a pair of air rafts and one via ATV. Follow-on
forces will be dispatched as the situation warrants.

While all thisis going on, Guard units will also move to secure
the enclave and several “strategic” targets, for example the
foundry. The assumption is that some kind of raid from the
mainland is in progress. If the characters’ plansinclude a strike,
diversionary or otherwise, on the enclave, all forces at the
Guard base will focus on repelling the attack there first and
then help the Institute. Police teams in the vicinity of the
Institute will still be ordered to that location.

If at some point all seems lost for the Guard at the Institute,
the Governor-General’s son and “heir to the throne” will
assume command. His priorities are, first, secure the enclave,
second, secure the strategic targets, and last, retake the
Institute. He’s never had any great love for the medicals and
has come to hate them even more since Michaels took over.

to hustle him from his office/residence on the
second floor to the bunker below the main
building. The team protecting the Governor-
General hunkers down where itis, All entrances
to the Institute’s buildings are sealed off by their

Building

respective forces. The ready team will be de- |
ployed to wherever it seems most needed, as
will the team in barracks, which follows 10
minutes later.
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He also secretly feels it's time for his father to retire.

Inside The Institute: Guard troops tend to be simple in their
tactics, preferring to mass fire against targets in place of
maneuvering or splitting forces. Exceptions to this general
mindset are of course possible as one more troopers gets
creative. The security detachment’s primary objective is to
hold the Institute for as long as it takes for additional Guard
units to arrive.

Once hostilities begin, the non-psionic staffers, all Novice
NPCs without combat assets, will attempt to flee the building,
hide somewhere immediately nearby or try and find a Guard
unit to protect them. All know the location of the Governor-
General’s room and the existence of the underground bunker,
although in the latter case, not its layout. Staffers should be
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placed randomly in the main building.

The four junior medicals are described and their locations
given in the sidebar Medical Extras. All four not only know of
the bunker, they also know how to get there and how it's laid
out.

After combat between the PCs and the security detachment
begins, the three members of the Institute’s senior leadership
will head by the most direct route for the bunker.

THE BUNKER

Once Michaels/Karkov has made it to the bunker, the
Institute computer will become aware that the facility is under
attack. The computer poses the last, and perhaps greatest,
threat to the characters’ mission, as it possesses Virus-derived
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mtelhgence and psionic powers. (See “Referee’s Notes” for
information regarding how this came to be.) PCs can come
under direct mental assault from the computer while in the
medical facility where the Governor-General is quartered or in
any room containing a master terminal as shown on the
detailed Institute map. The computer might also use its
abilities to manipulate troops or medicals in order to set up
ambushes, isolate team members from the rest of the group,
and the like, To do any of the above requires the computer to
make a successful Psionics skill roll. Additionally, the senior
medicals holed up with their leader will use the powers at their
disposal to assault the characters as well. See the sidebar for
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descriptions of Karkov and the senior staff.
Note that the computer has its own well-protected backup
generator for use in case both the public power grid and the




Institute’s generators fail.

Should all else fail, the computer will use telepathy to
communicate directly with the PCs. It will lay Suudo at their
feet hoping to entice them into either letting it retain control
or backing the team in a bid for power. Both offers are merely
ploys intended to gain time for additional troops to arrive and
free the Institute. Obviously, any direct computer-to-character
contact will come as a great surprise to the team.

The Fate of The Computer: The final question in this
scenario iswhat todo about the computer. A psionic computer
would certainly be of great interest to the Coalition, even if it
is infested with Virus, but there’s no way to get it back to
civilized space given its size and the circumstances. To leave it
running, or evenintact, isto run the risk that it might somehow
be reactivated, perhaps by a medical “programmed” for just
such a task. The best course of action is probably to destroy as
much of the computer as possible prior to leaving. A later
strike, perhaps by a follow-on “hearts and minds” or full
invasion force, could finish what the characters have started.
Although the referee should allow the team some time to
debate thisimportant issue, the PCs should remember they’re
in the midst of a combat situation.

EXFILTRATION AND BEYOND

Once the PCs have secured Karkov and dealt with the
computer, they can set about the job of getting out of Dodge
and returning home.

Upon their return to Aubaine, the characters and Karkov will
be sequestered by RCES until their debriefing is concluded. Of
course, just how pleased Papa is at the success or failure of the
mission depends on how well the characters performed. The
RCES planner will also take into accountwhat kind of shape the
PCs left Hino City in. Any payment as well as any increase or
decrease in the PCs’ reputation as a group should be modified
accordingly. Given the open-ended nature of the adventure,
it's left to the referee to award experience points.

Michael Karkov will be hospitalized and his condition evalu-
ated. Given everything he’s been through in the last several
years, Karkov will require a lot of help before he's considered
well again. His recovery could play a continuing part in his PC

friend’s life for some time to come.

Assuming the characters were successful in their endeavors,
the power of both the Institute computer and the medicals will
have been broken. While it's likely the Guard has reasserted its
authority over Hino, this is by no means sure. Significant
damage done by the PCs during their mission may have
tempted the population to overthrow the TED or caused
dissension in the Guard ranks. One sure way to know is to
return to Suudo again someday. Perhaps the characters will
even volunteer.
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REFEREE'S NOTES

The following information is intended to fill in the details as
regard to how things came to be in Hino.

Karkov: The free trader ship Karkov was on was attacked by
a piratical Guild ship just off Suudo. The trader was fatally
damaged and lost power in a decaying orbit, while the Guild
ship was itself sufficiently damaged that its Captain was
unwilling to risk a low-orbit docking maneuver. As the trader
began heating up in the atmosphere, the three surviving crew
(including Karkov) donned vac suits and attempted individual
re-entry using personal re-entry kits. Only Karkov survived the
attempt, and landed (hard) off the coast of Hino.

Fortunately for Karkov, his “landing” was witnessed by
medicals staying at a coastal retreat. They retrieved him,
unconscious and in shock, from the sea and rushed him back
to Hino. Believing they'd found one of their long lost psionic
brethren (see below), the medicalsinstalled Karkovin their medical
facility where he eventually recovered from his injuries.

The Ruhlman Institute: The Ruhiman Institute provided a
convenient cover for the Psionics Institute as its location on
little-regarded Suudo meant that Imperial authorities would
probably never discover it. Instead of being a training center
forpsionics, as many Institutes were, the Ruhiman Institute was
primarily engaged in research into the basis of psionics in
sophonts. Its extensive computer archives contained brain
maps and experimental data used by the Institute researchers,
Their work was ongoing when the Final War broke out.

As the situation across Charted Space continued to deterio-
rate in the early to mid 1120s, the farsighted among the
Institute staff could see Hard Times coming. (Some staffers,
given their unique abilities, literally saw them coming.) A
decision was made to gather together personnel from other
Institutes in the region. Suudo, and Hino in particular, was
deemed an excellent haven from which to ride out the coming
troubles given its self-sufficient nature. Unfortunately, whenthe
Viruswashed overthe sector, manyof the Institute’smemberswere
off-world retrieving other psionics, and thus the Institute was left
with farfewer members thanitstarted with. One of thelast Institute
ships to struggle in relayed the message that one day the lost
psionics would find their way back to Hino.

The Computer: The Institute computer’s primary function
was the storage and abstraction of data; it had little in the way
of processing power. The computer was infected by the Virus
via a downlink established by the Institute to monitor the
arrival of fellow psionics.

The Virus delivered to Hino City was a precursor to the Hobbyist
strain, and upon review of the data accumulated by the Institute,
it decided to become an expert in psionics. Because of the nature
of the computer and the stealth of the Virus, the system appeared
to its operators to have escaped the Collapse unharmed.

Over a period of years, the Virus increased its processing
power by reconfiguring little-used data-storage modules. The
new processors were a combination of Virus-inspired design
and translated sophont brain maps. The final result was not
only increased intelligence, but also machine-based psionics.

As part of its psionic research function, the computer had

been hooked into a number of experimental devices. These
devices were part of a program to assess the compatibility of
organic psionics with inorganic electronic systems, and to
allow automated psionic monitoring and testing. The com-
puter was fitted with a number of psionic monitoring devices
which could read the thoughts of psionic experimental sub-
jects by their electrical impulses. Modified versions of these
monitors allowed the computer to send electrical impulses
into subject minds and monitor their effects. The combination
of these passive (read thoughts) and active (project thoughts)
capabilities created in the computer the electronic analogy of
psionic telepathy skills. As the Virus-infected computer grewin
its understanding of psionic phenomena, it also grew in its
ability to use its psionic abilities to learn about and control its
surroundings.

While the computer built its power, the medicals continued
to use the computer, none the wiser about its new capabilities.
Personal journal entries, historical information, medical data,
and the ability to scan the thoughts of medicals working near
its monitoring devices provided the computer with insight
into the situation in Hino. As is the case with Virus-based
intelligence, though, there were misunderstandings and
mistranslations. The computer interpreted an old treatise by an
Institute leader dlaiming the inevitability of benign rule by psionics
as a mandate that psionics should rule. With this new imperative,
the computer set to work.

Using its various telepathic powers, the computer worked to
subtly plant the concept that psionics should rule in the minds
off all the medicals it could reach. It did this slowly and over the
course of many years in order that its influence remain
unnoticed. It did much the same thing to the Governor-
General and other members of the Guard who came to the
Institute for medical attention, implanting a predisposition
toward supporting the Institute and its staff. The greatest boon
to the computer’s efforts was the arrival of Michael Karkov,

While unconscious and recovering from his wounds, Karkov
was “reprogrammed” by the computer to become the emis-
sary of the legendary psionics missing since the time of the
Collapse. Since the off-world psionics had taken on almost
mythical proportions in the intervening decades, Karkov was
well positioned to become the leader of the medicals and,
soon, the de facto TED of Hino.

Through its puppet, the computer wiped out the only active
resistance group on the continent and forced the Guard
leadership to accept an expanded role for the medicals in the
dictatorship. These actions were minor, though, compared with
the computer’s ultimate goal: to rule all of Suudo by psionic
subversion, suggestion, and control. The increased training and air
raft flights Slider reported to the characters were in fact the first
wave of covert agents being dispatched to the mainland.

It should be noted that enough of Karkov’s personality bled
through the programming that he took a variant on his true
name as his own and employed the Dawn League insignia as
the symbol for “his” regime. Karkov’s seemingly meager
psionic abilities were simulated by the computer or explained
away as having been largely lost in the trauma of the crash,
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Come thou no more for ransom, gentle herald:
They shall have none, | swear, but these my joints;
Which if they have as | will leave ‘em them

Shall yield them little.

Henry V, Act IV, Scene iii
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REFEREE'S ABSTRACT

“Power Play” is set on the planet Lefiguura (3132/Khulam
X86856A-3), a world whose surviving population is concen-
trated in an island chain in the middle of its ocean. Those
islands are divided between four dictators who are locked in a
struggle for dominance.

The two dictators with the strongest forces, Gustav and
Razamis, have joined forces to crush athird—Elinore Bonatiates,
who styles herself “the Basileus of Lefiguura.”

Whatwould be a purely local struggle has been complicated
by the intervention of Arturo, the ruler of the planet Kide
(3131/Khulam). Arturo has grand ambitions and has had
himself crowned emperor of the “Diasporan Star Empire,”
which so far consists only of his own world, Kide.

To gain influence on Lefiguura, Arturo has sent Kidan troops
to reinforce Elinore’s army, and their appearance has turned
the tide of battle. Elinore, however, knows that her Kidan allies
expect her to rule Lefiguura in Arturo’s name, not in her own.

The RMS (Reformation Coalition Merchant Ship) Mackenzie
stumbled into this powderkegin early 1201. Given the history
of violence directed against the Star Vikings by xenophobic
and technophobic inhabitants of other planets, Captain Ster-
ling and the crew of Mackenzie were surprised by the pleasant
reception they received. Before long, they made the mistake
of relaxing and trusting their hosts.

Elinore had no intention of letting the crew of Mackenzie go.
She had come to realize that she was just a tool to the Kidans.
She had no desire to be dependent on outsiders for her
continued rule. Most fortunately of all, the Kidans were off
fighting with Gustav’s forces. That meant that she could hope
to capture the Vikings and their ship and keep them under her
control. The remaining xenophobia of her people guaranteed
that nobody would leak the secret to the Kidans when they
returned.

Several nights after their arrival, the crew of Mackenzie were
drugged andtaken prisoner. The ship’s pilot wasforcedto help
move the ship to Donmils Island, where the crew has been held
and the ship studied ever since.

The player characters have been hired to locate and rescue
the missing Star Vikings. They will have to investigate around
Elinore’s capital, persuading or forcing people there to tell
themwhere the prisoners are being held. Finally, they will have
to launch a daring raid on Elinore’s secret island prison to free
the captives and recover the stolen starship.

Once the player characters reach Elinore's capital city, they
are free to investigate as they see fit. They may choose to
openly admit their off-world origins or pretend to be natives
of Lefiguura.

There are atleast three ways the characterscanfind Mackenzie
and her crew. They may be able to piece together the
necessary information simply by talking to various townsfolk in
“Vianda” (see page 78). They can attempt to steal the informa-
tion from “The Palace” (page 80). Documents that list the
location and status of Mackenzie and her crew can be found
with a Difficult: Observation task in Constantine’s quarters, or

with an Averagerollin Nicephoros Phocas’, John Tzimisces’, or
Elinore’s offices. Finally, they may be able to negotiate with
some of Elinore’s officials at “The Court” (page 81). However,
if they fail to be sufficiently discreet, they will find themselves
in “Serious Trouble” (page 85).

As long as they succeed in their investigations, they will
eventually find their way to “Donmils Island” (page 85) and
the climax of this adventure,

INTRODUCTION

The characters are once again on Aubaine after the comple-
tion of their most recent mission. Brusman is between major
Auctions, and so the town seems unusually quiet. Of course,
it'sstill one of the busiest ports in Charted Space. One evening,
the party’s leader comes back to his quarters to find some mail
waiting. There are several tickets for a private box at a full-
contact ice dancing competition, to be held the next day, and
a handwritten note. The note reads as follows:

“Iwould appreciate an opportunity to discuss business with
you tomorrow. Please feel free to bring your associates.” The
note is signed by one Midori Chouinard. Also enclosed in the
envelope is Chouinard'’s business card, identifying her as the
vice president in charge of special operations for Majestic
Survey and Relic Recovery.

If the characters want to do some preliminary investigating,
they can discover the following information with a successful
Research or Streetwise check:

Easy: Midori Chouinard works for the Majestic Survey and
Relic Recovery Consortium, a private company chartered on
Nike Nimbus that sponsors expeditions into the Wilds.

Average: Majestic Surveys is unusual because it is one of the
very few private organizations able to afford to have its own
ship built in the Oriflammen shipyard. A large armed trader is
presently under construction there (using recovered relicjump
drives) which Majestic Surveys will take over upon completion
(subject to RCES reserve requirements, of course). Majestic
Surveys will have to make a large cash payment when its new
ship is finished or forfeit its down payment and lose the ship.

Difficult: Majestic’s current ship, the RCMS Mackenzie, a
recovered and refurbished far trader, is overdue on its most
recent voyage.

THE BRIEFING

At the ice dancing competition the next day, the characters
will find Midori Chouinard waiting for them. She is a well-
dressed, slim businesswoman in her late thirties. She smiles
and invites the characters to sit down. During an intermission,
she begins to explain the mission.

“I'msorry for the slightly melodramaticinvitation,” she says,
“but | didn’t want this to look like anything more than a get-
acquainted session. As you may know, | represent the Majestic
Survey and Relic Recovery Consortium. Unfortunately, we
have a rather serious problem at the moment, and we'd like to
investigate it before word gets out to our backers. I'm afraid
that they might choose to pull out if they heard this news, and
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that could cause our financial collapse.

“About a year ago, we purchased the far trader Mackenzie
from the Hivers. After refurbishing the vessel, we hired Captain
Roger Sterling and a crew, and sent them out into the Wilds.
The first several trips were extraordinarily successful, and
allowed us to begin construction of a larger vessel. However,
the ongoing construction costs require a steady cash flow, and
Mackenzie is our only means of generating that cash flow.

“Over two months ago we sent Mackenzie to the planet
Lefiguura. Before the Final War, Lefiguura was an agricultural
world, with technology at least equal to our own. It was also
a beautiful world, supposedly more pleasant than Old Earth,
and with a surprisingly small population. We felt that Lefiguura
had some potential for relic recovery and possibly even more
for colonization and integration. Lefiguura could eventually
make us a great deal of money—but only if we can stay in
business.

“But Mackenzie never came back, and we want you to help
us find her. We need to find out what happened to our ship.
If we can salvage her, that would be ideal—but we cant afford
to write her off, and we want to rescue our people if at all
possible. I'll be accompanying you to monitor the operation
and gain some field experience, but | won't interfere.

“Of course, we'll fully finance the recovery operation. Any
incidental profits generated by the mission will belong to you.
I'm afraid our cash position will not allow a large lump-sum
payment in the event of success, but if you can recover
Mackenzie and her crew, we'll undertake to finance twofurther
missions of yourchoice, with all profits going to you. lfwe can’t
recover Mackenzie, I'm afraid we won’t be in a position to do
much of anything else for you, as the firm will probably be
dissolved. Are these terms acceptable?”
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Midori is willing to negotiate these terms, but will tie any
guarantees of payment to recovery of Mackenzie. She will also
try to focus on future investment income rather than immedi-
ate cash, and will offer up to 1% of the total stock in the
consortium. (The referee can peg this stock value and the
dividends as appropriate to the campaign.)

Assuming that Midori and the characters reach an agree-
ment, she will ask that they leave for Lefiguura as soon as
possible. She will arrange to get the PCs any equipment they
feel is necessary, within reason, She also gives them two pages
of background briefings. The referee should photocopy the
pages 76 and 77 of this book and give them to the players as
the briefing folder.

The players may notice that the briefing sheets provided
them are official RCES world data reports, If they think to
inquire, Chouinard will explain that RCES is unable to help
recover the crew with a raid of its own, but was willing to
provide what intelligenceit had on the world to assist Majestic.

Midori also suggests that Majestic Survey fabricate a small
wooden sailing vessel which can be carried in the cargo hold
of the PCs’ ship. She points out that this may be an inconspicu-
ous means of travel in a primitive island chain.

IN ORBIT OVER LEFIGUURA

The voyage to Lefiguura can be as eventful as the referee
wishes. When the characters’ship enters orbitaround Lefiguura,
the sensor operator should make an Average: Sensors roll. On
a successful check, he or she picks up an unfamiliar beacon
broadcasting from the planetbelow. It originates from Vandalla
Island, thelargest of theislands controlled by Elinore Bonatiades.
If the characters have had any previous contact with the
Kidans, they will notice that the transmission matches their



usual frequency. The beacon carries no useful information. It
is simply a signal directing incoming ships to a landing field.
Midori will point out (if it doesn’t occur to the characters)
that Captain Sterling would probably have begun his investi-
gation of Lefiguura there. The characters may decide whether
to approach the island openly or covertly. An open approach
is probably not a good idea, given the disappearance of the
RMS Mackenzie, but the characters can try it if they like.

OPEN APPROACH

If the characters choose to approach Lefiguura openly,
they will find that the beacon is located in a field outside of
the town of Vianda on the north coast of Vandalla Island. The
field will be deserted when the characters arrive, but they
will soon be joined by a man accompanied by a half-dozen
soldiers armed with muskets, all riding six-legged, vaguely
insectoid creatures.

The man is short, standing five-foot-six. He has short red hair
and a close-cropped red beard. He introduces himself as “the
strategos John Tzimisces, servant of Her Most Royal and
Imperial Majesty, the Basileus Elinore Bonatiates.” He wel-
comes them to Vianda, and says that he has been sentto bring
them to the Basileus for an audience. Neither he nor the
soldiers take any overt threatening or hostile actions. He
volunteers no further information, instead pumping the char-
acters for information about their mission, the Reformation
Coalition, and so forth. However, he will answer their ques-
tions in turn, if the characters can get a word in edgewise.

As they travel past Vianda to reach the Palace, they will note
that the townsfolk make efforts to ignore them. Nobody does
anything overtly hostile, but the characters should sense that
they are not wanted here,

When they arrive at the palace, they will be taken to see
Elinore immediately. See “The Court,” below.
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Star System
Sector: Old Expanses
Subsector: Khulam
Star Type: Binary G2 V + M6 degenerate
Planetoid Belts: 1
Gas Giants: None

Main World
Starport: X
Pre-Collapse Starport: C
Diameter: 12,214.8 km
Atmosphere; Standard
Hydrosphere: 80%
Population: 100,000
Pre-Collapse Population; 400,000
Government: Balkanized/TEDs
Law Level: 10
Tech Level: 3
Pre-Collapse Tech Level: 12
Bases: None (Pre-Collapse: Scout Base)
Trade Classification: Ni, Ag

NOTES

There has been no formal contact with Lefiguura by
the Reformation Coalition, although merchant vessels
call there infrequently. What we know of Lefiguura is
based on these scattered Free Trader contacts.

Physical: Lefiguuraisarich andfertile planet that once
served as the breadbasket of Khulam subsector. A
smaller world than Terra, and over three-quarters water,
it still had abundant land for its 400,000 inhabitants.
Thereisasingle large land mass on the planet and a large
archipelago (the Calay Islands).

Demographics: Today, only about 100,000 people
remain on Lefiguura, all of them human and virtually all
living in the Calay Islands. We estimate that there are
small numbers of nomadic survivors on the mainland, all
living at tech level 0.

Historical Background: Two hundred years ago, an
anti-technological sect purchased anumber of islands in
the Calay Archipelago, to allow themselves to enjoy the
rural TL-6 life-style that their beliefs demanded. The
Oksanites (as they called themselves) believed that
computers were a threat to human existence, and that
Al researchwas particularly abominable and dangerous.
They moved to Lefiguura to escape what they foresaw
as the coming inevitable doom of interstellar society.

After a little more than a century, Virus proved their
beliefs to be right. Unfortunately, the Oksanite leaders
hadn’t properly planned for the Apocalypse. They had
become complacent and relied on outside sources for a
great deal of their equipment. Slowly, inevitably, they
began to decline from TL-6 to their current TL-3.

Techno-Politico-Military; Today, almost all of the
population of Lefiguura is descended from the Oksanites.
The Calay Island chain is divided between four different
technologically elevated dictators, none of whom have
access to the TL 12 technology that was once common
on the mainland. They all have been forced to depend
on old TL 6 devices to maintain their supremacy.

For decades, the rulers of Lefiguura and their succes-
sors have maintained a delicate balance of power, This
balance was shattered with the arrival of space travellers.
One of the TEDs, who calls herself “the Basileus,”
Elinore Bonatiates, decided that her best chance to
rule Lefiguura had arrived. She saw no further reason
to be afraid of high technology. After all, the
outworlders had overcome the computer apocalypse—
why should she fear it?

Lefiguura’s future might have been very different if
these off-worlders had been from the Coalition, In fact,
they were from the nearby world of Kide. Their govern-
mentwas seeking to establish its own interstellar domin-
ion, and they were pleased to find a leader on Lefiguura
who was not consumed by technophobia. Elinore was
immediately incorporated into their expansion plans.

Arturo, the ruler of Kide, has imperial ambitions, and
has already proclaimed himself “Arturo |, Emperor of the
Diasporan Star Empire.” He has sent a platoon of troops
with high-tech weaponry to help Elinore overcome her
enemies and rule Lefiguura as Arturo’s viceroy.

The reaction of Lefiguura’s other TEDs was uniformly
and overwhelmingly negative. The two most powerful,
Gustav and Razamis, united against Elinore andlaunched
a virtual holy war. For the last few years, they have
constantly raided Elinore’s territoryin an effort toweaken
her forces and prevent her eventual victory. Kuugishiim
remains neutral.

Ruler Population
1. Gustav 30,000
2. Razamis 30,000
3. Elinore 25,000
4. Kuugishiim 15,000
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COVERT APPROACH

The other, and probably better, altemative for the characters
istodisguise theiridentity, using the old “we are travellers from
afar and distant land—no, farther than that one” routine. Let
them come up with any story they wish, but they will only be
believed if they claim to come from the mainland. This story
will also handily explain any high-tech gear the characters
choose to bring along. In fact, their equipment would strongly
suggest to the Viandans that they are telling the truth, since
none of the TEDs could afford to waste preciousrelics on a spy.
If they make this claim, almost any story they tell will be
believed, as long as it is fantastic. A boring story will lead the
Lefiguurans to assume that the characters are spies. If this
happens, go to “Serious Trouble,” below.

Since Vianda is located on an island, characters have little
choice but to approach from the sea. When they come in sight
of Vianda, aboatwillbe sent outto greetthem. The portmaster,
Basil Bulgaroctonus, will greet them and ask their identity and
business. His answers to any questions will be much the same as
John Tzimisces’, above. However, most of those questions are likely
to raise some suspicions, since there is very little reason for the
characters to be interested in such matters.

If the characters have brought any noticeable high-technol-
ogy with them, Basil willimmediately send a runner up to the
Palace to inform the Basileus. He will suggest that the charac-
tersshouldtalk to Elinore about selling some of their gear, since
she will be happy to give them a fair price for it. Besides, they’ll
have to live here, and angering the Basileus would not be a
good idea. The onlyworse ideawould be going elsewhere with
their possessions.

If there are no signs of relic technology, Basil will bid the
characters welcome and ask if they have any means of support.
If they say no, he will direct them to awork gang busily clearing
the far side of the island, and add that the Basileus doesn’t
tolerate vagrants in Vianda. If they say yes, he suggests that
they stay at the Benwicks Tavern. In either case, he suggests
that they present themselves to the Basileus soon. Strangers
are never trusted.

In either case, Basil will give them a safe conduct pass and
accompany them to the Palace. If the characters have some
interest in selling relics, they will be escorted to see Elinore
immediately. if not, they wilt have to wait a couple of days, during

which they can wander around town or join a work gang.

VIANDA

Vianda is a small town, with a population of roughly 5000.
Nevertheless, it is the largest settlement in Elinore’s domain
and is her capital city. Most of the buildings were built before
the Collapse, and show signs of extensive wear and tear.The
formerly tiled roofs have been repaired with thatch, and most
of the windows have been broken and boarded up. Most
buildings also have had rough chimneys added. Almost a third
of Vianda’s buildings are abandoned.

The characters will instantly stand out, no matter how they
arrived. However, they have some small chance of being
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accepted if they are pretending not to be off-worlders. If they
have told the truth about their origins, the townspeople will
give them nothing more than the time of day, and will avoid
them as much as possible.

If they have claimed to be Lefiguuran, the Viandans will still
be wary, but they will be willing to be convinced of the
characters’ good intentions. This can be roleplayed or handled
by a Difficult: Persuasion task. Here are some likely things the
characters may do:

Talk to the Townsfolk: Most Viandans will initially be
suspicious of the characters. If the characters can convince
them that they really are from the mainland, though, and if
they act friendly, the townsfolk will open up after a day or two.
Have the characters make Difficult: Persuasion or Carousing
rolls to get people to open up to them. A Catastrophic Failure
on this task will draw the attention of Nicephoros Phocas’
secret police, with consequences as described in “Serious
Trouble,” below.

The Viandans don’t know the difference between the Kidans
and the Star Vikings, but they had heard rumorsindicating that
some strange off-worlders amrived in Vianda a couple of
months ago. There was some sort of fight between Elinore’s
forces and these off-worlders, which the off-worlders lost. The
Kidans have not seemed to care about the incident, though
nobody has talked to the Kidans about it or anything else. The
townsfolk have no idea what happened to these off-worlders,
and their speculations are thoroughly lurid. However, they are
aware that Elinore maintains a number of prison islands for
serious criminals, and it seems likely that the off-worlders are
being held there.

Jointhe Work Gang: The characters should be able to avoid
this, but it is remotely possible that they will wind up in one of
the work gangs. If they do, they will have the pleasure of
working at hard labor for 16 hours a day with various convicts,
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vagrants, and prisoners-of-war, none of whom know anything
remotely interesting.

Talk to Basil: After the characters settle in at the Benwicks or
they return from the palace, Basil will ask them to meet him.
He wants to know everything that the characters encountered
on their ocean voyage, particularly the location of any land
they encountered. It will take a Difficult: Act/Bluff roll to get
past this discussion, reduced to Average if the characters
have Meteorology or Watercraft skills. If they blow this task,
Basil will not say anything, but will report them to the secret
police.

If the characters get past this conversation, Basil will ask them
if they intend to keep their boat. If they do, he will offer to give
them achart of the nearby islands, both for reference purposes
and so they don’t go places they shouldn’t. Three of the
islands on the map which are under Elinore’s control are
marked as restricted access. If the characters investigate
those islands in person or use orbital imagery, they will
notice thatonly the island named Donmils has any buildings
other than primitive huts.

THE PALACE

(See maps on pages 82-83.)

Elinore’s palace was once Vianda’s City Hall. It is a delicate-
looking structure. The building is much stronger than it
appears, having been built with TL-12 materialsover 100 years
ago, when the Oksanites’ moral ardor had waned. The build-
ing itself is circular, wrapped around a central silver-domed
amphitheater that now serves as Elinore’s throne room.

From the inside, the roof of the amphitheater is photosen-
sitive, ranging from near-total transparency to a dark gray
when the sun is at its peak. Elinore’s throne is located on a
slightly raised dais in the center of the room. Her advisors are
seated below her on the dais, which is surrounded by plush
seats ranging out to the edge of the room. Seats have been
removed to provide a wide aisle leading to the dais. The room
had been hung with crude tapestries and lighting is provided
by oil lamps.

The first level of the building surrounds the amphitheater. It
is the only level to form a complete circle. The front door of the
palaceis flanked by two guards, both Novice NPCs armed with
muskets and bayonets.

Just past the front door is the lobby, a typical example of the
species, right down to the rubber fems. Immediately clockwise
of the lobby is the guardroom, which will have four guards
(Novice NPCs, unarmored and armed with TL-3 muskets and
pistols) in it at all times. They are not particularly alert and will
usually be playing cards. Next to the stairs is the former
emergency power generator, now rusting and useless, and
some bathrooms. The maintenance and storage rooms are
almost empty, containing only a few tools. The mess hall
usually has at least a few people in it, and most of the palace
staff will be found there at mealtimes. The kitchen always
has at least a few staff present, in case the Basileus wants a
late night snack.

SO

Next to the second set of stairs is the feast hall, reserved
exclusively for the use of Elinore and her senior staff. It will
be empty unless Elinore chooses to have afeast there, which
is quite possible in the course of this adventure. Pastanother
set of bathrooms is a meeting room, which Elinore uses to
conduct semi-private business. Finally, there is a doctor’s
office with five sickbeds, two of which are currently occu-
pied by ill Viandans.

The stairs next to the lobby lead up to a roof garden on the
second level, now slightly neglected. Visitors are not normally
allowed onto this or any higher levels. The library contains
several hundred books, all hardcopy. Next to it is an office and
bedroom, used by Elinore’s nephew and heir, Constantine
Porphyrogenitus. On the far side of the stairs is a boardroom,
reserved for discussions among Elinore and her most senior
advisors. Beyond that is a series of offices, used by various
minor officials. One guard (Veteran NPC, armored with TL-8 BW
body suit and helmet and amred with a 5mm assault rifle rifle and
9mm pistol) is permanently stationed on this level.

The thirdlevel houses some of Elinore’s closest advisors. john
Tzimisces has his own bedroom and office, as does Captain
Maryam Faust, the commander of the Kidan soldiers (al-
though she is hardly ever here, spending most of her time with
hertroops at the front). Faust’s administrative deputy, Lieuten-
ant Daud Killough, has a smaller room next to hers. Killough
is usually present at the palace orin Vianda organizing supplies
for the troops deployed farther south. Finally, Nicephoros
Phocas, chief of Elinore’s secret police, lives and works here.
Two guards (as per the second level) are permanently sta-
tioned on this level.

The top level of the building is reserved for Elinore herself. It
consists of her bedroom, dressing room, bathroom, study, rec
room, and the quarters of her High Chamberlain, Romanus
Lecapenus. Despite his exalted-sounding title, he is a Novice
NPC and is essentially a gofer. Two guards (both Veteran
NPCs, armored with TL-8 BW body suit and helmet and each
armed with a Smm assault rifle rifle and 9mm pistol) are
stationed on this level and will investigate anything even
slightly suspicious.

Documents that list the location and status of Mackenzie and
her crew can be found with a Difficult: Observation task in
Constantine’s quarters, or with an Average roll in Nicephoros
Phocas’, John Tzimisces’, or Elinore’s offices.

Outside the palace proper, but still within the walls, is a
barracks that houses 50 troops, who are the entire garrison for
Vianda (aside from the town’s municipal police, who are
armed with truncheons and occasionally a black-powder
pistol). Twenty of these are Veteran guardsmen, with BW
bodysuits and Smm assault rifles. The remainder are Novice
militia troops armed with muskets. Finally, the palace and the
barracks are enclosed by a set of crude granite walls, obviously
constructed after the Collapse. They look quite ridiculous next
to the delicate glassine structure of the palace.

If there is a minor security alert, two of the guards in the
guardroom will be sent to investigate. They will not be looking



very hard for trouble. If an alert is sounded from one of the
upper two floors, however, or a genuine threat is discovered,
the reaction will be more drastic. All civilians are supposed to
report to the amphitheater if they can. If any senior officials are
under attack, guards will immediately head to the top levels.
The militia in the barracks will secure the walls, while the
guardsmen will be used to secure the building, clearing it floor
by floor if the location of the breach is unknown.

THE COURT

Elinore’s court is a snake pit of Byzantine politics. Despite the
threat posed by Gustav and Razamis, most of her people can
finally taste victory. The squabbling over the spoils has already
begun, and the factions are already forming.

Foremost and strongest are the followers of the strategos
John Tzimisces. Some of them dislike Elinore, some of them are
fiercely loyal to her, but they all agree that Constantine and his
dissolute friends should never come to power. Most of them
are associated with the military.

Secondly, there are the secret police and their leader,
Nicephoros Phocas. None of these people admit their alle-
giance. They simply keep an eye out for treasonous behavior.
If the characters are not careful, they may come to Nicephoros’
attention.

Thirdly, there are the Kidans. Only three of them (including
Lieutenant Killough) are currently in Vianda. Much as Elinore
needs their support, she does not especially like them. They are
currently unaware of the capture of Mackenzie, although
Killough has begun to suspect that something is amiss. Were
they to become aware that Elinore is plotting to betray them,
they would try to get rid of her and replace her with her
nephew, Constantine. Constantine can be controlled, a trait
which endears him to the Kidans.

Finally, there is the very small faction that centers around
Constantine, primarily composed of his drinking buddies and
those who feel that they will be able to manipulate him to
further their own interests. As a group, they are engaged in
plotting against John Tzimisces.

If the characters enter Elinore’s court, they will find it difficult
to avoid these factions. Supporters of John and Constantine
will be trying to find a way to exploit the newcomers for their
own advantage, whether the characters admit to being Star
Vikings or not.

When the characters are escorted into the court, they will
first be taken to an audience with Elinore in the amphitheater,
which will be almost entirely empty. There will not be a great
deal of ceremony, though the characters will be expected to
be polite and properly deferential. For this first meeting, Elinore
will be attempting to learn exactly what sort of benefit or threat
the characters present. For open Star Vikings, that means she
will be attempting to determine if they suspect the truth about
Mackenzie, attempting to allay any suspicions they have, and
keeping an eye on the Kidan reaction to the Vikings. If they
pretend to be Lefiguurans, she will be interested in finding out
if they have any useful relics or knowledge.
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Unless the characters appear totally useless and uninter-
esting, Elinore will invite them for a meal that evening once
she has a grasp on these matters. She will then dismiss them
while she decides what to do. Nicephoros Phocas’ agents
will secretly be ordered to keep a close watch on the
characters.

The characters will have to decide how to approach Elinore,
Itis possible that they will even decide to confront her with the
truth. Elinore’s response will depend on how and when this is
done, although she will certainly try to disarm and arrest the
characters. If they do this in private, away from the Kidans,
Elinore will admit the truth once they are in custody, and then
point out that they are now in a similar situation.

Elinore is willing to negotiate. She would agree to release
Mackenzie and her crew if the Star Vikings would equip and
train 20 or 30 of her soldierswith TL-12 arms and armor. Midori
might agree to this, but it is very unlikely that the Reformation
Coalition would consider it an acceptable solution. If the
characters make accusations regarding Mackenziein the pres-
ence of the Kidans, Elinore will take immediate action. See
“Serious Trouble,” below,

However, it is more likely that the characters will attempt to
covertly size up the situation. During the meal, Einore will pump
them for any information they possess. Afterwards, they will have
a chance to speak with some of the people at the court.

If the characters openly admit their origins, Constantine will
try to contact them to offer them a deal. He tells them that the
crew of Mackenzie was captured by Elinore, and he will tell
themwhere they are being held if they will agree to assassinate
John Tzimisces. This is a very serious proposition, and it will
certainly land the characters in Serious Trouble—but they are
welcome to try. If they are pretending to be Lefiguurans,
Constantine will talk to them in an attempt to find out if they
would kill John anyway, but he will be less direct (asking many
“hypothetical” questions) and hint at money instead.

Finally, if there is a female PC in the party with a Charisma
of 8 or more, Constantine will approach her with an entirely
different sort of proposition. While this will probably not be
appreciated, it could provide the characters with access to
the upper levels. On the other hand, a strong (and especially
a public) rejection would endear the characters to John
Tzimisces.

Again, if the characters are open about their origins, Lieuten-
ant Killough will want to speak with their leader. Killough will
tell him that Lefiguura is and will remain under Kidan rule, no
matter what the locals might think. He will add that the
characters are welcome to remain as long as they keep this fact
in mind. if the characters tell him about the fate of Mackenzie,
he will be very interested in anything they have to say, but will
be in a very difficult position. His government’s position
toward the Coalition is extremely hostile, and Captain Faust
will certainly deal harshly with any cooperation with them. On
the other hand, Killough is extremely interested in finding out
more about the Coalition and perhaps establishing secret
contact with it on behalf of the underground resistance cell of

army officers he represents. In the end, however, he may be
forced by events to side against the player characters, as
capture of aworking starship is a top priority for the Diasporan
Star Empire and he cannot count on the loyalty of any of the
soldiers in the expeditionary force.

The characters may also choose to approach John Tzimisces,
though itis hard to see what they could hope to gain. John is
unlikely to betray Elinore without good reason. john would
accept the same deal as Elinore for the release of Mackenzie,
butsince he is one of Elinore’s senior advisors, the RCES would
probablystill see this as rewarding kidnapping. However, since
Johndidn’torder the kidnapping, itis remotely possible for the
characters to talk their way out of this one (a Formidable:
Persuasion task, at least!).

SERIOUS TROUBLE

One way or another, it is likely that the characters will be in
at least a little trouble by the time they try to leave. It will be
almost impossible for them to get the information they need
without looking at least a little suspicious. If they arrived
openly, they will have some excuse for leaving, but there isno
safe way for them to leam what they need. If they arrived
covertly, they may be able to safely learn what they need, but
they will have no excuse for leaving.

If the characters assassinated John Tzimisces, mugged
Constantine, were noticed breaking into the Palace, or re-
vealed that they know what happened to Mackenzie, Elinore
will use all of her forces in a search for the miscreants. Every
soldier on the island, the police, and the citizen militia (about
500 people in all) will be mobilized in an effort to hunt down
and capture or kill the characters. If they try to escape by sea,
she will send out her navy (three TL-6 boats—see the equip-
ment section) to catch them. In short, the characters are in a
great deal of trouble. This is about as dangerous as it gets, and
the referee should force the characters to push themselves to
the limit if they want to escape.

If they arrived covertly, didn’t getin trouble, and attempt to
leave by sea, they will have to succeed at a Difficult: Stealth task
or explain to Basil just where they are going. This will require
a good excuse for leaving or a Formidable: Persuasion roll. if
they fail, Basil will assume that they were spies after all and call
out the troops.

DONMILS ISLAND

Donmils Island lies about 150 kilometers north-northwest of
Vianda. It is shaped like a teardrop and is roughly two
kilometers at its widest. It is covered in lush, rich foliage, but
very little animal life exists in the island.

Seventy years ago, it was an oceanic research center and air
traffic control center. After Virus came and destroyed the
computer systems, it lay abandoned for more than 60 years
before Elinore’s peoplefoundit. For most of that time, it served
as a prison for the most incorrigible offenders, but now it has
been converted into a research facility to study Mackenzie and

a prison for her crew.
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Mackenzie's crew have divulged very few secrets, despite
often brutal treatment by their captors. Elinore’s researchers
have managed to use the hand weapons, but there is a very
limited supply of ammunition for them. The weapons have
been assigned to various guards, who have strict instructions
not to use them unless absolutely necessary.

Mackenzie herself is a complete mystery to the Lefiguurans.
The researchers are working from vague legends passed down
from their grandparents. Every few days, they press a few

buttons and see what happens. Atthe moment, they are busily
feeding codes intended for the navigation computer into the
life support system, which isinsisting (again in code) that it will
not add halon and mint juleps to the atmosphere mix.
Outside of this comedy of errors, the complex has very tight
security. There are 30 guards stationed on the island, 10 of
whom are on duty at any given time. Ten of the guards,
detached from Elinore’s bodyguard unit, are equipped with
BW bodysuits and 5mm assault rifles, and are Veteran NPCs,
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The remainder are Novice NPCs with muskets. There are two
officers on the island, Captain Isaac Commenus and Lieuten-
ant Michael Ducas, both Experienced NPCs armed with 9mm
autopistols. They are the officers of the 4th Tagma, the militia
unit currently used to guard the island, and the 10-man
Veteran bodyguard unit only reluctantly takes orders from
them.

There are six researchers and five support staff, all of whom
are Novice NPCs and possess no useful combat skills.

The island has been cleared of all plant life within 200
meters of the building. The soldiers have completed a moat
around the building, which remains filled except within an
hour of low tide. Two guards patrol the outside of the
building at all times. It takes them roughly eight minutes to
complete a trip around the building. Another guard is
stationed on top of the building. He watches the sea for any
signs of activity. Finally, a fourth guard remains in the front
lobby. The positions of the other (on-duty) guardsmen are
marked on the map. Each group of 10 guards performs two
four-hour shifts a day.

The northeast section of the building was once the garage,
and now contains Mackenzie. The ship is still space-worthy,
because the researchershave been too afraid of breaking some
vital component to do any serious damage. Mackenzie’s fusion
driveis cold. A Formidable: Engineering roll will allow the plant

to be started within one minute. If this fails, it will take 30
minutes to get the ship running.
South of Mackenzie, just past the bathrooms, are a series of




former lab rooms converted into holding cells. Mackenzie's six
crewmembers areimprisoned here, West of those are a couple
of storage areas, the kitchen, and the mess hall. The mess hall
is usually empty, except for mealtimes.

North of the mess hall is an officers’ lounge (usually empty)
and some sleeping quarters. Normally, about 10 of the guards
will be sleeping at any one time The north face of the building
isoccupied by labs. Finally, thereisthe complex of roomsinthe
center of the building. Thisis taken up with scientists’ quarters,
officers’ quarters, offices, and the common area. Eight to 10
off-duty guards will be here at any one time. The officer
commanding the current watch will be nearby, in the ward-
room.

It will be next to impossible for the characters to enter the
building without alerting anybody. They will have no more
than three minutes, at most, to cross the open space
between the trees and the building, swim the moat, and get
inside before being spotted by a guard. Even if they kill the
guards outside, they won’t have much more time than that
before the lobby guard notices that the patrols are missing.

Once an alert is sounded, the researchers and support staff
willimmediately head to the common area, while the off-duty
guards try to find and shoot the trouble. On-duty guards will
remain at their assigned posts.

Finally, if Isaac or Michael decides that the building cannot
be protected, they are under orders to trigger a series of
demolition charges emplaced throughout the building. This
can only be done from the commander’s office or the

wardroom. One charge is placed in each of the cells,
guaranteeing that the prisoners will die. Several more are
placed near Mackenzie, though they are far too weak to
actually damage the ship. After activation, the bombs must
be deactivated within one minute to prevent an explosion.
Otherwise, they will detonate in three minutes. If the bombs
go off, everyone inside the building suffers a rating 10
concussion blast and is hit by 2D6 fragments.

EPILOGUE

If the characters recover Mackenzie and rescue her crew,
Majestic Survey will be more than grateful. The characters will
receive everything they were promised. Furthermore, they will
be treated like heroes for a couple of days after they return to
Aubaine—until the next big story comes up. Nevertheless,
they will have generated goodwill that may be very useful to
them in the days ahead.

if they havefailed, things will become sticky. If they could not
locate Mackenzie, unlikely as this seems, Majestic Survey will
collapse as its backers withdraw. Eventually, Elinore will prob-
ably make a mistake, and Mackenzie will show up in Kidan
hands. If they found Mackenzie but failed to recover her, the
RCES will dispatch a small task force to Lefiguura. Mackenzie
will probably be confiscated if this happens. If they are also
captured, the referee should give them every opportunity to
engineer their own escape. Failing this, however, a small force
of Coalition Marines will rescue the entire party in about six
months. Thiswill, at the very least, be extremely embarrassing.

In either event, it is pos-
sible that they will have
made contacts and discov-
eries in Elinore’s court that
may prove useful in the fu-
ture, aswell asbeing sources
of further adventure. If the
characters didn’t engage in
any mass violence there,
they may have become
aware of some of the in-
trigues. If Elinore does man-
age to take power on
Lefiguura, the characters
may find that john Tzimisces
or Constantine Porphyro-
genitus will be willing to
work against her. These in-
ternal divisions could allow
them to pry Lefiguura away
from the Kidans.

In any case, award the
characters all experience
points earned during the
adventure, and be sure to
reward good roleplaying.






No plan survives contact
with the enemy.

—Helmuth von Moltke (the elder)

Most plans don'‘t even survive
contact with Reality.




REFEREE'S ABSTRACT

Two of the warring factions in a civil war on the planet Eloji
(2728/Diaspora) are on the brink of thermonuclear warfare,
despite the constant threat of invasion by vampire fleets. A
limited exchange of missiles has already taken place.

The Reformation Coalition has decided to launch a preemp-
tive raid aimed at stealing some of the warheads in one
faction’s arsenal and destroying by bombardment some of the
warheads in the other. The raid is intended to teach the locals
a lesson and reduce their arsenals, but not eliminate them
altogether, as the warheads being used are modified portions
of their planetary aerospace defense (PAD) systems, which
they need to continue to defend their world against the
vampire fleets.

Unfortunately, an outbreak of an antibiotic-resistant strain of
influenza among the personnel of Task Force Meteor has
rendered most of its Marines unable to conduct an assault
landing due to inner ear infections. The need to move fast
causes the Coalition local commanders to call on whatever
personnel are available as volunteers to undertake the mission.

The mission goes generally according to plan, but the sort
of unexpected developments which always complicate com-
bat missions make this one particularly difficult and hazardous,
as it has been undertaken with such a slim margin for error to
begin with. Drop capsules go astray containing equipment
and personnel needed for the mission, enemy resistance is
stiffer than expected, and the ship intended to extract the
team is instead shot down.

All of these are problems which can be overcome with
courage and resourcefulness, but whether the player charac-
ters will do so remains to be seen.

INTRODUCTION

The player characters are contacted by the RCES and asked to
undertake amission in the Wilds. Where they are contacted and by
whom is unimportant, and so the contact can be made wherever
it is most convenient given the current state of the campaign.

The mission is not actually a smash-and-grab mission at all,
and itis not believed to be extremely hazardous. That doesn’t
mean that it is without danger, however, since it will involve
a trip to deep within the Promise subsector, an area known to
be thick with vampire fleets. While the mission may not call for
unusual skills or abilities, RCES wants to make sure that the
warheads are not “lost” en route or sold to a local planetary
government, and so wants to hire people it knows it can trust
(the PCs).

An RCES task force is planning asmash-and-grab raid against
the planet Eloji to recover a number of thermonuclear war-
heads. As the task force will have additional duties in the
subsector after the raid, the Coalition does not wish to use the
combat vessels to bring back the cargo. The player characters
are asked to rendezvous with Task Force Meteor in the Eloji
system and take on-board the eight warheads. The characters
will then transport the warheads to the naval base at Nike
Nimbus. The PCs may either use their own ship (if they have

one), or will be loaned a small ship by the RCES to conduct the
mission.

As the warheads are going to be used on Coalition detona-
tion laser missiles, they will not be auctioned and there will be
no auction proceeds to share in. As a result, RCES is offering a
flatfee of Cr100,000 for the mission to divide among the entire
party, plus all fuel and maintenance expenses.

Upon arriving in the Eloji system, however, the PCs will find
that circumstances have changed. There has been an outbreak
of antibiotic-resistance influenza among the crews of the three
ships of the task force, particularly among the Marine contin-
gent scheduled to conduct the landing. While the illness is not
life-threatening, nasal congestion, fever, and inner ear infections
make a meteoric descent from orbit out of the question.

Nevertheless, the mission is vital. The charismatic dictator
who unified the world under his authority was recently assas-
sinated, and the military has split among several regional
factions and strongmen. Two of the stronger of these factions
have begun to use the detonation laser warheads on their
planetary defense missiles as ground attack weapons against
each other. If they aren’t stopped soon, the war may escalate
and devastate the entire planet.

The situation is complicated by the fact that vampire fleets
visit the region regularly. Eloji has so far been able to defend
itself against the vampires, using the planetary aerospace
defense (PAD) system. If the RCES completely cripples the
system, it will leave Eloji wide open to vampire attack. Instead,
the mission must teach the locals a sharp lesson without
eliminating their capacity for self-defense.

The task force commaander has partially filled in the empty duty
slotswith healthy (if less experienced) members of the ships’ crews
with some ground combat training. There are still several open
slots, however: exactly the number of player characters there are
who have sufficiently high Environment Suit asset levels.

The task force commander, who is also the captain of RCS
Argent, practically begs the characters to volunteer for the
mission. Those without Environment Suit skill will be asked to
volunteertofill empty berths on the two ships that will conduct the
raid to bring them up to a full manning level. RCS Argent, with a
skeleton maneuver crew and the sick Marines and ships crews, will
remain in distant orbit above Eloji (along with the PCs’ ship).

If the PCs refuse, no one will make them volunteer. The task
force will launch the mission anyway without them, and it will
be a total failure, with both ships and all personnel lost. There
will be no cargo to carmry back, and while the RCES will still
honor the original contract, they will be reluctant to hire the
characters again in the near future.

In the far more likely event that they volunteer, they will be
gratefully added to the strike team. PCs without adequate
Environment Suit assets will be assigned to RCS Defiant Arms
(Captain “Razbak” Razzori), the pick-up vessel.

Note that as an alternative to the above, if the PCs are active-
duty members of the Service, they will simply be ordered to
undertake the mission and then assigned to duty stationsonce

they arrive at Eloji.
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1 1

Objective Classification 1A
(Provisional)

Star System
Sector: Diaspora
Subsector: Promise
Star Type: MOV
Planetoid Belts: None
Gas Giants: 2

Main World
Starport: D
Pre-Collapse Starport: B
Diameter: 13,111.3 km
Atmosphere: Thin, tainted
Hydrosphere: 60%
Population: 4,000,000
Pre-Collapse Population: 3,000,000
Government: Charismatic Dictator
Law Level: 4
Tech Level: 8
Pre-Collapse Tech Level: 12
Bases: None
Trade Classification: Ni, Ag

NOTES

Eloji, almost alone among the worlds of the Promise
subsector, has managed to maintain a reasonably high
tech level and has enough residue of pre-Collapse tech-
nology to defend itself against major depredations by the
vampire fleets that regularly scourge that area of space.
However, with the recent death of Edvard Cranert, its
charismatic and powerful ruler, its regions and provinces
are now controlled by military strongmen at warwith each
other for control of the world.

Although there has been occasional contact with Free
Traders, Elojiis a suspicious world, hostile to outsiders and
uninterested in trade or cultural exchanges.

Physical: Eloji is a large world with plentiful water and
a mild climate, but a thin, tainted atmosphere.

Demographics: Eloji's population suffered little from
the Collapse, and now exceeds its pre-Collapse level. The
entire population is human. Urban dwellers are approxi-
mately 80% of the total.

Techno-Politico-Military: There are several warring
factions on the planet, although the constantly shifting
pattern of alliances makes it difficult to pin these down
with precision. The current sustainable tech level of the
planet is 8, but there are considerable artifacts of higher
tech levels, particularly military artifacts, and the world has
an excellent planetary aerospace defense (PAD) system.
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RCES Ta>k Force Meteor

Pennant Aboard: RCS. Argent

OPLAN Shooting Star

Time Reference: Forpurposes of this Oplan, Zulu meridian is assumedto pass through the objective, DZ EAGLE.

General Situation: The rulers of Eloji have managed to defend it against vampire fleets for decades, using
recovered pre-Collapse PAD technology. Several months ago, however, the current ruler died suddenly without
establishing a clear succession. A bitter civil war broke out almost immediately, and recently two factions (those led
by Field Marshal Wastantan and Colonel Boukart) engaged in a limited exchange of nuclear weapons, apparently
modified PAD missile systems fusedto airburstover cities. Civilian casualties have been very high andthe conflict will
almost certainly escalate, risking widespread devastation of the planet and rendering it defenseless against the
marauding vampire fleets.

I

, Opposing Forces: The planet has respectable naval, ground, and air forces, aswell as PAD missile systems from
E G tech level 12. However, cover operatives and close monitoring of enemy communication and sensor bands has
' uncovered vulnerabilities in their system which may allow a small strike force to penetrate their defenses.

Friendly Troops: Task Force Meteor has the multimission scouts RCS Alarm and RCS Defiant Arms, both with
mission configured pods (MCP) giving them augmented capabilities for this mission.
RCS Defiant Arms (Captain Razzori) is equipped with a self-defense ECM suite as well as orbit-to-surface guided
; munitions for attacking command control and electronic sites.

S RCS Alarm (Captain Titan) is equipped with a more extensive electronic barrier suite and provision for 15 drop
capsulestoinsert friendly troops onto the DZ. The Marine contingent s reduced dueto iliness, but has beenaugmented
by recent volunteers.

RCS Argent is not suitable for employment in combat on this mission, but will serve as a depot, support, and
command control asset.

Mission: Task Force Meteor is to substantially reduce the nuclear arsenals of two of the stronger warring factions
without eliminating their ability to defend the planet against vampire fleets and with a minimum of civilian casualties.
Itwill accomplish this by bombardment of Wastantan’'s mainlaunchfacility coupled with a meteoric assaulton Boukart’s
launchfacility followed by extraction of the missionteam and recovery of a substantial numberofthe nuclearwarheads
from Boukart's missiles.

Operation: At 1218 hours Zulu (12182), RCS Alarm(Tac Code TEATIME) will enterorbit route 12005 overwestern
Boukart-controlled territory, transit the globe, and approach the target area from the east-southeast. At 1247 Z
TEATIME will release its jump capsules and decoys, and at 0108 Z will commence broad-band jammingto create an
ECMcorridorintendedto prevent engagement of the drop capsules or RCS Defiant Armsby the PAD systems located

Ml farther to the north (Tac Codes PADBRAVO and PADCHARLIE, respectively). (We are uncertain which faction
currently controls these launch complexes.) At 0113 Z, the drop capsules will dust at DZ EAGLE, secure the missile
field, and commence recovery of the warheads stored there. After completing transit of the target area, TEATIME will
transition to a higher orbit and then continue to provide additional electronic warfare support to cover the ground
operations of the mission team and the extraction by RCS Defiant Arms.

At 1223 Z, RCS Defiant Arms (Tac Code RAZBAK) will enter orbit route 09010 over northwestern Boukart, transit
the globe, and approachthetarget areafromthe southeast. At0110Z, it willlauncha SPAD (Suppression of Planetary
Aerospace Defense) attack by means of a saturation laydown of small missiles on the identified unhardened sensor

and command control nexus of the Boukart system (Tac Code PADANGEL). Uponleavingthe target area, RAZBAK

will make an orbital correction at 0127 Z and at 0142 Z will launch a SPAD attack on the hardened missile silos of the

Wastantan PAD system (Tac Code PADDAGGER) by means of surface-penetrating guided warheads. On its next

transit, it will assess strike damage. On its third transit it will conduct any follow-on strikes, if needed, and thenon its
fourthtransit willjettison its MCP and dust at DZ EAGLE at 0417 Z. If no follow-on strikes are needed and the mission

team is ready for extraction, RAZBAK may jettison its MCP after the assessment orbit and dust at 0314 Z.

Afterthe missionteam has loaded the recoveredwarheads intothe empty MCPbay, RAZBAK will lift with the mission

team no later than 0445 Z, covered by jamming from TEATIME.
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BRIEFING

The briefing is conducted by Captain “Rocko” Spaeder. Also
present at the briefing are the other two ship captains and the
other members of the landing force, and the player characters
will be introduced at least to the captains shortly before the
formal briefing begins.

Rocko uses a three-dimensional holographic display of Eloji
to illustrate the mission plan. (The cover of this book is a two-
dimensional reproduction of this, and can be used as a visual
aid during the briefing.)

“Okay. First off, | want to welcome our newest recruits. |
don‘t knowif you've had a chanceto meet the whole team, but
I'm speaking for everyone when | say we're sure as hell glad to
have you along.

“We're also glad to see Boxcar Johnson up and about again.
For those of you who didn’t know, Boxcar was the covert
operative who got us the exact location of the unhardened
parts of the PADANGEL command control complex, which is
the only reason we can pull this whole stunt off. He wasn‘t
slated to make this ride, but that damn flu bug caught us all by
surprise, and he's volunteered to ride a drop capsule down.
Welcome aboard, Boxcar.

“| assume everyone has looked over the mission orders, but
let’s run through them quickly. RAZBAK and TEATIME both
come in hot and low out of the southeast at about 1 a.m. local.

[ |
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TEATIME releases the grunts and jams hell out of everyone
while RAZBAK pastes the PADANGEL ground control site.
Okay?

“While the bad guys are worrying about our high flyers, the
mission teams hit the PADANGEL number seven missile field.
That's DZ EAGLE on your tac maps. By this time the silos are
out of communication with everybody, and probably nobody
even notices the drop capsules coming down. We hope so,
anyway.

“Okay. The silo lids are designed to withstand major over-
pressure from above, but our engineers tell us that about 40
kilos of plastique placed under the rim ought to pop them off
like bottle caps. With the drop capsules will come two floater-
cranes. They’re slick portable little gizmos on gravplates you
just park over the open silos and hoist the warheads out, one
by one. “Harvey” and “Go-Go"” are your warhead specialists.
Each work team is built around one of them and a crane.
They’ll each need one security grunt and one set of muscles.
Everybody else worries about site security. There's a perim-
eter to watch and the local guard pukes to deal with, but |
count six extra bodies over and above the work crews, sono
problem, okay?

“It's gonna be your necks down there, not mine, so | want
the mission team to work out their own duty assignments.
We've got a scout suit and a couple portable EMS rigs for local




detection you can park on one of those nearby hills if you want
to. We figure at least 50 lightly armed security types in the silo
complex, butwhetheryouwant to quarter and clear the whole
area or just contain them is up to you.

“One last thing. There are two hot spots marked on your tac
maps, one due north of DZ EAGLE and one southwest of it.
There are three more just like them over in Wastantan’s
territory. All five of them used to be cities or towns. We estimate
civilian casualties at well over 70,000 so far. Take a long look
at those symbols, and remember why we’re doing this.

“Okay. Any questions? If not, then good luck.”

PREPARATIONS

During the trip from the gas giant in to Eloji, the characters
will have plenty of time to get ready and get to know their
shipmates.

Meeting the Team: The first step will be assigning tasks to
the mission team itself. There are a total of 12 members of the
mission team, including all of the player characters. (Two drop
capsules are used to bring the two cranes down, and the last
capsule is reserved for any heavy equipment desired, such as
asensor system. Even if no equipment is desired, there are only
12 people available to make the drop.)

Thebalance of the team (over and above the PCs)isfilled out
by NPCs. There are no Marine commissioned officers healthy
enough to make the drop, but the referee may give the PCs
access to a seasoned Marine NCO as a means of providing
good advice on tactics. The other NPCs will consist of one or
two Elite Marine NPCs along with a mix of some Veteran or
even Experienced volunteers from the ship’s crew to fill in.
(Use the Star Viking Ground Specialist template NPC from
the basic rules for Marines, and the Space Specialist for crew
volunteers.) In addition, there are three key NPCs who will
be included in the mission, and they are covered in the
sidebar on page 103.

Planning: The first decision the players will have to make is
how they will divide up the 12 members of the mission team.
There will have to be two work teams, each with a warhead
specialist and two others. If there are low-skill or low-Initiative
volunteers along from the ship, this may be a good detail for
some of them.

The remaining six members of the mission team are respon-
sible for seeing that the work teams are allowed to do their jobs
free of annoyance and distraction. There are two possible
sources of annoyance and distraction: internal and external.

Internal opposition will be from the silo security guards,
which Boxcar says will be roughly a platoon (40 troops) of
lightly armed police personnel. They will have pistols and
submachineguns, but are unlikely to have heavier weapons.

External opposition will be from ground troops and aircraft
of Boukart's army and air force. The extensive jamming
TEATIME will be conducting should keep most ground forces
in the dark concerning the fact that an attackis even going on.
Boxcar thinks that the high-tech bodyguard units are likely to
concentrate on securing the capital, command centers, and

Boukart himself, so any units they do encounter will probably
be either militia or regulars, with tech level 8 equipment. It will
be difficult to coordinate air strikes with ground units if
communications are blanked out, especially given how few
aircraft Boukart is liable to have operational, but that doesn’t
mean that air strikes are impossible.

The players will need to decide how they will divide up the
personnel of the mission teams and which group each PC will
accompany. Usually dividing up an adventure party can slow
play down (due to the need to separate the PCs and run each
of them separately), but since everyone on the mission team
will have secure communications through their helmet radios
it should be possible to run everyone at the same time. The
players do not need to split up, of course.

Equipment: The main limit on what the PCs can take with
them is weight. Two of the 15 capsules available are taken up
with the cranes. Each crane’s drop capsule is slaved to one of
the capsule controls of the warhead specialists, but if the link
is broken will still land at DZ EAGLE on automatic. One capsule
is an equipment pod which can carry 824 kilos of equipment
to the DZ on automatic approach. The remaining 12 capsules
are individually piloted re-entry capsules, each of which can
carry 680 kilograms of mass to the surface, including the
trooper and all equipment.

Nine suits of heavy battle dress, six suits of light battle dress,
and one suit of the scout variant of heavy battle dress are
available to allocate among the mission team.

For personal weaponry, enough ACRs, 4mm gauss rifles,
and CMWSs (see equipment section) are available to equip the
entire team, with any mix of weapons desired and effectively
unlimited ammunition and RAM grenades. There are also six
TL-12 4.3cm plasma rifles available.

For heavy weapons, there is one TL-13 squad support laser,
one TL-11 laser-designated TAC missile launcher, and as many
TL-11 homing missile launchers (and missiles for either type of
launcher) as the team cares to carry. There are also the two
Lyrebird missiles on each of the 12 personal re-entry jump
capsules. No extra missiles can be carried, but the team can
select any mix of warheads desired for the 24 missiles actually
carried.

Up to 30 20-kilo satchel charges are available, each with its
own timer detonator.

The helmet communicators are on a clear band which will
not be jammed locally, but for secure communication to the
ships the team will need one (and preferably two, for the sake
of redundancy) uplink communicators. These can be set to re-
transmit on the suit helmet tacnets so that all of the mission
team will have secure voice communications with the ships
overhead as well as each other.

Once the characters have decided on what equipment they
will take, it must be divided into individual loads and assigned
to each character (PC and NPC), making sure that the mass
limits of the drop capsule are not exceeded. (Male NPCs
average 80 kilos of body mass while female NPCs average 65
kilos of body mass.)
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DZ EAGLE

When the time comes for the actual jump, everything goes
accordingto plan. The drop capsules are released on schedule,
and then communication is disrupted by the normal heavy
ionization that takes place during a meteoric descent. The
player characters will resume communication once theirchutes
deploy and they make their descent on DZ EAGLE.

Just before the drop, the troopers are given a weather report
on conditions over the site, Thereis heavy cloud cover over the
target area. A low pressure area to the northwest of the drop
zone may produce light rain by 0300 hours.

Finally the launch claxon blares, indicating the the launch tube
outer doors are being opened to vacuum. Shortly thereafter, each
trooper feels a surge as the capsules are fired from the tubes, and
start to freefall toward the world. Theoretically, the troopers are
mere passengers in the drop until it becomes time for them to
steer their parachutes. Each capsule is fired from a ship flying
a precise drop vector, each launch tube is aimed and se-
quencedtofireitscapsule ataprecise atmosphericentry angle,
and each capsule is fitted with a flight computer which pilots
the capsule on a violently evasive course into the atmosphere
to the precise point where the parachute-equipped trooper
will be released, all the while spewing flares, chaff, and other
decoys from the capsule’s countermeasures dispensers. In
reality, of course, the troopers must be prepared to intervene
in this automated process if something goes wrong.

On a 1D20 roll of 20, there is an error in the course.

To correct the course is a Difficult: Environment Suit task. On
asimple failure, the trooperwill land 1D 10 kilometers from the
designated touchdown area.

On a Catastrophic Failure, the trooper will land 1D10 x 10
kilometers from the designated touchdown area.

On either failure, roll on the Scatter Diagram (page 281 of
TNE) for the direction of deviation.

At 35 kilometers from the ground, the capsule splits open,
releasing the trooper strapped into the equipment frame/
parachute harness, which deploys a drogue chute. Ona 1D20
roll of 20, the chute fails to automatically deploy. To recover
from a drogue chute failure is a Difficult: Environment Suit task.
Success indicates manual release of the chute. On a simple failure,
the chute is released late and only partially slows the descent.

On a Catastrophic Failure, the trooper continues to descend
unchecked.

The next event is the main chute deployment. On a 1D20
roll of 20, the main chute fails to deploy. If the drogue was
deployed late, the main chuteis torn off on a 20, and does not
correctly deploy on an 18 or 19. If the descent is unchecked,
the main chute is lost on a 19 or 20, and fails to deploy on a
16,17, or 18. To recover from main chute failure is a Difficult
(Environment Suit or Parachute) task. Successindicates manual
release of the chute. If the main chute has been torn off, then
success indicates deployment of the back-up chute.

On asimple failure, the trooper had to resort to the back-up
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chute which will check the descent rate, but provides less
directional control.

On a Catastrophic Failure, the main back-up chute deploys
but is damaged. The trooper will land off-target and harder
than intended.

To guide the chute to a landing is a Difficult: Parachute task.
The difficulty increases to Formidable if the back-up chute had
to be used, and Impossible if the back-up chute is damaged.
Success indicates that the trooper landed safely. The platoon
is expected to land within a one-kilometer radius of the
designated touchdown area. However, there may have been
deviationsintroduced by earlier events. On asimple failure, the
trooper lands with a deviation of 1D10 x 500 meters. On a
Catastrophic Failure, the trooper lands with a deviation of
1D10 x 1 kilometers and has to make a touchdown roll—
Average: Parachute. Success indicates a safe touchdown. On
a simple failure, the trooper takes 1D6 wounds of 1D6 each.
On a Catastrophic Failure, the trooper takes 1D6 wounds of
1D10 each. For each wound inflicted, roll randomly to deter-
mine location affected. If there was a previous deviation, the
present deviation will be from that point, which may actually
put the trooper closer to the designated touchdown area.

Once the mission team is on the ground, it will discover that
one drop capsule did not make it to the DZ and has disap-
peared without a trace. None of the ships overhead saw what
happened (due to the jamming and swarms of decoys), and
there is no emergency beacon registering on anyone’s com-
municators. The capsule and its contents are simply gone.

The referee should determine which capsule is missing
(although it should not be a player character’s capsule). This
can be done by deliberate selection or random die roll. No one
capsule will render the mission impossible to complete, but
many will make it more difficult.

Random NPC: If one of the fill-in NPCs is missing, the team
will have to assess whether this means a reallocation of duty
assignments or not. If not, some job along the way may go
undone. Whatever equipment the NPC was carrying is, of
course, lost, and this could include important weaponry,
sensors, or comm gear. How important this loss will be
depends on how careful the team has been in ensuring it had
redundancy of key items of equipment.

Boxcar: If Boxcar is missing, the above considerations all
come into play. In addition, paranoid player characters may
begin to wonder if this whole mission was a set-up, and may
begin speculating as to why Boxcar never talked about his
experiences on Eloji or how he suffered the injuries he was
recovering from. (This is purely idle speculation, however,
Boxcar was not a traitor and there is no particular significance
to his capsule being lost.)

Floater-Crane: If one of the floater cranes is lost, it will slow
up the work teams (by reducing them from two teams to one).
The work will not take twice as long, however, as one of the
engineers will go ahead and begin opening silo hatches in
advance while the second engineerworks to extract warheads



from already opened silos.

Warhead Specialist: If one of the warhead specialists is lost,
there can only be one work team, and this will slow progress
considerably. This can be speeded up somewhat if one of the
player characters is a trained combat engineer. While that will
not qualify the PC to remove warheads, it will enable him or
her to set demo charges and prepare silos in advance, just as
noted above under the possible loss of a floater-crane.

Equipment Pod: Whatever equipment was in the pod is
lost. If the equipment was just extra gear as a precaution, this
is not a major loss. If the pod contained critical gear, it is
potentially devastating. If, for example, all of the satchel
charged were in the equipment pod, the team can no longer
blow the “lids” off the silos. The mission can still be accom-
plished, but it will now require the team to capture each silo’s
control center in sequence and then manually open the silo
cover for the work teams. Losing detection or communication
gear will have to be dealt with by similar improvisations.

THE MUSHROOM FIELD

The decoys that precede the drop capsules hit all over the
missile field and will pin down or incapacitate most of the
personnel on the surface. The referee should determine ran-
domly where the characters come down, and some should be
outside the perimeter wire while othersland in the missile fielditself.

The only resistance the characters will encounter at first will
be from the four pillboxes and perhaps the gate guard. The
pillboxes are each manned by our Novice security troops
armed with 7mm light machineguns, and several RAM gre-
nades (two HE and two HEAP), and two submachineguns.

e

Each pillbox has two firing slits, one facing the wire and one
facing in to sweep the missile field itself.

The two guards at the gate have only 9mm automatic pistols
and SMGCs, and as the gate houseis only glass and wood, there
is a 30% chance that the it was destroyed by an impacting
drone (killing or incapacitating both guards).

The only other above-ground facilities are the garage and
the admin building. There will be a handful of Novice NPCs
scattered through both buildings, allunarmed and alltrying tohide
or escape. There are eight range trucks parked in the garage.

Once the team is down and united, and the surface area is
secured, it’s time to assess any losses and start to work.

Blowing Hatches: As soon as possible, the two work teams will
begin blowing hatches and extracting warheads. Whether they
work on adjacent silos (to keep concentrated and simplify security)
or on opposite sides of the field (to minimize the chances of both
teams being made casualties at once) is up to the mission team.

it will take 2D6 minutes per silo to excavate a cavity for the
charges and then place them under the lip of the silo hatch.
Once the charges are placed and tamped, the work crew will
back off and blow the hatch cover.

Each time a work crew blows a hatch cover, the referee
should make a Difficult: Combat Engineer task roll. Failure
indicates that the hatch cover has not blown completely free and
the process has to be repeated. The second charge will automati-
cally blow the hatch clear unless a Catastrophic Failure is rolled.

If a Catastrophic Failure is rolled (on either a first or second
attempt to blow the hatch), the hatch cover blows free but is
blown to the side and lands on top of either the crane or a
member of the work crew (referee-determined with arandom
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die roll). If it lands on a crane, the crane will be crushed. If it
lands on a member of the work team, that member will be
seriously injured and pinned in place. The hatch cover is heavy
enough that it will take the recovery ship itself to lift it (by attaching
a cable to the ship and hatch and using the ship’s CG lifters).

Recovering the Warheads: Once the hatch cover has been
removed, the crew will set up the floater-crane over the open
silo and climb down to the first balcony (either using the crane,
ropes, or the internal maintenance ladder). The warhead
specialist will disconnect the warhead from the missile and
attach the crane’s cable to it. One of the work party will then
operate the winch to raise the warhead clear of the silo. This
part of the operation will take 2D6 minutes.

The work crew will then activate the CG lifters for the crane
and manually push it (with the warhead in place) down the
access road to wherever the team has designated as its pickup
site. The time required for this willdepend on how far the team
has to move the crane. Once it is moving, they can move it at
the trotting movement rate (two 10-meter grid squares per
tum).

The Guards: There s a platoon of 40 guards at the complex,
and it went to alert stations when the jamming began. By the
time the team dusts, 18 guards are above ground at the gate
and in bunkers while 22 more are still below ground. One
guard is present in each silo command station, six are present
(along with the commander) at the underground battery
command post, and the remaining eight are at the armory
awaiting orders.

The complex has no radio communications with higher
command, buthasasecure telephone and data cable link. This
linkisvery vulnerable, asitis an above-ground link to the public
telephone system and runs through the power umbilical near
the front gate. If the team thought to cut this, the guards have no
link to the outside world; if it remains intact, the guard will call for
reinforcements (see “A Discouraging Word is Heard” below) and
will receive orders to hold fast, greatly increasing its morale.

If out of communication, the guard will make no organized effort
to stop the team for at least an hour. Each time that a work team
enters asilo there is a 10% chance that the silo guard will open fire
on them with a 9mm SMG from the floor of the silo (not that this
is likely to do much harm). After an hour or so, the guard
commander will realize that there is a supply of HEAP RAM
grenades in the armory and will gather together a group of eight
or 10trooperswith SMGs and two RAM grenades each. (The SMCs
are fitted with RAM grenade adaptors.) He will either stage an
ambushinasilonotyet openedorasortie fromasiloalreadyvisited,
as the referee’s discretion.

If the guard is in communication with headquarters, its
resistance will be more organized and will coalesce quicker.
Every 10 or 15 minutes a small party of 1D6 guards will attack
awork team in a silo or sortie onto the surface and attempt to
recapture the warheads or otherwise disrupt the operation.
Each of these guards will have one or two RAM grenades. Once
they have fired their grenades, they will either retreat or
surrender.
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If the team decides to penetrate the underground complex
and clear the guards out, the fighting will be vicious and
confused, but the team will have the definite advantages of
secure helmet communications and good sensors (as the
underground corridors will quickly fill up with smoke). A
determined attack will probably overwhelm the defenders and
cause most of the guard to surrender (particularly if they are
not in communication with headquarters), but there may still
be one or two holdouts who will conduct occasional sniping
attacks on the team.

The underground complex also has about 50 missile tech-
nicians, but they are unarmed and will offer no resistance.

A DISCOURAGING WORD 1S HEARD

At some point after the team has begun to work, the DZ will
receive an air strike. If the team has a sensor in place, it will
detect the aircraft before the strike arrives and be able to either
take cover or prepare homing missiles to fire at them. If not,
thereis a 40% chance that TEATIME is in position to detect the
incoming aircraft and alert the team.

The air strike itself will be conducted by one TL-8 jet aircraft,
which will make several passes over the DZ and then depart.
On itsfirst pass, it will drop napalm antipersonnel submunitions.
This attack will be disorienting, but is unlikely to injure charac-
ters in battle dress.

On its second and third passes, the aircraft will strafe with a
2cmautogun. On each pass, each characterin the open above
ground has a 10% chance of being hit, while characters
ducking behind cover or prone on the ground have a 5%
chance of being hit. Each range truck and warhead parked in
the open also has a 10% chance of being hit, and each crane
has a 5% chance of being hit. A hit on a range truck, warhead,
or crane will destroy it (although the warhead will not deto-
nate). Each character hit by the strafing attack will actually be
struck by 1D6 2cm rounds. The 2crm ammunition has a DV of
6, but will not penetrate battle dress, instead causing blunt
trauma damage.

The aircraft will break off the attack after the third pass and
leave, having expended all of its ammunition.

Break, Break, Break. | show multiple crawlers incoming. Esti-
mate six to 10 guntracks, with dismounted grunts in company. |
think the bad guys are here, folks.

At some point after the air attack is over, the DZ will come
under attack by a TL-8 combined arms force, consisting of
tanks and dismounted infantry. If the characters have a surveil-
lance system in place, they will receive advanced waming of the
approach of the force. If they do not, their first indication may be
tanks breaking down the perimeter chain link fence,

If the characters thought to cut the land lines connecting the
missile field with the outside world, the attack will come late
in the adventure (after two or three hours on the ground) and
it will be fairly weak—no more than two or three tanks and a
dozen or so infantry.



If the characters have not cut the land lines, the weak
(probing) attack will come within half an hour after the air
strike and then a stronger attack, with up to a dozen tanks, will
follow within another hour. In both cases the attacking troops
will be Boukart regulars (Experienced NPCs).

Regardless of whether the characters cut the land lines, if
either of the two guards at the gate survived and escaped the
compound, the missile field will be attacked by about 30
Novice militia infantry with assault rifles about one hour after
the landing. This is a hasty and uncoordinated assault, and if
it happens to come in at the same time as the air strike, it may
suffer tremendous casualties from its own aircraft.

“Dave, I've still got the greatest enthusiasm
and confidence in the mission.”

While trying to secure the DZ, and perhapswhile fighting off
the Boukart mechanized forces, the team picks up adistress call
from RCS Defiant Arms as it crosses the horizon on its second
or third transit, and then monitors the following exchange.

“Mayday. Mayday. This is Razbak calling all stations. Razbak
to all stations. Mayday. We are hit and coming down. Over.”

“Razbak, this is Teatime. Give me a damage assessment.
Over.”

“Teatime, this is Razbak. Nothin’ works. Over.”

“Razbak, be more specific. Over.”

“Teatime, we've lost almost all of our sensor suite, most of our
control circuitry, central fire control, life support, CG lift, we have
internal fires, and we’re at about 40% power and dropping.
Over.”

“Razbak, can you get your crew out? Over.”

“Negative. We're too low, too hot, and there’s no time for the
foam to harden on the re-entry kits. Over.”

“Razbak, this is Rocko... Razbak... I'm not sure what...”

“Rocko this is Razbak. Clear the channel; you re too far away
to help. Now listen, Teatime. I've still got an RDF/receiver and the
people on DZ Eagle still have their beacons. I may not have CG,
but I've got a half-assed air foil, a front window, and thrust. You
have them give me a beacon and I'll put this piece of junk down
on it. Over.”

“Eagle-six, this is Teatime. You heard the lady. Light her up a
landing beacon.”

The team will trigger one or more of its radio beacons, and
Razbak will attempt a soft landing at DZ Eagle. Instead, Defiant
Arms streaks overhead at several thousand feet, glowing hot
from re-entry, and comes down hard several kilometers to the
east behind a low chain of hills. Itis hard to tell whether Defiant
Arms exploded on impact, as the compound was still echoing
from the multiple sonic booms of its passage when it hit. There
is the glow of fire in the sky beyond the hills, but someone is
sure to point out that as hot as Defiant Arms was, it would
certainly have started a brush fire where it landed.

What the characters do immediately will depend largely on
the situation in the missile field, but sentiment will run very




high (among at least the NPCs, some of whom may be
crewmembers of Defiant Arms) to investigate the crash site. If
the player characters are dead-set against leaving the com-
pound, they can at least order the NPCs to remain and justify
it on the basis of the need to stay together and complete the
mission. Teatime will not overrule them from orbit, as they are
in command on the scene, but will not be happy with the
decision.

If they decide to send a team to investigate, the range trucks
in the garage may prove useful (provided, of course, that they
have discovered them).

RESCUE RUN

The move to the crash site will not be completely uneventful.
Atleast one, and perhaps several, small party (1 D6) of wander-
ing Novice militia troops will be encountered. The militia is as
likely to flee before the characters as it is to fight.

The characters will also come across the wreckage of the
missing drop capsule, at least ending any speculation as to
what happened to it. From all appearances, none of its
parachutes deployed and it contacted the ground at tremen-
dous velocity, setting off whatever ammunition or explosives
were carried. If it was a manned capsule, there will be very little
in the way of recognizable human remains.

As the characters approach the crest of the low chain of hills,
they will begin to hear the pop of small arms, and this will
become quite distinct as they cross the crest itself. Less than a
kilometer away is the wreckage of Defiant Arms, having made
a hard but controlled crash landing. Part of the ship is on fire,
but most of the fire was indeed caused by burning brush.

The wreckage is surrounded by hostile infantry in platoon
strength (30 or 40). They are all militia (Novice NPCs) with
assault rifles and hunting rifles, and they are not pressing the
attack with anything approaching vigor, confining themselves
to popping off a good deal of ammunition.

The wreck is defended by the survivors of the crew, which
include at least Captain Razzori and any PCs assigned to
Defiant Arms, and whatever other NPCs the referee feels like.
They're defending the ship with snub pistols and whatever
other light weapons happened to be on board.

The militia will be fairly easy to scatter, given a sudden
surprise attack from behind by well-armed troops in battle

dress (even just two or three of them). If the characters did not
bring enough transport, they may have to secure the wreck
(and the crest of the hill if they are smart) until another range
truck or two can be sent out.

The only remaining question is how the team will be
extracted. Teatime provides the answer by managing to
jettison the MCP containing the jump capsules and substitute
Alert for Defiant Arms as the pickup vessel. If the mission team
has not investigated the crash site, Teatime will do so and will
recover the survivors of the siege, most of whom by now are
wounded and several possibly dead.

EPILOG

Once safely aboard Argent, there will be time for congratu-
lations or condolences, depending on how successful the
mission was. The characters will leam that Wastantan’s PAD
system was more extensive than had originally been thought,
and so was able to shoot down Defiant Arms. (This was not
Boxcar’s fault, as he had been the operative in Boukart-
controlled territory, not Wastantan.)

The losses suffered on the raid will be a black mark against
Rocko, all the more so since he remained behind in Argent and
was not in a position to exercise immediate tactical control
when things started going bad. He is unlikely to command a
task force like this again, but thisis hardly a tragedy in his eyes,
as he has no real ambitions along those lines.

Both Teatime and Razbak performed well, and are both well-
situated to be powerful contacts for the PCs in the future
(assuming Razbak survived, which she certainly will if the PCs
go to the crash site, and which she probably will if Teatime
picks up the survivors on the way out). This can be agood thing
or a bad thing, depending on how well the PCs got on with
them and how the two ship captains assess the PCs’ perfor-
mance.

Recovering the warheads will be, in the final analysis,
probably the least important measure of player character
performance. The most important, of course, will be survival.
Did the PCs survive, and if so, how many others survived due
to their efforts?

The next criterion will be honor. When everything started
coming apart, did the PCs think of themselves, or did they
continue to think of their comrades? Did they leave anyone
behind, or did everyone who survived come home? Were the
casualties and the crew of Defiant Arms recovered because of
the PCs or despite them? These are all important measures of
how honorably the PCs performed, and how the other survi-
vors will view them.

Finally, were they smart? Did they come up with a good
plan? Did it have enough flexibility to keep working in the face
of everything that went wrong? Did they keep thinking when
the situation changed unexpectedly?

If they performed well, they are on their way to building
reputations as ace smash-and-grab team specialists. As to
money, RCES will pay them exactly what they originally
promised to. But this isn‘t about money, after all, is it?
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Reformation Coalition TL-12 Heavy Battle Dress

The Coalition’s heavy battle dress is used by its first-line military forces, and also on raids where signlﬁcant mmtazyoppoaibon is
expected. Heavy battle dress doubles the effective strength of its wearer, andindudgsanvironmenta! control, atmospheric filters, and
respirators (allowing the wearer to function in tainted and thin atmospheres), Cham&m IR suppresslon systems, a wide-spectrum
visual helmet sensor suite, and an in-helmet radio of at least 3-km short range. - :

Therearethree pnmaryvarlantscf the suit: the standard Trooper Suit, the Leader’s Suit, used by section, i}latoon and hbgher !eaders,
and the Scout Suit, used by a limited number of personnel per unit for longer-range surveillance.

All suits feature an integral arm-mounted laser designator, used to mark targets for the Lyrebird missiles carried in standard drop
capsules (see page 119). The laser designator has a range of 6 km, and due to its high power requirements has power sufficient for
only six minutes of constant use.

- Theleader's suit has less armor protection to allowrttocarryaao-krn (short range) radio in phcaofthe 3-km tmoper‘smm andthem
~ Suit is fitted with a passive EMS array in the chest, with a short range of 3 km. Due to the bulk of this system, mgScmtSunalsohasraducad“
armor and only a 3-km (short range) radio. It also only has batteries sufficient for nine hours continuous use of its sensors.
Al of these suits may be recharged by a standard starship fusion power plant. This process takes one hour, and requires. that 0 l

- MW of power be allocated per suit for the duration of the recﬁarge

All of these suits may befitted with aself-contained oxygen supplylasting 20 hours, which adds .01 tonnes to the massand MCr0.002

to the cost of the suit. With the oxygen supply fitted, the suits are overloaded, which increases the Agility an&‘*rnlﬁaﬂve ﬁmalﬂa tn
-4 and -3 respectively, and reduces movement rates by 10%.

 Because of their distinctive appearance, these suits are often referred to by Coalition Marines as "Sumo Samurai Sum,"' or"Samurai

Beetia.

Standard Trooper Suit
Mass: 0.4197 tonnes (419.7 kg)
Price; MCr0.22315 (Cr223,150)
- Agllity Penalty: -3
~ Initiative Penalty: -2
- Armor Value: 15
Endurance: 10 hours continuous use for all systems, except
laser dgsignator only 6 minutes continuous use
Features: Wide-spectrum visual helmet sensor suite (trea% as

- minutes of continuous use.

Leader Suit
Mass: 0.4147 tonnes (414.7 kg)
Price: MCr0.225645 (Cr225,645)
Agility Penalty: -3
Initiative Penalty: -2
Armor Value: 13

i laser designator; only 6 minutes continuous use

WSV

~ WSVgoggles, short range=400 meters), Chameleon IRsuppres- .
~ sion, 3-km (short range) radio, TL-10 Inertial Navigator (TNE
~ page 346), laser designator (6-km range) with batteries for 6

- Endurance: 10 hours continuous use for all systems, except

Futures: ‘Mde-spectruhu visual helmet sensor su‘ita (mn ;
goggles*shenrarge-ttoomeﬁers),t:hameieonlksuppm- '
sion, 30-km (short range) radio, TL-10 Inertial Navigator (TNE
page 346), psionic shield helmet, laser designator (6-km range)

with batteries for 6 minutes of continuous use.

Scout Suit -

Mass: 0.42 tonnes (420 kg) _

Price: MCr0.240853 (Cr240, 853)

Agility Penalty: -3

Initiative Penalty: -2
Armor Value: 12 '

Endurance: 10 hours continuous use for all systems, except
passive EMS sensor; only 9 hours continuous use, and iaser\,
designator, only 6 minutes ,

Features: Wide-spectrum visual helmet sensor sulte (treat tsw
'WSVgoggla, shortrange =400 meters), Chameleon IRsuppres-
sion, 3-km (short range) radio, TL-10 Inertial Navigator (TNE
page 346), 3-km (short range) passive EMS sensor with batteries
for nine hours of continuous use, laser designator (6-km ranga]

g with batteries ior 6 minutes of continuous use.
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CMWS Component Price List

Component
Barre
Light Short (Carbine) with flash suppressor, long muzzle brake,
bayonet lug, and grenade adapter 1.45 463
Light Long (Rifle) with flash suppressor and long muzzle brake,
bayonet lug, and grenade adapter 1.54 582
Heavy Short (HRL) with flash suppressor and long muzzle brake 2,03 863

(MG) with flash suppressor a long muzzle brake

100-round box 2.65 508
Box with battery for 100-round belt 1.9 500
1000-round Cassette

Weapon Mounts

Bipod 25 75
Tripod 8 180

7%x30 RC(E) (7x30mm ETC) Ammunition Statistics (per round)
Length Weight AME Price
Caliber (mm) (grams) (Joules)

7x30 RC(E) DS

CMWS-10 CARBINE
Bullpup stock, carbine barrel (includes bayonet lug, long muzzle brake, flash supressor, RAM grenade adapter), optic sights, uses 20-round
magazines. (The carbine is limited to the 20-round magazine by the light barrel’s inability to stand up to high sustained rates of fire.)

Weapon Length: 101 cm

Weapon Weight: 7.853 kg with empty 20-round magazine, 8.093 with loaded 20-round magazine

Weapon Price: Cr2692

Magazine Specifications: 20 rounds 7x30 RC(E), 0.553 kg empty, 0.793 kg loaded, Cr106 for empty magazine with battery
Ammo Price: Cr4.8 for 20 rounds ball; Cr9.6 for 20 rounds DS, HE, or Tranq; Cr14.4 for 20 rounds HEAP

Features: Optic sights, bayonet lug, flash suppressor, RAM grenade adapter

730 RC(E) CMWS-10 Carbine
— Recoil —

Round Penetration  Bulk Magazine §S  Burst Short Range

RC(E)DS 2.3 2/4/8  (84)100

7x30 RC(E) HEAP 3/5/10 s 2.2.2 6 2 2/4/8 52) 60

Range is given with optic sights; values in parentheses are iron sight ranges
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CMWS-10 RIFLE
Bullpup stock, rifle barrel (includes bayonet lug, long muzzle brake, flash supressor, RAM grenade adapter), optic sights, uses 20-round
magazines. (The rifle is limited to the 20-round magazine by the light barrel’s inability to stand up to high sustained rates of fire.)

Weapon Length: 106 cm

Weapon Welght: 7.943 kg with empty 20-round magazine, 8.183 with loaded 20-round magazine

Weapon Price: Cr2711

Magazine Specifications: 20 rounds 7x30 RC(E), 0.553 kg empty, 0.793 kg loaded, Cr106 for empty magazine with battery
Ammo Price: Cr4.8 for 20 rounds ball; Cr9.6 for 20 rounds DS, HE, or Trang; Cr14.4 for 20 rounds HEAP

Features: Optic sights, bayonet lug, flash suppressor, RAM grenade adapter

7x30 RC(E) CMWS-10 Rifle

— Recoil —
Damage Penetration Bulk i 55  Burst

CMWS-10 SAW
Bullpup stock, bipod, rifle length heavy barrel (includes long muzzle brake and flash supressor), optic sights, 50-and 100-round magazines
standard, but can also use 20-round magazines and belt feed.

Weapon Length: 101 cm
Weapon Welght: 11.72 kg with empty 50-round magazine, 12.32 with loaded 50-round magazine
13.03 kg with empty 100-round magazine, 14.23 with loaded 100-round magazine
10.38 kg configured for belt-feed, 11.58 kg with 100-round belt and battery
Weapon Price: Cr3167
Magazine Specifications: 50 rounds 7x30 RC(E), 1.34 kg empty, 1.94 kg loaded, Cr254 for empty magazine with battery
100 rounds 7x30 RC(E), 2.65 kg empty, 3.85 kg loaded, Cr508 for empty magazine with battery
100-round belt 1.2 kg, plus 1.9 kg battery
Ammo Price: Cr12/24 for 50/100 rounds ball; Cr24/48 for 50/100 rounds DS, HE, or Tranq; Cr36/72 for 50/100 rounds HEAP
Features: Optic sights, bipod

7x30mmE CMWS-10 SAW

— Recoil —

Round ROF Damage Penetration ~ Bulk Magazine 55 Burst

7x30 RC(E) Ball 3/5/10
 bi 3/5/10

(81) 90
100 1 1/2/4 (105) 120

U
oo

7x30 RC(E) DS 3}51 0
bi

100 237 (97)110
d 3/5/10 5 3

6 00 - 1 1/2/4 (126) 160 :

7x30 RC(E) HE 3/5/10 ; ' N 1 237 170
bi 3/5/10 _ 5 _ _ Nil _ 'l __ 'l 1 f2 (79) 90

35.*’1

Range is given with optic sights; values in parentheses are iron sight ranges
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CMWS-10 GPMG (TRIPOD MOUNT)
Bullpup stock, tripod, machinegun barrel (includes long muzzle brake and flash supressor), optic sights, belt feed standard, but can also
use 50- and 100-round magazines.

Weapon Length: 106 cm

Weapon Weight: 8.01 kg configured for belt feed, 11.11 with 100-round belt and battery

Weapon Welght on tripod: 16.01 kg configured for belt feed, 19.11 with 100-round belt and battery

Weapon Price: Cr3146

Tripod Specifications: 8 kg, Cr180

Magazine Specifications: 50 rounds 7x30 RC(E), 1.34 kg empty, 1.94 kg loaded, Cr254 for empty magazine with battery
100 rounds 7x30 RC(E), 2.65 kg empty, 3.85 kg loaded, Cr508 for empty magazine with battery

100-round belt 1.2 kg, plus 1.9 kg battery, Cr500 for battery, ammo price below

Ammo Price: Cr12/24 for 50/100 rounds ball; Cr24/48 for 50/100 rounds DS, HE, or Trang; Cr36/72 for 50/100 rounds HEAP
Features: Optic sights, tripod

7x30 RC(E) CMWS-10 GPMG (Tripod Mount)

Round ROF Damage Penetration ~ Bulk Magazine

7<30RC(E)Ball  3/5/10 (88) 100
tripod 3/5/10 | : (176) 200

7x30 RC(E) DS 3/5/10 ' 7 0 (105) 120
tipod 3/5/10 1-2:3 7 100 1 1/1/2  (210) 240

Nil 100 1 2/4/7  (66)80

7x30 RC(E) HE 3/5/10
i (132) 150

tripod 3/5/10

wn

7x30 RC(E) HEAP 3/5/1
t 3/5/10

Range is given with op ts; values in parenthes are iron sight ranges .

CMWS-10 VEHICLE MG
Pistol grip, machinegun barrel (includes long muzzle brake and flash supressor), optic sights, cassette-feed standard, but can also use belt
feed and 20-, 50- and 100-round magazines.

Weapon Length: 101 cm
Weapon Weight: 29.01 kg with empty 1000-round cassette, 41.01 kg with loaded 1000-round cassette
8.01 kg configured for belt feed, 11.11 with 100-round belt and battery
Weapon Price: Cr3163
Magazine Specifications: 1000-round 7x30 RC(E) cassette, 21 kg empty, 33 kg loaded, Cr5120 for empty magazine with battery
100-round belt 1.2 kg, plus 1.9 kg battery, battery costs Cr500
Ammo Price: Cr240 for 1000 rounds ball; Cr480 for 1000 rounds DS, HE, or Trang; Cr720 for 1000 rounds HEAP
Features: Optic sights

7x30 RC(E) CMWS-10 Vehicle MG

— Recoil —

OF D age _ Penetration Bulk Magazine S5 Burst Short Range

3;“ .

7x30 RC(E) HEAP 5/10 1000C  —

Range is given with optic sights; values in parentheses are iron sight ranges
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TL-13 Chemical Cartridge Squad Support Laser (SSL
The TL-13 Squad Support Laser (Ssgis a%awerful hrzfvy infantry wéapon)used by SmaSh & Gl'ab

Reformation Coalition ground forces. Because it uses technologies above the current
manufacturing capabilities of RC worlds, itis manufactured using crucial internal components TL .l 3 C h .
- emical

Cartridge
Squad Support

purchased from the Hivers, such as its focal array and the chemical cartridges themselves.

Chemical cartridge lasers work by drawing the excited electrons needed for laser genera-
tion from energetic chemical reactions. Thus there is no need for external power input (small
batteries provide the spark that initiates these reactions, and these are recharged by
thermoelectric couples that utilize some of the waste heat generated by the chemical
reactions). Because different chemical reactions produce different wavelengths of laser light,
different cartridges are often required for optimal range performance in different atmo- Laser (SSL)
spheres. There is no price difference between any of these atmosphere-specific cartridges, but
it does require the maintenance of larger stocks of ammunition.

The SSL has five selectable rates of fire: 1, 3, 5, 10, and 50, based on the number of discrete
pulses fired from the energy of one chemical laser cartridge (CLC). The S5L can fire five CLCs
per combat turn, so the total rate of fire is five single pulses (listed on the combat performance
table below as SAS), five triple pulses (5x3), five quintuple pulses (5x5), five sets of 10 pulses
(5x10), or five sets of 50 pulses (5x50). All shots fired in the same combat turn must be at the
same rate of fire, but this rate of fire may be freely changed from one combat turn te the next.

The SSL is heavy, and, when not vehicle-mounted, requires a crew of three due to the
weight of its components. One crewmember carries the laser (59 kg), one carries the
ammunition box (73 kg), and one carries the tripod (66 kg). Once the laser is set up, one crew
serves as the gunner, another as the spotter, and another as security/ammunition runner,

TL-13 Chemical Cartridge Squad Support Laser
Focal Array Diameter: 6 cm
Discharge Energy: 0.18 Mj (SAS), 0.06 M;j (5x3), 0.036 Mj (5x5), 0.018 Mj (5x10), 0.0036 Mj (5x50)
Weapon Specifications: 59.39 kg empty, 132.47 kg with full magazine, 198.72 kg mounted on tripod, Cr57,835 weapon only
Cartridge Specifications: “27x80 CLC,"” actual dimensions 26.7 x 80.2 mm Chemical Laser (0.9 Mj), 0.45 kg, Cr27 each
Magazine Specifications: 28.08 kg empty, 73.08 kg with 100 rounds, Cr280 empty, Cr2981 fully loaded with 100 rounds CLC
Tripod Specifications: 66.25 kg, Cr763
Features: Laser sight, optic sight, ruggedized weapon body

|_|§£-s’a W i o .
:'g | T \:;H ' W : - . - i : : ..:o : ssi&v ; = ‘3 ! *j;jf ;é::
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This unitis the standard light battle dress in use by the RCES raider forces, and is common in other military units as well. The standard

modelis fitted with a powered exoskeleton (which doubles the effective strength of the wearer), environmental control systems, filters,
and respirator fittings (to enable the wearer to function in tainted and thin atmospheres), a laser designator unit (6-km range), an
integral 3-km radio, and an integral WSV suite displaying on the inside of the helmet visor. The laser designator unit can be fitted to
either the left or right forearm, at the wearer's option, and can be used to “paint” any target the wearer can see within a range of
up to 3000 meters. S e =

Some suits are manufactured withan integral “Chameleon” camouflage feature, which adjusts the suit's IR heat signature to match
its surroundings. This feature must be incorporated during manufacture.

The suit’s power supply Is sufficient to enable it to operate for up to 10 hours before recharging is required. All suits are supplied
with standard power and life support fittings, allowing users to plug into a ship or vehicle power/life support system and conserve
or recharge their resources. The laser designator is only supplied with a battery sufficient to last for a total of 6 minutes, however, so
its use must be carefully rationed. :

Optional Features: Oxygen tanks can be added to the basic suit in order to enable the wearer to function under vacuum situations.

Individuals requiring additional radio communication range may substitute a 30-km radio for the standard 3-km model.

Basic RCES Light Battle Dress (includes Helmet WSV suite, 3-km Radio, and Laser Designator)
M AV AM BV BM OsM ™ Mw End SMCr  AMCr BMCr OosMCr  TMCr
0.1 6 .054 0235 047 0022 .2032 .00342* 10° 14 .00513 .0001075 .007625 0.153

Basic RCES Light Battle Dress (as above, with Chameleon feature) .

M AV AM BV BM O5M ™ . MW End SMCr AMCr BMCr OSMCr  TMCr

0.1 6 .054 .0235 .047 .0022 .2032 .00342* 10* .14 .00513 .0001075 .008625 0.154
* Listed MW is for systems powered to 10 hours endurance: the battle dress itself, helmet WSV suite, and 3-km radio. Laser designator

{which draws 0.005 MW) is powered to only 6 minutes.

Add Oz Tanks to the above (5 high-pressure tanks; 20 hours) ;
e - s - = - i 000

s s e - +.01 —
Replace 3-km Radio with 30-km Radio (includes increased battery capacity)
el = S i o 0l e P G - = — +.0002047

Abbreviations 2 - v A

SM: Skeletal mass, in tonnes; AV: Armor value; AM: Armor mass, in tonnes; BV: Battery volume, in m3; BM: Battery mass, in tonnes; -
OSM: Other systems mass, in tonnes; TM: Total mass, in tonnes; MW: Megawatts; End: Endurance of battery, in hours; SMCr.
Skeleton price, in megacredits; AMCr: Armor price, in megacredits; BMCr: Battery price, in megacredits; OSMCr: Other systems price,
in megacredits; TMCr: Total price, in megacredits. -'

121



Prairie Fire TL-8 Tank SmaSh & G l'ab

The Prairie Fireis one of many standard pre-Collapse Imperial designs that can still be found
on many worlds. It is not a main battle tank, as it is not armored quite well enough to stand

- . -
up to TL-8 MBTs, but it is a high-speed heavy weapons platform that can perform many of Pra’r’e F’re

the tasks of a tank, and is used as such on most worlds where it occurs.
Both the commander and gunner can control and fire the Prairie Fire's fully stabilized main T 8 T k

armament and its coaxial multi-barrel autogun. In addition, the commander controls a L— a n

remote stabilized turret with another multi-barrel autogun. The main armament, coaxial

weapon, and remote turret are all equipped with ballistic fire control computers, allowing
all weapons to disregard 2 Diff Mods.

Tech Level: 8

Price: Cr866,875 (plus ammunition costs, see below)

Size: 168 kiloliters displacement = 12 tons (V5)

Mass: 239.56 tonnes empty, 247.1 tonnes loaded

Power: 13.62 MW MHD turbine (0.099 MW excess power)
Maint: 67

Controls: Enhanced electronic controls, TL-8 satellite positioning navaids
Commo: 2x30-km radios

Sensors: 3-km HRT

Life Support: Overpressure system

Cargo: None

Crew: 3 (driver, gunner, commander)

Passengers: None

Fire Control: -2 Diff Mods (main armament and remote turret)

Armament: Remote turret with stabilized 130mmL60 CPR gun and coaxial 7mm rotary MG, secondary remote turret with stabilized Smm rotary MG
Stabilization: Advanced (fire at all speeds)

Ammunition: 100 rounds 130mm (price varies, see below), 2500 rounds 7mm (Cr1250 for full load), 5000 rounds Smm (Cr1000 for full load)
Other Systems: Dispensers for anti-laser, anti-active sensor, and anti-passive sensor decoys, 20 each (Cr400,000 for each full load of 20)

Speed: 142 kph maximum road speed, 113 kph maximum cross-country speed
Travel Move: 280/215

Combat Move: 65/50

Fuel Capacity: 28,500 liters liquid hydrogen (Cr997.5)

Fuel Consumption: 2724 liters/hour (endurance of 10.46 hours)

Combat Statistics

Config: Turret TF:192 HF:192
TS: 48 HS: 48
TR: 24 HR: 24
Deck: 36 Belly: 24

Weapon Characteristics
TL-8 130mm/60-Caliber Hypervelocity Gun

Conc- Danger Short ——Ammo——
Round ROF Burst Damage Value Penetration Value Space Range Price Weight
HEAP '/s*  C:20,B:25 — - — ' C C 497
HE .0 7Y TR 3 T e TR R S Y T T O T e
Flechette Vi — 2D6/1D6* 1-Nil** 25x100 510 Cr1824 49.7

*One round every 5 combat turns.
**In primary/secondary burst area, see TNE, page 280.

Secondary Weapons
Round ROF Damage Value Penetration Rating Magazine Short Range

T JL-8 7mm rotary MG-ball e S Ers LN ep S DR e S o
TL-8 5Smm rotary MG-ball 5/50 3 5000C 150

Decoys

Decoys are of three types: anti-laser (which affect attempts to detect a target with ladar or to designate it with a laser designator), anti-active sensor
(which affect attempts to detect a target or designate it with radar or active EMS), and anti-passive sensor (which affect attempts to detect a target
with HRT or passive sensors, including infrared goggles and sights). Each decoy only works against its specified sensor, and increases the difficulty of
a detection or designation task by 1 level if from the same tech level as the opponent, or by 2 levels if from a higher tech level. Each decoy lasts one
combat turn, and affects all appropriate sensor attempts against the owning vehicle, regardless of direction. Decoy dispensers may launch one decoy
per second.
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Smash & Grab

Surveillance
and
Communications

Equipment

Automated Sensor Unit

PR Surveillance and Communications Eqmpment e

i%ritty ofmnicaﬂeﬁs uplinks to support its gmﬁﬁd operations. Theseupnnks Mﬁmmm
L wquidngallwhiciaorhmﬂe mmm mmmmmmmmt
se when ' '

© Theseco cheaper 3w.mxshm mng‘e) ﬂghbheam :adsoupmmsmmmmrs owamﬁm&iiu—m
df a muermmmunksrm o@s&mﬂar performanice and duration, thus its popularity. The tight-beam radio also includes a 3-km (short
~ range) repeater in it which allows pmumef with their own radios to route their transmissions up to orbit via the uplink, and receive
~ replies irzﬁté‘same way.
Both uplinks come in stand-alone orbackpad‘ configurations. The listed duration below is based on the batteries contained lm.he
units, al ug}ubom;pmmﬁth power cables which allow them tobehoolmd%ntaexternalorvﬁ:dapowusuppliafmhm
dumtlom Suppl&nmulha&uy packsfar addwonal duration are available for both du!gm. ,

Rl e il ek Voiumg.rﬁm) Price (Cr) Duj'uﬁan (hours)  Diameter (meters)
300-km Maser Uplink 31.7 15.9 11,030 0.2/2* 1.1

~ External Battery pack 154 27 135 +1/10* : = i

300-km Radlo Uphnk w/3 krn repeater 19.6 9.8 1125 B 0.36 -

~ SpareBa ] 193 O Ll +4 \ < e s

"ﬂmnmnﬂﬁng mimjme rece!ving mly o o " ' .; b

Automate(f Sensors ‘ i}

MQWMWM m-rm powersuppiyand whichtrénsmit t}mirdafa to remote locations with integmttrght-bwn
radias These sensors can be used one at a time in a stand-alone configuration, or linked into a network of several remote units and
~ one master unit. Each sensor unit has a 3-km (short range) passive EMS sensor and a tight-beam radio with a short range of 3 km, so
must be placed within 3 km of either the personnel who will be monitoring it, or a master unit. Master units collate the data from the
subsidiary sensors into a single integrated display. Master units have radios with 30-km short ranges, and they may be “daisy chalne&
together serially to allow sensor barriers to be set up at a great distance from friendly units.

~ The personnel monitoring these sensors must have either a helmet sensor suite, a map box, or a cornpm:eronwhichtodhplayﬂlemw
The master unit Is equipped with its own map box, allowing personnel to monitor the sensor perimeter from the master unit itself. Military

~ commanders who are linked into an automated sensor network which is controlled by a master unit add 1 to their Ground Tactics assets,

~ Depending upon circumstances, these sensors are recovered at the end ofa mis.sion or considered expendable. :

The same sensor unit is used in the §tand—alone or netvmrkad role.

nrm L . densor. Rac#o Dwutim ﬂrours) Volume (liters)  Mass (kg) Price (Cr)
Sensor Unit 3-km PEMS 3km 11.5 22.8 21,400
 replacement battery — — +3 1 2 5
Master Unit —_ 30 km 10 8 15 4035
- replacement battery - e ' +10 | Ty g 13.4 s
~ replacement battery — — +3.75 1 2 5
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General Data
Displacement: 100 tons
Length: 35 meters
Price: MCr52.03
Configuration: Wedge SL
Mass (Loaded/Empty): 575.8/523.0

Hull Armor: 28
Volume: 1400 m?
Target Size: 5
Tech Level: 15(-)

Engineering Data

Power Plant: 147 MW TL-15 Fusion Power Plant (147 MW/hit), 1 year
duration (9.082 MW power shortfall)

Jump Performance: 2 (210 m? fuel)

G-Rating: 2G (50 MW/G), Contra-Grav lifters (10 MW)

G-Turns: B0 (113.6 using jump fuel), 6.25 m? fuel each

Maint: 22

Electronics

Computer: 3xTL-15 Mod 5t Computers (0.55 MW ea.)

Commo: TL-15 300,000-km radio (10 hexes, 10 MW), TL-15 1000 AU
maser (oo; 0.6 MW)

Avionics: TL-10+ Avionics

Sensors: TL-15 Passive EMS folding array 150,000-km (5 hexes; 0.15
MW), TL-15 Active EMS 300,000-km (10 hexes; 15 MW)

ECM/ECCM: TL-12 15,000km Area jammer (same hex; 6.75 MW)

Controls: Flight deck with 3xworkstation

Armament
Offensive; 1xTL-12 120-Mj Laser Turret (Loc: 10; Arcs: 1, 2, 3; 3.3 MW;
1 crew)

Short

Extreme

Accommodations

Life Support: Extended (0.28 MW), Grav Compensators (6G; 7 MW)

Crew: 4 (2xManeuver, 1xElectronics, 1xGunner)

Crew Accommodations: 2xLarge Staterooms (0.001 MW ea.), double
occupancy

Passenger Accommodations: None

Cargo: 3.1 m? plus 20-ton multimission pod

Small Craft and Launch Facilities: None

Alr Locks: 1

Notes

These are standard TL-15 relic scout/couriers which have been modified
by the Aubani Navy to serve as small multimission special operations vessels,
and are normally seconded to the RCES. These scouts (MM) have had their
cargo, hangar, and some accommeodations spaces gutted, and the remainder of
theirintemal systemsrearranged to allow for asingle 20-ton bayto be fitted along
theventral surface, The scout (MM) hasalso beenfitted witha TL-12area barrage
jammer witha 15,000-km range. This allows effective planetary surface jamming
from orbit. The ship’s systemsdraw a total of 156.082 MW, 9.082 MW more than
its power plant provides. This means that its active EMS sensor may not be
operated while its jammer and laser turret or firing, that it can only use 1G of
maneuver while all other systems operate, or some other trade-off,

The ventral 20-ton bay accepts one of several 20-ton modules allowing
the ships to be rapidly converted from one mission to another. One such
module is the drop capsule/missile launcher module.

The drop capsule/missile launcher module contains launch tubes for 15
drop capsules or standard space combat missiles, and a 300,000-km range
missile-capable MFD. This MFD allows the launcher to fire space combat
missiles, and also allows the scout (MM)'s gunner to operate the drop
capsule launcher and ship’s laser turret from this single location. Each of the
15 launchers includes a small staging area which allows the capsule
occupants to enter and exit their drop capsule while they are loaded into
their launch tube, and also provides external life support for capsule
occupants before they are launched. Themodule requires 3.1 MW of power,
raising the ship’s shortfall to 12.182 MW, which can also be made up by
shutting down the active EMS. This module costs MCr40.21, has an
unloaded mass of 136.89 tonnes, and a loaded mass of 241.89 tonnes
(assuming a mass of 7 tonnes per missile/drop capsule).

There is also a planetary-bombardment module which contains launch
racks for a tremendous variety of self-propelled and deadfall planetary
ordnance, usually of the guided submunition, remotely deliverable mine, or
surface-penetrating high-explosive varieties. See the Reformation Coali-
tion Equipment Guide (Reformation Coalition Manual 3) for details on
this module and the ordnance carried.

The loaded and empty masses listed above are for the ship without the
module. Add the module mass to these figures to get the final numbers.

TL-15 fud-purification machinery (1.05 MW), 20.28 hours to refine 710 m3
(50.7 tons).

1 Ant 1-15: Elec, 16-20; Hold
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The Star Vikings of the Reformation Coalition
Exploratory Service (RCES) are always on the look-
out for useful relic technology from the fallen
Imperium. This guide details a wide variety of
equipment, weapons, and vehicles that can be found
on RCES missions, representing a broad array of Imperial
technologies and design approaches. \ 9 us

The guide also includes standard equipment i o 1""“““11\“?”
used by the Reformation Coalition. The il /ﬁmﬂw\\\wl
ha"ma* of mis equiprnent is the ,.'-'-u.-,"fﬂﬂ'l'l“'|'1

Reformation Coalition’s attention to
flexibility and ruggedness: Their
designs are intended to make the
maximum use of their limited
technological and

manufacturing resources.

All equipment is designed in
accordance with the design
sequences presented in the
December 1993-released Traveller
technical architecture manual: Fire,
Fusion, & Steel (#0304).

For the referee running a Star Viking
campaign to the players fascinated by the
infinite technological possibilities of Traveller, the Reformation
Coalition Equipment Guide will be a valuable and exciting
resource.

(#0310, $20.00, 160 pages)
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The Reformation Coalition contains a wide variety of personalities, and Star Vikings will allow referees to run
them all: members of the RC government and armed forces, covert intelligence operatives, RC allies from free-
lancers to Free Traders, plus representatives of the RC's implacable opponents: the Guild and the ruthless dictators
from the Wilds.

Each personality is a fully detailed Traveller character ready for use in a Star Viking campaign, with extensive |
referee’s notes on the characters’ motivations and backgrounds, plus guidelines on how to introduce these
characters into a campaign, and keep them crossing the players’ paths.

In addition, Star Vikings presents eight unique starships and their crews, complete with maps of their areas of
operation and scheduled trade routes, and full color profiles of their configurations and markings.

These characters and ships are not one-trick ponies; they are useful, long-term NPCs and crews that will add
color and detail to your campaign for a long time to come.




Rebuilding an interstellar culture from the ruins of
the Third Imperium involves a wide variety of activities,
and each of these can form the basis of great
adventures. The Reformation Coalition undertakes all

of them—intelligence gathering, diplomacy,

economic redevelopment, interstellar trade and
commerce and many, more. But of all of them,
the one operation that became synonymous
with the Coalition, the one most closely
linked to the Star Viking mystique, was

called...

o Y "]

The Coalition is engaged in a frantic race against time, trying to
rebuild its industrial and technological base before the tide of
darkness and xenophobia becomes irreversible. To do so, it needs
hardware and data bases, and to get them it raids the barbaric
worlds of the Wilds, recovering technological artifacts. When these
artifacts are defended, the operation is called a Hot Recovery, but is
better known as Smash and Grab.

Smash and Grab is an adventure anthology dedicated to that
most exhilarating and dangerous of Coalition activities. Each
adventure is playable separately, and they can easily be integrated
into ongoing campaigns. Here are some of the themes explored in
this anthology:

* Rescuing the crew of one of the original 12 Dawn Leage ships,
long thought lost.

* Meteoric assaults from orbit against a heavily defended base.

* A rogue Dawn League agent now set up as a TED

(technologically elevated dictator).

* Adventures along the murderous “Vampire Highway” of the

Promise subsector.

* Coordinated operations with local resistance groups.

* An equipment section with all of the special equipment used
in the adventure, including Droyne weapons and vehicles,
Coalition remotely piloted vehicles and meteoric assault drop
capsules, Star Viking heavy battle dress, and more.

Smash and Grab is a collection of sweat-in-your eyes, ozone-in-
your nostrils combat adventures that will leave your player
characters (those that survive, anyway) combat-hardened veterans
when it's all over. It will leave them with the skills and experience
they’ll need for what comes next...
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