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Lon Maggart, Age 4 6  in 1201 
Qccupatfon: S ~ r ~ t a r y  General of the Reformdtlm Cmlitlm 
Attrl bu tel: Sn:6 I W %  SOC:12 

ACL5 EDU:t;T 
CON:6 C H R 9  

Background: Born 1 OllWl155 an Vras(Wne). Lon h.hggart h the pan of 
BLctm Fvbgg- a h F i n t  M in im  of VradAubalne, md EnllUl Msggaa 

ton Maggart is a ~ l a c i o w  learner, and took full adrantage el the 
educational opportunitieson Vras,oneoF h e  beacons of recweryin theold 
bpanws Sector. Upon graduating 4 t h  a doctmate In the History of 
Technotogy, Maggarl t u n 4  his talenu to furthering the dlrsemination of 
M q e  by komlng rxre of the founding prafesms at the newly 
establirhd Vras T~hnical  Academy (which in t 193 wwld k w n e  the 
foundation of the Hiwr Technical Academy), an inrtitutlon ~QbFFshed to 
tram the stanhip crevn, scientists, technicians, and leaderswhowould lead 
h e  recwmy of rivilizatlm. 

The last two decades of t t ~  1 1004 w e  a time of lncreaslng growth on 
Vras/Aubaine, and Maggart m w d  from the Academy to the rapidly 
expanding dubani gowrnment As the Aubani and those on neighboring 
worids wre r e d l ~ m i n g  and reimentlng w a p  to do things h a t  had not 
been done fm two generations, the Aubanl gowmmenl requid  intellec- 
tuall y agile administrators who muld rapid1 y mastw these systems, cmrdf- 
nate and implement their growth, and communkate their use to others. 
Maggart became one of the leading lights In h e  Aubani c i d  service in this 
period, &ng ar Director of Planetary Defense, Global Power Commi~ 
Jmw, and Resource Officer fw the Orbital, Drrp Space, and Intwftellar 
Txhnology Base, among others.& C o a r d i ~ t w  for the Undersea k o w r y  
Projects Office, Maggart was insbumental in implementing thefult integra- 
tion of the Zchalli Aubanl wlety. 

Upm the death ol his father In 11 95, Lon conthwd k d d w  Maggart's 
wotk in forging a permanent interrtellar gavmnment. which ewntually 
culminated in !he D a m  Lequeln 1 197 and the RReformatfon Coalition In 
12OO.After 1 197, Mqgartwasi~rearinglylnvolwd in politica1,ralhw than 
admini%trative, roles,and stoodfordectimtothefirst Refwmatim Coalition 
k m b l y  in 1200. He w w  s seat, and was elected by Ihe M y  as its first 
Secretary Ccneral that am year. 

Maggafl i s  marrfed. Heand his M e ,  .hn, have twe daughttn: S w n ,  In 
the Aubani Msdne Corps. and Kinten, a xetmblolqlrtwith the the RCSA 

Career Path 
1173-1176 UdwgtadwteUllvwJty 
1 177-1 184 Graduate k M  
1185-1388 Professor 
1189-1192 Bureaucrat 1 st hlstsnt Cwnmisslwnr 
1 193-1 196 Bureaucrat Deputy Cmmirsioner 
1197-1200 Bureaucrat Cornmissionw 
t n l t l a t k  2 
Combat Assets: None 
Other Assets: kdminllegat 4/16, Bargah 111 0,Computer 1 /13, C d  

Vehicle (Whefecl) W5, History 1 ~4 , l ns t ruc~4113 ,  Lnnguagc(khallFU1 I),  
Llwdmhlp 7/16, L i a i m  1 / l O , O b m a t h  311 1, Pe~;wrslon 611 5, Phfic11$13, 
Pibt  (CnterfxelCrav) U7, Prychology 311 1, W r c h  4112, kulpture 311 I ,  
S t W s e  119, Swimming 218, Will- 211 0, Z d  Em4rmmmt 117 

Appamnce: Maggart is  a tall, large-framed, handsome m a n  w l h  
graying hair, easily spottd fmm a distance. He has a natural demeanor, 
appearing almst devoid of physical ~4f-zonxlournes~. R e  most notable 
aspect of hts appearance Is his phplcal energy and constant high level of 
x t i i t y .  Anyone who meets Maggart will go away with the owrwhdming 
Irnpressbn hat  this Is  a man conrtantly in motion. 

Perronallty: Maggart b a mtwal and vlgwous leader: hlr most cham- 
terirtlc trait i s  hls trmendc~ls energy, both InlelkEusl and phyrksf. This 
intellectual m e q y  I s  typically manifested by his thinkiq of more than one 
h n g  waspect o!a problem atone time. Thosewhoar~not used toworkIng 
mth him will be surprised when he blurtsouls ~ m i n g l y  unrelared thought 
m springs to a cornpwtw to pull Iorlh a p i e  of data he just realized is  
refwant to a diffemt asppCt of an iswe. 

His phyJical energy is dmmstra~ed in his qukknnr to I m p  up to get a 
dmument, his far! walking pace, his tendency to fidget when he is sitthg 
sZill,and is lometlmer man~fested by impatience. dlhough the k G m  can 
be blunt, he dws not remain angry; the effect at his sharp w r d r  parser 
almort as qulckly ax the 4 s  are spoken. 
Maggan i s  friendly, hlghly intelllgmr, a& given to Wuntneu. Althargh 

he matntainr an wnotlwral mem a b a ~ t  himdf, ;he Ir phydmlly d m  
s t n t h  wih his subordlnaw and Isgiven to patting zhm on the hck w 
placlng a hand on their rhoulderswhen rpeaklng to khern. 

Motivation: Maggart'slireisdedkatd Fothepursu't,dimlnatlm,md 
hamesringof knowledge, both In hlrnlelland in others, He himdf Isagreat 
w r c e  of information, but Is constantly seeking r n m e M e d g e ,  and wayr 
to funhwusethe Information he already h a 5 . k  Secretary General, he* 
Ihirnwlf as a team builder who must $ynwgirtkally cwnbine the dispratc 
strength~oftheCoalitiontoaNeve moreand fast~gmwlfi  than they cwld 
separately. Maggan klieves that timeisof heessencein thlsgrowth,as fhe 
universe is  no! bnignly predi~pbd to the Cwlitlon'~ succen. Rathw, the 
Coalitbn must q a n i r e  and dedicate itself to control ib destiny in a hostile 
u n l w r ~ ,  a senument which endean Maggan to the Balduri and Fljanr 
(although most Fijans Rnd Maggan lo t>e inMcIenZry methodical). 

Spade Ace: Maggart is a rharl~matic a d  highly inspirational leader. He 
leads by the example of his own formFdnble m x k  ethic, and Is a gifted and 
enthusias2Ic team builder-his greatest joy Is In Lhe devdopment and 
nurturfng of new talent fotthc m i c e  d h e  KC. Maggart d m  nd demand 
loyalty; he Inspire others to give It to hlm of their own volition. Although 
permally somewhat Intrwerted, his borndlms Intellmual and phyrjcal 
enwgy draw people to him and inspire them toaccomplish morethan they 
would otherwiw be capable of. 

Heorf 8: Maggnrt i s  a hlghly so~labte Individual, as befiu his hfgh 
Charima. Howww, this trait i s  enpressed most a r q l y  in his loyslty to hi5 
subrdinates, and not in generalid p r o m l ~ u w r  bantw. Tho* who have 
wwkd for Maggart are cwlstantly irnpmwd by the way the 'SC" will spot 
themat publtc wenband join thm fora vlgorwsconw~tim and a m d  
of introductions te whalevw important personages the SG has In tow. 

Refereeing Maggart: The Secretary Cpneral i s  not the swt of pxmn the 
m a g e  PC5 *odd regularly encounter. Howwer, Maggart Ir wry much a 
leader In the act[vist style and takm an attentive Intwest In Important RC 
prnjfftr. When Maggartrees talent, heohm ureshisposition toreachdown 
through the layers of bureaucracy to tho= respornible and p r m t  them 
with anopportunity tapmw €hemselver to himvia mme satofassigmnent. 
(Rekree's More: Maggart does not take talent on faith. He must witness for 
hfmwlf a Swel of proficiency or have thls pmkiency repwted to him by a 
tnrstedasuxiate.) Thowwho pan this ten may find that the SecCen'soffFcr 
will contact them again In the future with other asv'gnmenls. 

As RC Secretary General and leader of t k  Coalitlm Arsembly, Magart's 
h e  ir largely consmed by rarioca p r d u r a l ,  official, and c m a n i a l  
functions. /\I - m e  who made a c a m  as a take-charge administrator, 
this jsnatwallyquitefrmtratlng. Ovw theoppsitbnof theAuembly,which 
would rather reslrict the SecCen'r aulmmy, Maggart Is wMking Lo 
increase his staff to enable him to deal wrh more Iswes. 

Posresslonr: As SecCen, Maggart has sccess to any qulpmwrt w 
fxilitiesthat the Cwlilion has to off-. Asan individwl, hirawtram typical 
of a succeatuf c a m  civil w a n t :  comfortablywe2t.off, but nat wealthy-The 
few lu r rv r i~  that he affords himself as Serretary General are in keeping with 
his m d w t  pwronat lifestyle. Because of the value of his time, he travelr 
a h r d  high-lpeed stanhips, usmlly the lump4 RCS FoHux. He i s  ahvayr 
acmpanled by h l s  staff and the Seaetilrial Cuard, a quid of RC Martner (at 
Maggart's reqvest, ?he Guard i s  drawn e x c l ~ y  han OriRarnm uniKs). 

His most prized possessions are mementos from hls career, which rjt on 
h31 desk or hang from his ofice walls. 

Quotations: 
'Excuw me, but I gona do stuff when It c m  Into my feeble bmln.' 
'I'm trying to elicit an intellectual response hew. Any kind of 

Intellectual response!' 
"Hey, hw'd p u  llke to k S#ntar)l General?" 
"My t i m e i s r n y m o ~ p ~ ~ w d y w ' v e / & ~ d ~ m l n u t ~ d I t *  
'You know, It's important for p q l e  to hear they're doing a good job, but 

y w  don't get people around here very often telling you how yw're  doing. 
Well that's what l'rn herefw: To tell yw yw did a good job." 

Hlt Capacity Unamed Cwnbat Damage 1 
Head: 12 WelghZ: 84 kg 
Chest: 36 Load: 36 kg 
0 t her: 24 Throw Range: 24 metem 

ContMtF:DuetoUsm,MagganIsmrldRejtehaPMW 
contacts Hn'ltrin the Mormatim CoalitJon, Hfs peno~l cmtacb are ax followr 
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Khamyannah Arsto, Age 37 in 1201; 
Occupation: Commlssloner for External Dewlopment Refma-  

tjon Coalition Servlce Adrnlnlstratlon 
Attributes 

STR: 2 Im 8 
AGL 8 EDU: 12 
CON: 2 CHR: 11 
SOC:  9 

Background: B w n  17JIXtF 164 on FlJn.ArsZo compfeted hergradu- 
ate degree h economics In l t $8 and almost Emmedlately entered 
government sewice. Her rise In the bureaucracy has been wry rapid 
since then, and senlor Centrlst delegates to the Assembly are secretly 
eyeing her as a plentIal Secretary General In a few more years. Her 
ducatlon and caner have been dedicated to economk growth and 
development, and as Cornmistoner of External ~eve l i~ rnent  she 
controls plannlng and werslghton all htJtrapopemtionsoutsldeof 
Coalition Space. 

Arsto b the only chlld of wealthy parentr, and her father d i d  of 
natural causes In 1-1 88, She and her mother are cordla!, but notclwe. 

Career Path 
1181-I184 WndergraduateUnknlty 
1185-1 188 Graduate School 
1 189-1 1 92 joined Fijan MlnfsZry of Dwekpment 

Promoted 1 st Asststant Comrnluloner 
1 193-1 T 96 Prwnoted Deputy Cornmissloner 
1197-1200 TmnsfetredtoDawnLeagueservkedthmR~ 

pmmted Commtaioner fw Lxtemal Development 
Inltlatlve: 3 
Combat Assets: 51ug Weapon (Plst~ l )  113 
Other Assets: Act'Bluff 2/13, Admlnflegal 7/19, Bargain 2/13, 

'Bribery 211 3, Computer 0/12, Dlsgulse Ut 3, Envlmnment Suit 335, 
Ground Vehicle (Wheeled) 2/10, Instnxtlon 2/13, lntewlm 119, 
Investigation 2/10, teadetshtp 3/74, Language (Schallt 211 3). Mar- 
keting 3/15, Obrwvation 211 0, Petrw'lon 211 3, Pilot (InterfacdGrav) 41 
I 2, Prychology 119, Streetwiw Z/l Q, Wllpower 018, S q  5/16. 

Appearance: Arstw is petite (masing only 41 kg) and strikingly 
attractive, partially because of hernaturatgod W, but also because 
her face i s  very animated, expressive, and interested at all times. Most 
people In her presence feel that they have her undtvMed attention. 

While on Aubaine In her offices she dresses conservatbety, usually 
wearing a tailored suit and her halr plnned back. On a trip to the fleld, 
however, she Indulges the more adventurnus slde of her pemnallty, 
her long hair free and wearing a large floppy bush hat and a large and 
butky military fatigue jacket (decorated with wer a dozen unit crests 
and patches)wer an RCES M y  sleeve. l fhe  unlt patchesarehonestly 
acquired; shehas been made an  honorary member of eachof 'the units 
in question.) 

PenonalItr: Khamyannah ("Yannah" to her ftfends) Anro has a 
personality best dexribed as dating, and she ha4 a tendency to 
owrwhelm people with her charm and powerful permnal presence. 
Rnislsall the more unusual hthatlttscomblnedwithaflof thesehusna 
of purpore arrd famed intellect you would e x w t  fron, a Fijan, and then 
m e .  Nwerhek, there h adepwsHe to krpmnallty, a slde whkh 
k decidedly ml Rjarr, which shows k A  in swwa! q. 

The most common manffestatlon is her penchant forfFequent tdps 
to the field and ffamhyant attlre while there. She Iustifies thls by 
drawing parallels to hlstcrlcal military leaders, citing the we l l -kmn 
rnomle benefits derived from a highly vlslble leader tourlng the front 
Whtle all of that i s  true, It Is equally true that thls serves ar an outlet for 
the wilder ride of her peaonality, and she VIM trlpr to the nerd more 
asawelcome break from the frustrationsot bureaucratic wheeling and 
dealing than as a necessary and burdensome duly to be performed. 

Another interesting slde to Arsto Is her hobby, m a 1  musk. 5he has 
a powerful and beautiful r lnglg voice, and could easily haw had a 
successful career in the perforrnlng am If she had not entered 

Motrvntlon 
S p d e  Ace: If the term chcrrlsm dld not wlst It would have to k 

Invented to dexrlbe Khamyanwh Arsto. She Ir more than merely 
charming; she 15 articulate, dynamlc, forceful, and p e r s u a s i ~  born 
leader. 

C1ubI:Anto~verycb~tO herfather, and atwayssuspKkd tha t  
he would haw prefe-fwd a wn. She was never physkalty strong 
enough to be a tornboy when young, but a part of her personality is 
secretly drawn to dangw and the threat of violence. k a result, she 
takes far more trips into the field than are really necessary and is very 
Impatient w l h  security procdures. This reckEess attftude toward 
danger has occnslonally brought her close to some very ugh sltua- 
tlons, but x, far she has been lucky. 

Reftredng Anto: h t o  Is a great example of just how capable a 
character can be wlthout any slgnlf~ant combat skllb blPhough she 
Isn'zgd at ktlllng thlngs and she has no real  space-farlng skills,when 
i t  comes to lnteractlng with people she Is a powerhou~e character. 

Politically, h t o  Is a Centrist but more from habit than deep 
convlctlon. Her penonallty naturally leads her to rely on persuasion 
and compromise rather than coercbn, and her leadeahlpstyle tends 
more toward consensusbrrilding thanautocratlcmmmanding.These 
characteristics make her very much at home wlth the Federalist 
structure of the CoalltEon as It Is currently embdied, wfth no real 
desire to we It changed. Her Centrlrr credentials, on the other had, 
make her acceptable to all but the m o s t  radlcal members of that 
movement, and so she Is psltloned dl to a natural compromise 
candidate for the Secretary General's office when the tlme comes, In 
perhaps another five or 10 years. (She wlff first have to stand for 
election toZhe&sembly, but her gmwlng popvlatlty aza colorful and 
competent administrator makes her electlon probable.) There i s  also 
everylikelihd thatshe w113 rnakea real contribution to theCoalltlon 
In that position, psstbly heallng many oftheold politka! wounds ?hat 
currently cause so rnuchfrlctlon and anger. Certalnlya numberof her 
closest aldes and supporters bellwe that she will. 

None of lhtscan happen, however, If she doesn't suwlve, and then 
1s a t  least =me danger that she wlll not h t o  cannot stayawnyfrorn 
the fleld, partkufarly If there is trouble. She is almost cmpu!slwly 
drawn rodanger and Is Ilketyto show upon a kt-ffndlng tourat the 
most lnconvenlent and hazardous of tlmes. Keeping her aftve can lx 
a m a p  undertaking, and  one which her own attitude wlll do little to 
help. 

Porscsslonr: Arrto Is wea lthy, but not ostentatiously xr. Housing Is 
tlmlted on Aubalne In any  case, and xr &to liws slrnply there, and 
rpendsvery little Ume back home on Flja. Neverthelea, she has access 
to a considerable penonal fortune If necessary. 

Quotatfons: 
"What a terrlk idea! Really, I'm very Impressed. But h a w  you 

thought a b w t  thls posslblllty?" 
"&el!ew me, ArsemMyman, I understanc4yourposltron completely. 

I'm only concerned about how It will h k  If tHs bootstrap operatron 
falls because the supplemental appropriation bill was stalled In your 
committee," 
"Cod, It's GREAT to be back out In the fleld!" 

Hlt Capacfty 
Head: 4 
Chest: 12 
Other: 8 

Wt: 41 kg 
Load: 12 kg 
Throw Range: 8 meters 
Unarmed Combat Damage: 1 

Contacts: 6 twemment 
1 Academk 
1 journalist government servlce. 





Sean "Hammet' Lathrep, Age 41 in f ZOl 
Occupation: RCES Chief of Operations (rank of Commodore) 
Attrfbwtes 

T T R :  4 It4.R 9 
ACL: 3 EDU: 7 
CON: 4 CHR: 8 
SOC: 7 

Background: Born ?/Ill I60 on Hite (later renamed Nike Nim- 
bus). Lathrop finished secondary school but then went to sea as n 
merchant seaman. He showed a natural affinity for the sea. earning 
his papws as a mate almost immediately. When Hite began forming 
its navy in 1 181, bthmp joined and was commisrioned based on his 
prwious experience, rising rapidly to the rank of Lieutenant Com- 
mander In 12 years. Following establishment of the b e r  Technical 
Academy on Aubaine, he w a s  selected for advanced training and 
then joined the Dawn League's fledgling navy (with the rank of 
Commander) upon graduation. Promoted to Captain in 1 199 and 
commanded DLS (later RCS) Ashtobu!eon eight raids (including the 
rexue raidsagainst Montetumaand Nicosia). In 1 ZOO, named ChEef 
of Covert Operations and organized the RCMC. In 1 201, named first 
commander of the RCES with the rank of Commdore. 

Lathrop i s  married and has three children. His o l d ~ t  daughter Is 
the first officer of a Coalition merchant starship, while his younger 
m and daughter are still in school. His permanent residence i s  on 
Nike Nimbus, but his family has recently relocated to Aubaine. 

Career Path 
11 77-1 180 Merchant Marine 
1 181 -1 1 84 Jo ind  Hitean Navy, Commissioned Ensign and 

soon Promoted Lieutenant Junior trade 
1185-1188 PromotedLiwtenant 
1 189-1 192 Promoted lieutenant Commander 
1 193-1 195 Anend& Hiwr Technical kademy 
1 197-1 200 Transferred to Dawn League N a v y  wilh rank of 

Commander, soon Promoted Captain 
1201 N a m d  head of the Reformation Coalition 

Exploration Service with rank of Commdore 
Inklathre: 6 
Combat Assets: EnergyWeapon (Pistol)l J7, Forward Obrwer 1 / 

10, Heavy Guns 1 /7, Slug Weapon (Pisto!) 311 0, Unarmed Martral 
Arts 1/7 

Other Assets: AdminAegal 118, Astrqation 219, Communica- 
tion 2/9, Computer 1 /&, Environment Suit 115, Fleet Tactics 311 2, 
Cravitics 118, Ground Tactics 1 /I 1, Ground Vehicle (Wheeled) 1 /4, 
History 219, Instruction 211 0, Pilot (InterfacelCrav) 417, Large 
Watercmft 418, Leadership 511 3, Navigation 2JF I ,  Observation 21 
1 1, Physics 1 /8, Persuasion 211 0, Psychology Z l f  1, Recruiting 311 I ,  
Sensors 3/12. Ship's Enginewing 1/8, Ship's Tactics 411 3, Small 
W a k ~ r a f t  216, Starship Architecture 118, Survey 111 0, Sunrival 21 
11, Swimming 216, Willpower 511 4 

Appearance: Whether because of his years at sea or the repon- 
sibilitia of the last several years, Lathrop 100k as much as a decade 
older than his actual age (41 in 1201). He is balding and his face is 
lined, his skin tough from years of sun, wind, and salt spray. He has 
large hands and they are tough, xarred, and calloused from hard 
physical work. Not particularly tall and slightly on the stocky side, 
Lathrop gives the impression of being much largw than his actual 
physical size. 

Hammer usuatly wears a simple uniform with little more than his 
rank and swvice branch insignia. In the fieSd he wears a standard 
RCES body sleeve without any insignia at all. 

Pemonallty Hammw 5 bert dexrlbed as a "cool customer." He 
seldom becomes angry or agitated and has nwer been k n m  to 
completely lose his temper. In combat he becomes, if anything, 
calmer than normal, displaying an icy control. THr dws not mean 
that he is unfeeling-he is usually very close to the people he works 
with, and i s  one of the more thoughtful of the strategic planners of 
the Coalition. He is particularly sensitive to personnel losses-x)rne 
would say overly sensitive. 

When met, Cathrop will atfirst seem reserved, but thisisdue tothe 
naturally quiet natureof his personality. Characterswill find him very 
open and approachabre, not inclined at  all to stand on ceremony, 
and seemingtyobliviows to rankexceptwhendealing with asilwation 
where chain of command i s  importnnt 

Motfvatlon 
Spade Ace: Hammer has a natural talent for tactics and a natural 

cmlness under fire that have combined to make him the most 
successful military commander in the Coalition. 

Hwrt Ace: Lazhrop's commitment to fairness and justice strongly 
influence his sty!e of command. He i s  as responsible as any single 
person for the high degree of informalityin the Coalition, as that is 
his own style of leadership, based on very deep-rooted egalitarian 
values. 

Refereelng Hammer: Coalition player characters who had Ma- 
rine or Navy as their last c a w  before mustering out, and who had 
a special duty assignment during that carew, have a chance of 
having served with Lathrop on the old Ashtabulo. (Whether h i s  was 
the case is up to the referee, subject to discussion with the playen 
cancerning their background.) If so, Hammer will be the Military 
contact from that term of service, 

There are several other ways of introducing Hammer to an 
adventure. A particularly important mission, ~pecial ly if i t  i ~ k r e r  
morethan one ship, might becommanded by Lathrop. Since his job 
is not tocommand raids anymore, this should be resenned fora really 
extraordinary mission, eitheroneof vital impo~ncetotheCoalition's 
future or onewhich is particularlyirnposSant to Hammer pemnalfy. 
k second possibiliv is the need to transport Hammer outside the 

Coalition for sensitive secret negotiations with a resistance group, 
oneof the governments of a bal kanized world, a breakaway faction 
of the Guild, or some similar group. 

PossessFons: bthrop lies in a simple, austere manner, like most 
Nimban and Aubani senior officials. One trademark possession i s  n 
black-billed fatiguecapwiththe insignia of DLS AshtabuEoand a h v e  
it the brmk Ienets "CAPTAIN." f his has becornea particularly prized 
possession of Hammer's since the loss of the Ashtabulo this year. 

Quot atlons: 
"Know the price before you pay it." 
"Show your v p l e  what to d d o n ' t  just lecture them. Get out 

there and walk the talk." 
"Commander, you bring these kids back in  one piece, or by C d  

I'll have your hide." 

Hit Capaclty 
Head: 8 
Chest: 30 
Other: 20 

Wt: 92 kg 
Load: 30 kg 
Throw Ranger 24 rnetws 
Unarmed Combat Damage: 1 

Contacts: 4 Military 
1 Hiver 
1 Special (Nimban Merchant Marfne) 





Usamda Kwishaam, Age 37 In 1201 
Occupation: Reformation Coalition mving envoy 
Attributes 

STR: 4 1Nf: 8 
ALL: 6 EDU: 7 
CON: 8 CHR: 6 
SOC: 9 

Background: Born20/W/1164 onVrits (Aubaine], third child (and 
only daughter) of Fwris and Uvinii Kwishaam, majority m e r s  of 
the Kuvisham (maritime) shipping empire. A4 her older siblings had 
been raised to manage the family business, Vsarnda was expected to 
enter government service, and to that end studied international 
affain and law at the Ynivenity of Vm. Upon graduation, she 
entered the Vtas Foreign Service and began a steady rise. She was a 
juniar member of the team that forged the VraslHivw agreement 
that located theHiver Technkalkademyon her world and was later 
a central player in theshuttledip!omacy that led up to the formation 
of the Dawn League. 

Kuvishaam married a long-time farnlly friend shortly after gradu- 
adng from the Universib of Vras, but divorced in 1 197 and remains 
unmarried. There were nochildrenfmm her mamiage, butsheisveky 
close to her nims and n e p h ~ ,  the children of her older broth&. 
Her father died in 11 95, but her mother is  still alive, as are both of her 
brothers, who now manage Kuvishaam shipping. 

Career Path 
1 181 -1 184 Undergnduate Univmity 
1 185-1 188 Diplomat (Attach6/Deputy Consul) 
1 1 89-1 192 Diplomat (Consul) 
1 193-1 196 Diplomat (Consul General) 
2 197-1 200 Diplomat (Envoy) 
Inklathe: 2 
Combat Assets Slug Weapon (Pistol) 2/6 
Other h s e t s :  dctfSluff 4/10, Admin/tegal 2/9, Bargain 3/9, 

Bribery 2/&, Carousing 11 7, Computer 017, Environment Suit 1 /9, 
Farming 2/10, Forgery 117, CroundV&icle(Wheeled)0/6, rntrusion 
117, In tcnogatian 117, Investigation 119, Leadership 218, Liaison 21 
8, Language (Schalri 117, Droyne 1 f 7, Vilani 1 /7), Obsmation 1 /9, 
Persuasion 411 0, P q ~ b l o g y  2/10, Recruiting 117, Stealth 2/8, 
Swimming 211 0, Streetwise 119, Willpower 119, Zwo-C Environ- 
ment 1 /9 

Appearance: Kuvishaam's family has money, old money, and it 
shows. Her clotha are consewatin and well-tailored to her tjrm 
frame, expensive, but necrerf lashyor showy, A t  formal nxeptions,for 
example, sihewearsa minimum df jewelry,all of i t small, tasteful, and, 
to the experienced eye, fabulously valuable. She b attractive in a 
rdlntd, elegant sense. 

~erronal i t~:  Kuvishaam's demeamrr is always controlled and 
measurwl, and she always maintains .a sense of dista~e.  She is 
usually cordial to those she meets oEcially, but even p p l e  who 
have known her for yean do not feet close to her. 

The combination-of afoohesr with impeccable manners leads 
some to auume that she i s  shy by nature and ha$ learned to partially 
compensate for it. In f a a  she cares very little for the feelings or 
wdfare of thosearound her, and in private she i s  a pettytyrant to her 
immediate subordinates, who are regularly subjected to verbal 
abuse and wen long orrtraged rantings. 

Kuvishaam's one weak spot (or strength, depending on point of 
vFew) is children. She car= deeply for her nieces and nephews and 
can become g ~ u i n d y  concerned for and involved with issues of 

Diamond Kiq: Kwlshaarn Is w m e l y  selfantered (self-ab 
scrrbd might be a M e r  description) and has Sttle or no sense of 
pcnptxtke concerning how her adions will a H m  others. This has 
not k n  a major hindrance to her success as a diplomaS, interest- 
ingly enough, since her ambition pushes her to succeed and she is 
bright encrugh to realize that the actions necessary for success are 
usualfy in the publk interest. Privately, though, shedelighb only in 
her own triumphs. 

Spode 9: Kuvishaam har an acquisitive nature and, since she was 
born qulte wealhy, her basic g r d  has changed into a driving 
ambitlon to excel in public life. 

Refereeing Kuvlshaam: Although player characten may meet 
Kuvishaam a t  formal meptlonsor meetings in Coalition Space, a far 
more likely encounter would be as escorts and/or anismnts for her 
on a missfon to the Wilds. (Path of Team includes a number of 
diplomatic missions on which Kuvishaam could be used.) If so, 
Kuvishaam willappreciateanyassistance theplayersgive her, butwill 
be vnlikefy to share the credit with hwn, and will certainly attempt 
to shift the blame for any failures to hem. 

Possessions: Kuvishaam is fabulously wealthy, and although she 
has k e n  brought up to avoid ostentatious pubticdisplaysof wealth, 
priiately h e  liws very well, and Insists on maintaining that lifatyle 
wen in the Reld.Thiscan often complicate travel arrangements, and 
may provide player characten with an early insight into the uglier 
side of her personality. 

Quotations: 
"As s p ~ i a l  envoy for the Reformatbn Coafition, It's fmpcrtant for 

me to maintain a st)ile that these people will respect. Believe me, all 
of this baggage is very important to the success of the mission." 

"I don't expect you to understand the subtleties of the situation." 
"I simply can't bel iwepu managed to screw this up1 Do I have 

to write out detailed instructions for you for everything? Is that what 
it will take? 

Htt Cnpacfty 
Head: 16 
Chest: 36 
Other: 24 

IJVt: 57 kg 
Load: 36 kg 
Throw Range: 16 metm 
Unarmed Combat Damage 1 

child w e ~ a r ~ ~ w h e n  and if she allow herself to be. 





Sid "Papa" Papagopolis, Age 37 In 1201 
Occupation: Reformation Coalition strategic planner 
Artrlbutes 

STR: 5 INT: 7 
ACL: 3 EDU: 7 
CON: 3 CHR: 4 
40C: 7 

Background: Born 1 3Nll I 6 4  on Baldur. Papa completed gradu- 
ate education in enginwing In 1 1 88 and worked for a time as a cbil 
engineer. He enlisted in the Balduri Marines in 1 193 and wlun teered 
for Dawn Leagueservicein 1 197, was seriously injured in an earlyraid 
In 1 199 and rotated to the reserve force due to p h ~ i c a l  disa bility. In 
early 1 200, he became one of the first members of the Long Range 
Planning Croup, a position he continu- to hold. 

His parents are b t h  still alive, and he has one brother and one 
slster, which maker his family small by Balduri standards. His brother 
isa~hnicianon Baldurwhile hissisterisinvolved in jointOriflammen1 
Balduri colony efforts to trailing of Coalition Space. His sister i s  an 
extremely dedicated Centrist and is &ranged from Papa, whom she 
se- as having betrayed Baldur by supporting the Aubani drive for 
rapid and deep penetration into Diaspora S~ to r .  

Career Path 
1 181 -1 184 Undergraduate Univetsity 
1 185-1 188 Graduate Degree Engineering 
11 89-1 192 Civil Engineer 
1 193-1 196 Balduri Marine 
11 97-7200 Dawn League/Coalition Marine, 

Commissioned Lieutenant 
Inltlatlvt: 3 (would have been 4 before his injury) 
Cornbathsets: Armed Manial Arts 1 /6, Slug Weapon (Rifle) 3/8, 

Tae Missile 114, Unamed Martial Am 318 
Other Assets: Construction 911 6, Environment Suit 215, CravBelt 

1 /4, Ground Tactics 219, Ground Vehicle (Wheeled) 215, High-C 
Environment 114, Instruction 216, Leadership 216, Liaison 317, 
Mechanic 2/7, Meteorology 118, Pilot (InterfacelCrav) 1 /4, Recruit- 
ing 115, Sculptfrsg 411 1, Stealth 114, Swimming 316, Wrllpwer 118 

Appearance: Papa is slender for a Balduri, but that makes him of 
about average build by other human standards. He has dark, short 
curly hair and dark, deep-set eps. His nose is cmokd, having been 
broken when he was younger, and the ovwall impression is a tough, 
no-nonsense sort of person. 

Penonallty: Papa suffered sweredarnage to his spinal column on 
the smash-andgrab mid that finished his marine career and left him 
paralyzed. Although extensive surgery (and months of grueling 
physrat therapy) have restored most of his mobility, he is consider- 
ably less agile than beforeand is in frequent pain. This tends to put 
an edge to his temper t h a t  wasn't there betore; although he is lair- 
minded, he can be irritable and impatient, especially when his back 
is bothering him. Aside from occasional temper flars, however, it is 
impossible to tell when Papa is in pain, as he bears hisdiscomfort with 
characteristic Balduri stoicism. 

MotlvatIon 
Heart 6: Papa Is friendly and out-golng. He's happy to to spend 

time with old friends and lows to hear h a t  thefve been up to. 
Uub 7: Papaws a Marine, and w d s  nostranger toviolence. He has 

never been intimidated by it, and his disability has, if anything, made 
him slightlymore prone to violence, ar he experiences some pain and 
a g d  deal of frustration being unable tu do many of the things he 
used to enjay. 

Acfenelng Papa: Papa Is responsible for planning deep opera- 
tions well beyond the normal area of operations (AO) of the 
Coalition, and so i s  most likely to he encounter& briefrng or 
debriefing after a mlsslon such as that, Papa's planning group often 
gets unusual and/or unconventional situations dump& in its lap as 
well, and so missionsout of the ordinary may involve him as wefl. He 
and his group are seldom irrvolved in mutine smash-andgrab raids, 
particuiarly inside the primary AO. Finally, Papa can often be 
encountered by chance at Auction on dubaine, as he spends much 
of his free time prowling the auction yards, swapping stories with old 
acquaintances. 

Papa will nwer be assigned to the field again, buton rareoccasions 
may decide to accompany a mission. Since he i s  supposed to be 
disabled, he will nor be able to get permission to do so, and so will 
have to smuggle himself abng. He is too serious-minded to da 
anything like this on a lark, but might do i t  if the life of an old Mmd 
were at  stake or the mission was, in his mind, vital tathe futureof the 
Coalition. 

Possesslonr: Papa leads an austere rife, a d  so has no noteworthy 
private possessions. Ax asenior Coalition oficial, howwer, he has the 
ability to draw on a wide variety of assets to accomplish a minion. 

Quotatlonr 
"Nice job. Next time, fiough, letW.rytryrno bbralns and lw boom- 

boom ." 
"I have an idea, which you nwer heard from me, and an 

intelligence folder, which nu one wer showd you." 
"'Since thesun's over heyardam, let'sfinlrh this up wera couple 

cold oner. My back's killing me." 

HR Capactty 
Head: 6 
Chest: 24 
Other: 16 

Wt: 88 kg 
toad: 24 kg 
Throw Range: 20 meterr 
Unarmed Combat Damage: 3 

Contacts: 1 Journalism 
2 Government 
2 Military 









Lfeutenant Commander Trevor "Coodwrench" 
Lurrie, Age 37 in 1201 

Occupation: Chlef of MalntenanceBay 2, RCES OlbitalBase,Aubalne 
Attributes 

STR: 10 INT: 7 
ACL: 7 EOV: 10 
CON: & CHR: S 
SDC: 6 

Background: Born 261)(11/1164, Vrar (Aubalne). Lurrie swwd as a 
trader In the fledgling bubanf merchant marine for 12 yean, learning 
stamhip malntmance the hard way: rediscovering old techniqu~ and 
making things up as hewenralong. By the time the Hiiers took over the 
Vrar Technical Academy In 11 93, Lurrie was one of the most experi- 
enced stanhip engineers around, and was selected for the fint class. 
Upon graduating, Lurrie was recruited by the new?y formed Dawn 
League, and when the Dawn League reformed as the Reformation 
Coalition, Lurrie's commission was transferred to the new RC Navy. 
Atthough the RCN's headquarters are on Aurora, the Wavy maintains a 
large presence tn the RCES base at hlgher-tech Aubalne where R 
mintaim the many RCN shlps that are being used for RCES mlaions. 

Career Path 
1181.1184 Trader 
11BEll&8 Trader 
1 189-1 192 Trader 
1 193.1 196 Hker f echnlcat Academy 
11 97-7200 Pawn LeaguelRC Navy 
Inltfathro: 2 
Combat Assets: Slug Weapon (Pistol) 2/32 
Other Assets: Artrogation 1 /I  1,  Bargaln 318, ClimbFng 1 /9, Cammu- 

nlcations 111 1, Computer 211 2, Electronics 217 2, Environment Suit 3/ 
1 1, Cravhics 211 2, Ground Vehicle (Hovercraft) 1 IS, Ground Vehlcle 
(Tracked) 3/10, Ground Vehlclemeeled) 219, C;unnery(Missile) 2/12, 
hstructlon 116, Leadership 217, Machhbt 1 /8, Marketing 2/12, Me- 
chanlc 1 /I  ?, Physlu 1 /I 1, Pllot (InterfaceFrav) 311 0, Screens (Meson) 
2/12, Sensors 2/9, Shlp Tactiu 118, S hlp's Engineering 511 5, Small 
Watercraft 211 0, Stanhlp Architecture 511 5, Swimming 2/10, Will- 
power 118 

Appearance: Lude 3s slight of medium build, and has sandy-blond 
hair. He will almost newr be seen wearing anything other than 
maintenance coveralls, spotted wlth old fluid staim. 

Perxlnallty: Lurrie is cheerful, cooperative, and long-suffering. For 
crewrwhich rmpect him and workwith him, Lurrie is a godsend, willing 
to put in long houn, fine-tunlng a ship's systems and rnaklng improve- 
mcnts on his own initiative. For crews which do not appreciate him, he 
will merely dowhat is required of him, and not put in the extra attention. 
Nonetheless, his work will rernaln above reproach. 

Lurtte lwes technology of all klnds, especially spacecraft. He Is not 
particularly concern& about penonal possessions per se, and views 
himetf as a steward of items entrusted to his care rather than their 
ownw. As a starship engineer, he i s  vividly aware that most ships and 
Interstellar qulpmmt have been lovingly passed down from one 
caretakerto another for over 70 yean, and that he i5 another link in that 
honorable chain that has kept cbllization al~e. He Is very serious about 
being a mponsible steward of "his" starships, because he believes that 
they do not belong to individuals, but instead belong to civilization as 
a whole. 

Lunie detem his taccode, "Goodwrench,* preferring in his non- 
tactical lob ta noz m e  one a t  all, but people keep imposing R on him, 
beliwing that they are clever, 

Motlvatlon 
Hmrf King: Lume is not only entirety honest in his dealings with 

people, but i s  utterly honest In the work that he does. Once a ship i s  
entrusted to his tare, he will not allwv it out of his bay until he can 
pmonally sttest to the fact that all work has been done ta proper 
standards.fhls tstrueregardler~ofhow hemlght betreated bytheship's 
commander or cww;  tum'e knows by penonat experience that live4 and 

Irreplaceable technology depend upon the quality of hls work, and he 
dws not allow his pmonal feelings to obscure that fact. 

Spa& 2: Lurrle is not valn or 'boastful, but i s  driven to ensure that 
Maintenance Bay 2 Is the best maintenance facility in Charted Space. 
This b reflected not only by his uncompromising work ethlc, but also by 
the way he expects athen to respxt his tools and equipment. Mainte- 
nance Bay 2 Is always dean and orderly, and Lurrle will not hestate to 
correct anyone who drop trash On his deck, 

Refereeing Lurrie: The r e f e m  should miss no opporhmity to use 
Lurrie to makethe players feel gulltyfor abuslng thelrequlprnent. Lurrle 
will not beratethe playen or get Into shouting matches with them, but 
his deep sadness at the way people take for granted their pricerar 
equipment and the hard work that people like Lurtie put into it will be 
readily apparent as Lurrie groans almost imperceptibly as he looks wer 
the huge gash from when the playen brought the ship a IittEe too close 
to the canyon walk. 

Lurrie Is also an excellent way for the referee to mediate the stanhlp 
design rules to the players. Players 'being whatthey are, theywill always 
be full of schemes on how to modify their ship to make R hotter, and will 
usually be arklng the referee abour the details. Thb Is an exceelent 
opprtunQ to roleplay these Interactlonr by having the players present 
a propusat to Lurrie on work they would like to see done on the ship. 

The refwee can then work out the answer using the Fire, Furion, & 
Ste l  or Brilliant Lnnces rules, and have Lurrie explain the details/ 
ramifications of thelr proposal to them, allwing them to further refine 
their ideas. Once the proposed work is finalized, Lurrie can submit the 
work orderto his superiors, orthe playen submit it to thein, to see ifthe 
workcan be apprwed. Whether It is approved or not is up to the referee, 
but should be based on the expense of the work compared to Ik 
objective usefuln~s, the valut of this modification to the upcoming 
mission, and roleplayed attempts to use Persuasion and Bargain skitlr. 

Posrpsslons: Lurrie has at his dispcral any TL-12 tools or equipment 
necessary to malntain or repalr a shlp. He Is not partlcurarly concerned 
about perronal posreuions, but treab all Bern entrusted to his care a5 

Sf they were his own. 
He owns shares in sewral RC-registered merchant ships, and lives in 

a small apartment mrlmklng the Maintenance Bay 2 work area. 
Quotations: 
Refem W e n  speaking for Lurrie, note the following details of his 

speech. He alway reffen to shipsas "she," and nwer uses "the" wrth the 
name of a shlp. Instead, he uses shlp names the same way as people's 
names, e.g., "I hear you guys are from Helios. She's a g o d  ship," and 
nwer, "1 heat yw guys are from the W r  It's a g d  ship." CurrFe a150 
casually Aferrto socket turrets orbarbens as "cam" becameoftheir shape. 

"ghe sound d a long drawn-out sigh as Lurrie surveys a seriously 
damagd vessel just brought in by the player characterr)" 

"If I put this antenna back on, you pmple aren't just going to get it 
'blm off again, are you?" 

(While wiping off his hands) "I noticed your lasw can was due for an 
overhaul, so I pulled i t out. I rpplaced ft whh a relic tech-1 5 can we had 
In the parts bay* I hope you don't mind." 

"Look, once you ease her cut the bay doom she may belong to you, 
but as long as she4 in here, she's mine." 

Hit Capaclty 
Head: 16 
Chest: 54 
Other: 36 

Weight: 92 kg 
Load: 54 kg 
Throw Range: 40 meters 
Unarmed Combat Damage: 1 

Contacts: 2 Gowrnment 
1 Hiver Engineering Spedalbt (Westlnghowe) 
1 Military 
1 Trader 





Stepan Feldmunson, Age 29 in 1201 
Occupation: CSAARC Technical Field Representathe 
Artrlbutes 

STR: 6 I M :  4 
ACL: 8 EQW: 7 
CON: 3 CHI?: 3 
SOC: 2 

Background: Born 1 711111 1 72 o n f  rybec, Upon finEshFng second- 
ary schooling, Feldmunson attended technical school and then 
applied (but was tumd down) for the Hiver Technical Academy on 
Aubaine. He instead became a mechanic, first for Trybecop and 
then for the RCES. He k a m e a  technical field repfortheCornrnittee 
for the Standardizatjon of Armaments and Ammvnitbn in the 
Reformation Coalition (CSAARC) within a monthof its establishment 
and became responsible for designing maintenance check sptems. 
After several failuses in that position, he was recently reassigned as a 
fierd technical support representative. In that capacity he accompa- 
nies new items of quiprnent assigned to active opwational units for 
field testing, where he provides instructions on use, technkal 
debugging on the scene, and a pwtomance evaluation afterwards. 

Feldmunson's mother died when he was an infant and he no 
longer communicates with his father or either of his two brothers. 

Career Path 
I 1  89-5 192 Technical khoo l  
11 93-1 186 Mechanic 
11 97-1 200 Mechanic 
Inttlatlve: 1 
Combat Assets: Energy Weapon (Laser Rifle) 1/9 
Otherksets: AdrninlLegal 1 /8, Communication 1 IS, Computer 

311 0, Electronics 5/22, Environment Suit 215, Gambling 1 IS, Crav 
Belt t 19, Cravitics 119, Crwnd Vehicle Whwled) 311 1, Hovercraft 
119, Instruction 1 /4, Intrusion 1 J9, Machinist 1 /9, Mechanic 711 3, 
Ship's Engineering 1/8,Zero-G Environment 114 

Appearance: FeIdmunson is physicatly unimprezsiw, thfn with 
poor posture and a sunken chest. His face is ferret-like, with shifty, 
suspiciouseyes and bad teeth.Whileworking on Aubaineor in some 
other sKure part of Coalition Space, he will usually wear an RCES 
M y  sleeve and carry a heavy-bladed commando knife on his tool 
belt. When in the field, however, he usually dresses in more formal 
clothes, completely impractical for work in the field, and usually 
manages to stay clean (by staying clear of hard work or dangerous 
duties). 

Penonality: Feldmunson i s  obnoxious and b r i s h ,  with an air of 
ignorant superiority combined with mean-spirited jealously. When 
far away from dangw, he brags about his many exploiu and blusters 
to bully anyone he  perceives as an easy target. This Is all talk, 
however, and if anyone calls his bluff hewill immediately backdown, 
usually citing the "importance of the mission" or mmeother excuse 
to duck a confrontation. He particularly dislikez anyone who has 
attended the HiverTechnicaI Academy on Au baine, both because he 
sees them as a barrier to his own advancement and because he is 
certain that all of them feel superior to him and secretly ridicule him 
behind his back. 

Motlvatlon 
Dimondlock:Forall of Feldrnunson'stough, loud talk, heisa total 

coward. He will do everything he can to avoid danger and, once in 
combat, will be almost totally useless. 

Spade 7 0: He b extremely ambitious, and sees discrediting othen 
as his best means of advancing his own career. 

Refereelng Feldmunson: Feldmunxrn is the perfect vehide for 
refereez to use to introduce n w  qu ipmmt  into the campaign, 
partjculadythingswhich thereferee hasdesigned using Flre, Fusion, 
& Steel. FeEdmunson will accompany the item to instruct the player 
characters in its use, make sure that  it Is in good working order at all 
times, and waluate its pedonnance for C W R C .  There are a couple 
of problems with this, howewr. 

Feldmwnxrn has a very pmr Instruction asset, so there will 
probably befquentfailures in communicating thecorrect method 
of operation for new equipment. (FoRunately, thwe are usually 
excellent instructional vidms and manuals included, and characten 
who rely on thmwi l l  be much better off .)Any failuwin the field due 
to his poor Instructions he will attempt to blame an the playe~. 

An additional problem i s  Feldmunmn's cowardice. Once things 
get ho6 Feldmunson will be nowhere in sight, and any repairs or 
maintenance under fire will hwe to be provided' by the player 
characters. 

Despite his poor people skills and nmited inteliect, however, he i s  
an excellent mechanic, and when confind to t h a t  job he can do it 
very well. 

Porserslonr ff tmppd into a combat situation, Ferdmunxrn 
preters to c a q  a laser rifle, both because i t  is  very long rang4 and 
because its low penetration means that heis not expected to mix it 
up with armored troops a t  close range. We has a beautifully deco- 
raked llhklur laser rifle permanently blackened. 

Quotattonr: 
"Don't pay attention to me. to ahead and break it. R ain't cornin' 

out of my percentage." 
"What do you think, I'm stupid or something? I nww told you tha t  

drill w u j d  punch crystaliron. What are you trying to pull!" 
"1 don't make house callsl They ain't paying me toget shot at, yau 

know. That's your job." 
"Oh, no! Not you knuckleheads againl" 

Hlt Capacity 
Head: 6 
Chest: 27 
Other: 1 8 

Wt: 72 kg 
Load: 27 kg 
Throw Range: 24 meten 
Unarmed Combat Damage: 1 

Contack 3 Specialists (mechanics) 





1s and 1 
IS. Thesf 

crew 01 

~ e i r  crc 
:are sta 

--- 

~ter deal 

on. 

v 

!ight sta 

v 
Captain Orso Gonini 

I (@I 1 
w=gJP--1 

Captain Dwight ws, primarily their cap  
Ravanami nhips the player charac- 

ters are apt to encounter while adventuring 

I cer I the Reformation 

1-1 
Captain Rosemary 

Gushuumu These chardciers ran be usw t.1~11t.r III ule 
9nce of an adventure 

I a 1 three FreeTraders are pi 
userul in setups, as they can provideln~orma- v 

Captain Carch3van 
Rink 

I ~SJ 1 - 
Captain lgor chapter provides a map of the common 
Pankerovski routesfollowed by the ship, an indication of 

her markinqs, and anythinq unusual about 
I IS] 1 

--F=' 
Captain Hideiki 

"Red Bat" Sanderson 

I (91 1 

v 
Capta~n Pat 

"Who Me?" Ritter 

I (91 1 - 
Scout Commander 

Senta "Boom Boom" 
Romero 

I (01 1 

lard of 
some K 

le Guild 
ain part 
.-It --... 





Orm Gorzini, Age 40 in 1201 
Occupation: Free Trader Captain 
Attributes 

STR: 7 INT: 7 
ACL 4 EDU 6 
CON: 5 CHR: 8 
50C: 4 

Background: Born 21 31'1 160on Vatina (06331Diaspora). Largely 
without benefit of schooling, OM Gonini has learned! his trade from 
the bobottorn up, starting as an apprentice spacehand and m w  the 
captain of his own ship, Reluctant Explorer, The rh2p travers through- 
out Diaspora Sector, although for the last sweraf yean it has tended 
to drift more toward the trailing edge. The C;ulld has placed 
mounting pressure on the ship to become a member vessel. Goninl 
hasdip!omaticallymanaged toremain independent without making 
a formal break with the Guild. 

Although Gonint has the largest single ownership share in the 
ship, hedoesnot hold n majorityintwest 0th membersof thecrew 
b l d  a substantial interest, and m he i s  captain by election. Conlni's 
authority wer them comes as much from his natural leadershipskills 
as from any formal authority. 

Corzini ran away from home at the age of 16 and has nww 
returned to hi$ home workl. if any of his family are still alFve, he has 
no knowledge of them. 

Career Path 
11 77-1 180 Signed on Frw trader as Apprentice Spacehand, 

Promoted Able Spacehand withln a year 
1 181 -1 184 Promoted Smlor Spacehand 
1784-1188 PdexaminatbnsandCommissioned4thOffker, 

and s m n  Promoted 3rd W i w  
1 189-1 192 Promoted 2nd Oficer 
1 193-1 196 Promoted 1 s t  Wtcw 
1 197-1 200 Elated Captain 
Inltlative: 4 
Combat Assets: Slug Weapon (Pistol) 311 0 
Other dsscts: ActlBluff 2/10, Adrnin/lqal 1 /7, kstrogation 218, 

Bargain 3/11, Bribery 119, Carousing 2/10, ComputerO16, Electron- 
ics 3/P, Environment Suit 3/7, Forgery 1/5, Gravities 1 /?, Ground 
Vehicle (Wheeled) 1/5, Hwwcraft 115, Languages (Alan 219, 
Droyne 1 /9), Leadenhip 119, Markdng 1 11, Mechanic 4/11, Per- 
suasion 119, Riot (Interfacdtrav) 317, Ship" Engineering 117, 
Sensors 118, Service 119, Streetwise 6f 1 3, Survival 1 /8, Willpower 1 f 
8,Zem-G Environment 1 /6 

Appearance: Gemini ir a stouf red-faced man with a booming 
voice and a cheerful face. He dresses flamboyantly and sports a long 
handlebar mustache. He has shaved most of the ~t of his head, 
leaving only a Tamr scalp lock, usually bund  up with a silver ring. 
Hi5 usual attire i s  a brightly colored jumpsuit 

Perronahy Gorrini Is extmely colorful, met imes going to 
great lengths to m i d  any wrtof conventbnal behavior or mannw- 
isms. Once he attended a military dinner party for which the 
invitation read "decorations required, dras optional," and xr he 
arriied completely naked with his one honorary rniEitary decomtron 
taped to his chat. 

Coninl's ha rmle55 wcentrkltles and Mwrdly, c M l  outlook on 
life mask another side of h\5 m n a l l l y ,  a streak d e x m e  s t u b  
bornness. Once Gorzlni's mind b made up, it b nearly impssible to 
change it Of equal importance is the f a 3  that any atEempt to force 
a decision before his mind is m d e  up P likely to triggw a backlash. 
Although ConinE has no use for the Guild himself, he consider& 
jolning slmply out of conslderatlon for the welfare of hiscrew, many 
ofwhom are alsoownenof the ship. ltwasGui!deffortr to intimidate 
him into joining, however, which turned him firmly against them, 
caused him to shift opedons to trailing of the main Culd area, and  
began his current period of active cooperation with the Coafition. 

Motbatton 
joker: Coni nl k 1s not only an eccentrl~ he ~posltiwly ddlg h& in It. 

He considers b ia re  colorful behavior an art form, himself i?s most 
accomplished practitioner, and the galaxy his canvas. 

Clu$ Queen: He is extremely stubbrn once his mind is made up, 
and will resist any attempt to change it. More than that he often 
bristles h e n  people attempt to pressure him into a decision before 
he has made up his mind, and  this will aften cause him to react by 
taking the apposite course. 

Refereeing Gorxlnl: Gomini may beemounted asually on the 
normal route of the Reluctmt Explwer, or he may be Insetted in an 
adventure or campaign either as h c  source of information at  the 
star t  of an adventure or ar a solid contact of one of the player 
characters. 

Posserrlon~ Conini Is no more wealthy than most Freefradwl, 
which is to say that helsjust managing tostayaffoat (or, In thbsase, 
aloft).Therefore, hewftl nothaveaccesstoa greatdeal of equipment 
But he doer get around and managm to see a lot of strange things, 
so he will usually hwe some unusual piece of equipment 

Qwotatlons: 
"Agood deal isgood for h t h  of us. Bargaining b h w p u  find cut 

how important the deal is  to both sides; it isn't a way to cheat the 
other fetla. You learn that, you damn sure know more than m 5 t  
those fellas out there." 

'W5h in one hand and spit In theother, and see which one fills up 
quicker." 
"Hey, Boyo, have 1 got a Iulcyitem for you1 I'd let you have this one 

for free, too, but the old ExpIorwneeds a J-field alignment and I need 
a couple hundred to  get the job done. You interested?" 

Hlt Cnpadty 
Head: 1 0 
Chest: 36 
Other: 24 

wt: 92 kg 
Load: 36 kg 
Throw Range: 28 metm 
Unntmed Combat Darnagc: 1 

Contacts: 4 Trader 
1 Criminal 
1 Covwnment 





Dwight Ravanami, Age 41 In 1 211 
Occupation: Free Trader Captain 
Attrlbuter 

SIR: 4 INT: 7 
AGL: 6 EDU: 9 
CON: 6 CHR: 5 
50C: 4 

Backgroundl: Born 003/1160 on Arriba (1 1 f 7/Qisspora), Pwfght 
Ravanami w a s  fascinated with thenotionof lntersterlartravelfrom an 
early age, a n  interest that heinherited from his father, a retired officer 
on a merchant ship. When hisparentswere killed in a tragic accident, 
Ravanamiwas placed in an orphanage, and then a vocational school, 
but chafed under the restrictions placed upon him, and left the 
school at the fintopportunity. Trading upon his father's teputation, 
Ravanami rnanagd to secure a spacehand's pasition aboard a 
visiting merchant ship. His, intelligence and a talent for electroniu 
soon won him a commission, and his ability with languages and a 
natural trading instinct eventually acquired for him the majority 
intewst in Meyansw, a 200-ton far trader. Although he has not b e n  
Megunsets captain for very long, he has already vrron the undying 
byaltyof his crew and aconsidwa'blereputation in the Wilds and the 
Coalitbn alike as an honest (albeit shrewd) merchant. 

Ravanarni has a few distant cousins an Arriba, but has not seen any 
of them since hir earliest ch i ldhd.  

Career Path 
1 T 77.1 180 Trader, pmmotd Able Spacehand 
1 t 81 -1 184 Commission& 4th O f ~ e r  
1 t 85-1 188 Promoted 3rd Officer 
1 F 89-1 192 Promoted 2nd Officer 
3 193-1 196 Promoted 1 st Off~cer 
1 197-1 200 Pmrnotd Captain 
Inkiative: 4 
Combat Assets: Slug Weapon (Rifle) 317 
M her Assets: AdrninfLegal 311 2, Astrogation 311 2, Bargain 318, 

Bribery 1 /6, Communications 21 1 I ,  Computer 2/11, Elmtonics 41 
13, Environment Suit 2/8, Forgery 117, Cravitics 1/10, Ground 
Vehicle (Wheefed) 1 J7, Cunner (Enwgy Weapons) 211, Languages 
(Alan 1 /a, Droyne 116, ViFani 316, Vegan 1/6), Leadership 217, 
Machinist 117, Marketing 311 2, Mechanic 216, Persuasion 116, Pitot 
(Interfaceltmv) 319, Ship's Engineering 1 / I  0, Sensors IIB,  Streetwise 
2/9, Surwy ZD, Sunrival 118, Wi l tpwr 118, Z m C  Envimnrnent 117 

Appearance: Ravanami is tall and well-built (but not exceptionally 
strong), with a cheerful nature that makes i t  easy to like him. His 
clothing i s  a h *  clean and neat, his hair a l w n ~  perfectly in place, 
but he does not seem to make a great fuss owr his appearance. 

Personality Ravanami i s  a very kind, honest man, but this do= 
not mean that he i s  a fool. He is a shrwd negotiator, a g m d  judge 
of character, and hasan excellentfeel for intwplanetaryand interstel- 
lar trade, He is notan easy man to take advantageof. but he i s  atways 
willing to do what he can to help a person in genuine need, 

Mothratton 
HeartQueen:Ravanamifeees that his primarycomcrn b thewelfare 

of his ship and crew. Me does what he can to help out the rest of the 
universe. 

Hwrt )a&: Ravanaml is a very intelligent man, and his advice is 
atways thoughtful and welltonsidwed. 

Aefereelng Ravanaml: Ravanami Iovec intelligent life In all of its 
forms, but he is intelligent enough to realize that thew is only SO 

much he can accomplish by hlrnsdf. He has the greatert hopes for 
the goals of the Coalition, and k l iwes that it i s  humanivs best way 
out of the chaos and barbarism that he has seen so much of in the 
Wilds. For this reason, he taker every opportunity to promote the 
Coalition's intwerts whenever he can, and does his best to counter- 
act the spread of atrocitystories about the honible"5tarVikings." He 
has little use for (and few dealings with) the Guild. 

Ravanami can be encountered anywhere on iMwganset's normal 
route. He is a useful ally for RC teams En a tight spot, a wry g d  
source of reliable information, and a pssible mnduit to the Frw 
Trader Network. 

Possessions: Ravanami and his crew are comfortable, but not 
exceptionally wealthy.Theywitl Raw standard q u i  pment expmed 
of a starship crew, but nothing fancy or particularly exotic. 

Quotatlonk 
"My mother taught me that the most that was expected of any of 

us was to brighten the spot where we were." 

Hlt Capadty 
Head: I t  
Chest: 30 
Other: 20 

Wt: 72 kg 
Load: 30 kg 
Throw Range: 16 m&wz 
Unarmed Combat Damage: 1 

Contacts: 5 Trader 
1 Covwnment 





Rosemary Cushuumu, Age 45 in 1201 
Occupation: Free Trader Captain 
Anrlbutes 

STR 6 IM: 7 
ACL: 9 EDU: 8 
CON: 5 CHR: 4 
SOC: 4 

Background: Born 21 7.1 154 abeard Silmnus, a 400-ton Petty- 
class subsidized merchant, Rosemary Gushuumu was raised by her 
mother (who was then theship" navigator) and her fathw(then the 
ship's first officer). Silvunus has alwap been a family partnership, 
owned (and l a r g d y c m d  by) Rosemary's family, but iEwas ability, 
not nepotism, that secured her promotions. When her uncle 
MacKechnie died and the position of captain was open, she was 
elected by a unanimous vote of the crew. Rosemary i s  married to 
Sihmusdsenior engineer, and has two  daughter^ (the oldest married 
h e  captain of another trader, the other ir still too young for a formal 
crew sbt, but helps out the steward). 

Rosemary ha5 relativeson other trading shipzln the Wilds, and has 
an extensive network of contacts (some of whom are in the Mwcan- 
tile Guild). 

Career Path 
11 73-1 1 76 Trader, Apprentice, and then Able Spacehand 
11 77-3 180 Promot& Senior Spacehand 
1 781 -1 1 M Commissjoned 4th Officer 
1 1 85-1 'E 88 Promoted 3rd Oficer 
1 1 89-1 F 92 Promoted 2nd Officer 
1 P 93-1 196 Promoted 1 s t  Officer 
1 197-1 200 Promoted Captain 
InRlathre: 3 
Combat Assets Slug Weapon (Pistol) 218 
Other Assets: Adminltegal 1 /9, Astrogation 211 0, Bargain 4/9, 

Bribery 115, Communications 1 /a, Computer 119, Electronics 311 1, 
Environment Suit 217, Forgery 2/11, Cravitics 1/9, Ground Vehicle 
IWheled) 111 0, Gunnery (Energy Wenpns) 119, Hovercraft 1 /I  0, 
Linguistics 115, Leademhip 115, Machinist 3112, Marketing 119, 
Mechanic 117, Persuasion 115, Pilot (InterfacelCrav) 411 3, RCV 
Operations 1 /9, Riding 116, Recruiting 1 15, k r e n s  (Sandcaster) 21 
10, Ship's Engineering 117, Sensors 118, Service 115, Streetwise 41 
1 1, Willpower 1 J8, ZemG Environment 1 /6 

Appearance: Rosemary isslender and gracefuEIn when in motion, 
but thin and gaunt-looking at rest, when her musculature seems to 
sagslighltly, and makes hwappearolderthanoldwthan her45 years. 
Rosemay's nomaEcostume is plain and utilitarian, normally consist- 
ing of standard starcrew jumpsuit, or shirt-and-slacks. On rare 
occasions, howwer, she indulges herself and allows her passion for 
very expensive jewelry to surface. When wearing her finest clathing 
and jewels, Rosemary could easily be mistaken for a member of the 
nobility. 

Penonallty: Rosernaryrefuses to join theCuild,partly becauseshe 
wants to run her awn affairs, and doan? want to answer to a larger 
organization, and partly becauseshedoesn't want to cut anyoneelse 
in on her ship" hard-earn& profits, She views the Guild's demand 
for a tithe to be an unwarranted demand fora shareof her hardwork, 
and resents the competition that the Guild represents. 

On theothw sideof thecoin, Rosmaryis not panicularlyattracbed 
to the Coalition either. She strongly dislf kes any attempts to interfere 
with free trade, feeling that such things as tariffs, talk., and  customs 
duties get in the way of g d ,  honest profits. 

Mothratlon 
Dimond 8: If Rosemary has a weakness, it i s  her obsession with 

lewelry, the larger and moreexpensive the better. From time to time 
she will be overcome by ddre for an item of rare beauty or 
exceptional workmanship, and will let t h i s  avwcarne her business 
acumen. 

Spudet: Rosemay5 immediate plans ape to acquire anothw ship 
and crew, which will serve as the foundation of a small merwntjle 
empire. She justifies her accumubtbn of jewelry as a form of swings 
account or long-tern investment to finance the purchase. 

Refereeing Gushuumu: Rosemary and her crew~can be encoun- 
tered anywhere along Si!vonus' normal route. The PC4 might hire 
Sihnusartranrpartation if theydomt havea ship of theirown.They 
may encounter 5ilvanus under attack by Guild corsairs. They may 
encounter Rosemaryor part of her crew while in port (perhaps while 
attempting to buy or sell a cargo) 
Ar a trade contact, Rosemary can be used as a source of informa- 

tion a b u t  the area traversed by Sihnos (at a price, of course). 
Possessions: Thecrewmembers of Silwnus share i n its pmfits,and 

are all comfortable, but none of them are exceptionally wealthy. 
Rosemary has an extensive collection of jewelry and gemstonesI 
amounting to abut Cr75,OOQ total value, which she keeps well- 
hidden and seldom, if wer, discusses. She has managed to accumu- 
late this collection by sharp trading a n d  an almosttotal lack of ohw 
expenses, as her needs are few beyand bare sunrival. 
When necessary, she arms or quips herself from the standard 

equipment carried in Sibanur' supply lockws. 
Quotatlonc 
Where's the Guild when I'm trying to find a cargo? Where's the 

Guild when the cargo n d s  to be xhlepped out of the hold? 
Where's the Guild when I'm looking for a buyer? 1'11 tell you where 
they are .. .theyre hiding in the 'bilge until I get paid, and then they 
xurry around looking for crumbs." 

"Nothing is free out here. Not the food in your bdly, not the 
deckpace your feet take up, not even the air you breathe." 

"Say, that's a pretty little trinket you have these. What'll you take 
for it? Come on, everything has a price ..." 

Hit Capadty 
Head: 10 
Chest 33 
Other: 22 

Wt: 53 kg 
Load  33 kg 
Throw Range: 24 meters 
Unarmed Combat Damage: 1 

Contacts: 4 Trader 
3 Criminal 





Cardwan Rink, Age 37 In 1201 
Occupation: Reformation Coalition Merchant 
Attributes 

STR: 4 INT: 9 
ACL: 6 EDU: TO 
CON: 3 CHR: 7 
SOC: 6 

Background: Born 6Nlf1164 on Luhtala (later renamed Lucifer). 
Cordovan was born to middle-class parents who died in an automo- 
bile accidentwhen he was still an infant, Cordovan l i v d  with a serier 
of relatives for a number of years, but ran away and began living on 
the streets as a teenager. He was adoptd by a master counterfeiter 
and became a reasonably g d  forger, but was arrested and 
inca~erated shortly after his 20th birthday. While in prison, Cotdo- 
van had considerable time to think about his future. Lacking 
technical skills or education, he raw few opportunities othw than 
menial labor, but a cellmatewho was a former sailor told him about 
thesea. When hewas released, he join& the merchant marine as an 
ordinary seaman, but so impressed his captain with his quick ability 
to learn that he t w k  and passed the tests for 4th OFficer. 

When the Hiver Technical Academy was a ta  blished on V w  datw 
renamed Aubaine),a plane~ideseriaof aptitude t ~ t s  were offered 
on Luhtala and, again encouraged by his captain, Codwan tookthe 
test and scored high enough for academy entry. Upon graduation 
with hocwn, hewasgiven a direct commission as a 2nd Officer in the 
new Coalition merchant service, and was recently promoted to 
captain and given command on RMS Harbinger. 

Cordovan has nocontact with hi5 natural famiry, but remains very 
close to both Zuustamen Vorgelt, the (now-retjred) counterfeiter 
who took him in from the street and Annabelle Lee, the merchant 
captain whose encouragement led him to where he i s  now. 

Career Path 
11 81 -1 184 Criminal 
11 85.1 1 88 Prisoner 
11 89-1 192 Joined Luhtalan Merchant Marine, 

passd exams for 4th Officer 
11 93-1 196 Hiver Technical Academy, 

enter& Coalition Merchants as 2nd Officer 
1 t 97.1 200 Pmrnotd 1 s t  Officer 
4 201 Promoted Captain 
Inklathre: 4 
Combat h s e t s :  H e y  Gun 115, Slug Weapon (Rifle) 2/6, Un- 

armed Martial Arts 5/9 
Other Assets: Acrobatics 218, ActlBluff 3/70, AdminlLegal2112, 

Asbagation 3/13, Bargain 2/9,  Climbing 215, Communication 1 /I  1, 
Computer 1 I1 1, Disguise 1 18, Environment Suit 114, Excavation 1 I 
1 1, Forgwy 4/10, Ground Vehicle @4heeled) 016, Hovercraft 1 IT7 ,  
Intrusion 1 J7, brgewatmraft 1 /4, Leadership 219, Liaison 1 /8, Map 
1 IF 1, Marketing 1 /I t , Medical (Trauma Aid) 1 / I  I ,  Meteomlqy 1 / 
1 1,  Navigation 1 /I 0, Obsehration 2/13, Penuasion 1 /8, Pickpocket 
117, Pilot (InferfaceICrav) 3/9, Sensors 311.2, Stealth 1 J7, StrwWise 
2/11, lh'illpoww 1/10 

Appearance: Cordwan Rink i s  a dasskally hand~lme man, of 
medium height and slightly slmdw. His face Is open and  friendly, 
and there is usually a humorour or mis~hievous Winkle in his eye. He 
usuallywearsfiamboyant clotheswhich, on anyone else,wouId look 
absurd, but which aresomehow becoming on him. Heir particularly 
fond of shirts and jackets with huge, puffy slewes, similar to those 
popular on 1 bth-century (Solomani calendar) Terra. 

Penonnnty: Rink could be a poster b y  for the planet Mfer .  He 
Is everything people haw come to expect from Luhtalann 
hiFariously entertaining, g d - h e a r t e d  screwball, with a natural low 
for anything a bit off-centw. This m a k ~  him a natural for dealing 
with cultures in the Wilds, of course, as nothing catches him too 
much offguard and, far from displaying any cultural arrogance 
toward the smietier he ulsitr, the main danger is that he will "go 
native." 

Motlvatlon 
Hmxt 9: Rink i s  cheerful and outgoing, with a positlve attitude 

toward sentient life in general. He tends to think the best of p p l e ,  
and when people disappoint him his usual reaction is not angw but 
rather a sincere attempt to understand their behavior. To t h e  who 
have known him a long time he is a loyal and generous frlend. 

joker: Many Luhtalans areconsidwed #centric by other membes 
of the Coalition, but Rink i s  considwed a little bit strange by some 
Luhtalans, which is a considemble achiwement 

Aefereelng Rlnk: Rink can be e~ountwed anywhwein theWldr 
reasonably close to Coalition Space, but the main routeof Hwbinger 
3s described in the color section of this h k .  While Rink may be 
encountered casuatly in an adventure, it is far more likely that his 
knowledge of and afinity for the local cultures will be useful in 
completing a mission. It i s  even possible t h a t  the player chamctets, 
If captured by locals, might be m u d  by Rinkin disguise(preferably 
a very odd disguise). 

Possessloris: Rink is mderatefy wdluff, and is a good enough 
merchant to know the Irnpomnce of alwa)n showing a profit. He is 
not overly concwned with his pewnal fortune, howwe, and gives 
away much af his own monq to acquaintances in need. 

Quotation% 
"'lron bars do not a prison make,' thy say, and from finthand 

experience I can tell you t h q r e  right It's not the iron bars; it's the 
f d . "  

'This b realty a very interesting ceremony. I don't thlnk thqrt 
actually going to eat us, do you?" 

"Whoof! Whoof-whwf!' That's my other Vargr impemnation,' 

Hit Capaclty 
Head: 6 
Chest: 21 
Other: 1 4 

Wt: 72 kg 
Load 21 kg 
Throw Range: 16 met- 
Unarmed Combat Damage: 2 

Contacts: 3 Criminal 
1 Law Enforcement 
2 Natiw 
1 Hivw 





lgor Pankerovski, Age 37 in 1201 
Occupation: Guild caprain 
Attrl butes 

STR: 8 INT: 3 
AGL: 5 EDU: 6 
CON: 4 CHR: 6 
S O C :  4 

Background: lgor Pankerovskl was born 055-1 164 on Varina 
(06331Diaspra). Pankerovski doern't discuss his family wry much, 
and tells different stories each time he does. He often claims to have 
killed one or both of them, but equally often claims to have been 
orphaned! and taken in by a Guild captain. He seems to have spent 
his youth on Varina as a petty criminal until he joined the crew of a 
GuiTd corsair a t  1 7. Pankernski drifted from ship to ship, each time 
inflating his pwious accomplishments and worming his way into 
higher and higher positions. 

For the last five years, Pankeromki has been the actjng captain of 
Anunnaki, a Bastien-ctass liner seized by his conair. 50 far, he has 
shown a tidy profit, and kept his Guild patron (the corsair captain) 
happy with a share of the p m d s .  

Career Path 
11 81 -1 F 84 Shipped with Guild Corsair, as Spacehand 
1 185-1 188 Commissioned as4th Officerin prizecrew on a trader 
1 189-1 192 Promoted to 3rd Officer 
1 193-1 196 OHicer on Guild Corsair 
1 1 97-1 200 Acting Captain on captured liner 
Inttiatlve: 4 
Combat Assets: Gunnery (Energy Weapon) 411 0, Slug Weapon 

{Rifle) 511 3, Energy Weapon (Rifle) 1 /9, Unamed Martial  art^ 411 2 
Other Assets: Bargain 319, Bribery 1 J J ,  Environment Suit 1/5, 

Ground Vehicle (Wheeled) 318, lnmsion 1 J6, Leadership 218, 
Marketing 218, MechanicS/? 3, Pilot(lnterface/trav) 217, Streetwise 
417, Swimming 317, Willpower 2/S,Zero-G Environment 1 /S 

Appearance: Pankerovski b large and stoutly built. He learned at 
an early age that hissizecould intimidate, and cultivated a scowl that 
enhanctd his brutish appearance and made it easy to frighten 
people into obedience. He normally wears a loose-fitting jumpsuit, 
em broidered with symbols of sweral schmlsof unarmed martial arts 
(claiming champion-level status in all of them), over which he wears 
a shoulder holster containing a stainless steel 9mm magnum re- 
volver. 

Heisalmost a h a y s  accompanied byLurcher,a large, mixed-br& 
dog that receives w h a t  little compassion and love trickler up from 
Pankerorski'~ soul. The last person who remarked that they looked 
like b i d  relatives found himself on the wrong side of an air lock. 

Personality: Pankerovski is not an intelligent man, but he has a 
form of low animal cunning that can simulate intelligence to those 
who don't know him well, Pankerovski i s  a nasty, brutish, and cruel 
man with an instinct for just how far a crew can be pushed without 
antagonizing them into mutiny. His present position, where heisout 
of reach of any immediate superior, is paradise for him. Howevw, he 
is beginning to realize that it must end soon, as some members of his 
crew are starting to realize the true nature of their leader. Lately, he 
has been increasing thecrew's share of the take at the expense of his 
patron's. 

Motlvatlon 
Spade King: Pankerwski i s  a pathological liar, with emugh Iwv 

cunning to know just how far he can suing out a partIc~lar line of 
falsehood before his tisteners get wise. 

Diamond 6: Pankerovski will lose no oppomnlly to add to hir 
personal possessions. 

Refereeing Pankerwrkk Pankwwskl and the Anunnakt can be 
encountered almost anywhwein theWtdr, but he prefws tooperate 
In areas where planetary defenses are weak. The high profit margin 
that Pankerovski shows i s  due more to his extortionate trading 
practices than any knowSdgeof bargaining or economjc principles. 
Pankerovski will not make a v e r y g d  protagonist by himself, but in 
combination with other elements could sewe as a useful "recurring 
nuisance" for a group of K s .  Pankerovski can  also be inserted inlo 
an adventure as a red herring, to divert the PCs' attention from the 
main plot for a short time. 

Possess~on~ Pankerovski Ioves luxuries, and keeps his private 
cabin furnished with a variety of rare and expensive foodstuffs, 
garments, and furniture. He has nointerestin music or the arts, and 
acquires only things (or people) to enhance his personal cornfoh 

Quot atlons: 
'Well, you know what they 5ay.A rolling stone ... uh...is worth two 

in a buh. Whatever..." 
"You can catch more flies with honey than withvinegar, busif you 

pull their wings off, thefll eat whatever you give 'em." 
"Nah, Lurther ain't a man-eater. He's been known to take a bite 

and spit it out, though," 
"Come again?" 

Ht Capadty 
Head: 8 
Chest: 36 
Other: 24 

Wt: 92 kg 
Load: 36 kg 
Throw Ranger 32 metws 
Unarmed Combat Damage: 3 

Contacts: 2 Criminal 
3 Trader 





Hidelk1 "Red Bat" Sanderson, Age 33 In 1201 
Occupation: Captain of an Oriflammen raidw 
Attdbutes 

STR: 8 I W .  3 
AGL 5 EDU: 5 
CON: 6 CHR: 6 
SOC: 4 

Background: Born 27/1/1 J 68 on Oriflamme. Sanderson Jolnd 
the army upon completion of secondary education and then trans. 
f d  to special operations. After an incident h i c h  l e f t  a fellow 
~l ld ie r  permanently disabled, Sandman was discharged. Looking 
around for oppbrtunities, Sanderson decidd that the Wildr offered 
the best arena for his talents and signed on to one of the early 
Oriflammen recommission& merchant craft Several trading visits 
turned ugly, and Sanderson distinguished himself En the fighting, 
gaining the attentionof his employers. Before the Dawn Leaguesent 
out formal trading expeditions, Harknotten Trust (an Oriflammen 
feudal holding) was sending an a r m 4  corsair, Winged Fury, to 
trailing of what was soon to become the Dawn League, and 
Sandenon was commander of the boarding unit 

After several successful missions, Harknotten decided to expand 
the opwatfon to spinward and outfitted one of the vessels captured 
by Winged Futy as a corsair as well, naming it Winged Vengeance. 
Sandwson, despite his minimal skills as a spacehand, was given 
command of the vessel, and for nearly a year has ben raiding 
throughout the Khulam subsector. 

Career Path 
1 185-1 188 A m y  
1 1 89-1 192 Special Ops 
1 193-1 196 Trader 
1 1 97-1 200 Corsair 
Inltladve: 5 
Combat Ass- Armed Marttar Arts (pole arm) 2/10, Autogun I I 

9, Energy Weapon (Rifle) 1/9, Grenade Launcher 119, Gunner 
(Energy Weapon) 318, Slug Weapon (Rifle) 511 2, Thrown Weapon 
311 1, Unarmed Martial A t  711 5 

Other Assets: ActlBtuff 2/8, Admlnlbqal 21 7, Bargain 117, 
Bribery 1 /7, Climb 3/9, Computw 0/5, Environment SuFt 3/P, 
Ground Vehicle (Wheeled) 0/5, leadmhip 411 0, Mechanic 5/12, 
Pilot (lntwfacettrav) 511 0, Recruiting 117, Stealth 1 J6,Wllpower I / 
4,Zern-C Environment 1 /7 

Appearance: Red Bat i s  skkyand heavyset but muscular rather 
than fat. He usually has several days worth of beard stubble and 
rumpled black hair. He has even, well-defined features and an 
otherwise-handxrmeface i s  marred only by the wer-present sneer, 
and the suspicious, hostile lookin hisdeepseteyes. He usrrallywears 
military-style fatigues and a few odd piecer of M y  armor, as much 
for decoration as protection. He never wears an IRCES body slewe or 
any other Reformation Coalition gear. 

Penonallty: When pwple In the Coalition complain about 
Oriflamme and the mr! of raid- i t produces, R d  Bat is one of h e  
examples they point to. There is a hard edge to most Orifl ammen 
personalities, and in Red Bat that hardness has turned to unfeeling 
brutality and open contempt for anyone f rom outside the Coalition 
(as well assecret contempt far mostpwple not from Oriflamme and 
anyone from Oriflamme wha does not feel the same way he does). 
When this i s  cornbind with a "where's mine?* attitude, the reults 

Mothratlon 
Uub King: Red Bat k casually, unthinkingly met, and takes a 

positive delight in violence against hb enemies, crrrhlch Indudes 
anyone who inconveniences him in any way. 

Diamond 3: To the extent that R e d  Bat is moffvated by anything 
other than a loveof thesemi*off~lallysanctjondviolenceofa raidw, 
it is by a desire for material possessions. 

Rtfereelng Red Rnk Althowg h Red Bat and hlscnwarefoalldon 
ckiiens operating out of Coalition Space, player characten are 
unlikely to encounter them on friendly terms. Red Bat? ship Is 
privately owned and so is rwt subject to military codes of behavior, 
and although the ksembly is trylng to pass laws that wili enable 
RCES to regulate this sort of activity, until it does there'e'l very little 
RCEScanda. OSficially, that is. Unoficially, there are a lot of Coalition 
personnet who wuld like a piece of R i d  Bat, and if the player 
characterswwe to somehowintetfwewith oneof Red Bars raids, or 
frustrate his plans, there would be few tears shed by people in the 
Service. 

V Red Bat became an enemy of the pla)rw character, he can be 
a recurring threat, but subjectto someodd pmWols. Hewill nwer 
take any action against them, open or covet?, while they are in 
Coalition Space,= helz unwilling to jeopardize his abilitytocontinue 
operations. Only if they meet in the Wilds will he attack 

Possesslonr: Red Bat has a small ~wnwship interest in Winged 
Vengeunce, but the majon'g of it is owned by Harknotten Tmst, a 
mid-sized Oriflammen feudal holding. The economic and poli8-1 
backing of the Trust i s  what has kept Red Bat (and othm llike him) 
in business this long. Red Bat k master of the ship while it i s  in Ithe 
Wilds, however, and has access to a wlde variety of weaponry. 

Quotations: 
"'Azip's a zip,ainlt he71 mean, m n e r o r  laterthey alldieanyhow." 
"Look, these zipper-heads don't wen know what thq/re sizting 

on. ltcan turn into junk i f  they kepltorrtcan make us rich, Sol take 
it, and if they make trouble, they get trouble. For the record, l like my 
job, and if you got a problem with that, tough." 

HR Capaclty 
Head: 72 
Chest 42 
Other: 28 

M 91 kg 
Load: 42 kg 
Throw Range: 32 meters 
'Unarmed Combat Damage 5 

Contacts: 2 Mllhry 
1 Criminal 
7 Government 

can be very ugly. 
His friends admlre him for hii open expression of what t h y  think 

most people in  the Coalition secretly feel, but are afraid to say. He i s  
s m  as the epitome of the tough, indepwrdent, rebelrious raider. 





Captain Pat 'Who Me" Ritter, Age 37 In 1201 
Occupation: Captain of RCS Thunderrhild 
Atttibutes: S l R  5 INS: 8 SK:6 

ACL: 5 EDU: 8 
CON:6 CHR: 7 

Background: Born 41111JF 164 on Vra~IAubaine. Rlttm war part of the 
Aubani merchant IwvlcewhiEh re-strung tiesbetweim thewrFdsofthe0ld 
Expan* du r i q  the last decades of h 11 00s. In 1993, he k a m e  a 
membw of the illustrious first class of [he new H i m  Technical Acderny, 

Upon graduating, Ritter was commissioned into the M y  organized 
Dawn k a g w  Nawyasa Ueutenant Commandetwhwehe w r v d  In a variety 
ol posts, including rnilihry advisor to future Coalition Stxretary General b n  
Maggan when Maggart was the Director d AubanI Planetary Defwtsc. 

In 1 TP9, Ritttr and Sean "Hammer" Cathmp were assign4 as executive 
and commandingoHicers, respectively, of e*ploratian cruiser DLS Ashtabulo, 
ndycwnmilsionedlnto Dam Leagueswriccto search for and recover the 
12 missing Dawn Leagw traders.Ashiobub became the most famousof the 
cruisers, and holds an almost mythic place in the public Imagination. 
Ashtabula completed 12 rnisshs, and participated in the recmwy of lour 
waden: ApdIo, Auk, Aumm, and Ra, rescuing 10 of their crew. 

Inearly 1200, Lathropwaspromoted tochiefof CmwtOpwationsoftk 
RC, and Ritter succeeded him as dshtabulds C.O. Shortly after aauming 
command, Ritter commanded A~htobulo on the epic m d  attempt tb 
recover DL5 AummfromVezlna.On [he first mlssim, Sjqirhkhunan'rlandlng 
party wascaptured by Iheforcesofthe 'Gd Ernperw" of Hastaan (themort 
pomrlul Veo'mn state), necessitating the Elurn of Ciq~shkbunon wiLh 
Ashtabula and her battlehardened drop troops in ruppoh. Nthough the 
C;d hlmpww had already executed Aurordscrw, thedetaif~of negotiating 
the refease of the Llirgirhkhunmtroops fdl to Ritter. Ritterquickly tired of the 
God Empww8sdwnands,and continued themas cow forabddanddaring 
meteoric cwpdemoin which turned lnloa coupd'aatas the tmps stormed 
the Palace of Hastaan, annihilating the Sacred Guard battalion and the Cod 
Emperor's governmem on [heir way to liberating the prisoners. 

The details of h e  raid are daummted in Soy Good Night Hen, by 
Gabtidle Diabla, whowasaboard Arhtobulo for the mission, and wha earned 
her wmd Nimbus Palm fw Excellence inJournaliwn for the bmk(naturally, 
the bwk's title is tiiken from a quote by Ritter). The RCN was established 
shortly followrng the Vezinn operation, and Ritter premted the p u n g  
organbt im with one of Its flnt trad~tions: RCN Lieutenant Commanders 
take precedence a h m e  n o n - R t  planetary rulers and all diplomats at 
ceremonial fuwtlons. (RCSAabhon this &tke, but the Navy w f u ~  to stop 
it. The besl that RCZA can & to add an incident is  to see hl there are no 
W e ~ n t  Commanden p r m t  at a given function ar a b d  a ship.) 

Near the end of that year, just before RCS krhtobulo departed on her 
thirteenth misJion, Ritta war "dawn chitted" for having b m  expos& to 
a virus whfch affected the inner ear. Following standard RCN procedure 
(innereardyrfunctionsarecata~trophicformet~icas~ult trmp5,oof which 
Ashlabula cam& a platoon), Ritter was pulEed fmm h e  crew and "tempo- 
rarily replaced" for the mission. Arhiabulo nwer returned, and wasofficially 
declared lost several months Intu. Ri ttw and hthrop are the only swvlving 
rnwnbws of the ship's crew, and take great pains ro keep her memory alive. 
Rittw war giwn command of RCN's newest clippw in late 1201. 

R ~ t t e r  i s  unmarried. His parerltr are still alive, and he has  MU brothers. 
Career Path 
1 181. -1 184 Aubsni Tmdw, c o r n r n ~ s s i ~  4th Wicw 

and won pmmotd 3rd Officer 
1 1 85-1 188 Promoted 2nd Officer 
1 189-7 lg2 P m o t e d  1 s[ Officer 
11 93-1 196 Hivw Technical Acahmy 
1 197-1 200 Commissioned as Lt. Commander in the Dawn League 

(later RQ Navy, promoted Commander 
1201 Promored Captain and command of RCS ThundmhiM 
Inltlarlwe: 4 
combat * slug ~ w p w t  p i i ~  419, rn- ( ~ n # g y  wmpons12n o 
Other Assets: AdminlLegal 119, Astrcqation 4/13, Bargain 3 18, Carpen- 

ter 2/8, Climbing 1 /7, Cornmunicat~on 119, Computer 1 /9, Efectmnics 1 / 
9, Environment Suit 218, Csav Belt 2/7, Ground Vehicle (Weeled) 116, 
Cuard/Hunting Beast 117, High4 Envimnment 117, Language (Dreyne 21 
9), twdenhip 411 1, U a i m  1 I&, Marketing 1 /9, Medical (Trauma Ald) 119, 
Painting 2/lO, Parachute 2/8, Pilot (InterfaceIGrev) 31l3, Riding 2/8, Roht- 
icr 119, Screens {Meson S c m )  2/10, Ship Tactics 1/9. Senxln 311 1, 

Stanhip Archltectun 1 /9, Swlmmlng 1/7, Wlllpow# l/P,Zm& Emiron- 
ment 117 

Appearance: Rittw Isof avwage build and slightly belwswragehclgM 
at 1.7 mews. His short statue usually comes as a wrprise to those firrt 
meeting him who k n w  of his fiery repuhtiwl. He has reddishhlond hair 
whkh h e w r s  Ins short c r w u t  flewenna~vyMueMyslmwithrank 
lmlgnia, mofflclal drop wlngr, wd r MrterPd m b  piltd. 

Personal lty Ritter Is f i e  xnt of penorr &on name frequently horn up 
in the wme sentme wdth the w r d  "firebrand." This comes as a surpri~e to 
Rltter, whoirkmused by hisreputation. Hernakernaattempt todeny these 
chara~terkatlons of hlmself, but finds It odd thaL anyone would expeEt a 
perm to behave any other way. His call slgn, Who Me," runes from hls 
standard and genuine protestation whenww he 3s accused of being 
unurunlly aggressive or forceh!. 

Those wjth wk, retiring, 'mall -1iUd will flnd thcmretver 
overpowered by Rttter, but thls Is not dellberate on Rltter's part. Rit ter Ir a 
straightfmard, hwrert,andenergeticpwmvvtromerefyevpectJothers to 
behave the same way. He i s  bamed and a little hurt by those who, through 
their own ~hortcomings, view him as *coming on too stronq." 

Motivation 
Club 8: Rittw IS qg&w and feisty, but without being c d  or 

unnecesmily competi8ve. When here I s  m e t h l y  for him to do, he acts 
quicklyand decisively to accomplish It He finds this to be such a reawnable 
and wtisfactq apprwh  to life that he ir wrprlsed when others call 
attention to his dltectners as Sf it w e  musual. 

H e a r t  7: Wtrw has a friendly, agreeable p ~ r m a h y ,  and I s  devotd to his 
crews: any perxrnnel curnntly aaignd to him, as well as any who w e  
prwiou~ly under his care, 

This i s  partlcularty the casewith Rltt~'~fomnercornmand: HeIsdriwn to 
dixwer zhefat~ofArhtobuE~,and torecover any wrvivingcrew (but this will 
newrdrlve him to obseaiw fmli~hners~or toneglect I h e g d  of hlscurrent 
crew). T h i s  loyalty alm rnaniferts itwlf a5 "survivm*~ guilt." Unlike Lathrop, 
who had been reassigned from Ashtobul~~Ktmfdtthathewas stilllresponwble 
for the ship when s k  was 10% and he shwld haw ~7th hw and her owv, 
i fnot tomakacrdald i~thatcockl  haw&thm,atlea~arttohnvemel 
their fate wirh t h .  Remiden of Ash!obo!o are hrdwe muzh more bitter. 
- fa Ritterthanhyare IwLahrop,artbeahnmylarama twinged guilt 
and regret in Ritter. althcugh he i s  kuth toadmit this. 

Refcreolng Altter: kr Captain of one of the few and hlghly udul and 
valuable RCN clippws, Rjtter i s  likely to come Into contact with ICs in a 
variety of naval opwatlms: recwwy rnEsJons, transpmt and InwUon 
missions, and Lradilional navalcomlrat operations Heir not difficult towork 
with, although i f  he has ideasabout how themission is  to beconducted that 
differs with those of the PCS* they will know abwt it. 

Ritter exercises a fair amwnt of initiative when ThudmhW's mlrJIon 
assignments are generated, and lobblej to be deployPd in the direction of 
thehomlse subkor,  where drhrabufo Is believed to have been Iwt. 

Possessluns: Members of the RC armed forces will notice that the  drop 
wings Ritter wean on his uniform are of a n  unusual and urmffi~ial design. 
These are the drop wings f a s h i d  by Ashtobulds crew and mxn by all of 
her jumpqwlified t rwp~ ,  with whom Ritter jumped into combat on owr 
a dozen occaw'ons.To the best of his knowledge, thware t heon l ys~~v ing  
example of these! wings ,  as Lathrop did not jump from Arhtobuk 

Rittw carries a snub r d w  in n hdstw bearing the Ashtobulo Inrlgnla. 
Quotations: 
"Look, Hoss, 1 don't caw Hfio did and made you Immortal, I'm mly 

golng to explaln thls one more tlme ..." 
m t h  the soundofgunfirein the background) 9'm pretty busy right now, 

sir, I'll call you bck." 
Wha are ~u calling aggredw, sweetch&sT 
*Hey, watch ywdf .  Not all journalists a n  a wane of fife support." 
'Don't p i s s  me off, man. 1 ured to be a Lieutenant Commander." 

Hlt Capadty 
Head: 1 I Wdght: 80 kg 
Chest: 33 Load: 33 kg 
Other 22 Throw Rang= 20 meten 

Unarmed Combat Damage: 1 

Contack 1 Military, "Hammef Lathrop 1 Hhw 
2 Covernmmt, including Lon Maggart I Trader 
1 Journalism, CabrieFle Diabla 





Senta "Boom Boom" Romero, Age 29 in 1 XI1 
Occupation: RCES scout 
Attributes 

STR: 4 IM:  6 
ACL: 5 EQU: 10 
CON: 7 CHR: 3 
Sot: 6 

Badground: Born 21 /XI11 1 72 on Oriflamme. Romero's parents 
beliwed In frequent corparal punishment as a means of khavior 
modlflcatlon. Rornem was twice hosptallzed forlnjuriesdue to thls as 
chlld, and following the death of a younger brother she was placed in 
a publlc child care faclllty. She &ended unbenlty, rnajotlng in 
gwlqy, and then was admltted to the Hlver Technical Academy on 
Aubaine. Upon graduation, she became a Dawn League xout and 
was pilotlastrcqator on DLSAbbe. In early 1199, she, along with the 
resf of Auk's crew, was imprisoned by a TED on the planet Nicosia. 
Subjected to extens~e physical and pychological torture, several of 
the crew perished, but Rornero and two of her shipmates survlved to 
Iw rexued by DLS Ashtubub. ( S e e  Path of Tears for additional 
background on DLS A u k . )  

FoIEowing rexue and a period of rehablritatlon, Ramero elected to 
return to active duty with the scout service (now the RCES), and 
currently corn mands RCS Mary Ellen Carter. Mary Elkn Carter is a 
conwrted PelPy-class armed merchant vessel, and was used briefly as 
a mlderJwarshjp (offklally an "Exploration Crulsef ). Pettys were not 
particularly successful in this role, and of the original three shlps of this 
class, only Mary Ellen rurvkes. She i s  no longer asslgned combat 
mlrrims, a n d  Instead b tarked wlth long-endumnce scoutlng and 
survey missions, her weaponry Intended only for selfdefense, 

Romero is very young to be the commander of any wssei, and 
particularly one  the s'lre of Mary Ellen Carter. Her rapld advancement 
is due in, part ta her membership h "the class of '96," the first 
graduating class from the H k r  Technkal Academy an Aubalne, 
which includes many of the most Influential men and wmen  In the 
Coalition, partkularly In the naval and exploratory servkes. The fact 
that she is a sudvlng crewperxln of one of theoriginal 12 exploratory 
vessels also makes her part of very small and select group of people. 
But despite her expedewe and technical skills, she has only medlocre 
(at best) peopfe skills, and she i s  nelther happy nor veFy successful as 
the commander of a deep space vessel. 

Romeroas parents are both still alive, although she has no cwrtacr 
with them, as are two of her younger brothers. Romero rnamed 
shortly after her release from captivity, but i s  now separated from her 
husband. 

Career Path 
1 189-1 192 Undergraduate Unlverslty 
1 193-1 196 Hwr Technical Academy 
1 197-1 200 Scout 
Inltlatlve: 3 
C m b a t  Asr& Slug Weapon Qatol) 216, Unarmed Martial Arts 317 
Other Assets: Astrcqatlon 3/13, CombatEngineer219, Geology 31 

13, History 111 1, Leadership 1/4, Map 1 111, Metecrrolqy 1 / I  I, 
Navigation 218, Pllot (lnrerfaceftrav) 3/8, Psychology 2/8, Sensors I /  
7, Ship's Engineering 1 11 1, 5uney 218, Sukival218, Swimming 219, 
Wllpwer 1 17, Xeno-Biology 1 / I  1 

Appearance: Romera is short and stocky, zi g d  bulld for a pilot 
required to take high4 stress. She has a pronounced underblte and 
strong, jutllng ]aw,whkh glves her face a fierce, determined look. Her 
jaw i s  also slbhlly crooked, havlng k e n  badly broken while In 
captivity. She has never bathwed to have it corrected, as she Is largely 
unconcerned with physical appearance. She nwer wears Iewelry or 
any other form of ornamentation, and her hair 15 usually worn 
gatherd up in an untidy bun. 5 he ahvays wears an RCES body sleeve 
on duty, usually with an over-large field jacketawrit with DLS Auk2 
crest on the left shoulder and RCS Mary Elkn Carter's on the right. 

She has a lot of nervousenergy and fidgets whenever she 15 standing 

stlll or sitting. One cheek Is usually bulged sllghtly by a wad of fatsal 
root, a popular Odflarnmen stirnulanc and she wtll sornetlrnes chwv 
quickly and nervously on thlswhile listening to someonespeak to her. 

Personalfty: Ramem k a ddkated xout who has sacrificed much 
to the service and Is wllllng to sacrifice me. She Is extremely 
frustratd, however, by the sltuatlan she finds hemH In. She has wry 
poor social skills and has difficulty communkatlng her  feellngs and  
Intentions to those around her. The resurt Is that her crew does not 
work togetherwell as a team, morale Is low, and therels conrlderable 
resentment d her by them. Her marriage Is another llkely casually of 
her Inability 10 express her thoughts and feellngs clearly, 

Romero" naturally poorpwple skills are compounded by her hair. 
trlgger temper (which earned her the nkk-narne "Boom Bown"), She 
angers easlly, and when she glves lnro rage whatevercommunkstiorr 
skills she normatly has disappear. Thls explosive temper 3s a duaE 
manlfestatlon both of the tremendous frustration she experfences 
almost constantly in dealing with people and a deepstreak of gtnulne 
violence. 

Motlvatfon 
Club 10: Whlle not cruel, Rornero i s  vlolent even by OlMammen 

standards. Although she hm nwer struck anyone In unlform, hw 
temper has led to numerous nghb throughout her Iife. 

H e m  Queen: Romem Is genuinely and deeply In lew wlth hw 
estrangd husband, and ts wry depressed at her Inability tocmmu- 
nlcate wlth him on any basls but a confrontatJonat one. She beflews 
that the only way she can eventually save her marriage Is ta change 
the way she dealswith people, and learn how toexpress herthoughts 
and feellngs dearly. For the first time In her IHe, she Is maklng a 
conscious effofort to do exactly that 

Refereeing Romero: Romeru and her crew can be encountered In 
any of a variety of situations In the Wilds. Many adventures call for a 
light RCES support craft of m e  sort whether Ws to monitor 
transrnllsslons from covert agents, pars along survey informstion, alert 
the player characters to unusual actMty In a particular region, or 
anything else along those Ilnes. Mory Ellen Carteris perfect fw this. The 
strained relations between Romem and her crew can be an Interesting 
additicmal complication for the adventure as well. Ramem herself is 
one of those rare NPCs who are at a crossroads In thelr awn life, and 
can go In eitherof nm dlrectlons, and herpenonaltycandwelopand 
wolve over several separate encounters with the player characten, 
possibly as a result of how things work out in earlier adventures. 

Possesshns: Rornero has only two pmessions she cares about: the 
battered jacket that bears the crest OF DLS Aubeand her gold wedding 
band (which she now wears concealed on a chaln around her neck). 
5he usually 1s armed wfth a snub rwarwr carrid in a shoulder holster. 

Qu otatlonr: 
"WHAT THE HELL W E R E  YOU THINKING OF? WHAT IN THE... 

Okay ... Uh, look. You need to work on thts ... Underrtand?... Urn. 
That's all.* 

"We're going to sweep for magnetic anomalle at high artitude 
once we do the... You know. After we shed enough bns. After the 
ionization b.... The calibration run comes first, though. But after we 
xan for broadcast EMS, okay? Everyone gat that?" 

Hlt Capacity 
Head: 14 
Chest: 33 
0 ther: 22 

Wt: 61 kg 
Load: 33 kg 
Throw Range: 16 meters 
Unarmed Combat Damage 1 

Cantscts: 1 bcademlc 
1 Government ("Hammer Cathmp) 
1 l-liver 
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General Data 
Displacement: 390/400 tons Hull Armor: 10 
'Length: 44 meten Volume: 546015600 m' 
Prlce: MCr90.04 Target Slze: 5 
Configuration: Cylinder AF Tech Level: 12 
Mars (Loaded/Empty): 41 14.60J2579.99 

Englneerhg Data 
Power Plant: 286 MW Furion Power Plant (48 MWthit), 1 year 

duration (7.7 MW p o w  shortfall) 
Jump Perfomsnce: J(S6O m' fuel) 
G-RatIng: 1 C (ZOO MWIC), Contra-Crav lifters (40 MW) 
C.Turns: 60 ($2.4 using lump fuel), 25 m30f fwl each 
Malnt: 190 

Electronics 
Camputer: 3xTL-F 2 Mod St Computm (0.4 MW ea.) 
Cornme: 30,000km radio (1 hex; 1 MW), 1000 AU maser (m; 0.6 MW) 
Avionics: TL-10+ Avionics 
Sensors: Passive EMSR1tedarray60,OOOkm (2 hexes;0.06 MW), Active 

EMS 3000km (0 hexes; use long range for task diff icuFty in same 
hex; B MW) 

Controls: Flight deck with 4xworkstdtion, plus 3 other workstations 

Armament 
Offensrve: ZxTL-12 120-Mj Laser Turret (Loc: 2, 3; Arcs: 1, 2, 3; 3,3 

MW, 1 Crew), lxTL-12 MissileTurret (Loc: 4: 2 Ready M4s; 0.75 
MW, 1 Crew), total 2 Ready Msls plus any stored in cargo 

hfenrlve: 1 xTL-1 O Sandcaster Turret (Loc: 5;  Arcs 1, 2, 3; n-10. 
T Dl Ox5 ReducIHit; 20 Cann; 1 MW; 1 Crew) 

Accommodatlons 
Llle 5upporl: Extended (1.092 hW), Cravitlc Cornpensatom (3C; 

27.3 MW) 
Crew 13 (2xManwver. I xElectrmics, 3xEngineering' 4&unner)r, 

txSteward [doubfe as Small Craft Flight Crew], IKc~ommand). 
Crew Accommodatlons: IxSrnall Stateruom(rommand; 0.0005 MW 

ea.), 4xhrge Stateroom (triple-occupancy: 0.001 MW ea.) 
Passenger AecommodatIons: 13xSmall Stateroom (0.0005 MW ea.), 

13xLow Berth (0.001 MW ea.) 
Cargo: 1 306.5 m', four large cargo hatches 
h a l l  Craft and Launch Facilities 1 &ton Skiff in AF Extemd Grapple 
Alr Locks: 4 

Motes 
The Petty-cbss subrldizedl mmhanu (aka "Fat Traders7 were orfglnalry 

built to haul bulk cargo along the many commercial "mains" of the Third 
Imperium, Ihe gwernment subsidy making I t  possible to transport rnder.  
ate-value consumer g d s  a t  competitive prices, and thus promoting 
greater commercial and cultural homogeneity throughwt the realm. Now 
that many of the former high.populat~on worlds have become cold and 
lifeless rocks, the former trade-rich mains are often no I q a  economically 
viable, and commwcially successful starships usually require jump2 capa- 
bility. M i l e  a handful of theold Petty-class shipr have been renwated with 
more capable driver, most have fallen into disuse and disrepair, their 
electronics cannibalid to keep more vatuable ships operational. 

Rtwe are still occasional mains with enough commercial vitality to keep 
jump-1 hips in business, however, and old Peftytlass ships (along with old 
free traders) can still be found plying the old trade rlwtes. Sdvonus has 
~urvl'ved trading along just such a main. 

The ship itself displaces 390 tons; with ib launch it diplaces 400. jump, 
manewer, and contraqrav drives areall configured to support the400-ton 
figure. Power shortfall may be met by down ContraCravliften, 

Short Medium long Fud pudication machinery (6.1 8 MW), 12 hows to refine2060 rn'. 

w .  - 
DAMAGE TABLES 

~ n l  Explosion 
I - : kit I -6 .  i ;t< 7 . 2 ; .  

2.3 1-3: LT, 4-1 7. Qtrs, 18-M: ~ m n  vrJ-611 1 >K-(C~I] 
3-5 1-11. IS, 4 -1  6:  Qrrs, 1 7-20 G-1 H F PP-9H 
6-1 3, 1 Hold Z - I H  ELS-1 H 
1 4  i -9.  t r > q ,  10-20 ;R-1H MJ.1H 
1 S 1-10, Eng, 11-21 r-2H 4and-1 H 
1 H-19 1-4 .CH.  -- I - I C  Log, 11-2: rapplc.1 H 
20 Eng r.1 t-f 

.MI Other 



Central Data 
Msplacemenk 600 tons Hull Armor: 1 0 
Length: 69 meters Volume: 8400 m3 
Met: MCr171.1 Target Slzc: 5 
Configuration: Slab SL Tech Level: 12 
Mass (Loaddbnpty): 5092.421 14261.729 

Englneerlng Data 
Power Plant: 426 MW FusIon Power Plant (47 MW/hlt), 1  year 

duatbn (4.1 43 MW power hntall) 
Jump PePfonnance: 3 (1 680 rn' fuel) 
G-Rattng: 1 G (300 MWjG), Contra-Crrv lifters (60 MW) 
G-Turns: 76 (120.8 dng I m p  fuel), 37.5 m' a! fwl eagch 
MaInt: 234 

Llectronlcs 
C o m p ~ t ~ :  3xTl-12 Mod St Compute (0.4 MW M.) 
Comm M,OOOkmracfk(l hex;1 WV), l O O O A U ~ ( - ; O . 6 M W )  
Avlontcr: TL-10+ Avionkr 
Senswr: Pzlsriw EMS f i x d  array 30,000km (I hex; 0.03 MW), Active 

WS, 3000km @ hues;u~long r~gefortaskdifficultyln same 
hex; 8 MW) 

Controls: Flight deck with 4xworkstation, plus 4 other worlutatlons 

Armament 
olfen W. 1 xl 20-Mj Lavr T w e t  (Lac 1 t. A m  2* 3,4; 3.3 MW, 1 

Crew), lxTL-12 Missile Tunet (Loc: 13; 2 Ready M J s  0.1 5 MW, 
1 Crew), total 2 Ready Msls plus my rimed In cargo 

Defensive: 1  xn-10 Sandcaster Turret (Lac: 11; A m :  All; TL-10; 
1 DlOx5 RedudHit; 20 Cann; 1 MW; 1 Crew) 

Short Mtdkrm Lorn Extmm 

Accommodatlons 
Ule Support: Exmded (1.68 MWZ Grarlhk Canparsators13C; 42 MW) 
C r e w 1 5 ~ , 1 ~ 4 r b n g ~ ~ ~ , l ~  

terwce, bbttwads [ W e  as h a l l  Craft PLkbI I Kamad, 
1 xMerfca9. 

Crew Aecommodadoru: 1  xSml Sbtwoom(O.Oo5 MWea.), 6 x b g t  
Stateroom (multlple-aarpacy; 0.001 MW ea.) 

Passenger Acrommod~tion6 21 %Small Statemom (0.0005 MWea.), 
2 0 x 1 0 ~  Berth (0.001 MW ea.) 

Cargo: 429.6 m9, one large cargo hatch 
Smdl Craft Md launch Facllltles: 10-ton Skiff In Internal Hangar 

(Minimal), with one launch port 
Alr Locks: 6 

Notes 
The old Bosth-cbss liners were Ideally suited to haul a mixture of VIPs 

and high value cargo conJderaMe distances in a comparatively short the. 
There is very little demand for that sort d ~ w k e  In the Wads, however. lhe 
&1Jthdasr linen carry less cargo than the workhorse far traders* while 
having JIgnificantly higher operating cwta The only advantage of thedars 
is Wr ability to make 3 p a m  jumps, and so !he oaasioMl wvivatof the 
class usualy ply either areas of low stellar density a m y  key tradr 

connections between two malns sepd- 
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Phllmore Drinkwater, Age 28 in 1201 
Occupation: Auction appraiser 
Attrl butes 

STR: 3 INT: 4 
ACL: 3 EDU: 9 
CON: 9 CHR: 1 
SOC: 7 

Background: b r n  t JIXV1172 on Fija. Philmore was the first of 
two children to a carew civil servant. Drinkwater attended the 
Univenity of Argwnefle on Tija where he mastered in accounting 
and, upon graduation, entered the Fijan civil servlce. Since the 
beginning of Auction he has been a successful, if officious and 
annoying, appraiser, He currently is employd by the RCSA and 
moves from auction world to auction world conducting spot  inspec- 
tions and appraisals. 

Drinkwater Ir married and has one young mn. His parents are 
deceasd but his brother i s  still alive and employed as an accountant 
on Fija, 

Career Path 
1 189-1 192 Undergraduate Univwsity 
1 193-1 196 Bureaucrat 
1 1 97-1 200 Bureaucrat 
Initiative: 1 
Com bat Assets: None 
Other Assets: Admintlegal 611 5, Bribey 1/2, Climbing 211 1,  

History 111 0, Interrogation 415, Marketing 3f 12, Observation 4/8, 
Riding 211 1, Robotics 111 0, Sewice 1 12, Small Watercraft 219, 
Swimming S/t 4 

Appearance: Drlnhatw i s  extremely tall and slender, with an 
awkward, ungainly look. His movements are nearly graceless and he 
often trips over hatch lips or cracks his forehead on the overheads. 
He always dresses conservatively in a business suit and is impeccably 
groomed. He i s  sharpfeatured and usually has a look ot disdain, 
particularSy if con! ronting player characten for the second or third 
time, 

Personanty: bide from bdng the archetypical fussy little fijan 
twit, Drinkwater is an insufferable snob, and looks down his pmrni- 
nent nose atanpne engaged in field work.Athough well-educated, 
he i s  not particularly intelligent, and so has dificulv understanding 
explanations of actions which do not follow establishd procedures 
exactly. Once conf us&, he will become suspicious of whower is 
offering the explanations and begin looking for signs of fraud or 
other criminal actMty. 

Motlvatlon 
Spadelack: Drinkwater is extremely pompous, infuriatingjy so. He 

clings stubbornly to any and every symbol of autbrityor superiority 
wailable to him, and i s  a stickler for dotting wery "ii* and crossiq 
ewry "1." 

Spade 5: Drinkwater is convincd that he i s  Insufficientfy appnecl- 
ated by his superiors and that he i s  destrned for greater wrk.  He Is  
constantly alert to situations which will enable him to advance his 
own career. 

Refereeing Drinkwater The player characters will pmbablyrneet 
Drinkwater for the first time at or in prepamtion for auction. He may 
be assigned toapptaise heir cargo or inspect i t  for contraband. Any 
questions that elicit i n v o w ,  complicated answers will confuse him 
and make him suspicious, Prinkwater of course be l iev~ himself to 
be extremely Intelligent, and so will invariably think that he has 
"outwitted" the player characterr by finding some imagined evi- 
dence of wrongdoing. Failing ta do so (or if their explanation by 
higher authorities is believed), Drinkwater will remember them and 
reinvestigate them whenwer he happens ta encounter them again, 
imagining them to be master criminals still engaged in an elaborate 
scheme. 

If he does not slip into thk delusion, either because of the 
circumstances of the campaign or the desires of the referee, he will 
nevertheless be an officious, stuffy, annwng nuisance whenever 
encountered. 

Possessions. Orinkwater i s  n w w  armed, and usually carries only 
a very compact computer and short-range p k e t  communicatot. 

Quctatlons: 
"No, no, no. This will nwer do." 
"You think you'vegotten away with If don't you7 But you haven't 

fooled me, Sooneror later you'll make a mistake, and when you do, 
I'll 'be there waiting." 

Hit Capaclv 
Head: 18 
C h ~ t :  36 
Other: 24 

Wt: 80 kg 
Load: 36 kg 
Throw Range: 12 meters 
Unarmed Combat Damage: 1 

Contacts: 4 Cwwnment 
1 Acadmic  





Rowan! Da-Sung, Age 41 fn 1201 
Occupation: Busi n w o m a n ,  a d  Oriflammen junior techna~h 
Attrl butes 

STR: 5 INT: 7 
ACL: 3 EQU: 10 
CON: 3 CHR: 6 
SOC: 9 

Background: Born 30JIllll160 onoriflamme. Her undergraduate 
work at the Nernyer Refoundd University (NRU) was in economics, 
followed by law school. Upon graduation, she entered corporate 
setvice innead of practicing before the bar, however, and @an her 
slow but steady rise up the corporate ladder. She i s  now a major 
upper-middlemanagerofDaishowTnr~oneof~elargerOriflammen 
feudal holdings, and has recently acquired capital sharesof her own, 
Finally establishing her as a technarch. Dapite the possiblliry of 
establishing herown sepamteargani~ation, shedevotes the majority 
of her time to Daishaw's affa~rs, serving as a key liaison with many of 
the trust's operations outside of Coalition Space. 

Da-Sung i s  unmarried and has no sumiving immediate family. 
Career Path 
1 1 77-1 180 Undergraduate Uniwrsity 
11 81 -1 184 Law School 
1 185-1 188 Manager 
1 F 89-1 192 Manager 
3 193-1 196 Manager 
11 97-1 200 Manager 
Inklathre: 1 
Combat ,&sew Slug Weapon (Pistol) 116 
Other krets: ActJBlwff 4/10, AdminlLegal 411 4, Bargain 2/8, 

Bribery 319, Computer 011 0, Environment Suit 114, Ground Vehicte 
(Wheeled) 013, History 2/12, Interrogation 218, Language (Hiver 31 
9) Leadership 1 /7, Liaison 1 /7, Marketing 411 4, Observation 211 2, 
Persuasion 411 0, Research 311 0, Streetwise 4/F 1, Willpower 017 

Appearance: Da Sung i s  a swae-locking pwron, hard-featured 
and cold-eyed. She i s  of aveage height, slightly heavy from lack of 
exercise, and usual ty dresses in consewativel y tailored bus)nes suits 
in subdued colors. Her hair is  graying at the tmp la .  There are had 
lines around her eyes and mouth, and she looks older than her pan. 

Personality: Da-Sung is the epitome of what critics see as the 
worst aspects of the Oriflammen feudal technocracy. She i s  the 
product of a priiileged class and i s  driven by the need to amass 
perxrnal wealth at whatevercost toolhers. She has very little y a r d  
lor non-Oriflammen citizens of the Coalition and ps i t iw  contempt 
for those living in the Wilds, (Although she would nevw consider 
using a term as vulgar as "zipper to dexribe them, her attltude is 
the same as in the most bigoted Oriflammen grunt occupying 
Spencer.) 

Da-Sung is also no stranger to violence and, although h e  nevw 
allows her own hands to get dirty, has no hesitation in ordering a 
violent solution to an annoying or inconvenient problem. 

Motlvatlon 
Diamond 9: Da-Sung Is consumed with greed. The punult 

acqubition, and accumulation of material wealth are her principal 
pursuits and only real passions, and that i s  the defining characteristic 
of her pemnality. 

Club 4: Qa-Sung Js not intimidated by vblence, as she kmws that 
violence must often be used in the caurse of business. She neither 
likes nor dislikes it; she simply accepts it as a given. 

Refereeing Da-Sung: The player characters will, In all likelihood, 
encounterDa-Sung as a patron who hires them tocanyouta specific 
assignment, probably to a world in the Wilds. In these asrignmentr 
she will not haggleover pennies, and is likecety ta meet any reasonable 
price the characters demand. She b very rerultdriented, and if a job 
needs doing she will gladly pay the money necersafy to get it done 
right. She i s  also unlikely to deceiwor doubletmu the charaaws 
(again provided they aresuccasful), as having them available b do 
all the other odd jobs that come along will be more valuable than 
cheating them out of one mission's fee. 

Eventually, the chamctws are likely to break with Qa-Sung, either 
because they fail on amissionor (mon?Iikely)thqr komedirgusted 
with her increasingly rapacious xhernes. When that happens, 08- 
Sung is likely to become a major adversary 

Por~ssionr By player character standards, Da-Sung i s  wealthy 
beyond most dreams of avarice, 

QuotatIonl: 
Ylt'4 a pleasure to see you all again. I have a job for you, if you're 

inter&&, and thisone should be much Iesdangmuz than helast 
time.u 

"'I'm sorry it has to end like h i s .  You were very valuable ta me for 
a time." 

"I swear, this time you've in ter fed with my plam for the last 
time!" 

Htt Capacky 
Head: 6 
Chest: 24 
Other: 16 

Wt: 73 kg 
Load: 24 kg 
Throw Range: 20 meten 
Unarmed Combat Damage: 1 

Contacts: 3 Business 
2 Covmment 
1 Academic 





Khalld Kentaro, Physical Age 37 in f 201, 
Calendar Age 91 

Occupation: Remnant Advlsor 
Attributes 

STR: 6 INT: 9 
ALL: 9 EDW: I 3  
CON: I I CHR: 8 
SOC: 1 

Background: Khalid Kentam was born on Aaneru (243QIDlaspora) 
in 1 t 10, seven yeam Into the Rebeltion and 20 yean before Virus' 
unleashing destroyed the Impdurn more completely than any "Final 
War." Crowing up in Aaneru's sprawling spacepa& Khalid ran afoul of 
the law one too many times and signed on the far trader PerpetuwF 
~ollistoonl~ days before the police wiuld havecome for him. Perp-c as 
her c r m  called her, was old and decrepit, and when Vlrus struck, war 
one of the preclous few ships to escape its wrath. 

The crew of PerpC witnessed what must have seemed the end of 
ckillration. In orbit abwe Clenor (041 3/01d Expanses), they could do 
nothing but watch as a planetwide lifesuppon system opened iB valves 
to vacuum. 

A4 he 5aw that scene repllcatetl In countlerr other planets, Khalid 
ram to the realization that someone would have to remember what 
had happened for future generations. He began collecting all the hard 
data he cowld carry, He also began searching forthe drugs he knew he 
would need to rurv'ne long enough for hlr data 2 0  be useful again. 

A f w  years afier working aboard the Shining Bdghtly, he jumped 
shlpand signed aboard the corsair SanctuoryNqotion. The techniques 
he had to &ploy to acquire the anagathics d i d o t  bother Khalid. His 
mthlessness was rwarded when he tookoverthecaptalncyunop~sed 
by anyone on the crew, only to betray them later to the authorities to 
acquire a job with the Unity of Promise. 

Ostensibly gathering sensitive information from nearby worlds for 
that gwemment gave Khalid the freedom tcmove about in the pursuit 
of more anagathics and more d hir wer-expanding Ilbrary of any 
information that could be saved. 

Wwevw, the collapse of the Un'Q of Promlse undw the first wave 
of migrating varnplre f l e a  in 3 1 56 forcd Khalid to flee. For more t ham 
a decade, Khalld would Ilve on the run before bqlnning yet another 
career, this time ar a bounty hunter for the mercantile gmup on 
Cegaasha (1 021 IDiaspora) whlch latw became the Guild. 

Hunting fugitives across a dozen worlds aka gave Khalid the 
mbility he needed to search for more anagathics. A close call with a 
fugitive with a plasma rifle in 1 167 was suHicient warning toencourage 
him ro find sakr work aboard Dwcon Blws out of Cegaarha. 

By 1 1 M, however, he was finding himself increasingly a t  odds with 
the Culld leadenhlp and 5 0  left service as a merchant and became a 
freelance w i n g  journalist, selfing tape feeds from d a r p r t  to starpoh 
Eventually he became a key figure in the Free Trader NetworC and 
through it came into contact 4 t h  the Dawn League. 

Kentarosees the Dawn League and its successor, the RC, as aworthy 
recipient of his  expertise. The RC's goals precisely reflect the reasons he 
has been cdlecthg and preserving knowledge all his l ie ,  and he has 
willingly acccepted hls role as an advisor on relic technology for the 
Reformation Coalition. 

Career Path 
1127-1131 SpacchnndaboardtheFarTrndwPerpctualCat//sto 
11 32-1 135 Second Mate, Far Trader Perperm! Callisto 
I 1 36-1 1 39 Second Mate, Free Trader The Shining Brightly 
114@1143 Crewmmber,ConairSonctwryNqotion 
1 144-7 147 Captain, Conalr Sanduory Megution 
114Ell?SS Undercwer Agent for the Unity of Promlse 
11 5 6 1  F 67 Criminal, 'Unamliated 
1 168-1 1 75 Bounty Hunter 
11 76-1 183 Spacehand aboard Guild Trader Dwcwr Blwx 
11 84-1 195 Rwlng journalist 
11 96-1 199 joins Pawn League us Advisor 
12QQ+ Remnant Advisor for Reformation Coalition 

Inltlathn: 6 
Combat kwtx C m d e  L a h e r  1 I?, Adwy 1 P, t, MaW 

Arb 3/9, Plmwd Martial Art4 4110, Slug 411 0, E n q y  R We 5/14 
Other Assets: dct/Bluff 2/10, Administration 2/15, Bargain 4/ 

10,Communication~ 211 5, Computer 311 6, Envfmnment Suit 1 J12, 
Gambling 3/12, Crav BeA 1/10, Hwercraft 2/1 I ,  Intrwion 4/13, 
lnvestigatfon 5/f 4, Language (Ungulstia 2/1 F), Leadership 8/11, 
Liaison 811 2, Navigation 211 1, Observation 611 5, Penuadon 311 1, Pibt 
(InterfacefCmv) 211 1, RCV Operations 111 4, Rcrearch a1 1, Shtp's 
bgineering 2/15, Stealth 2/11, Strwhvlse 711 6, \ I C l l l v 4 / 1 3 ,  Z d  
Environment 2/13 

Appearance: KhRd is a swarthy man d a  blt lasr than twa mtm 
in height, appearing to bt In his l a b  thirtler, who weas hll black hat 
5hort.Asinglegold ring, an affectationleftoverfrom his dzlyrrra corrair, 
pierces his left earlobe, but Khalid wean no other jewelry and fawn 
simple, somber clothes. Even today, he atways keeps small notebook 
on hand, and is constantly @!Xing down not& in it. 

PerwnallEy: Perpetual msumptlon af anagathlc drugr hsr td ta 
certain aberrant tralts to arise In Khalidk perronallty. kpolltetcmcr, hr 
would be considered eccentric: those l e i s  polite t a u  him a m i l e  old 
curmudgeon. 

Motlvatlon: 
Spade Qwwr: The wedding prrpore In Khalld's We has been the 

thrust to both survlve and to pmerve the knowledge of the past for 
future generations that tmgedler I l k  the dwruaion of Clersorand the 
Unlty 6t Promise may be averted. 

Uuh 7: Khalid has a sharp temper and h not op& to taking 
whatever steps he vie% nezeurary to accomplish hir goals. 

Refenelng Khal Id Kentam: Khalld Kentara Isa lMng eneydepcdla 
of information about the Last Imperium. When accompanying player 
characten into the field, he has s better than wen chanseof 'being able 
to  recognize objects manufactured long More the player characters 
were born. His wide array of sklilr make him useful as a jack-of-all-trades 
r ha racter. 

Khalid's more than sllghtly%xdy pastab s o b  hlmanInteres€Ing 
charactw If he b attached to a group: Them arc still quite r few place 
whm he has a price on his head, and a Guild bounty 13 quite a difficult 
dlstinctlon toshakc. He Ir also detwmhed, atthb pint, tosurvive even 
longerthan he has already, and will do (and has done) a l m t  anything 
to acquire the anagathic dmgs he needs. 

Possesslans: Seventy yeam travelling as a trader and a fugltiw have 
taught Khalid the lack OF importance of matcria! pssesslons. 

Quotatlonr: 
That thing? It's a llght pen townrkwfthfluoresccnt paper. Hm, let 

me show you how It work." 
"I don't recqnbe that dmhlckey. Let m ch& my ma 
"I don't need your fancy drtutainmnts. AR I need is this deck of 

cads right here. Blackjack, anyone?' 
"Someofthethlngs I've done shockpu?Watch a b l l h  pcoplcdle 

from orbit. Survhe 90 yeaa of hell. Then maybe wlE talk about it" 

Hit Capactky 
Head: 22 
Chest: 51 
Other: 34 

Welght: 67 kg 
Load: 51 kg 
Throw Range: 24 Men 
Unamed Combat Damage: 1 

SontMtr: Only these contacts whlch nUI W a n  W 
7 Criminal 
2 Law E n f o ~ m m t  
2 Traden 
3 Cwernmnt 





Ilfek Kuligaan, Physkal Age 60 In 1201, 
Calendar Aqc 130 

Occupation: iemnant Obserwr and Advisor to Reformation Coalition 
Attributes: SXR: 5 INT: TO 5OC:B 

ACP; 6 'EDU: 10 
CON: 5 CHR: 12 

Backgmund: Bom 7MIJ 071 an Dlan (1 021 lllellrh), Kldigaan was ralsed 
from birth asa Virasin (a mmbw of the  Vlraun faith, which preached that 
the faithful must die a nm-violent death on the world of Dlan If they were 
to receive MI enlightenment in the afterlife). hffer graduating from Dlan 
University with a degree in hlstwy, Kuligaan entered divinity vhmP te 
becwnea Vitaran pFiest. Although he completed thosertudieswllh honors, 
he had a change d heart, and refured to become wdained. Instead, he 
returned to x h d  and received his doctorate in history. 

Dr. Rulignan Ih became Professu Kuligan, teaching history st Dlan 
Unidty, where hewas recruited by the n w l y  minted Archduke Dulinm's 
Mg l i ng  intelligenceagmcy. Follwing an undistinguished career asa fidd 
agent (Kuligaan, struggling with doubts about his Virasan faith, was one of 
few agentr willing to take off-world assignments), Kuligaan waselevated to 
the postoflntelligenceanal~t wlthln that m r n e d c e ,  now headquartered 
at Dlan Unlmi ty  as the uniwrsity's "Imperial History Department.'" 

The harp-minded Kuligaan was a successful intelligence officer, and rose 
rspldly in the IHD. He was serving as temporary IHDchaitman when Dulinw 
and his entourage (including the permanent IHD chairman) departed on 
their fateful visit to Capital. With Ihe chairman lost in the botched coup 
attempt, Kuligaan waspromoled tapermanmtholderof the "DulinorAstrln 
llethian Chair of Imperial Hidory at Dlan Univwritf: Oulinw's head spy. 

Athough Kutigaan waxunawareof theassadnation plansbefwe thefact, he 
ncrwworkedfaitbMlyh hirnewrde,Midng thatthefaflingbnpen'um required 
Dulinw'snewdireclimstobrwthelifekkintoit. Kuligaan had a h t a w s e a t  
fort he m i n g  carnage, a5 Dulinds plans cd lapd  and he began to take m e  
a d  m c m s d  from the Tlelish fragmmt of the lrnpwial Naml lntdigence 
appnra!m,and the growing militant wing of Virasa. He w a t h d  wthmwnting 
red* as Dulinds op~rationr became m m  send-, and his vidwla m e  
p e r , &  farghtajosing battfe tohng rndemtecwnsel totfie increasingly 
wspic~wr and paranoid atm-here of Dulinw's gmmmm t 
k thewargrwnd intoat5 wnlhyear, Kullgaan, sickenedbythecamage 

and by his own role in ic engineered a dramatic and public break with 
Dulinor, and escaped lo rimward rn-th his family. He travelled widely In the 
rim-trainng portians of the lrnpen'urn br the next seven yean, writing and 
speakrng againrt the war, the faction readers,ad the political syrtern that 
creatd the situation. Kuligaanwascaclght byViruswi%letrawlling rNithout bs 
famity,and b e d  ina hbertttabwrdthe4a~ipComporrColE. Comporr Caf 
was rec- md Kdqaan revived in 1500 by the Dam Leagw,and as many 
GI hirwrilingshad m;ved thecdlapse, he war an lnstantcekxky. k a high- 
Iwd a d w v x  and fiathand witness to the Fiml War, hisadvice a d  cwnsd haw 
bemrarghtbyaHlwdsoftheDamLeagwandRCgwwnmen~.He~~am- 
vow obsmw ard ftequent ywaker in t k  Cml i th  Aaembly. 

Kuligaan war married with t h r ~  grown children, howww, their fate In 
the Col lap= is unknown. Kuligaan actively pursues efforts to establish their 
fates, ortodixwerand revive them i f  they made i t  intolowbwths. Hlsfamlly 
members were (or are) his w ~ f e  Dara, son jann (married with two childrm), 
and daughters Selene (divorced) and Cdrolta (never married). 

Car- Path 
1089.1 092 'Undergraduate 'Unkrerdty 
1093-1 100 Graduate Univwa'ty 
1101-1104 Profesror 
1 105.1 108 Undwcwer Agent 
1109-1116 Bureaucrat 
1 1 1 7-1 123 Chairman of tmpen'al History Department 
1 t23-1 130 Roving Obrerwr and Critic 
1131.1200 Low Benh Hibwnation 
1201- Special RC Obrerwr and Advisor 
tnltlative: 2 
Cornbat Assets:  Slug Weapon (Pistol) 419 
Mherhwts: Act/Bluff I I1 3,Admin/tqal. 511 5, Bargain 1 IT 3, Bn'kryl/ 

1 3, Carwjng 'I 11 3, Computer 411 4, Diquire 1 J13, Envimnment Suit 116, 
Fwgery 117, H l ~ t ~ r y  F 0/20, Instruction 1 113, lnterr~gation 611 8, Invertlga- 
tlon 311 3, Language {Unguistlcs) 311 5, Leadership 113 3, Ualron 511 7, 
Observation 211 2, Persuasim 511 7, Pilot (IntwfacelCrav) 319, Psy3tology 
311 3, Recruiting 111 3, Resea~h 3/13, Streefwise 1 /11, Willpcrwer 313 3 

Appearance: Kuligaan Is slender, of medium height, with a weahered 

complexion. Hb hair and beard a n  gray, h d d n g  m white. Hc Is a 
vigwouspcnon, uslng emphatic handgertureswhenwarmd uptoatopk. 

Penonallty: llflek Kuligaan Is parrimate, gruff" bitter, and given to 
sarcasm. He has s gentle side, but exposes this portion of himM only in 
private, and likes to play the g m p y  old man in public. Plthargh hls 
d m n o r  is cunmdgewdy, he he- not pmfw to hate humanity. On tht 
contrary, h~ conslstmdy and idly dawmsbatm hb low fm hunanlty. h tr 
Mers  and gwemmentJ that he doer not taw. 

Mathratton: All of Kuligaan'smotiwtions arerooted in thccndbledthc 
Flnal War, thedefining G n t o f  hislife. Herernsins hamted byh lxrmpl i ty  
In the pmwutlon of Dulinw'swar and the deaths that resulted, but 1% a h  
secretk ashamed of him& for atternptiw to atone for hir <rim by 
opposing Oulinw. He mretly suspects that he should not be allowed to 
speakout against Dulinwand Iheexcccersesef thetast Imperlum, but should 
be tried for his crimes as xmreone who aided and aktted thoJe e x c e w s  

This experience give him a great deal of compassion fw and empathy 
with all people, the jurt and unjust. But while he has great respect for the 
difficulty in distlnguiming btween infinite gradations c ~ f  gray, he finnb 
Miw~inabmlutestandards of right aandwmng, forwhlchmryonrarght 
to be hdd responsible. This makes him abrasive. 

Club Queen: Kuligaanlsamllitant democrat-stubb#nlym toany 
government which does not derive i t s  legitimacyfrom Its people. He hates 
the Last lmperium and what It s t 4  for, and Is unalterably opposed to even 
the most innocent suggestion that humanity shwld rebund the I rnp lun.  
The Last lmpwium contained the seeds of its demiw, and was the cwnqrt 
muderer of trillions of inmxmt Ilws. Kuligaan i s  particularly wtrqd by 
Imperial mnant4 who still beliwe in the c a w  of their factions. Kuligaan 
has an almost irrational antipathy lor such people, hl iwlng that lhey 
figuratively harbor conugiws germs rernalnhq fmm the plague that 
annihilated a civilization, germs that he hoper he has expunged fxm 
himself. 

Hwrt Jmk: Ilitek Kulfgaan is an ununrally hllghtfd man, md pined hk 
wldom in perhaps the m o l  painful manner poswble: t h r q h  the lhock of 
horrifying sdf-recognition. His struggle with his faith h Wrala, a d  his 
realization of his complicity in Dulinw's slaqhtm of billions of ImpcrFal 
subjectshaveleft him witha deep'befid inthe irnpwtance of relf knowldgt 
and in helping others to ach iw  it. He carries a sen= of urgency a b t  
sharing hIs insight, as he cannot bear the thooght that a new civilization 
might be built containing the ume Rnwr that he saw dertroy the last one. 

RefereelngKullgaan:hencdunterwilh Kuligaanwdd bestbehandled 
as,a bnrsh with a viwd historical figure. Kuligaan should be opinionated, 
brilliant, puasjve, and lager-than-life. T ~ ~ P Q  might meet him &dm- 
tally,as panofm&cialmqni t ionfora jobwdl&e,useek infamation 
fran him. If the PC3 manage to keep his attention fa rn ream, lculigawl IS 
anercel!mt~mityfwffheMewetospeak torhepbyerr'exmthw'm," but 
within the framRNwk of mleplayq, Kuligaan wilt not function as a ptrm, 
except fw eflortr ta dixowr the fale or wheceabuts of hi5 lost family. 

P o d m l :  KulEgaan has bst Inter& in rnatwiaf  won^ He lwd~ r 
slmple, wen Spartan, life, and has na m g n s  that mean a w r q  him. 

Quotatlonr: 
'Evewne has to serve meoneor something. But yw h w l d  e m d n  

what it kthat -,on1 dally h s i x ,  because Ulingrworth -mg can 
change without warning. If yw'rc not careful, you Can find wt you're a 
partner In a crlme, but only mce it's too late." 

'Most d e n  will kill you given half a chance, and mt thlnk twke abwt  
it. But remernbpr, m2ers wwk fm J M ~ .  YOU ate the only ones who can give 
them poww and Iqitimacy. Make them earn it." 

'Maywe~seethel ikesaf thehst lmpwlumagaln. Betterthatwhd 
all  d l d  in the Collapse than to build a civlliratim that will only d y  
slaughter arr gwat-grwt-gwat-grahhildren." 

"People haw been saying lor tharsands of pn, 'Fint, we kill all tk 
Iwryen.' 5 4  when's anyone going to finally get up off thelr but& and cb 
methIng abwl it? Carpethe little ilhgitimil* 

'I'm 130yemdd, m-'d thlnk theymuldgkvemealbetrerparldngsFe." 

Hit Capaclty 
Head: 10 Welght: 75 kg 
Ched: 30 Load: 30 kg 
Orhet: 20 Throw Range: 20 metm 

Unarmed Combat Damage: 1 

Contacts: ds an hlstwically significant mnant ,  KuHgaan has v f i t ~ l f y  
unlfmited contactsin the RC. Hlr wrvivlng personal contact 1%: 1 jwmalEvn 





Gustav "Ratso" Ramirez, Age 33 In I201 
Occupation: Rebel 
Attributes 

STk P INT: 8 
ACL: 7 EDU: 4 
CON: 5 CHR: 4 
SOC: 1 

Background: €brn 221VF 168 on Oriflamme. Upon completing 
secondary ~ h o o l ,  Rarnirez k a m e  a common laborer in the con- 
struction trades, picking up a few skills in the process. In 11 89, 
however, he joined the Oriflammen Marine Corps and continued in 
tha t  capacib until the invasion of Spencer. Sickened by wha t he saw 
a5 the needless waste of Marine and Army lives to satisfy the greed 
of the Oriflammen technarchs, Ramirez returned to Oriflamme and 
dererted, starting a oneman terrorist campaign against thegovern- 
ment. 

Although thereareotherrebel rnwwnentson Oriflamme, Ramirez 
works alone, k a result of the tremendously violent nature of his 
attacks, he is both the most hunted man on Oriflamme and 
~rneth ing  of a cult hero among even loyal Oriflammen Marines 
(who take pride in the fact that anyone can be a rebel, but i t  takes 
a Marine to really scrmv a government up). 

Career Path 
I 3 85.1 1 8 8 Consmctian Worker 
11 89-1 192 Marine, Promotd Private First Class 
11 93-3 196 Marine, Promotd Lance Corporal 
1 197.1 200 Marine, then dmerted and became a Rebel 
Inltlatlve: 5 
Combat As- Armed MartEal Arts (Lcng Bladle) 1/10, Grenade 

Launcher 111 0, Slug Weapon (Rifle) 411 3, Unarmed Martial Arb 311 2 
Other Asretr Act/Bluff 317, Brfbery t/S, Climbing 318, Combat 

Engineer 2/7, Construction 115, Disguise 115, Environment Suit 1 / 
6, F o r g q  118, Crav Bdt  118, Gmund Tactics 1 J9, Ground Vehicle 
(Wheeled) 2/9, intrusion 1 /8, Idvestigation 119, Mechanic 3/12, 
Metallurgy 115, Stealth 411 1, S W i s e  4/12, Wllpower 119, Z d  
Environment 116 

Appearance: Ramirez is a large and powerfully built man in his 
early thirties. His face is narrow, his Rose long and thin, and his eyes 
narrow and close-set, giving him a furtive, unpleasant look (and 
earning him his nickname). He is usually in disguise, although this 
hardly ever consists of anythFng mote elaborate than clothing 
appropriate to the role and a pair of glasses {often with polarized 
reflective lens-). 

Penonallty. Rarnira Is an unlikely rebel (if thereis such a thing as 
a likely rebel). When first met he is friendly and talkative, and he is 
likely to remain that way (unless crossed). He baomes very ckrse to 
people heworb with, and it was thiscloseness that made it d i f i c~ l t  
for him to accept the losses suffered by the assault troops in the early 
weeks of the fighting on Spencer. 

But the other side of his personality is a shocking capacity for 
cruelty and violence, a capacity he displays repeatedly h his one 
man campaign against the government. 

MetIvatlon 
Club King: Oriflammen society does not produce quiet, gentle 

people a a general rule, and Ram is, if nothing else, a prduct of 
Orif lammen society. He has becornemoreand moreriolentthmugh- 
out his life, and a t  theaged 33 has reached a lwei where his brutality 
borders on insanity. 

Hwrt 9: R a m  likes peoplein general, and can become padcularly 
fond of acquaintances in a wry short time. Ratso i s  not stupid, and 
the seeming contradictions inherent in his personality-a basic 
affection for most people and a casual murdmusnes~re  not lost 
on him. He blames Oriflammen society, and its leaders in particular, 
for what he  see^ are signif~anr personality flaw in himself and XI 
directs his violence against them, partly for revenge but partly to 
keep other people from going through what he has. 

Refereeing Ratro: The pfayet charactemare unli kelyta encounter 
Ratso anywhere except on Oriflamme, and then won" me& him 
unless he chmses to. He i s  unlikely to want lo meet the player 
characters unless he believes that doing socanfurth w hisown ends, 
which areasingle-mlnded pursuitof theowrthrowof the technarchs. 

Bossesslons: A a t m  has a huge amnal of weapons, ammunition, 
and explosives he has stelen and purchased. He has numerous 
caches01 weapons, food, medicine, and currency, most of which he 
established before beginning the more violent of his attacks. If i t  
comes to implements of destruction, Ratso can put his hands on 
almost anything needed, 

Quotatlonr: 
"I'm sick of thb cnp. You stay here and talk if you want ta. I'm 

gonna go blow something up." 
"Once I opened up this security guard's stomach wlth a bout five 

rounds from an aub5hotgun. He just s t o d  thwe for a second 
hoking atthehole, like hecouldn't beliewit, a d  then stuckhis hand 
in, like to see if i t was real, you know? I laughed so hard I almost 
couldn't relaad." 

Hit Capacity 
Head: 10 
Chest: 42 
Other: 28 

Wt: 88 kg 
Load: 42 kg 
Throw Range: 36 meters 
Unarmed Cambat Damage: 2 

Contacts: 1 Criminal 
2 Military 
1 Specialist (Engineer) 
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Mizrak "Miser" Beyaz, Age 29 In 1201 
Occupation: Freelance scout- 
Attributes 

VR: 5 INT: 4 
ACL 9 EDW:5 
CON: 6 CHR: 1 t 
SOC: 8 

Background Som 166-1 1 72 on Trybec Beyaz was originally a 
singer with a cabaret on Trybec, one of a few chosen to entertain 
worken on Dawn Base, where he met the crew of the MS Amblin' 
Rose and signed on with them as sparehand. Thecontacts he made 
during his travels and his talent for disguise and impersonation I& 
him to becomean undercover agent for Trybecorp,Tryber'sownlng 
corporation, but last year he struck out on his own. He has worked 
for the Coalition from time to time, and for f rybecorp (the parting 
was friendly), and presently lives on Trybec on the rare occasions he 
s tay  in one place. Beyax i s  of Federalist leanings, but is not strongly 
political and will usually change the subject when the conversation 
comes around to politics. 

Both of B W s  parents aredead, and he has no brotherror sirten. 
Me i s  unmarried and unattached. 

Career Path 
1189-1192 5ingerwitharaba@ttraupeonTrybec 
11 93-1 196 Spacehand aboard Free Tradw MS Amblin' Rose 
1 197-1 200 Covert Agent for Trybecorp 
Inklathre: 2 
Combat Assets: Slug Weapon (Pistoo 511 0, Unarmed Martial 

Arts 2J7 
Other Asretr AaJBluff 411 5, tfimblng 2/8, Comrnunicatjons 1 / 

7, Computer 117, Dance 311 2, Disguise 2/13. Environment Suit 4/ 
10, Crav Belt 111 0, Cravitics 2/8, lntwsion 1 /I  0, Language (Anglic 
dialects) 111 2, Zeadership 2/13, Lairon 2/13, Observation 216, 
Pwruasion 111 2, Pibt IlnterfacelCrav) 311 2, Tong 1 /12, Stealth I / 
10, Survival 216, Swimming 218 

Appearance: When he hasn't altered his appearance, Reyaz i s  
almost unbelievably handsome, with the grace and poiseof a natural 
athtete. kt 1.8 meters and 64 kilograms, Eeyazisnot an exceptionally 
large man, but his presence is imrndiately felt in whatever room he 
enten (unless he chooses to be inconspicuous), partly because of his 
bola and partly because of his personality. A t  will, he can alter his 
voice, mannerisms, and expression so radically that he can seem a 
sompietelydifferent pmon to the casual observer (a talent he faund 
extremely usdul in his last occupation). 

Beyaz is always dressed perfectly to suit the situation; fatiguesover 
a M y  $[crew for field wrk,  casual clothes tor an informa! dinner, 
perfectly tailored formal mening dress for the diplomatic reception, 

Penonaltty: Beyaz's natural pemonality i s  cheerful and friendly, 
but he can take on almost any personality (a testimony to his acting 
ability). Eeyaz's acting talents extend to impersonations, and after a 
few drink hecan usually be persuaded roperform impromptu send- 
upsof the peoplearound the table. Noneof the "victims" ever seems 
to take offense. When he is being himself, howwer, his behavior is 
perfect, his manners impeccable, 

Motlvatlon 
Club Ace: Although he has had no formal military training, Beyzu 

is a natural leader, and people will folZow him anywhere. He inspires 
tremendous loyalty in his followers, and has an outstanding reputa- 
tion asa fighter. Hisactual combattalents are minimal, howwer, but 
no one seems to care much. 

Heart 4: Bgraz i s  amiable and outgoing, a man who makes friends 
easily among both sexes. A charming conversationalist, people can't 
help but like him immediately, but afterthe conversation i s  wer, no 
one can remembw a single thing he said. 

Refercelng Bey-: Beyaz will often be found acting as the leader 
d someone else's expedition, either having been hired specifically 
for the purpbse, or having taken over the reins by acclamation. His 
charisma and natural leadershipabiiitier mean that he has no trouble 
attracting fo!lowws, and thus he might be a patron's choice to lead 
an expedition the P G  have been h i d  to help out on. 

The mostsingularcharaawistk a b u t  Bqraz (olhwthan h i s g d  
looks and acting talent) is that he is incredibly lucky in a most 
annoy5ng fashyon. When, faced with a deadly situation or a hopeless 
dilemma, he naively depends on luck/fate/kismetlwhatevw to pull 
him through. And it always does. No matter what kind of situation 
he ends up in, he always seems to come out alive, and, more often 
than no$ better off than he was before. 

Beyafs luck will extend to others around him only to the extent 
of presewin'ng their liver. Referees should l w k  for ways in which 
Beyds g d  fortunecan causetroubk forthe PC$. For example, the 
bullet that g l a n c ~  off the coin in his p k e t  will probably ricochet 
into and destroy something bdonging the PCs (which they will not 
discover until after the adventure is over). The goal ir for the PCs to 
come to dspise Beyar, but for NPG to love him (they ahways seem 
to profit equally from his good fortune). 

Possessions: Beyaz's most prized possejsion is "Habted," hisgav 
bike, which seems to share his charmed life fit shows somesurface 
wear acquired in use, but i s  in perfect working order). Othemhe, he 
has few possessions or readycash-he doesn't seem to need them, 
as someone is alwayr willing to buy him dinner or lend him a few 
credib. 

Quot atlonx 
"Don't worry a b u t  I t ,  Bongo. Something will turn up ... it always 

d m . "  
"just bang on thedclea coupleof timer, that alwaysworksfor me." 
"Didn't I tell you that werything would work out? krry about 

your ship, but it couldn't be helped. I'm sure the government will 
give you a new one." 

HR Capacity 
Head: 1 2 
Chest: 33 
Other. 22 

Wt: 64 kg 
Load: 33 kg 
Throw Range: 20 meters 
Unarmed Combat Damage: 1 

Contartr: 1 Entertainment 
1 Trader 
1 lntelligmce Community 





jeeves Drummond, Age 29 In 1201 
Occwpatlon: Freelance mercenary 
Attributes 

STR: 7 1NT3 7 
ACL: 8 EDV: 6 
CON: 11 CHR: 5 
SOC: 3 

Background: Born 245-1 172 on Khirekhera (2834fDiaspora). 
Shartly before his 20th bfrthday, his village was attacked by Guild 
slaven and he was captured and sold lo one of the minor nobles on 
Vezina, where he became a member of the noble's Huscarls (all of 
whom were slam). Although he was reasonably well treated, he 
decided that slavery just wasn't for him and he deserted, becoming 
an itinerant mwcenary in the low-level border wars that sputters! 
almost continuously between the TEDs of Vezina. ARer the fall of 
Hastaan and the incorporation of Vezina into the Reformation 
Coalition as an administered territory, Drurnmond continued his 
occupation as a mercenary, but an a broadw playing field. 

Prurnmond's family was kil!ed in the same raid in which he was 
captured, and he  remains unmarried and unattached. 

Career Path 
1 1 89-1 192 Barbarian 
11 93-1 196 Army 
1 197-1 200 Mercenary 
Inklathre: 3 
Corn bat Assets: Armed MarttaE Arts (Small Blade) 311 0, Grenade 

Launcher 1/8, Slug Weapon (Rifle) 3/10, Thrown Weapon 1 J8, 
Unarmed Martial ArPs 118 

Other Assets: Bargain 2/7, Climbing 3/14, Combat Engineer Sf 
13, Computer 1 I?, Forward Observer 118, GuardlHunting Beast 1 / 
1 2, lnlrusion 1 /9, 'Language (Vllani 1 /6), Map 1 17, Navigation 219, 
Observation 118, Riding 211 3, Small Watercraft 31 14, Stealth 211 0, 
Streetwise 118, Survivai 2/9, Swimming 3/14, Tracking I J8 

Appearance: Physically, Dnrmrnond would have made an excel- 
lent covert agent if he had had any aptitude in that area. He i s  almost 
completely nondescript average height, weight, and build, black 
curly hair, medium complexion, and neither handsome nor ugly. He 
has a receding hairline and wears a drooping m wstache and goatee. 
Hir face usually has an almf,disinterestd, slightly bored expression, 
and he wears an unexceptional mix of military uniform parts and 
work clothes. 

Personality: Drummond is a cynic, and proud of the fact. He 
doesn't really believe in anyone or anyzhing, particutarfy govern- 
ments, and approaches life with a "look out for number one" 
attitude. I f  he makes a comment a h u t  things around him, it is 
usually a sa~as t i c  one, and he seldom has a good word to say about 
anyone or anything. 

Motlvatlon 
Uub 9: Drummond has Id a hard life, and it has left hFm a hard, 

violent man. Heisa metcenarybytradebecause there is littleel~ethat 
he is qualified for, by either skill or temperament. 

Hmrt 3: For all of his hard-edged cynicism, Drummond i s  not a 
loner. He likes the company of other pecrple, if for no other reason 
than to provide him with an audience. 

Refereeing Drummond: Drummond can be Inserted as an M K  
in almost any RCES mission which uses freelancws (and that's mest 
of them). Alternatively, it the players hire NPCs for a specific mission, 
Drummond can easily be one of those NPCs. While working for the 
p l a y  characters or for the Coalition, Drummond will probably be 
a reasonably royal and conscientious helper. He knows tha t  his future 
employment depends on successful performance of missions, and 
he is not by nature particularly deceitful. However, if it comes down 
to a question of his n s k o r  anyoneelse's, thereis little questionwhich 
way he will go. 

Possessfons: jewes owns an office+ 5 garget taken from the M y  
of a captain of the Hastaan Sacrd  Guard. Most people beliwe that 
this is a souvenir of DLS Ashtobulds raid that toppled the "Cd- 
Emperor," acquired by Drummond from one of the Marines on the 
mission. In fact, Drummod acquird it himself almost a year before 
Ashtobulds raid and whilehewas in theemploy of a nobleatwarwith 
Hastaan. Drummond killed the deer in question a d  t m k  the rank 
gorget asa souvenir, but theexplanation is too complicated (and far- 
fetched sounding) for most pwple, so Drummond keeps i t  to 
himself. 

Drurnmand's pwsonal weapons consist of a combat knife and a 
verywell-maintained relic Imperial 7mm ACR, which he hardly ww 
lets out of his sight He usually also carries one or more small and 
easily concealable pistol on his body. 

Quotatlonr: 
"What's my cut?" 
"Hey, I'm behind the Coalition all the way. I hope you gvys 

conquer arerything out hete. Rebuild merything. Whatwer." 
"Sure, bugging out could ruin my reputation. But getting killed 

could ruin my whole day." 

Hit Capacky 
Head: 22 
Chesc: 54 
Other: 36 

Wt: 76 kg 
Load: 44 kg 
Throw Range: 28 meters 
Unarmed Combat Damage: 1 

Contacts: 1 Trader 
1 Military 
1 Government 





Tatai MacLean, Age 37 in 1201 
Occupation: viris Intelligence Liaison for the Reformation 

Coalition 
Attributes 

STR: 4 INT: 11 
Act: 6 ED'U: 1 1 
CON: 4 CHR: 6 
SQC: 7 

Background: Tatal Maclean was born on 41 5-1 564 on the 
planet Exeter (27291Diaspora). From the day of her birth, she was 
rnatked to bea servant aboard tnfluencedgori,a Donoseviclass survey 
ship controlled by a God-strain Vjruz. 

She was turned over to Influence's priests on her sixth birthday 
and taken aboard, never to see Exeter again. 

She spent the next several years serving the Influence before 
being madef irst oneof its acolytes, then one of its priesh, a function 
sheserved for 1 Zyears before escaping on a rare planetfall. Shethen 
spent four yean as an officer aboard the far trader Rising Chrysanthe- 
mum, using her knowledge of the Wrus" habits tosafely navigate the 
vampire highway. Her expertise wentuallydrewtheattmtion of the 
Coalition, which recruited her as a consultant, an office she holds to 
this day. 

Xatai Fives on kubaine, but may be encounted anywhere the 
RCSA feels her help may be needed. 

Career Path: 
1 180-1 192 Technician a b a r d  Inhence Agon' (3 terns) 
1 193-1 1 97 Officw aboard Far Trader Rising Chrysunthemum 
1 198-1 201 ScientistlConsultant for the 

Reformatfon Coalition 
Inltlatlve: 3 
Combat hisets: None 
Other Assets: Environment Suit 216, Willpowr 011 1, Research 

1 /12 (3/14)', Psyrholagy 3/14 (5/16)', Ship's Engineerjng 1 112, 
Communications 211 3, Computer 411 5 (611 7)*, Electronics 311 4, 
Observation 511 6 (711 &I*, History 1 /12 13/14)', Robotics 311 4, 
Physics 211 3, Language (Linguistics) 1/7, Mechanic 216, Stealth 21 
8, Song 2/8 

Refwee's Note: TataF has sweral skills in her asset l ist with two 
different ratings. The first set i s  used when interacting with other 
people or performing normal tasks. When performing a task related 
to Virus, Tatai uses the higher, parentheticaf rating. 

Appearance: Tatai is a tall and gaunt woman in hw late thirties, 
with a sallow complexion Imm years aboard influence Agori. She is 
alxr completely bald, having been depilftated as punishment for 
displeasing her masterwhenshewasquitepung. Acomputer code, 
that particular virus' favored way of keeping track of its slaves, is 
indelibly Zatlooed on her right temple. These details, in addition to 
her deep-set gray eyes, gives Tatai a very distinctive appearance. 

Pwhaps to counteract her drab looks, Tatai likes to dress in 
brightly pattwned saris over a standard black body slwe. 

Personallry: Crowing up as a servanvpriest to a mad virus, wFth 
the knowledge that her life was in perpetual jmpardy, has left Tatai 
with a dour withdrawn outlook on life. While she will help people, 
she does so with a minimum of decorum or delicacy. 

Since she has spent most of her life in the company of machines, 
Tatai i s  uncomfortable around most people, but relates well to 
Hivers. 

When sheis not on aconsultation, Tatai triesveryhard tosocialize 
in an effort to regain the humanity that her years with the Virus 
robbed from her. 

Mothratlon: 
Hmrt 4: Tatai feels like hw years serving Influem have 

stripped hwof a portion of her essential humanity, and is nowtrying 
to tmapture that by 'interacting with the people around her. 
However, she i s  not adept at most social situations and h s e  not 
acquainted with her will often find her actions inappmpriate, which 
wili in turn greatly embarrass her. 

Dimond Ace: Beneath her awkward extwiwr, Tatai i s  an ex- 
trernelygiving person, withvirtually noconcern for herown material 
well-being. 

Refereeing Tatal MacLean: Tntai $ewes a vwy speck purpase 
when appearing in an adventure. Her years on Influence Agon haw 
given her an understanding of the psy-chology of the Virus that i s  
unparalleled in the Coalition. Her current function is a consultant: 
analyzing available data on a suspectd virus, then using her 
experience to extrapolate its probable behavbr. Hw calculations to 
thk end have saved the lives of several hot recovery teams, allowing 
the teams to stay one step ahead of Virus. 

Tatai, as a noncombatant, will be found in the field only in the 
most dire of circumstances. 

Posresslonr Tatai owns flnEe other than her collection of saris. 
She had to leave most of her belongings behind when she escaped 
Influence Ago4 and the life aboard a Trader beaver little room for 
many extras. 

The soie pieceof equipmentTatai has when encountered will be 
a TL-11 hand computer and a Data-Display Headpiece, which she 
uses to access an extensive reference library when working. 

QuotatSons 
"The virus can be understood, but tha t  understanding isdisturb 

ing." 
"It did what? Aah. Then th is  is what it will do next time ..." 
"No, I don't smile often. I see no reason to. Did someone say 

something funny?" 

HR Capachy 
Head: 8 
Chest: 24 
Other: 15 

WeFght: 5 8 kg 
Load: 24 kg 
Throw Range: 16 met- 
Unarmed Combat Damage: 1 
Contnds: 

1 Trader 
Captain Faruq " C o W  h l d s o n ,  Rising ~ m ~ m  

4 Government. including: 
Eckhart Nontlupheko, anti-Virus rebel in the gowm- 

ment on Lot (Promise Sector) 
Inllumce~dni, Vrrus-controlled D m w 4 m  surwy hip 





Enligi Khargulim, Age 45 in 1201 
Occupation: Mercantilt? Guild Senior Captaln 
Attributes 

STR: 5 INT: 10 
ACb4 EDU: 7 
CON: 7 CHR: 9 
SOC: 10 

Background: Born 50.1 156 on Cqaasha (1 027 lDIaspora), the 
bifihplace of h e  Mercantlle Gulld. 

Khargulim entered the Gqaashan buteaucratic senrlce at an early 
age and rose quickly through the system, showlng an Jmredible 
facility for rnanipulatjon and an almost total disregard for the welfare 
of others. Khargufim became involved In Vugashnll Ishimshugi's 
faction of the ~ ~ i l d ,  and was instrumental in planning and executing 
the 11 89 Cegaashancoupwhich created the CuiId in itscurrent form. 
For his mle in the coup (and, perhaps, to get him away from Guifd 
headquarters whlle lshimshugi consolidated his power), he was 
rewarded with a commlssfon as nrst Officer ahard oneof the Gulld's 
starships. He patiently built hi stahring skills whlle wakitlng for an 
opportunity to get a shlp of Hs own. Once he achiwed captaincy, he 
became bhimsh ugi's special agent, cwrdding key operations direcZllyf~r 
the Cuild chief. In recent years, he has b u n  conducting complex multl- 
ship operations, alx, in swpporl of Ishimshugi's personal projects. 

Career Path 
1 1 73.1 1 76 ksistant CornmFssioner 
1 17 7.1 1 80 152 hslstant Cornmissloner 
1 181 -1 1 84 Deputy Commisrioner 
1 185-1 1 88 Cammlssioner 
1 189.5 192 Trader (CoupRewarded wlfh 

1 s t  Officer's slot on Cutkl Ship) 
1193.1 196 f nder (Promoted Captain) 
1 197-1 200 Tmder (Promoted Senior Captaln) 
Inltlatlve: 2 
Combat Assets: Energy Weapon (Pistol) 1/5, Slug Weapon 

(Plstol) 415 
Other Assets: bdmin/lqal 311 0, Astrogatlon 118, Bargain 411 3, 

Bribery 211 1, Communications 118, Computer 219, Environment Sult 
1 18, Ground Vehicle (Wheeled) 115, Gunnery (Missiles) 1 18, Interro- 
gation 411 3, Intrusion 115, Language (Mlani) 2/F 1, Leadership 2/11, 
Marketing 219, Observation 211 2, Persuasion 411 3, Pilot (Interface/ 
Crav) 1/5, Psychology 2/12, Recrwitlng 3/12, Research 2/12, Streetwise 
211 2, Willpower 41 1 4 

Appearance: Khargulim, belrq of Wlani descent, 1s dark-eyed and 
haired, but has a pale, pasty comprexlon. He Is wry fine-featured and 
Immaculately groomed, a n d  has long, slender, manicured fingers 
which he steeples before his face when he Is thinking, or perhaps only 
when he wishes people to believe he is thinking. 

Personality: Success at bureaucratic infighting places a premlurn 
on cunnlng, subtlety, deception, misdirection, lnformatlon gather. 
ing, and patience, and Khargullm was a bureaucratic warrior p r  
excellence. His infinite patience allwvs him to shrug off " tempray 
defea~,  and gives him the advantage over those who need to force 
a more rapid solution to their problems. 

Khargulirn has verycultivatd manneK and taster, and Iscapable of 
betngquite a pkasant conversationalist. He reveals nothing of himseW 
ta anyone and tnrsts no one to do anything except that which Is In 
their own interest. 

Motlvatlon 
Spde Queen: Khargulim is ruthless, placing no value on anyone's 

wishes but his w n ,  except where fulfilling anotheh wishes serves his 
purpases. For example, Khargullm is currently content to serw as 
Ishirnshugi's lieutenant because this allom him to gain more expe- 
rience while it is lshirnshugi who must in the meantime lay the 
groundwork and make the enemies. Khargulim expects to be able to 
learn by Ishimshugi's mistakes, and then pluck control of the Gulld 
from his mentots grasp. 

Khargullrn thlnks nothlng of gettlng at hlsopponents by striklrg at 
those they love, or at Innocent bystanders. 

Spdejack: Kharguff m Is astoundingly arrogant although In a calm 
and patient rather than kmbastic, way. His life In the danger and  
lntrlgueoftheCuild has taug ht him thatit isonlypure, self-serving acts 
of wtll that enable one lo achleve vktory, and the success that he has 
met in this arena has cwnrlnced h'lm that hls is the strongest wlll, and 
that he IS dertFned to eventually control the Guild and thnxlgh It, all 
of space. Khargullrn Is actualty Incapable of conceiving that hecan be 
truly defeated. Any rwerser that he suffers are merely ternprafy 
setback, and those responsible are duly catalogud for fwture ven- 
geance. 

Referedng Khargullrn: The referee should use KharguIIm as a 
recurring nemesis who the PCs will get to know and detest. The key 
to thiz relationship is that the referee should be canefui to not allow 
Khargulkm to t~ killed, butonly defeated. In anyoperatlon, Khaqulirn 
should either be mastermtnding events from a safe distance behind 
the scenes, or haw a ready means of escape, wen t h g h  this will not 
be readily apparent to t h e  BCs. If, for example, the PCs destroy a ship 
or base occupied by Khargulim, that destructfon should be ambigu- 
ous enough so that the playerr will be aware t h a t  thelr opponent 
might sdll be out there, plottlng hfs revenge. 

Some referees will be uncomfortable with the stylized devlceof the 
nernesls that wlll not die, as I t  seems too Jmllar to comic h k  
conceits. Such referees should not use this character. Those that do, 
however, wlfl find tha t  they wlll be rewarded with a level of emotion 
from thelr players as they begin ta take R personally when they see 
Khargu lim appear again. The PCs may ultimately be able to engineer 
Khargulim's final defeat, 'but thiz should come a b u t  only after many 
memorable encounters and a long, determined effort to destroy him. 
As the protege and trusted lieutenant of Culld leader VugashnSl 

lshimshugi, Khargulim Is often giwn comma4 d Ishimshugi's 
personal priority operatlons, The PCs should soon realize that wher- 
ever t h q  see Khargullrn, something terrlbly important Is golng on. 

Posses~ians: Khargulim's pssessionsvary with thecircumstances. 
In fact assuming that the PCs are able to defeat him on one or more 
occasions, Khargullm will beobliged tobawl Ilght: escaplngwlthonly 
his life to rebuild his forces and try again. 

Khargutim will nlway3 have a ship (and perhaps more than one 
under his command if sephistlcated aperntlmsx, require) wlth a Line 
or Crack crew, usually includingveteran or Elitegrou nd m p s .  When 
encountered pe~onatly, Khargulim wears ballistic wewe armor and 
carries a Guild 9mm magnum revolver. 

Quotatlonr: 
"You are drawn to my Ilght like moths to a flame--with the same 

Inevitable result" 
"I see that our paths havecrossed agaln. How unfortunatefwyou." 
"You may think that you hawwon, butyw will nweragaln beable 

to look over your shoulder without wondering if I am there, waTtlng 
to punish you." 

"You lFve only In mFnutes, hourr, and days. I flw In years and 
decades, and time itself does my bidding." 

H It Capadty 
Head: 14 
Chest: 36 
Other: 24 

Weight: 84 kg 
Laad: 36 kg 
Throw Range: 20 meters 
Unarmed Cwnbat Damage: 1 

Contact% 2 Trader 
9 Government 





Sir Amaraan Abas, KDR, The Voice of Solee, 
Age 41 in 1201 

Occupation: Diplomat, roving envoy for the Soleean Empire 
Attributes 

STR: 8 INT: 8 
ACL: 6 EDU: 6 
CON: 4 CWR: 5 
SOC: 5 (Knight) 

Background: Born 21 7-1 1 60 on Solee (1 322JOld Expanser) to 
wealthy parents in the service of Packo Ramstattan, one of the 
world's TEDs. Attended cadet ~ h o o r  and was commissioned in the 
TED'S armed forces. Aher transferring to the Special OperntFons 
Forces, became involved defeating the attempted coup against, the 
young Cabriella Ramstattan (daughter and successor to Packo), and 
earned her attention (and a promotion to Captain) by his perfor- 
mance. He was reassigned as an undercover agent and played a key 
role in the extended cold war, and then brief hot campaigns, of 
Ramsmatan unifying theplanetudwhercontrol. Whenshecrownid 
herself Empress Solee, Abas was officially transferred to the foreign 
ministry, although he retained hbrank in what was bythen cal l4 the 
Soleean Imperial Securitat (SIS), and has continued to receive 
promotions in the SiS to the rank of full Cotonel while performing as 
a diplomat 

Abasis now thesenior roving diplomat in theserviceof the kleean 
Empire, and is usually sent lo areas the Emprms intends to annex in 
the near future. Hisskifls as an undercover agent make him especially 
suited to this work, as his responsibilities include, in addition to 
conventional diprornacy, the establishment of networks of covert 
agents and, on rare occasions, ac~ua l  assassination. So succesrfuI has 
he been that he was recently knighted, and allowed to append the 
initials KDR (Knight Defender of the Realm) to his name. 

Abas' parents are both still alive. He has na siblings and is 
unmarried. 

Career Path 
1 1 77-1 180 Military Academy, CommissionecE 2nd Lieutenant 
t I 81 -7 184 Army, Promoted 1 st Ueutenant 
1 185-1 188 Special Operations, Promoted Caprain 
1 189.1 192 Undercover Agent, Promoted Major 
1 193-1 196 Diplomat, Promoted L t  Colond 
1 197-1 200 Diplomat, Promoted Colonel 
Inklatlve: 4 
Combat Assets: Amed Martial Arts (Small Blade) 119, Energy 

Weapon (Pistot) 211 0, Grenade Launcher T/9, Slug Weapon (Pistol) 
4/13, Thrown Weapons 211 0, Unarmed Martial Arts 3/11 

Other Assets: AcUBluff 5/10, Adrninllegal ? / J ,  Bargain 2/7, 
Carousing 1 J6, Computer O/6,  Environment Sult 115, Forgery 2/8, 
Forward Observer 119, Crav Belt 114, Ground Tactics 2/10, Ground 
Vehicle (Wheeled) 016, Interrogation 2/7, Intrusion 117, Investiga- 
tion 311 1, Language (MlanF 2/7), Leadership 2/7, Navigation 1 J9, 
Observation 311 1, Persuasion 6/13, Psychology 119, Stealth 411 0, 
Streetwise 311 1, Willpower 3 /I  1 

Appearance: Abas is a large, ph~ical ly impressive man, with an 
air both or quiet dignity and great physical energy and power, but 
in reposeor held in check, ready to uncoil in an instant. He has a long 
face and thin features, particularly his prominwlt nose, and his deep- 
set eyes give his face a brooding, sinister look. He rarely shows 
emotion unless it suits his purpose. He usually dresses entirely in  
black. For more formal occasions, he dresses in a more elaborate 
silver-trimmed black diplomatic uniform, complete with flowing 
black cape with prominent stand-and-fall collar. 

Penonality Abas hasonly one loyalty his Empress. In her m i c e ,  
he would tell any lie, commit any crime. He w u l d  sacrifice a n p n e  
or anything for the god of his Empress except, of course, himself. 
In that respect, his devotion knows a limit. 

Mothation 
Spade King: Abas is more than simply an accomplished liar; he i s  

a master of deceit. All of hisdealings have many layers, and are never 
what they appear to be on the surface. 

Spade 9: Abas is consumed and driien by ambition. Knowing his 
limits, he has no designs on the throne of Solee, but sees himself 
eventually In the role ofthe Emprers'cFosest advisor and the second- 
most powerful figure in the empire. 

Refereeing Abas: The characten will only encounter Abas i f  their 
campaign takes them into the Shenk subsector of th e Old Expanses 
Sector. A bloody colfisFon between the Empire of Solee and the 
Reformation Coalition is only a matter of time, t h u g  h, and Shenk 
subsector is where the two rivals have begun the elahrate and 
deadly dance of diplomacy and espionage that will precede thewar. 
Abas is the most important player on the Soleean side in t h a t  
struggle, and the absence of a unified controlling figure on the 
Coalition side is a great handicap. 

Abas is unlikely to take the playerrhamctws seriously at first, but 
once he comes to know them (and particularly H they frustrate his 
plans), he will become a dangerous and relentlers enemy. 

Possessions: Abas is almost always armed, either with a small 
concealed body pistol or a larger Soleean military-issue 9mm sub- 
matic. When engaged in covert entry, he often carries several 
throwing knives as well as a silenced pistol. 

Quotations: 
"It is futile to resist the will of Solee," 
"Do you think that you can thwart Herlmpwial Highness? Do you 

think that you can wen inconvenience her? I deal with you &use 
you are beneath her notice. Nothing p u  can do will ever be 
important enough to even come to her attention." 

HR Capaclty 
Head: & 
Ch&: 36 
Other: 24 

Wt: 88 kg 
Load: 36 kg 
Throw Range: 32 meten 
Unarmed Combat Damage: 2 

Contacts: 4 Government 
4 MiAtary 
1 Intelligence Community 





Josephine "~o'Donskof, Age 29 in 1201 
Occupation: Mechanlc 
Attrlbut es 

STR: 7 INT: 4 
AGL 6 EDU: 6 
CON: 5 CHR: 6 
SOC: 4 

Background: JosepHne Donskol w a s  bwn on 321 -1 1 72 on Berens 
(1 7401Diaspara). Berem is an Earth-sited planet with adequatewater, 
a thin, taint4 atmosphere and an extremely small populatlon. Pre- 
Collapse populatlon levels were low due to the planet's classiffcation 
ar an Imperial Biohabitat Resene, and the permanent population was 
limited to about 1 00 people living in and around the ground facility 
of the starport. At any one tlme there might be several hundred 
researcherson the planet as well as a b u t  1000 personnet asdgned to 
the orbital starpon (which was a class A facility). 

The Collapse destroyed the orbltal starport facility and the current 
class C starport i s  actually the old ground facflities. The populatlon of 
Berens Is now only 48, but mmt of the decline ha5 beendue togradual 
migratlonoff-planet by means of free traders rather than due to a high 
death rate. 

The populatlon rat= food locally by gardening svfldent to meet 
itsownneeds and makes agood living by sewicing thefew rernajning 
stanhlps In the area, MKh Culld and FreeTrader. flhe Berensl cannot 
afford to be particular on that score, rqardles of what their feelings 
for the Guild may be.) As it i s  one of the few remaining mahtenance 
facilities not controlled by the Gutld or a local planetary wedord, it is 
a famrite port of call for FreeTradess, and thereare usually half adozen 
or more ships ground& at the starport. 

The local businesses are all family-owned, have been for decades, 
and haw remarkably wfdespread reputations, conslderlng their actual 
slze. For the k s t  dark beer in  Diaspora 4ector, go to Mujiba's Rod and 
Gun Club (known almost unh.ersally as Mujlba's Knife and Gun Club, 
but not to Mujiba's lace) and ask for the house label, which is usually 
the only beer Mujiba has In stock a w a y .  Forgreat food (and dishes 
yw'w neverwen heard of before), visit Hong's Far Splnwad GrlTI. But 
if you have a flutter In the jump drive, take it to lo's. 

The starshlp maintenance facility at Berens has been owned and 
operated by the Donskoi family for three generations now; originally 
it was Cleon's Garage, then Pablo's Carage, and now (since Pablo's 
death a year ago), lo's Garage. Jo is Pabloas daughter and, despite her 
youth, she Is one of the best mechanics in Diaspora Sector, having 
virtuafly grown up in the garage, Her mother died when she was an 
Infant and her onty brother slgned on Mth a Free Trader h e  years ago, 
leaving her to carry on the farnib business, whtch she Is derghted to do, 

Career Path 
1 189-1 3 92 Mechank 
1193-1196 Mechanlc 
1 197-1 200 Mechanic 
hltlatlw: 2 
Combat Assets: Armed Martial Arts (Pole Arm) 3110, Unarmed 

Martial Arts 219 
Other Assets: Admln/Legal218, Bargalnlng 218, Cornmunicatlons 

1/7, Computer 2/8, Electronks 319, Environment Sulr 2/7, Ground 
Vehlcle (Wheeled) 218, Hovercraft 117, lntruslon 1/7, Language 
(\F~lan~ 117, Droyne 117, Vegan 7/71, Leadenhip 117, Machinist 2/8, 
Marketing 117, Mechanlc 611 3, Pllot (InterfacelCrav) 218, Ship's 
Engineering 218, Starshlp Architecture 117, Streetwlse 1 /5 ,  Willpower 
216, ZemC Environment 116 

Appearance: So is solidly hilt and very strong for her slre. Uke her 
father, she has rusty-d hair and a splash of freckles across her face. 
Her (normally grease-streaked)face usually wlll have anopen, Mendly 
express'm, but she Is cautlow and resenred around strangers. Her 
normal attire is a dirty jurnpsujt wlth her halr pushed up under a red 
ballcap wwn sideways on her head. Formal attire consists of a clean 
jumpsuit and no ballcap. 

Personality: lo I s  a person who has found her nkh-e In life. She Ilk 
people and loves rtanhips, and so she is happy in herwork and has a 
cheerful outlookon Ilfe,Althowgh shedoesn't thlnkrnuchoftheGulld, 
she knows a number of Culld star crews who she thinks are p r e y  
decent people stuck In a bad situation. She knows almost nothing 
about the Coalition except what the Gulld and Free Traden tell her, 
but she Is not one to make up her mlnd basedon second-hand nrrnon. 
She will be cautlous when deallng with Coalltion personel, but is 
basically an open-mlnded person with a hlgh opinlon of the human 
mce In general. 

MotlvatIon 
Spade 5: Jo I s  anxkus to expand the starport maintenance fac l l l ~ ,  

and to that end now has four mechanrcs working for her. (Her father 
had only two.) She has had 'business cards printed up and giver them 
outin quantity toanycnewhoseshFpsheworkson, encouraging them 
tospread them around toothershipcaptains and a t  other ports of call. 
Her secret ambition is to someday reopen the now-derelicf orbital 
facility and restart the shipyards there; she k m  that you can onty 
repair ships solong, and sheis anxlous LO be part of thelractual deslgn 
and construction. 

Hwrt 3: 10 is a cheerful, Mendly person, with an optlmlstlc outlook 
on life and an lncllnation to ththlnk the k s t  of w p l e  until they farce 
her to revise her opinion downward. 

Retereelng jo: Player characters are likely to hear about lo long 
M o r e  they meet her, probably from Free Trader contacts or at a 
starport bar or maintenance facility.rheywll on?y meet her if they ga 
to Berens and have work done on their wssel. Because Berens is far 
from the Coalltion and falrly clme to prime tut.rd territory, Jo and the 
rest d the business owners are under increasing pressure to sell out to 
the Guild and become employees. Only the tremendous gmdw~ll 
enloyed by 10 and the other business owners with Culld captains and 
crews prevents the Guild leadership from maklng a direct move 
against them. Indirect pressure and acts of vlolence andlor lntlmida. 
tion are posslbfe, however, and this could form the basis of an 
adventure wrth lo and the player characters when they final) reach 
Rerenr. 

Possealons: jodeals almost entIre!yon acash or barter(forneeded 
parts) basis, and business i s  g o d  enough for her to pay her bit ls and 
keep the business solvent She newr has a lot of extm cash, hwever, 
as she beliews In reinvesting the profits into the buslness to make It 
grow (which is why herwork force Is larger than before).Whlleshe has 
excellent tools and an lmpresslw parts Inventory, she has vlrtualfy no 
penonal possessions, and she lives in a cluttered three-room apart- 
ment adjacent to the garage3 machine shop. 

Quotattons: 
"No, Pablo aln't here no more. He's dead, okay? That's why Ifs 

cajld Jo's Garage now, not Pablo's Garage." 
"What do 1 Emk llke, a friggin' banker? No credit!" 
'Hey, where'd p u  get tbrbeauty? I haven't seen onellke hersince 

I was a kid. She still got her origlnal ~lectronks sulte? Coolr 
"Sure I can rewlre it. What do you thTnk, I'm just some bimbo, or 

what?" 
"You threatening me? How a b u t  I]ustwrap thls torsion bar around 

ywr  head?" 

Hlt Capadty 
Head: 10 
Chest: 36 
Other: 24 

Wt: 69 kg 
Load: 36 kg 
throw Range: 28 meters 
Unarmed Combat Damage: 1 

Contacts: 4 Spec!alists (mechanks, elearkians, etc.) 





M. Genghls, Age 41 In 1201 
Occupat Ion: Hiver envoy 
Descrlptlon 
Because Hiver society and physiology aresodiiwent from human 

equivalents, chanrctw generation (including some attributes) is 
different as well, and so this Hivw NPC diiers from the other NPCs 
in this book in that i t  i s  present4 as n more detail4 version of a 
template NPC, ratherthanafully r e a b e d  player character. For details 
on Hiver character generation, consult COWS Arlenr of the Rlm 
sourcebook. 

Background Cenghii was born m e t f m e  during 11 60 plvw 
actual birth dates are not recorded) on Guaran. Aftwcompteting irs 
education, Cenghts bxarne invoked in ambassadorial work to 
several worlds in the Hive Fderarjon (a very high-priority misslon 
folrowing reestablishment of interstellar travel), and then became 
interested in the missions sent to the Old Expanses. Cenghis became 
invoked in the topical clubs engaged in the ealrly discussions 
concerning the alarming situation in the human Wilds. 

Cenghis was in the early delegations to the wrtds which later 
became the Dawn League and then the Reformation Coalition, and 
sometime in th i s  period i t  was award4 the honorific title of 
Manipulator (indicated by the addition of the letter M before the 
name), presumably tor work with the emerging coalition of human 
worlds. The imprtance of its manipulation can be judged from tw 
items of evidence. First, M. Genghis is treated with considerable 
respect and deference by most of the Hiver merchants, faculty, and 
technical representatjves, derpite its comparitively young age. Sec- 
ond, neither the Hivets in general nor M. Cenghis in particu tar have 
been willing to di~Tose the details of its manipulation to humans. 

Cenghi~ is now a rwlng mvoy throughout Coalition Space and 
the areas immediately surrounding it, and it often cooperates with 
human strategic planning groups. 

Inklathre: Novice NPC 
Combat Assets Energy Pistot 
Other hsets: Computer 10, bnguage (Anglic 10, lthklur 12), 

Psychology 16, Bargaining 12 
Appearance: To nno-Hivers, most H k r s  look pretty much the 

same. Player characters who haw spent a great deal of time around 
Hivers will be able to recognize M. Cmghis by the subtle shadings 
of its hideand thecharxteris2icwaythat it holds its head, partjcularly 
when intrigued by something that it is examining. 

Personality: Cenghis i s  a powerful and inffrrential Hivw, positions 
which it uses Zo better carry on ib studies and work in the Old 
Expanses and Diaspora sectors. Cenghis enjoyr the company of 
humans and actively seeks It out all the time studying their person- 
alities ar i t  socializes with them. It b much given to minor "manipu- 
lations," wherein it wil I conductsecret mental experimenb concern- 
ing what stimulus is required to result in a specific human behavior 
(aside from openly asking, which would prove nothing). 

MothratIan 
Spade lock: M. Cenghls (as befits a recognized Manipulator) i s  

extremely curious, and is liable to bedistracted from the task at hand 
by any intemting or unusual phenomena which comes along. 

Heart 9: Genghis likes humans very much, and has dedicated 
many years of its life to helping make the Old Expanses experiment 
beat fruit From its yeanof cantactwith humans, it has learned much 
about their psychology and personalities, and has wen acquired 
some rudimentary human behavior patterns. As a result, Zenghis i s  
much more accessibleand undwstandablmore "human"-than 
most Hivers, 

Refereeing M. Cenghls: Genghis will be encountwed almost 
exclusively in anofficial capaciv. I twill either have planned a rniaion, 
in which case it will participate in the briefing and perhaps accorn- 
pany the minion team to provideoversight, or it will be on a mission 
of its own completely unrelated to that of the player characters, and 
the enc~unter will be completely by chance. The playess may wen 
be assigned as additional bodyguards for the Hiver, which would 
give them a chance to meet the lthklur Marines normally assigned 
as its guards. 

Possesslonr Hivers have very few personal posserBons, but 
generally have accers to considerable equipment to accomplish 
whatever mission they have undertaken. M. tenghis will always 
have a translator box, and i t  usually carries a Hiver automatic pistol 
in a holsteron itsutility harness.The two or three lthkl ur Marinawho 
are its nearly constant companion are Its real weapons of defense. 

Quotations: Hivm are natural1 y mute, but their translators enable 
them to make a fair approximation of human mcal speech. The 
words are usually lacking the rich emotional subtleties of the spoken 
word, however, and have a machine-like character to them which is 
not the product of the translating equipment, but rather thespeakw 
itself. 

"Manipulation has such a frightening connotation to you. You 
associate it with power, But for us, it i s  only curiosity. We do not 
manipulate to control, we manipulate to understand. Think of us 
simply as empiricists; to learn, we conduct controlled experiments, 
based on a clear ap"ori hypothesis as to the results of theexperimen* 
tal manipulation. If the hypothesis ir confirmed, we have learned 
something valuable about khavior, that's aB. What i s  so sinister 
about that?" 

"We helped the Ithklur to find thdr place In the universe. We are 
having a harder time identifying exactly what your pface might be. 
Do you have any idea how interesting you are?" 

Hits: 
As stack NPC (20 + 20) 

Wt: 90 kg 
Load: 40 kg 
Throw Range: 24 meters 
Unarmed Combat Damage: 1 

Contacts: 5 Hlver (Government and dcademlc) 
3 Human Cwmment  





Assa Sanok"t8kla (or Sanok*kla), Age 29 In 1201 
Occupation: Ithklur Marine 
btt rl butes 

STR: 12 IM 9 
ACL: 8 EDU: 2 
CON: 9 CHR: 5 
SOC: 4 

Background: Assa Sanok't'kla was born on 002-1 172 on 
Eethk't'kl'aa, the lthklurhomewotld in the Hive Federntbn (known to 
the Hivers as Tryylin). At an early age he showed both great physical 
accompfishments and a keen intellect and after induction into the 
Marineswasmnselected for henorguarrll dutywith detegationslnto 
the Wilds. He has b~ in combat over a dozen times and has always 
performed well, even by the exacting standards of the Ithklur, m 
much so that his, prowns is be~oming something of a legend among 
the lth klur Marines. He is being spoken of openly by other Marines as 
a '"lissful Wamior," a state of physical and spiritual harmony and 
development often aspired to by lthklur but seldom attained. 

Career Path 
11 89-1 192 Marine 
1 193-1 196 Marine 
1 1 97-1 200 Marine 
Inkiatke: 5 
Combat Assets Armed Martial Arts (Long Blade) 1 I1 3, Autogun 

113 3, Energy Artillery 1 /9, Energy Weapon (Rifle) 111 3, Forward 
Observer 1 J10, Grenade Launcher 1 /I 3, Heay  Artillery 1 /13, Slug 
Weapon (Rifle) 311 5, Tac Missile 211 0, Thrown Weapon 311 1, 
Unarrnd Martial Arts 511 7 

Other Assets: krobaticr 1/10, Carousing 116, Computer 012, 
Environment Suit 1 /9, Cmv Belt 119, Ground Vehicle (Wheeled) 1 I 
9, tanguagm (Hfver 419, Anglic 1/61, Mechanic 111 3, Navigation 1 I 
10, Painting 2/11, Stealth 119, Survival 1 /I  0, Swimming 211 1, 
Willpower 1/10 

Appearance: Sanok't'kla is large even by lthklur standards, stand. 
ing rl~ghtly taller than two meters. His face is broad and dominated 
by alert, intelligent qw, and pfayer characters familiar with lthklur 
facial expressions will recognize his as usuallEy friendly a n d  chewful. 
Most lthklur are full of nervous enwgy, and fidget almost constantly 
when standing still, but Sanok'rkla is extremely calm by comparison, 
with only an occasional twitch of his tail betraying any restlessness. 
When on duty, he wears a simpre and largely unadorned Marine 
body suit and load-bearing ham=, but offduty he wears the 
bightly colored and heavily fringed clother lthklur are known for. 

Personality Sanok't'kla is thoughtfuk and philosophical by lthklur 
standards, as befits someone aspiring to the Blissful Warrior state. 
Although he shows the usual lthklur lack of almost any technical 
education, player characters wha spend time with him will eventu- 
ally discover tha t  he is cntrernely intelligent and will often make 
startlingly insightful observations about human nature and the 
workings of the physical universe. All of these, of course, will be 
filtered through t f iepe~ept~a! f ram~orkof  a being whose psychol- 
ogy can best be described as a cheerful killer. 

Motlvatlon 
Heart King: Sanok't'kla did not originally set out to be viewed as a 

BlissFuZWarrior, but sinceit seems that that statusis k i n g  thrust upan 
him, he takes its responsibilities very seriously. He holds himself to an 
extremely strict standard of honer and ethical behavior, always 
mindful that many punger lthklur will look to him as a role model. 
At t h ~  same time, he is  continually thinking a b u t  his role and the 
way lthklur fit into sentient mciety, *ng to understand that 
relationship Instead of simply taking it for grantd, 

Club 3: Sanok't'kla i s  not murderous (by lthklur standards), but he 
leads a violent life, and the issue of violence is one with which his 
mind i s  often occupied, He spends much time thinking about and 
trying to understand vlolent behavior in htmself and others (but 
without believing tharthwe is anything wrong with viofenceperse). 

Refereeing SanoKt'kla: Sanok't'kh will hardly ever be encoun- 
tered except in the company of a Hiver, either as part of a guard of 
honor or as a pemonal bodyguard for a fairly important Hivw 
technical representativeor strategk planner. Me could, for example, 
be encountered as the bodyguard for M. Cengis (pages 90-91). It i s  
also possible that a mission of particular importance to the Hiven 
might lead them to lend onone or more lthklur Marines to an RCES 
raiding force, particularly if the lthklur in question have previous 
experience on the target world. This i s  another possible way for 
player characters ta encounter Sanok't'kla. 

Porsesslons: Sanok't'kla leads a simple, ascetic lifestyle, and has 
few belongings b w n d  his clothing and weapons. He is an accom- 
plished amateur painter, and his gauss rifle and pistol are beautifully 
decorated. His hobby i s  the painting of carved ornamental daggers, 
although he never sells the end result, Instead always giving it away 
to a comrade. As Sanok't'kla's fame spreads, ownenhip of a dagger 
gift horn him i s  becoming an increasingly recognird item of status. 
I f  Sanok't'kla gives a dagger to a player character as a sign of 
friendship or gratitude, displaying the dagger to other lthkfur later 
will almostcertainly gaina measureof respect frmZhem.(Samk't'kla'r 
style is sufficiently distinctive that it can be recognhd by those 
familiar with it) 

Quotations: 
'The H ivers understand us. They take us w e y h w e  we need to 

go and attend to all the bring details." 
'You humans are so selfdestnrctivel Violence emdes your spirit, 

because to kill you make youndf hate, and like acid the hatred eats 
away at you. Love your enemies as you kill them. Be free." 

Hlt Capachy 
Head: 7 8 
Chest 63 
Other: 42 

w i r i  kg 
Load: 63 kg 
Throw Range: 48 meters 
Unarmed Com'bat Damage: 6 

Contacts: 3 Military 

A Note on rthklur Pronundatlon: The "*" sound in lthklur i s  
invariably described as a click, but it i s  different than the common 
click found in human languager (a typical example being ancient 
Terran Bushman), which i s  usually a full sound made well back in the 
throat,TheIthklurclick,whichcannot beexadlyduplcatedwith the 
human mouth, isclosertoa click rnadein the front of themouth with 
the tongue and mouth rmf. I t  i s  sometimes translitwatd as "'t'" 
with the first apastmphe representing a glottal stop and the second 
representing a transition of the tongue from the front d the mf of 
the mouth back toward the throatThe "glottal stoptem m i o n  i s  
widely viewed as an acceptable alternative pronunciation. 



One of the most popular science-fiction 
miniatures games of all time is back, and it's better 

Striker If is the game of mobile ground combat in the b r  futm. Although it is  
set in CDW's Traveller universe, the game system is suitable for any science- 

individual vehicles and soldiers (sometimes grouped into four- 
ms). Player characters and key NPCs are easily inserted d i d y  into 

Striker ll comes complete with unit wganlration charts to enable you to 
assemble Imperial, Zhodani, Regency, Coalition, and other armies from the 

Traveller universe. 
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