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Introduction

The Guilded Lilly is the first of three adventures
comprising the Vampire Redux Epic™ campaign.
Each of these adventure is playable separately, al-
though they are best played as three serial episodes of
one larger campaign.

This adventure is set in and near the Reformation
Coalition and can be easily integrated into an on-going
campaign. If your players are starting out adventuring for
the first time, very little background beyond that con-
tained in the basic rules is necessary. Referees running
campaigns in a pocket empire or the Regency will have
to modify some of the details of this adventure for it to fit
into their campaigns. These modifications will be fairly
minor for a pocket empire campaign, but fairly substan-
tial for a Regency campaign, for obvious reasons.

No GDW products beyond this book (and the basic
game rules) are necessary to run the adventure. The
adventures contained in Vampire Fleets serve as a
prequil to this epic, and familiarity with the events of
those adventures will be useful, but not absolutely
necessary. Referee familiarity with the workings of
Virus as detailed in Vampire Fleets is even more useful,
but again not necessary.

Star Vikings: Personalities of the Reformation
Coalition is useful for its more detailed profile of Jo
Donskoi, but is not essential.

The adventure proper begins when the player char-
acters are contacted by an official of RCES and asked if
they are willing to undertake an important mission.
Thisinitial contact, and the subsequent briefing, is best
placed on Aubaine, the capital of the Coalition, but can
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as easily be set at Dawn Base on Trybec. They will be
contacted by “Papa” Papagopolis or another repre-
sentative of RCES’s Long Range Operations Group,
which has recently adopted the acronym LoROG as a
formal title. (For the first year or more of its existence,
it was simply called “The Planning Group.” The Coa-
lition is pretty informal about things like that.)
Before beginning the briefing, assemble a briefing
folder for the team by photocopying pages 6 through
11 of this book. Permission is specifically granted for
you to do so. These pages are laid out in such a way as
to look like the actual pages of a briefing folder. Several
of these are two-page documents and should be
stapled together. Page’6 is the actual mission order
issues by the RCES to the team. Page 7 isan intelligence
reporton theplanet Berens. Pages 8 and 9 are standard
RCES astrographic information on Madoc subsector.
Pages 10and 11 are technical details of the Victrix-class
starship, including a floorplan. {

SPECIAL ADDITIONS

If the referee owns Vampire Fleets, and especially if
the PCs have lived through the adventures contained
therein, the referee should consider making a sentient
ship’s computer available for the mission, an experi-
mental installation on the Victrix-class ship. Some form
of the Snake anti-Virus weapon may be issued as well,
although this mission is not specifically directed at a
known or suspected Virus threat. If a sentient com-
puter is installed, the referee should draw a playing
card to establish its basic personality.



BRIEFING

Upon arrival at Papa’s Trantown office, the team
meets the LOROG team members, which they have
almost certainly dealt with before. See the Coalition
adventure in the basic game rules for details on the
group. The atmosphereisinformal, and several staffers
come and go with files or messages while the briefing
takes place. Papa conducts the briefing himself.

“I'll skip the introduc-
tions since | think most
of us know each other
by now. As you know,
this planning group is
tasked withintelligence
gathering and long-
range, low-profile, low-
intensity operations in
areas outside the pri-
%, maryAO. Military types
¥ would call what we do
“battlefield prepara-
tion,” but “battlefield
preemption” might be
a better term. If we do
our job right, nobody gets hurt, now or later.

“We've been getting reports from Free Traders con-
cerning a world over in the Madoc subsector called
Berens. You've got a handout on it in your briefing
folders. A statistician would say that Berens is uninhab-
ited—we peg the population at about 40—but it’s
potentially a key world in that subsector, by virtue of
their starship maintenance facility. We’d class it a Type
C facility, which is pretty remarkable to have survived
at all out there.

“The Mercantile Guild wants Berens and its mainte-
nance facilities, but they seem unwilling to make an
outright grab. The locals on Berens are extremely
popular. An open attack would alienate a lot of Guild
captains as well as almost every Free Trader in the
sector. So they’re pressuring the locals, but in a pretty
low key way, as near as we can tell.

“Berens is so far beyond the AO, and on the other
side of the Vampire Highway, that there’s no way we
can commit to any kind of meaningful security ar-
rangement with them for at least a year. What we
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would like is to establish regular, friendly relations.
We've got a lot of friends among the Free Traders, and
it would be good to have a listening post over there to
keep tabs on the Guild. A permanent consular office
there would let them get to know us on a personal
level, and if the Guild turns up the heat, they’d at least
know that we are here as an alternative. If we had half
a dozen marine guards there, it would also make the
Guild think twice about causing trouble, although
given how few permanent inhabitants there are, one
or two marines might be less burden on the local food
supply.

“We don’t want to rush into this, though. Sending a
full-blown ambassador and a squad of jar-heads in
battle dress might make everyone a little nervous.
Instead, we want you folks to go in a Victrix-class
starship as sort of an advanced party. A commercial
ship would blend in better, but a Victrix will get you
there a lot quicker.

“Once you're there, see about buying land for an
office and residency, or maybe even a deserted build-
ing if there’s one suitable. Explain to whoever’s in
charge what we want and why. Don’t be cagey with
these folks—tell them the truth. If you need to, tell
them everything I've told you, understand? Answer
any questions they have. We’ve got nothing to hide.

“You'll need money to lease or buy property, and
we're not sure what’s going to be in demand there.
We'll load your ship’s hold up with a good mix of stuff:
starship electronics, advanced small arms, holographic
art, anti-Virus canaries, that sort of thing. If we cover
enough bases, you shouldn’t have a problem with
money. Just remember who it belongs to.

“You people are our first formal good-will ambassa-
dors to this place. They've probably heard of the
Coalition already. Some of what they heard will be
from friends of ours, but they’ll have heard a lot of lies
from the Guild, too. Don’t try answering every lie the
first 20 minutes you‘re on the ground, and don’t get
sucked into arguments.

“What's going to convince these people that we're
on thelevel isn’t arguments and explanations; it’s how
you behave, how you treat them, over time. That's
what’ll make the difference. Understand? Don't talk
the Coalition—be it.”



OPLAN Open Hand

General Situation: The planet Berens and its starship maintenance facilities have been
identified as a key asset for expansion throughout Diaspora sector. Berens has a tiny population,
but its people are popular with Free Traders and Guild crews throughout the sector. The
Mercantile Guild is placing pressure on the planet’s population to become a Guild-affiliated or
Guild-exclusive facility. Local sentiment seems to run strongly in favor of continued indepen-
dence.

Opposition: Principal opposition to Coalition activity on Berens will be from the Mercantile
Guild. Due to the high degree of popularity enjoyed by the local population with starship crews
throughout the sector, overt force is probably not an option which the Guild is willing to
employ. All forms of resistance and opposition short of this should be anticipated, however.

Support: Free Traders using the facility are almost universally opposed to any arrangement
with the Guild which would restrict their access to the facility. Many Free Traders have
developed close ties with the Coalition and often are supportive of its efforts, although attitudes
vary from crew to crew. Prudence dictates that Free Traders be considered sympathetic
neutrals.

Mission: The team will travel to Berens and open informal relations between the Coalition
and the local population. The official purpose of the mission is to inquire as to the purchase or
lease of a small consulate on the planet. The unofficial and more important purpose is to gather
intelligence concerning Guild activities on the planet and create a favorable impression toward
the Coalition in the minds of the local population.

Execution: The team will travel to Berens carried by the Victrix-class'sloop Riggins Victrix (tail
number 10044). The mission will launch from Dawn Base on Trybec and jump to Lebherz (3236
Diaspora), Dijon (2638 Diaspora), either Boley (2539 Diaspora) or Ekhapen (2636 Diaspora),
Saratov (2238 Diaspora), then either Seben or Tygger, and finally to Berens.

Advisories: Gas giant refuelling is available at every point along the flight path. Although
maintenance facilities are available on Lebherz, RCES strongly cautions against their use until
the source of a recent Virus outbreak, believed to originate there, has been positively identified.
Pekhuraa is believed to have one or more armed spacecraft in service, and their attitude toward
the Coalition is unknown at this time. To avoid the possibility of an incident, refuel at Saratov
instead of Pekhuraa when making the jump from Khulam subsector to the Madoc Main.

None of the other worlds on the projected flight path are believed to contain vessels which
pose a threat to astrogation.
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BERENS AND
Background Information and Orientation

Provenance: This orientation sheet is assembled from
reports by Free Traders who have been to Berens on one or
more occasion. To date, no citizen of the Coalition is known
to have visited the planet.

Climate: Berens is a medium-sized world (11,527 km
diameter) with a thin tainted atmosphere and 60% hydro-
graphic coverage. Its orbit is somewhat irregular due to the

. influence of the red dwarf companion of the system’s G1
primary, and there is considerable seasonal variation in
temperature. Despite temperature variation, there is com-
paratively little storm activity.

The atmosphere is breathable without respirators or filter
masks, but prolonged breathing of airborne metallic dust
can pose a long-term health hazard.

Filter masks are necessary for anyone with respiratory
disorders, and some travellers exhibit almost immediate
allergic reactions to the atmosphere which will also require
the use of a mask.

Government: To the extent that there is government at
all, it is best termed a self-perpetuating oligarchy, although
“volunteer government” might be a better description.
Most policy decisions are made by consensus of the popu-
lation, the usual agency for achieving consensus being a
town meeting. The town meetings appear to be as much
social as political in function.

Firearms are prohibited outside of vessels except for short-
range hunting weapons, such as shotguns, used on “safaris”
into the back country.

Maintenance of government facilities, such as the power
plant, is done on a volunteer basis. Aside from the one-man
port authority, the closest thing to a formal government are
the bankers. The bankers (there are four orfive of them) issue
local currency to new arrivals in return for imported goods
or currency from nearby worlds. Guild Guilders are also
accepted, but Coalition credits probably are not (as there is
no local commercial use for them).

Exchange rates for different goods and currencies vary
from time to time and banker to banker. Local currency is
then used to purchase other trade goods or local services,
and can be converted back to other currency upon depar-
ture.

Many local merchants will also exchange small amounts
of currency, but usually at a discounted rate.

Security: Berens relies for its security on goodwill. In a
macro sense, the goodwill generated by the friendly me-
chanics and merchants of Berens keeps the Guild in particu-
lar, and anyone with a starship in general, at bay.

On micro level, visitors causing trouble are dealt with by
ad-hoc posses organized by locals but usually containing a
majority of off-worlders anxious to preserve this island of
sanity.

Population: There are about 40 permanent residents of
the planet Berens, most of whom live in the village of
Berensburg. Transients vary from a dozen to as many as 100
at any one time, although the lower number is much more
common.

Culture: Berensburg is probably unique in human history.
It is a small town (a tiny town) which is probably the most
cosmopolitan gathering place in the entire subsector. All
roads cross here at Berens, and all manner of star travellers
rub elbows in small rustic shops and restaurants. Conversa-
tionsrange from the likelihood of rain and whether the crops
will come in without it to philosophy of governance, theo-
ries of aesthetics and interplanetary gossip.

Meals: The best-known restaurant on Berens is Wong's
Far Spinward Girill. You‘ve got to eat there at least once just
S0 you can say you did it. Souvenir mugs are signed by Jerry
Wong himself. (There are several places in the sector which
counterfeit these mugs, so be sureit’s signed.) The best (and
most expensive) food is at Lutkehaus, but all the restaurants
on the plant are decent.

Lodging: There are several bed and breakfast-style estab-
lishments in Berensburg. The best of these is Lutkehaus. For
a more traditional hotel environment, try the Kenneally Inn.

Entertainment: For all the reputation that starports have
for wild night-life, Berensburg is fairly tame. There is no
prostitution, no nude dance revues, no casinos. Several
restaurants serve wine or other alcohol with meals, but the
only saloon per seis Mujiba’s Rod and Gun Club (often called
Mujiba’s Knife and Gun Club, but never to Mujiba’s face.) A
few locals play poker there several nights a week, and visitors
interested in gambling can often talk themselves into the
game. There are no “hours” at Muijiba’s, and sometimes
things get wild late at night, but it is as likely to be nearly
deserted or filled with a few quiet drinkers or conversation
groups.

A local string quartet gives irregular recitals, which are
well-attended. Most B&B rooms have computervideo hook-
ups with access to the widest library of pre-Collapse enter-
tainment tapes in the sector. Once a week, there is a public
showing of a tape on the large screen in the lounge of the
Kenneally Inn, hosted by one of the permanent local resi-
dents.

This event usually features a particularly interesting tape
the locals have “discovered” buried in the tape library, and
they usually give a short talk before the tape concerning
when it was made, by whom, why, etc. While anyone could
watch the tape on their home link, these weekly meetings
are also a form of social and cultural interaction.

For the adventurous, Mujiba Schwartz offers hunting
“safaris” into the wilderness, and the Meteor Club is head-
quartered at his bar.

If you haven’t heard about the Meteor Club, be sure to ask
about it when you visit Mujiba’s.
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Kelley Victrix

(Victrix-Class Multimission Sloop)

GENERAL DATA
Displacement: 400 tons
Length: 60.5 meters
Price: MCr349.00 Target Size: S
Configuration: Slab AF Tech Level: 12/13
Mass (Loaded/Empty): 5704.46/5496.33

Hull Armor: 40
Volume: 5600 m?

ENGINEERING DATA

Power Plant: 955 MW TL12 Fusion Power Plant (50 MW/hit), 1 year
duration (29.61075 MW power shortfall).

Jump Performance: 4 (1400 m?fuel for jump-4, 1050 m*forjump-3, 700
m?3 for jump-2, 350 m? for jump-1) with relic TL13 jump drive.

G-Rating: 4G (200 MWY/G), contra-grav lifters (40 MW).

G-Turns: 37 with jump-4 fuel reserve (51 with jump-3 fuel reserve, 65
withjump-2 fuel reserve, 79 with jump-1 fuel reserve, 93 using all jump fuel),
25 m?3 fuel each.

Fuel Tankage: 2325 m* (166 tons), plus 143.25 m*(10.23 tons) reserved
for power plant.

Maint: 222.

ELECTRONICS '

Computer: 3xXTL12 Mod Fb computers (0.4 MW each).

Commo: 2xTL12 1000 AU radio (only one powered to 300,000-km level,
10 hexes, 10 MW), TL12 1000 AU maser (s; 0.6 MW).

Avionics: TL10+ Avionics, TL12 terrain-following avionics.

Sensors: TL12 passive EMS fixed array 150,000km (5 hexes, 0.2 MW),
TL12 active EMS 300,000km (10 hexes; 27.5 MW).

ECM/ECCM: TL12 120,000km EMS jammer (4 hexes, 33 MW), TL12
15,000km area jammer (same hex, 6.75 MW), EM masking package (5.6
MW).

Controls: Bridge with 9xbridge workstations, plus 10 other workstations.

ARMAMENT

Four hardpoints fitted with mass and power reserved for four turrets
totalling up to 280 tonnes and drawing 18.3 MW (Loc: 2, 3, Arcs: 1, 2, 3;
Loc:10, 10, Arcs: All). Samplefittings include 4x150-Mj laser turrets, 1xTL12
nucleardamperand 1x120-M;j laser turret, etc. Typical fitting is listed below.
Weapons listed as “Planetary Combat Only” are permanent fittings.

Offensive: 3xTL12 120-M;j laser turret (Loc: 2, 3, Arcs: 1, 2, 3; Loc: 10,
Arcs: All; 3.3 MW each; 1 crew each).

Short
4:1/9-27

Medium
8:1/9-27

Long Extreme
16:/6-19 32:/3-9

120-Mj Laser Turret

Defensive: 1xTL12 sandcaster turret (Loc: 10, Arcs: All; TL12, 1D10x5 per
hit; 30 Cann; 1 MW; 1 Crew).

Master Fire Directors: 2xTL12 missile/beam MFD (4 Diff Mods; Msl 10
hexes; 10 hexes; 3.1 MW each; 1 Crew each).

Planetary Combat Only: 2xforward-firing rapid-fire plasma guns with
100 rounds per gun (data below), 1xremote turret with squad support laser
with 2000 rounds (see page 96 for complete firing data). Both weapons
below are fitted with advanced stabilization, meaning they can be fired
without loss of accuracy at any speed.

Conc-
Description ROF SR Dam  Pen Val Burst  FC
76-MjRFPlasmaGun  SAS 870 262 262-262-131-26 69-25 4
Squiad Support Laser:  SAS 300 - Varies :Nil .

ROF: Rate of fire in shots per five-second combat turn. SR: Short range in
meters. Dam: Damage value. Pen Val: Penetration value at short-medium-
long-extreme ranges. Conc-Burst: Concussion and Burst. FC: Fire control,
showing number of firing difficulty modifiers which may be disregarded.

[ £9o

ACCOMMODATIONS

Life Support: Extended (1.12 MW), grav compensators (3G; 28 MW).

Crew: 26 (2xManeuver, 2xElectronics, 6xGunnery, 10xEngineering,
2xMaintenance, 3xCommand, 1xMedic).

Crew Accommodations: 1xsmall stateroom (0.0005 MW), single occu-
pancy for captain, 12.5xsmall staterooms (0.0005 MW ea.), double occu-
pancy for remainder of crew.

Passenger Accommodations: None, but pods mayaccommodate troops.

Cargo: 8 m? with small cargo hatch plus 40-ton multimission pod.

Small Craft and Launch Facilities: None.

Air Locks: 4.

NOTES

The Victrix ships are survivors of and copies of a class of multipurpose
warship constructed by the Solomani Confederation during the Final War.
Theyaretrue TL12 thoroughbreds: fast, long-legged, well-armed and highly
capable, but “high-strung” and quite demanding to operate. All 11 units of
the class currently serving RCES are slightly different, but Kelley Victrix,
detailed here, is a good representation.

Like all Victrix ships, Kelley Victrixis a tight design. Except for her recovered
TL13 jump drive, all her systems are TL12. (All Victrix ships have at least jump-
3 performance with TL12 drives, but some are fitted with recovered
lightweight TL14 drives. These not only allow higher absolute performance,
but the weight savings allows these vessels to have beefed-up hull plating.)

All crewmembers except the captain are housed at double occupancy,
but when extra crew or troops are carried (as is typically the case), “hot
bunking” (three or more crew per small stateroom) is required. Fuel carriage
is also at a premium; Victrix ships always require careful attention to fuel
usage. The G-turn figures above based on fuel reserved for “jump-N" apply
equally as well to a ship which has just arrived in system after having
completed such ajump. An additional six G-turns may be gained by burning
power plant fuel, but this is potentially risky. Although all Victrix ships have
“good legs” based on their jump-3+ performance, the cost in their limited
fuel tankage means that such deep penetration missions must have their
jumps carefully plotted to place a fuel source very near the far end of the
jumpspace “hole,” preferably in such a position as to completely use up the
ship’s residual velocity (see TNE, page 224).

Ship’s systems draw a total of 984.61075 MW, a shortfall of 29.61075
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MW. When the contra-grav is secured, there is no shortfall, but while the CG
is in use, the area jammer is usually shut down, and the EMS deceptive
jammer has its short range reduced to 3000 km (quite sufficient to counter
planetary surface and orbital threats when flying NOE). Note that the power
shortfall varies. 18.3 MW are set aside for weapons (allowing a nuclear
damper or relic 150-Mj lasers to be fitted), but the 3x120-Mj laser,
1xsandcaster fit shown above draws only 10.9 MW, leaving 7.4 MW for
other purposes.

Unlike most starships, Victrix ships are equipped with direct-fire ground-
attack weapons. These are of absolutely no use in space combat due to their
limited range, but are used in planetary combat. The two plasma guns are
used for strafing ground targets in support of ground troops, and are fired
using the approach fire rules (TNE, page 295). These weapons are fired by
the pilot/maneuver officer, and can be fired in High or NOE flight modes.
They are fully stabilized to allow fire atany speed, and their fire control allows
up to four Difficulty Modifiers to be disregarded. See the atmospheric
ratings below for defensive benefits to the Victrix due to its speed in the
planetary combat arena. Afull load of ammunition for each gun (200 rounds
total) costs MCr0.38 (Cr380,000).

Victrix ships are also equipped with a remote chin turret mounting a squad
support laser. This turret is fully stabilized with —4 Diff Mod fire control like the
plasma guns, but is usually used in the NOE mode to lay down suppressive
antipersonnel fire when recovering troops. The turret can be fired by one of the
bridge command crew or an MFD operator, but no additional bonuses apply
when fired under MFD control. The turret can bear in any direction below or at
the same level as the ship, but may not fire at targets above the ship. Use data
on page 96 for fiing the SSL. A full load of ammunition costs MCr0.054
(Cr54,000).

Although some of the relic Victrix ships have not been refitted for
multimission pod carriage, all the newly built vessels (Tail No. 10067 and
later) are fitted for the carriage of a 40-ton (560 m?) mission configurable
podin their bellies. These pods are detailed below. The prices, maintenance
requirement aind empty/loaded masses on the facing page are for the ship
only, and do notinclude the pod. Maximum allowed mass for all podsis 473
tonnes, or ship’s performance will fall to 2G.

TL12 fuel purification machinery (3.6 MW), 23.25 hours to refine 2325
m? (166 tons), or 100 m? (4 G-turns) refined per hour. 11% scoops allow
craft to skim full fuel load in one hour.

Because its mission and some of its weapons call upon aVictrix ship to
operate in planetary atmospheres, planetary combat ratings (as distinct
from the Brilliant Lances/space combat ratings) are listed below.

ATMOSPHERIC RATINGS
Speeds: 5600 kph maximum, 4200 kph cruising, 480 kph maximum
NOE.

1-16: Ant 1-2: PIGun A, 3-4: PIGun B,

S:RemoteSSL, 6-20:Elec

T1:9: Ant, 10: AL
SRV ANt

Combat Move (10-meter grid squares per Five-second combat turn):
778 (High Mode absolute speed), 22 (NOE safe speed).

Travel Move (km per four hours): 16,800 (High Mode), 960 (NOE).

Agility (Target Movement Difficulty Modifiers): +9 Diff Mod (max.
speed, use vs. High Mode combat move), +8 Diff Mod (cruising, usevs. High
Mode travel move), +6 Diff Mod (use vs. Safe NOE combat move), +8 Diff
Mod (use vs. 2xSafe NOE combat move), +10 Diff Mod (use vs. 3xSafe NOE
combat move).

40-TON PODS FOR VICTRIX-CLASS MULTIMISSION
SLOOPS

Unlike many of the modules built for the modular cutters and clippers, the
Victrix pods shown below have no provision for independent operation.
Although they are built with intemal frameworks, pods are not constructed with
their own hull shells, and instead rely on the hull shell of the carrying ship. These
shell-less pods must be fitted at a starport, and cannot be loaded in the field, as
modules with hull shells can be.

Pod-equipped vessels use the same procedure for resolving excess damage as
described for clipper modules on page 132.

Drop Capsule/Missile Launcher Pod

This pod contains facilities to launch up to 24 drop capsules or standard space
combat missiles. Unlike the similar pod in the multimission scout, the Victrix pod
contains no missile-capable MFD, as the Victrix already has two of its own.
Another difference is that while the MM Scout pod uses a separate launch tube
for each capsule, the Victrix pod has two automatic launchers. The advantage of
the autolauncher is that it requires less space, as there is only one staging area per
autolauncher rather than per tube, and it also requires less surface area. Disadvan-
tages include its nominally lower rate of fire (one round every two seconds) and that
there is no external life support for the drop troops once they are in their capsules.
This means that the troops are on their internal oxygen while they wait for launch,
which can create some sticky timing issues. Since it can take almost half an hour to
load 12 troops into a 12-round autolauncher, the first troop loaded will be almost
half finished with his on-board oxygen by the time all are ready to go. If the drop
is planned for an ODHO (see page 14) profile, this may be a problem.

The pod also contains 5.5 small staterooms for the 22 troops, and cargo space
for 36.67 m3 of their equipment (maximum of 36.67 tonnes). The mix of drop
capsulescarried islimited by a ceiling of 222.58 tonnes. Typical load-outsinclude:
16xMk 1, 4xMk lic, 2xMk lib, 2xMk lla; 14xMk |, 4xMk lic, 3xMk lib, 3xMk lla; or

14xMk |, 2xMk lic, 4xMk lib, 4xMk lla.

Volume: 560 m?

Mass: 250.42 tonnes unloaded, u‘naxlmum loaded weight of 473 tonnes
(maximum load of drop capsules is 24 totalling 222.58 tonnes, see pages 14-15
and use empty mass for Mk | and lic, loaded mass for Mk lla and Iib)

Price: MCr0.494

Crew: 0 (ship’s MFD operator controls the pod).

Passengers: 22 (carried quadruple occupancy in 5.5xsmall staterooms)

Features: 2x12-round drop capsule/missile autolaunchers able to fire RC Mk”
I and Il drop capsules or standard space combat missiles, quarters for 22 drop
troops, cargo space for 36.67 tonnes/m>. Pod draws life support from the ship’s
main system, and requires 0.0055 MW power.

Maint: 13 (does notinclude maintenance required for each capsule, see pages
14-15).

DAMAGE TABLES

1D20  Intemal Explosion Systems
1-7 Autolauncher A Autolauncher (each)-l H _
814 LIy
15-19

Small statemom ‘

20  Ccago




Troop Carrier Pod

This pod contains quarters for 48 troops (although up to 64 may be carried
atan additional declinein comfort). The troop pod requires 0.008 MW of power
from the carrying vessel, and additionally draws off of the ship’s extended life
support and artificial gravity, but at no further increase in power requirement.
Cargospaceis for battle dress, weapons and ammunition, and light vehicles such
asbroomsticks (page 11) or grav bikes (TNE, page 365). Note that troops are not
carried indefinitely in these conditions, as their efficiency will eventually be
degraded by the lack of training and exercise spaces.

Volume: 560 m*

Mass: 51.95 tonnes empty, 162.62 tonnes loaded

Price: MCr0.68

Crew: None

Passengers: Accommodations for 48-64 troops in 16 small staterooms
(0.0005 MW ea.) requires hot bunking (3-4 per room)

Features: 110.67 tonnes/m? of cargo with one large cargo hatch

Maint: 8

DAMAGE TABLES
1D2 Internal Explosion Systems
v o e SRR
Cargo 3

17-20

Vehicle Pod

This pod contains a minimal hangar for a vehicle of up to 15 tons (210
m3) and quarters for 15-20 troops. The hangar allows the craft to be
maintained, and permits repair tasks to be conducted at +1 difficulty level.
The pod requires 0.002 MW of power from the carrying vessel, and
additionally draws off of the ship’s extended life support and artificial
gravity, but at no further increase in power requirement.

Stateroom capacity allows carriage of mixed infantry/vehicular unit.

Carried vehicle must mass less than 334.38 tonnes if Victrix is to maintain 4G
performance. Mass above this level reduces Victrix to 2G while vehidle is being
carried.

Volume: 560 m*

Mass: 113.95 tonnes empty, loaded mass varies with vehicle, recom-
mended maximum loaded massis 473 tonnes (334.38 tonne vehiclemass
in addition to 26.67 tonnes cargo)

Price: MCr0.33

ST aua

Crew: None.

Passengers: Accommodations for 12-16 troops in 4 small staterooms
(0.0005 MW ea.) requires hot bunking (3-4 per room)

Features: Minimal hangar with launch doors for 15-ton vehicle, 26.67

tonnes/m? of cargo with small cargo hatch

Maint: 7
DAMAGE TABLES
1D20 Internal Explosion Systems
Hangar SSR-(2h)
1619 Smallstateroom  Hangar4H
20 Cargo

008D
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Arrival on Berens
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The trip to Berens may be as eventful or uneventful
as is appropriate for the current campaign. Although
opportunities for adventure exist along the way, there
are also plenty of opportunities to avoid it, and the
team has been cautioned to stay out of trouble and
make as quick a transit as possible. The greatest
possibility of trouble will be when crossing the Vampire
Highway in Khulam subsector.

Upon arriving in the Berens system, and assuming
they exit jump space fairly close to Berens itself, the
PCs’ ship will begin receiving a taped transmission
from the Berens Port Authority (BPA) instructing them
to voice radio their expected arrival time and any
special berthing requirements. When they do so, they
will be contacted by Dairoku Ishii, who identifies
himself as the head of the BPA. He will give them the
detailed astrographic information for a landing (grav-
ity, atmospheric pressure at sea level and altitude
gradients, etc.) and trigger a radio beacon at the
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landing pad assigned to the ship.

The landing pads are fairly primitive, consisting of
packed earth-blast berms surrounding a flat concrete
slab. The PCs will notice a half-dozen other ships
landed at the port, all of them small commercial
vessels, and perhaps a dozen empty pads. Two
nonstarships are also grounded at the starport—a
ship’s boat and a modular cutter.

Dairoku Ishii will be on hand to meet them when
they de-ship. He is in his early forties, and his expres-
sion is inquisitive. His welcome is formal and sincere,
but heis also obviously curious about the PCs, ashe has
never seen them or their uniforms before (assuming
the PCs are wearing RCES body-sleeves).

In any event, they will have identified themselves as
a Coalition ship, and he will be curious on that score as
well. A small crowd of perhaps a half-dozen adults and
two or three children has gathered at a distance to
watch as well. News travels fast in Berensburg, and



everyone is anxious to get their first glimpse of the
Coalition.

After introductions have been made, Dairoku will
make his standard orientation speech.

“First some rules. All weapons should be left on-
board your vessel. You will have no need of them while
you are here. Our laws concerning violence against
people or property are fairly standard. Accidental
injury or destruction usually requires restitution; delib-
- erate acts result in fines, confiscation of some property
and usually expulsion from the world. We have very
few incidents requiring any of that, however. We buy
and sell cargos here, almost any cargos. The one cargo
you won’t find a market for is slaves. If you have slaves,
| suggest you keep them on your ship. Lots of people
around here feel pretty strongly about slavery, and if
you allow your slaves to wander around, they may
disappear, and we have no means of locating them for
you. No real inclination either, to be blunt.

“Now, business. Everyone who comes here comes
for business, one way or another. There is no berthing
fee unless you're planning on living in your vessel. If
you stay in one of our local inns, the berthing fee is
waived. For fuel, talk to me. For maintenance, talk to
Jo Donskoi. She’s boss of the garage. For either one,
you‘re going to need money, and for that you talk to
a banker.

“There are three banks, and you can take your pick:
Kenneally Imports, Harridan Imports and Ishii Imports.
They're all good, and | can’t give you any advice on
who to go to since my wife runs one of them. Here's
how it works. You go to one of the banks and show
them your stuff, whatever you’ve got. The bank buys
it for its local currency. When you leave, you can buy
whatever goods you want from the bank, provided
they’ve got them available, for local currency, and
either bank the rest or convert it to hard currency,
again provided that bank has enough of that particular
currency on hand. They usually have pretty good
supplies on hand of Guilders, Prestwick dollars, Pek-
huraan credits and Kinozhian credits. Other than that,
it’s pretty chancy.

“All the local merchants take any of the three bank
currencies, and one bank will usually exchange the
currency from the other banks, but at a discounted
rate. Some of the local shops will take some off-world
currency, too, but again usually at alower rate than the
bank will give you. It’s all pretty simple once you get
the hang of it, and about anyone around here can give

you a hand figuring things out.

“I'll give you a map of the town with the commercial
establishments noted. The town only has a couple of
streets, so addresses didn’t make much sense when it's
just as easy to tell someone ‘third store on your right.’
You shouldn’t have any trouble finding anything, and
if you do, just ask directions. Have a profitable stay.”

The PCs may explain to Ishii their mission to establish
relations and buy or lease a building. If so, he will rub
his chin thoughtfully and answer, “When it comes to
buying or leasing property, you probably want to talk
to old Ravi Kenneally. You can usually find him over at
Kenneally Inn, or maybe at his import shop. He's a
banker, too. This time of day he might be over at
Soundarajan’s Bakery, come to think of it. He's the
agent for most of the vacant buildings in town, or he
could probably let you have a lot cheap if you wanted
to build. Ev’ Corkill could really use the work, if you
decide to build. As far as establishing relations, | guess
Ravi could help you with that, too. We could have a
town meeting and all of us introduce ourselves. That's
about as formal as diplomacy gets around here.”

FIRST IMPRESSIONS

If Dairoku Ishii gave the impression that Berens was
a sleepy backwater, the town and its people may
surprise the PCs. The Berensi, as the inhabitants call
themselves, are a fairly relaxed but busy people. Lots of
things need doing in order to keep even a small
technological community running, and with fewer
than 40 adult permanent residents, everybody does
several jobs. Although people don’t exactly dash about,
player characters are not likely to see many leisurely
strollers either.

The streets of Berensburg are very wide concrete
slabs, with weeds growing up through the cracks. No
more than a handful of vehicles are on Berens, and
most of those are cargo haulers used to move goods
from ships to warehouses, or to move the cropsin from
outlying farms.

The buildings are mostly poured concrete or steel
frame, and they are painted a variety of light earth
tones and tans, which causes them to blend in well
with the sandy soil around the starport. A fair propor-
tion of the pedestrian traffic looks to be off-world
starship crews, and the transient population on Berens
usually rivals or exceeds the native one. Despite the
small number of people and the wide open spaces,
Berensburg can almost be called bustling.



Berensburg Gazetteer

A number in parentheses after a location indicates Municipal Facilities
the domicile of the indicated people. Consult the S. Power Plant
People of Berens section to match the number with a T. Well and pumping station
name. For example, Jo Donskoi (no. 3) sleepsin a small U. Sewage pond
apartment at her garage; Everett Corkill (no. 2) sleeps V. Dump
in the storage shed where he keeps his construction
equipment, and Hermes Fislar (no. 4) sleeps at the Private Residences

Fislar Bungalow. 1. Fislar Bungalow (4)
2. Hong House (10)
Commercial Establishments: 3. Hong-Harridan Cottage (12, 13)
Starport 4. Imam House (14, 15)
A. Starport Landing Area 5. Ishii House (16, 17, 18)
B. Jo’s Garage (3) 6. Kapusta House (19, 36)
C. Corkill Construction (Storage Shed) (2) 7. R. Kenneally House (22, 24)
D. Imam Machine Shop 8. D. Kenneally House (20, 21, 41)
9. Magemeneas Cottage (27)
Food (F), Alcoholic Beverages (A), and Lodging (L) 10. Schwartz House (29, 37, 38)
E. Hong’s Far Spinward Grill (F, A) (11) 11. Nickrent Bungalow (30)
F. Kenneally Inn (F, A, L) 12. Nohovig Cottage (31, 32, 33)
G. Lutkehaus (F, L, A) (25, 26) 13. Soundarajan House (39)
H. Pituri’s Berensburg Inn (F, L, A) (34)
I. Soundarajan’s Bakery and Restaurant (F) Out-Lying Homesteads
J. Mujiba’s Rod and Gun Club (F, A) 14. Kenneally Farm (23)
15. Forshee Ranch (5, 6)
Shops 16. Harridan Farm (8, 9, 28, 35)
K. Ishii Imports
L. Ishii Fabrics Vacant Buildings
M. Kenneally Imports 17-19. Houses
N. Maroules Crafts and Interior Design 20-23. Storefronts
O. Berensburg Library (1) 24-29. Sheds and warehouses

P. Ada Harridan’s Novelty Shop (7)
Q. Harridan Imports
R. Arturo Nohovig’s Office
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-People of Berens

It’s not often possible to list all the inhabitants of a
planet and what they do for a living. So when the
opportunity presents itself, it would be a crime to let it
pass by. The following is a list of all the permanent
inhabitants of Berens, their gender and age, and what
they do for a living. In a community this small, many
of its inhabitants wear multiple hats, as there are more
things which need doing than there are hands to do
them.

1. Baldocchi, Anecita:
Female, 73 years old. The
oldest resident of Berens is
still active as the planet’s
librarian and archivist. She
is very close to her sister
Zor'e and can often be en-
counteredin Zor‘e’srestau-
rant.

2. Corkill, Everett: Male,
57 yearsold. Corkill is not a
native of Berens, having
come here as a crewman
for a free trader more than
30yearsago. Hewasacargo
handler on thestarship, and
any advanced technical
skills he once had have
faded. He now lists himself as a contractor, and while
he handles almost all construction and some remodel-
ing tasks on Berens, these are rare, and he functions
mostly as a laborer and handyman.

3. Donskoi, Josephine: Female, 30 years old. Owner
of Jo’s Garage, formerly Pablo’s Garage. Her parents
are deceased, and her only brother left Berens on-
board a free trader, but she is close to both her uncles
(Ravi and Shugush Ken-
neally) and is good friends
with her cousins Alin and
Ada Harridan. See Star Vi-
kings and other parts of
this book for more details.

4. Fislar, Hermes: Male,
37 years old. Fislar works as
a mechanic for Jo Donskoi
at her “garage.” Like all her
other mechanics, heisfrom

off-world. Fislar was originally an engineer for a free
trader which joined the Guild against his wishes. At the
ship’s next stop at Berens, he left the ship and went to
work for Pablo Donskoi, Jo’s father, and after his death
stayed on with the daughter. Fislar is the senior me-
chanic in the shop, and no one (with the possible
exception of Jo herself) is better with starships than he
is. Hermes is also a fair violinist, and replaced the elder
Kenneally, when he died, in the Berensburg String
Quartet.

5. Forshee, Rishanda:
Female, 50 years old. Born
Rishanda Schwartz, she
married Bergen Forshee, an
off-world immigrant, when
shewas 18. After trying sev-
eral occupations, the two
began domesticating vari-
ous native animals and
started the only ranch on
theplanet. Most meat eaten
on Berens is from Rishanda’s rancn, ana some ot tne
meat is now exported as exotic food to the nearby
TEDs at premium prices.

6. Forshee, Takashi:
Male, 12 years old. Young-
est of Rishanda Forshee’s
children, Takashi is still a
student, but works part-
time for his mother and is
anxious to take over the
ranch when he gets older.

7.Harridan, Ada: Female,
27 years old. Ada is the
youngest child of Ravi Ken-
neally and was married to
Oscar Harridan until his
murder two years ago at
the hands of his brother
Karl. Since then, she has
taken over the small gen-
eral merchandise shop her husband operated. The
shop sells mostly local items of furniture and clothing,
with a few imported goods. Like many shops on
Berens, it is usually closed. Ada can often be found at
one of the local restaurants, and she will cheerfully




open the shop for PCs except during the time from
1100 to 1300 hours, when she cooks at Mujiba’s Rod
and Gun Club. In addition to being a shopkeeper, Ada
is also the only trained doctor on the planet, having
learned the trade from her recently deceased grandfa-
ther. With her medical knowledge, she is also the
planet’s veterinarian and can often be encountered at
the Forshee ranch. She is very close to her cousin, Jo
Donskoi.

8. Harridan, Sikyta: Fe-
male, 39 years old. Sikyta is
the only daughter of Vern
Harridan and Michaelene
Rakvaan, and she married
Don Maroules, an off-world
immigrant who worked as
a farm hand for her father,
when she was 18. The two
becamethe principal work-
ers for her father, and sheiis
an enthusiastic farmer.
When her father expressed the desire to turn the farm
over to Sikyta and her husband two years ago, there
was a terrible argument with her brother Karl which
became violent. By the end of the fight, both her
husband, Don, and her brother, Oscar, were dead at
Karl’s hands. Karl fled the planet the next day on a
departing Guild trader. A year later her son, Don Jr.,
then only 20 years old, left the world to track Karl
down.

9. Harridan, Vern: Male,
59 years old. Vern is one of
the most prosperous and in-
fluential residents of Berens,
although he has become
withdrawn and bitter since
the death of his son and son-
in-law two years ago. He

owns and operates the larg-
estfarmon Berensandisalso
a banker/importer with an
office by the starport.

10. Hong, Jerry: Male,
44 years old. Owner of
Hong'’s Far Spinward Girill,

and also the chef. He has one daughter (Forma Hong-
Harridan) by his marriage to Sprague Nohovig, al-
though Sprague abandoned both Jerry and the infant
Forma. Sprague later returned and now works as a
waitress for Jerry, and she is regularly humiliated by
him.

11. Hong, Pramern: Fe-
male, 62 years old. Mother
of Jerry Hong, Pramern is
the hostess and cashier at
Hong’s Far Spinward Grill,
and she can usually be
found there.

12. Hong-Harridan,
Forma: Female, 22 years
old. Daughter of Jerry Hong
and Sprague Nohovig,
Forma detests her mother
(who abandoned her when
she was still an infant) and
has a stormy relationship with her father. Forma is the
wife of Karl Harridan, who killed his brother and
brother-in-law in a brawl two years ago and fled the
planet. Forma doesn’t speak about the incident unless
pressed. Then, she will bitterly insist that Vern Harridan
is to blame for having unjustly cut Karl out of the family
business and that the two deaths were accidental
during a fight, not deliberate murder. She still loves
Karl and blames the Harridan family for the entire
incident, particularly Sikyta Harridan. Forma is a gar-
dener, specializing in grapes, and she also makes the
only wine on the planet worth drinking. She is also a
sculptor of some talent, and her work is usually avail-
able for sale at Hera Ishii’s shop. Hera is her best friend,
although she is also friendly with her half-sister Sieg
Nohovig. The three of them spend much of their free
time together, and they are part of the loose group of
friends centered around Siscoe Nickrent. Forma is the
first violin with the Berensburg String Quartet.

13. Hong-Harridan, Ronald: Male, 3 years old.
Infant son of Forma Hong-Harridan.

14. Imam, Don Carlos: Male, 29 years old. Probably
the friendliest guy on the planet. “Don C” works as a
part-time laborer doing odd jobs, but is also an accom-
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plished furniture maker,
working in wood and local
fabrics. He is married to
Syed (below), but their mar-
riage is a troubled one.

15. Imam, Syed: Female,
21 years old. Born Syed
Lutkehaus, she is the twin
sisterof Mahmut Lutkehaus.
She is a metalworker by
trade and a good machin-
ist, trained by her father (now deceased). She fabri-
cates most of the heavy parts needed by Jo Donskoi for
repairs of starship component. She has a complete
machine shop inherited from her father which includes
a small high-temperature furnace which she uses to
melt down scrap metal and cast larger parts. In addi-
tion to being a machinist and smelter, she is also an
expert welder, and in her spare time she sculpts using
scrap metal welded together. Her work is for sale at
Hera Ishii’s shop. It doesn’t sell particularly well, as it
isn‘t very good, but off-worlders occasionally purchase
a piece. Through her contacts with Hera Ishii, she has
recently become closer to the circle of friends centered
on Siscoe Nickrent, and she spends more and more of
her free time with them. She flirts with Spanky Soun-
darajan and is considering having an affair with him. All
thisimposes a strain on her marriage to Don C. Imam,
who has no use for Nickrent or most of his friends.

16. Ishii, Dairoku: Male,
41 yearsold. Dairokuislikely
to be the first person the
PCs encounter on Berens,
as he is the official Port Au-
thority. He carries a small
radio at all times which is
linked to the principal com-
munications beacon at the
starport, and a call to the
port willimmediately reach
him. He will respond by in-
dicating which landing bay to use and turning on the
radio and optical beacon at that bay. He will also
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usually try to be there to welcome the crew in person,
explain the local economy and customs to first-time
visitors, and discretely inquire into their business. In his
spare time, Ishii is a tailor, one of two on the planet. His
clothes are made from imported fabric or the local
fabricmade by Thanh Kenneally, and pre-made clothes
are sold in his wife’s shop. Most of his work is done to
order.

17. Ishii, Dimitris: Male,
10 years old. The son of
Dairoku and Hera Ishii. He
is @ young student fasci-
nated by starships and
space travel (what young-
sterisnt?). Heis best friends
with “Uncle” Takashi For-
shee, who is only two years
older than he is, and the
two of them can usually be
found playing together or hanging around Jo’s Ga-
rage.

18. Ishii, Hera: Female,
30 years old. Daughter of
Rishanda Forshee, Hera had
no taste for ranching and
worked as a clerk in Oscar
Harridan’s shop (now Ada
Harridan’s) for several years.
After marrying Dairoku Ish-
ii, she learned more about
the nature of Free Trader
and Guild commerce, and
eventually went into busi-
ness for herself, becoming an import banker and
shopkeeper. She has a knack for finance and market-
ing, which has made her, by thelimited scale of Berens,,
successful and prosperous. Her shop is the most attrac-
tively decorated in town and, unlike the other shops,
it is open throughout the daylight hours, as Hera does
her banking and import business through the shop as
well. She is good friends with Forma Hong-Harridan
and spends a good deal of time with Siscoe Nickrent's
circle of friends. As she has become more successful,
and as her sone Dimitris has become a more important
part of her life, she is gradually drifting away from
Nickrent’s crowd.

19. Kapusta, Dierdre: Female, 35 years old. Aban-
doned on Berens by an unscrupulous Free Trader,
Dierdre Kapusta met and fell in love with August




Renfro. August died shortly
after the birth of their only
child, Spaid, and Kapusta
became quiet and with-
drawn. She did odd jobs for
several years, mostly work-
ingasaclerkin the shopsor
waitressing, but has re-
cently gone to work for Jo
Donskoi as a starship me-
chanic. She was an appren-
tice engineer before being stranded, and although her
skills were rusty, they are coming back qunckly

20. Kenneally, Alin: Fe-
male, 23 years old. Alin’s
son Delmar Jr. died acci-
dentally while visiting her
father-in-law, the boy’s ¥
grandfather, RaviKenneally,
Although this caused an ir-
reconcilable breach be-
tween Ravi and his son Del-
mar, Alin’s husband, Alin
has never held Ravi respon-
sible for the death and re-
mains close to him. Despite her husband'’s objections,
she continues to work for Ravi in his hotel, doing most
of the cleaning and maid work as well as filling in at the
front desk when Ravi is occupied elsewhere. In her
spare time, she is also the mathematics tutor for the
school-age children, and she has a special flair for
calculus. Five years ago, she and Delmar adopted
Surithong Srivastava, an orphan brought to Berens by
afree trader. She and her adopted son are quite close,
and Surithong has also grown close to his adopted
grandfather, Ravi.

21. Kenneally, Delmar: Male, 34 years old. Delmar
is the night bartender at Mujiba’s Rod and Gun Club.
He also spends time hunt-
ing local game, which usu-
ally ends up on Jerry Fong’s
or Mujiba’s menu. Onthose
rare ocassions when off-
worlders sign up for a tour
of the local wilderness, Del-
mar serves as the guide.
Delmar had once planned
to take over his father,
Ravi‘s, business, but the

accidental death of his infant son while visiting Ravi
estranged the two of them, and they have not spoken
since. Delmar became depressed and embittered by
the event as well, and has become one of the angrier
members of Siscoe Nickrent's circle. He has also lost
interest in his wife, Alin, and their adopted son, Suri-
thong, and the extent of his current ambition is to
seduce Naomi Schwartz, divorce his wife, marry Nao-
mi, and take over Mujiba’s bar. The most obvious
barrier to this ambition is the fact that Naomi Schwartz
wants nothing to do with him.

22. Kenneally, Ravi:
Male, 54 years old. One of
the most respected and in-
fluential people on the
planet, Ravi is a banker and
importer by principal pro-
fession, although he also
owns and runs the Ken-
neally Inn, one of the few
lodging places on the
planet, and publishes a
semi-regular newspaper in
his spare time. The newspaper usually comes out once
a week, and contains news and rumors from arriving
starship crews. Particularly exciting news may prompt
a special edition, and some weekly editions have
consisted solely of a single sheet of paper with the
words “Nothing interesting this week” printed on it.
Ravi also has the only functioning copier on the planet,
so PCs needing copies will go to him. As all paper is
imported, copies are expensive, costing Cr1 per page.
Ravi has two sons and a daughter. He was very close to
all three of them when his wife abandoned the family
almost 30 years ago, shortly after the birth of their
daughter, and he raised them by himself. He is es-
tranged from his son Delmar following the accidental
death of Delmar’s son (Ravi’s grandson) while visiting
Ravi. Ravi’s son Thanh is good-hearted but has no head
for the import or banking business, so Ravi expects to
turn the business over to his daughter, Ada Harridan,
who has taken over her deceased husband’s shop and
manages it successfully.

23. Kenneally, Shugush: Male, 43 years old. Shu-
gush is a farmer, although his farm is nowhere near as
large or successful as Vern Harridan's. He cleared the
land himself as a young man, and Vern Harridan has
actually helped him with advice, seed and, on occa-
sion, money. Shugush is not very intelligent, but is a
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hard worker and dedicated
to his land. He lives alone
and rarely comesinto town
anymore.

24. Kenneally, Thanh:
Male, 30 years old. Thanh
Kenneally weaves fabric
from the local fibre plants
cultivated by Vern Harri-
dan and is also one of two tailors on the planet. Most
of his tailoring work is done to order and by appoint-
ment, although his weaving keeps him very busy, as
his cloth is the only available alternative to the expen-
sive imports. Thanh makes his own dyes from local
plants, and his fingernails and the creases and lines in
his hands are permanently stained a dark reddish
brown.

25, Lutkehaus, Mahmut:
Male, 21 years old. Mah-
mut worked from his early
teens as a hired hand for
Bergen Forshee on his
ranch. Bergen butchered all
his own animals, and Mah-
mut became as good at it
as Bergen.

When Bergen died three
years ago, Mahmut went
into business for himself as
the planet’s butcher. Most of his work still comes from
the Forshee ranch, but the farmers have some live-
stock which occasionally needs butchering as well.
Mahmut works part-time for Rishanda Forshee when
she needs the help, andis also a part-time cook for Ravi
Kenneally.

As a result, Ravi Kenneally’s hotel restaurant usually
has the choicest cuts of meat (except for Zor’e Lutke-
haus’ inn), but Mahmut'’s cooking skills don’t extend
very far beyond broiling steaks.

26. Lutkehaus, Zor'e: Female, 66 years old. Now a
widow, Zor’e owns the oldest, nicest and most expen-
siveinn on Berens, which is called simply “Lutkehaus.”

20

As her son, Mahmut, is the
local butcher, she always
has good cuts of meat avail-
able, and sheisan outstand-
ing cook. She is beginning
to feel her age, however,
and has recently hired Nao-
mi Schwartz as a part-time
maid to help with cleaning
and making the guest beds.

27. Magemeneas,
Shrier: Male, 47 years old. Shrier is an off-world
immigrant who works for Jo Donskoi at her garage. He
is a recent addition to the staff. In his spare time, he is
an enthusiastic gardener, and he grows the largest
vegetables on the planet. He also paints primitivist
watercolor landscapes, which he is becoming quite
good at.

28. Maroules, Sonya:
Female, 27 years old. The
twin sister of Don Maroules
Jr. (who has left the planet
in pursuit of his uncle Karl,
the murderer of his and
Sonya'’s father), Sonyaowns
a small art and craft shop
and also specializes in inte-
rior decorating and reno-
vations. Petite and soft-spo-
ken, with tendency to talk on at length about art
history, Sonya is also the best plumber on the planet.

29. Mavity, Frances: Fe-
male, 36 years old. An off-
world immigrant, Frances
married Mujiba Schwartz
when she was only 17, and
remains happily married to
him. Most of the local citi-
zens credit Frances with
settling Mujiba down con-
siderably and, despite the
difference in their ages,
Frances is generally viewed
as the more mature and stable of the two. Although
she sometimes helps out at Mujiba’s bar, her main
interest and occupation is as an electrician. Frances
keeps most of the generators, pumps, radios and other
electrical equipment on the planet operating. She also
helps out at Jo’s garage if there is a particularly difficult




electronics repair job. In her spare time, she plays cello
in the Berensburg String Quartet.

30. Nickrent, Siscoe: Male, 37 years old. Originally
from off-world, Nickrent was fired by his free trader
captain here on Berens and has remained here ever
since. He works as a mechanic for Jo Donskoi, but they
donotgetalongwell. Heis tough and charismatic, and
is the informal leader of the wilder group of young
adults on Berens. Off-duty he can often be found at
Mujiba’s, and he is friendly with a number of the
tougher Guild captains who call regularly at Berens.

31. Nohovig, Agashaam:
Male, 14 years old. Agas-
haam was young enough
when his family arrived on
Berensthat hewasunaware
of the disapproval of his
mother, and no one locally
(with the exception of Jerry
Hong) has done anything
to make him feel out of
place or unwelcome. He
even calls Pramern Hong
“Nanna Hong,” but never within earshot of Jerry
Hong.

32. Nohovig, Sieg: Fe-
male, 19 years old, unmar-
ried. Sieg hates her father
(Guild Captain Arturo No-
hovig) for abandoning her
and her mother and
brother, and despises most
of the people of Berens,
whom she sees as narrow-
minded hypocrites. She
works for Thanh Kenneally
asan assistant weaver, but spends most of her free time
with Jo Donskoi learning about starship drives and
power plants. She hopes to be able to ship out some-
day with a starship crew. She also plays violin in her
spare time, and occasionally sits in with the Berens-
burg String Quartet to replace an absent violinist.
When all four other members are present and Sieg
plays with them, they call themselves the Berensburg
String Ensemble.

33. Nohovig, Sprague: Female, 43 years old, born
Sprague Lutkehaus. Married Jerry Hong 1178. Left
Jerry Hong (and abandoned herinfant daughter Forma)
in 1180 to run away with the Guild captain Arturo

Nohovig. Returned to Ber-
ens in 1195, after being
abandoned by her lover,
along with her two chil-
dren by Nohovig. Has
worked since then as a wait-
ress for Jerry Hong, who
seldom passes up an op-
portunity to embarrass or
humiliate her in front of
customers. Sprague is es-
tranged from her daughter Forma and from her mother
Zor'e, and hardly knows her brother and sister, having
left Berens when they were only one year old. Sprague’s
actions when she was younger alienated most of the
community from her, but there is a growing sense of
distaste with Jerry Hong's ceaseless petty torment.

34. Pituri, Raju: Male, 45
years old. Pituri is an off-
world immigrant, the
former finance minister for
a nearby TED, who fled fol-
lowing an economic reces-
sion (fearing that he would
have been made the scape-
goat). After working odd
jobsforawhile, Rajuopened
an inn on Berens, a bed &
breakfast style establish-
ment similar to Lutkehaus. In his spare time, he is also
aleather tanner and leather worker, most of his animal
skins coming from the Forshee ranch.

35. Rakvaan, Michae-
lene: Female, 59 years old.
An off-world immigrant,
Michaelene is the wife of
Vern Harridan and mother
of Sikyta, as well and the
deceased Oscar and fugi-
tive Karl. She never speaks
of either of her sons, but is
devoted to her young
grandson Ronald Hong-
Harridan. Michaeleneisthe
“teacher” on Berens, which means she is responsible
for organizing the education of all the youngsters up
to the age of 18. While she teaches basic skills, such as
reading and writing, she arranges instructional courses
for the children with other people on the planet.
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History and astrography are taught by Anecita Baldoc-
chi, higher mathematics by Alin Kenneally, biology by
Vern Kenneally, engineering by Jo Donskoi, etc.

36. Renfro, Spaid: Male,
15 years old. His father,
August Renfro, died when
Spaid was still quite young,
and his mother, who is an
off-world immigrant, has
made few close friends on
Berens and was not able to
spend much time with
Spaid when he was
younger. As a result, he has
grown up as a loner with
poor social skills, and is immature for his years. He is
also turning out to be a very big kid and has become
something of a bully lately, which makes him even less
popular with the other children. Recently he has
begun hanging around with Spanky Soundarajan,
when Spanky lets him.

37. Schwartz, Mujiba: Male, 52 years old. Owner
and main bartender of Mujiba’s Rod and Gun Club, the
local watering hole. He also has a side business, Mujiba’s
Wilderness Ouitfitters, which offers guided excursions
into the wilderness outback of Berens, including wild
game hunting if desired. (Any trophy animals killed are
brought back to Mujiba’s, and while the customer
keeps the trophy head, the meat goes on Mujiba’s
grill.) While he was pretty wild as a youngster, Mujiba
has settled down and mellowed with age. He is more
tolerant of Siscoe Nickrent and his friends than most
older residents of the world, as he sees something of
himself in them. He also is self-appointed recording
secretary of the Meteor Club, which is headquartered
at his bar. His first wife, who was an off-world immi-
grant, is deceased, but he has remarried Frances
Mavity, also an off-world immigrant, and has a daugh-
ter by her, Naomi. Naomi
waitressesat hisbar, is learn-
ing bar-tending, and will
probably take over the busi-
ness some day.

38. Schwartz, Naomi:
Female, 18 years old.
Known jokingly as “the
most beautiful girl in the
world,” Naomi is strikingly
pretty and is a major draw

at Mujiba’s, where she is a waitress and fill-in bar-
tender. She also works part-time as a maid for Zor’e
Lutkehaus. Despite the frequent contact with them,
she does not think much of Siscoe Nickrent or his
friends, and particularly dislikes Delmar Kenneally, the
night bartender at Mujiba’s. Her best friend is Sonya
Maroules, and she has been dating Mahmut Lutkehaus
for some time.

39. Soundarajan,
Spanky: Male, 23 yearsold.
Spanky doesn’t quite know
what to do with himself. He
has no real trade and few
interests. He does odd jobs
asalaborerand handyman,
and on busy days he works
as a cook at his father’s res-
taurant. He spends much
of his free time with Siscoe
Nickrent and is becoming involved with Syed Imam,
but he is also a naturally talented musician, and plays
base fiddle with the Berensburg String Quartet.

40. Soundarajan,
Nguyen: Male, 49 years
old. Nguyen owns the
Soundarajan Bakery and
Restaurant, and he is the
only professional baker on
the planet.

All of Berens’ bread is
baked here, and all its grain
is milled to flour by Nguyen
as well, which occupies the
majority of Nguyen’s time.
His bakery also has three small dining tables, and he
serves a limited menu.

His son, Spanky, fills in as a part-time cook at dinner
time if a large number of ships are grounded at the
starport.

41. Srivastava, Suri-
thong: Male, 15 years old.
Surithong is an off-planet
immigrant orphan adopted
by Alin and Delmar Ken-
neally.

Heis still a student, but in
his spare time he works as a
busboy at Hong's Far Spin-
ward Grill.
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Taking Care of Business

The PCs were sent to Berens with a general
mission and a specific task. The general mission is
to establish friendly relations and make a good
impression; the specific task is to buy or lease a
facility suitable for a consulate. Their first step in
any case will be to acquire local currency, and that
means going to one of the three bankers.

Bank: If the characters choose Ishii Imports, they
will find Hera Ishii working at her “shop,” which is
a small storefront with a semi-private office where
she does her banking business, which is (like all
banking on Berens) animport/exportbuying com-
pany. This is why all three “banks” are called
Import companies—they are exactly that. Here is
anintelligent and business-like womanin her early
thirties. Her shop has a mix of very expensive
imported technology and very homey local items.
The local items are for sale, while the high-tech
equipment is for display, representing samples of
inventory held at her warehouses. The shop is
clean, well-lit and attractively decorated.

If the characters chose either Kenneally Imports
or Harridan Imports, they will find the offices
closed, with hand-written signs on the door indi-
cating where to find the owners. Kenneally Im-
ports’ sign says, “Check next door at Kenneally Inn
or at Ada Harridan’s Novelty Shop.” Harridan
Imports’ sign says, “See Ada Harridan—Harridan
Novelties.”

Ravi Kenneally, owner of Kenneally Imports, will
be at Kenneally Inn, working behind the desk.
When he learns that the characters want to do
banking business, he will call Alin Kenneally down
from upstairs where she is cleaning rooms. He will
introduce the pretty young woman as his daugh-
ter-in-law and ask her to watch the front desk
while he takes care of the PCs. He then will walk
them nextdoor to theimport shop and openitup.
The front display area is cluttered with a wide
variety of piled of merchandise, much of it dusty,
but Ravi will lead them to a back office where they
can conduct their business. Ravi Kenneally is in his
fifties and is intelligent and dignified, but friendly
as well. He loves Berens and will be delighted to
chat with the PCs about the world, answering any
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questions they might have. He is also interested in
the Coalition and will ask about its government,
technology, position of interstellar trade, etc.

If the characters go to Harridan Novelties, they
will find that it is closed as well, but there is a sign
telling where to find Ada Harridan. This will usually
be at one of the local restaurants, or she may be on
call (as she is the planet’s only doctor and veteri-
narian). When they meet Ada Harridan, a sad-
faced but intelligent woman in her late twenties,
she will either direct them to the Kenneally Inn or,
if they are interested in dealing with Harridan,
phone him at his farm and, after a short conversa-
tion, tell the PCs that he will meet them at his office
in half an hour. If the players ask about Ada’s name
being on both office doors, she will explain that
sheisRavi Kenneally’s daughter and Vern Harridan’s
daughter-in-law.

Upon his arrival, Vern Harridan will open up his
office, similar to Kenneally’s, and negotiate the
sale of the players’ merchandise. Harridan has
come from his farm and so will be in work clothes.
He is business-like, but not particularly warm and
not interested in small talk.

All the bankers will offer the player characters
about the same amount: Cr75,000in the currency
of their bank. Vern Harridan is not interested in
negotiating the price, but the other two will, with
Kenneally willing to go up by 1D20 thousand
credits provided the PCs lease or buy property
from him and Hera Ishii willing to go up the same
amount without any additional conditions.

Prices: Once negotiations are done, the PCs will
have some cash in their pocket and access to aline
of credit of between Cr75,000 and Cr95,000.
Repair, fuel and maintenance costs are the stan-
dard prices. Anight’s lodging varies from Cr100 at
Lutkehaus (with the evening meal included) to
Cr20 for the cheapest room at the Kenneally Inn.
(The Kenneally Inn also has better rooms for Cr40
a night and two suites available for Cr80.)

Leasing a storefront building will cost between
Cr500 and Cr1000 a month, as will a house or
cottage. Remodelling and furnishing the interiors
will cost between Cr5000 and Cr20,000, depend-



ing on how elaborate a redecorating job is done.

Everett Corkill is the best bet for general con-
tracting work, although any serious plumbing
should be turned over to Sonya Maroules, who is
also a good interior designer. Frances Mavity will
have to be called in to do any electrical work. If the
PCs wish to do the work themselves, they can, but
Mavity will at least inspect the wiring. (“Nothing
personal. We just don’t want the whole town to
burn down.”) The PCs may decide to have custom
furniture builtby Don Carlos Imam. Any local work
done on renovating the building will of course
give them opportunities to get to know the locals
and develop bonds with them.

Town Meeting: Ishii’s suggestion for a town
meeting is a good one, and Ravi Kenneally will
gladly call one a day or two after the player
characters have arrived. By then they will probably
have met a substantial part of the planet’s popu-
lation, but an evening meeting in the lobby of the
Kenneally Inn, with snacks, punch and beer served,
will allow the PCs to introduce themselves and
make a short, formal speech of friendship, outlin-
ing what they wish to do on the planet. After the
formal part of the meeting, they will be able to mix
with thelocals and get to know them alittle better.

During the informal mixer part of the evening,
one of the PCs will be introduced to Siscoe Nickrent,
amechanic ato’s Garage (starport). Nickrent will
remain polite, even friendly, but will begin asking
a number of questions designed to embarrass or
discredit the Reformation Coalition. These will
usually begin with, “Well, we’ve heard a lot of
people say that...” and then follow with one of the
Guild’s standard lies about the Coalition. If the PCs
simply deny everything and profess their peaceful
intentions, Siscoe will start asking about Smash
and Grab missions and even ask about specific
planetaryinvasions, such as the conquest of Vezina.
Eventually, Ravi Kenneally will intervene and tell
Nickrent to stop cross-examining the guests, but
this is a potentially damaging and embarrassing
encounter. If the player characters attempt to lie
or if they become angry and defensive, they will
definitely make a bad impression on the locals.




New Ships For Old

.

Six other ships are grounded on Berens when the PCs arrive.
Four are free traders, and two are Guild ships. One of the Guild
ships lifts the next day, as does one of the free traders, but
another ship or two will arrive over the course of the next
several days. Most of these are small ships—free traders and far
traders—although atleast one “fat trader” will be grounded at
first, and a liner converted to haul bulk cargo will also arrive
after several days.

Most of the arriving and departing starship crews know the
locals, and they are greeted as old friends. They often know
each other as well, so the player characters may feel like
outsiders on a world where everyone, including the visitors,
seems to know everyone else. The very fact that they are new
and unfamiliar faces, however, will make them objects of
interest, and both locals and starship crews can be expected
to engage them in conversation and ask about the Coalition
and what life is like nearly two subsectors to trailing.

The one Guild ship which does not leave is a far trader in
excellent condition called Lilly Marlene. Her captain is Arturo
Nohovig, an off-worlder with extensive ties to Berens, or at
least a “history” of ties.
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Nohovig first visited Berens over 20 years ago, first as a
starship crewman and then as a young ship captain. In 1180
he seduced Jerry Hong's young wife, Sprague, and convinced
herto run away with him, abandoning her husband andinfant
daughter. Nohovig sired two children by Sprague, daughter
Sieg and son Agashaam, then left all of them back here on
Berens five years ago.

Amonth ago, he returned with a new ship, Lilly Marlene, and
rented a storefront office for his new business, which is the sale
of starships to Free Traders. His explanation for abandoning his
family here five years ago was that “space is no place for kids,”
but the truth is that he was simply tired of the responsibility.
He has made no contribution to their financial support and
neither avoids contact with them nor seeks them out. He is
outwardly friendly, but no more so than with anyone else,
treating them as casual acquaintances rather than family.

Guild Pitch: Somewhere to spinward, the Guild recently
brought a starship assembly plant on line and is manufacturing
new Jayhawk-class far traders. Nohovig will not say where, and
even visiting Guild crews seem never to have heard of this
assembly plant. When pressed for a location, he will explain



that the plant has to remain secret, since the Reformation
Coalition would probably attack the plant and destroy it if they
knew where it was. The Coalition, according to Nohovig,
wishes to cripple the Guild because it is the only force in
Diaspora sector capable of standing up to their “aggression.”

Nohovig'’s sales pitch is impressive, although he has yet to
make a final sale. A new Jayhawk-class far trader is generally
held to be worth about MCr57, although no one in Diaspora
sector has seen a new ship of that class in 75 years. Nohovig
is offering the ships for MCr50, with a very generous down-
payment plan.

Basically, the Guild will take in exchange any operational
commercial starship as a down payment, and will credit it at
10% overits assessed value based on age and wear. Thirty-year
financing on the outstanding balance will be provided by the
Guild at a 2% annual interest rate.

The specific ship for sale is the Guilded Lilly, and he will let
anyone, including the player characters, walk through it and
inspectit. (He will not allow anyone to examine its navigational
computer, since that has the coordinates of the factory in its
memory.) It is clearly a newly manufactured vessel and is very
well made. Since he will take a ship in trade for the down
payment, after the transaction is completed, his crew will take
the trade-in back to the factory and then return with another
new ship to sell.

These are extraordinarily good terms of sale, and several Free
Trader captains are clearly interested. Nohovig’s answer to
scepticsis that the Guild is honestly interested in reestablishing
interstellar trade, and while the Coalition talks a lot, only the
Guild is actually doing something positive about it. The Guild
is subsidizing the construction of the ships, so the price and
financing are easier than most would expect, but the expec-
tation is that the increased volume of trade will eventually
increase everyone’s revenues enough to make up the cost of
the program.

Of course, the only way the Guild has of making up expenses
through increased trade is by way of member dues, so the sale
is available only to Guild members. In order to qualify for the
ship, the Free Traders would have to join the Guild. Nohovig
explains that the Guild leadership knows that there is a lot of
mistrust of the Guild, “unfounded mistrust” in his worlds,
largely generated by Reformation Coalition propaganda. Soto
try to address that, they have established a new category of
membership, called Associate Membership. Associates cannot
vote in Guild matters, but pay a lower stipend to the Guild and
are not subject to Guild trade agreements, and still have access
to all Guide maintenance facilities.

So far no Free Traders have actually gone ahead with the
deal, but several are looking at it very seriously. All Free Traders
own their own starships. They are not used to making regular
bank payments and find the prospectintimidating. Nohovig's
answer is that a new ship requires farless maintenance than the
relics they currently operate, and at least a bank payment is

predictable—an unexpected power plant failure can be finan-
cially devastating.

Having to join the Guild is another barrier—Free Traders are
an independent lot, and those comfortable with large organi-
zations have mostly already joined the Guild. The conditions
of Associate Member are well-designed to at least partially allay
this concern.

In general, if Nohovig’s deal is everything he says it is, it is
only amatter of time before he starts making regular sales. And
if his deal is everything he saysitis, perhaps thatisn’t such a bad
thing.

Although Nohovig leases a small storefront office, he does
most of his business over a beer at Mujiba’s Rod and Gun Club.
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Muijiba’s Rod and Gun Club is the most famous water-
ing hole in Diaspora sector among Guild captains and
Free Traders alike. Virtually the first thing most starship
crews do after grounding ship on Berensis go to Mujiba’s,
have a frosted mug of Muijiba’s Special Label, find out
who else is in port, and catch up on news. In fact, this is
virtually a ritual, and spacehands on their first voyage as
full-fledged crewmembers are usually treated to a pitcher
of beer poured over their heads at the doorway as a sort
of initiation.

Mujiba’s fame is partially an accident of geography,
due to his location on Berens, but he has also made the
most of that accident and promotes the bar’s fame
through a number of mechanisms. One of these is the
Diaspora Starport Club Registry, which Mujiba main-
tains. Mujiba has had posters promoting his bar printed
up, and outgoing captains take them to other taverns at
starports, where they are put up in return for listing the
tavern in Mujiba’s registry. Thus, Mujiba’s bar is promi-
nently advertised in almost every other starport bar
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within 20 parsecs.

Mujiba also sponsors the Meteor Club, and member-
ship in the club is widely held among Guild and Free
Trader crews, with current rankings closely watched and
a position near the top of Mujiba’s top 10 chalkboard
widely coveted. (See the Meteor Club sidebar.)

Finally, Mujiba brews his own beer, called Muijiba’s
Special Label, from grain grown on Vern Harridan’s farm.
Although some imported beer is usually available in
limited quantities, Mujiba’s Special Label is always avail-
able on tap and sometimes in cans as well. Mujiba has
deliberately refrained from exporting the been in quan-
tity, although he has received several lucrative offers to
do so, as it adds considerably to the bar’s mystique that
it is “the only place in the universe” where you can buy
his beer. The fact that it’s pretty good beer helps consid-
erably. Mujiba also sometimes gives away a case or two
of beer to a departing starship captain he particularly likes
(or wants a favor from), and the small quantities of his
beer which leave the world in this manner are widely



prized and add further to its mystique.

Hours: Mujiba’s opens at 1100 hours for lunch, closes
from 1400 to 1700 hours, then opens again for the
evening. The grill closes down at 2100 hours, but the bar
itself usually remains open as long as there are customers
(but always closes at dawn, which comes any time
between 0300 and 0700 hours, depending on the sea-
son).

Muijiba usually works the noon shift and evenings until
about midnight. The other bartender is Delmar Ken-
neally, who is also the evening cook and comes on duty
at 1700. If customers are still present when Mujiba leaves
for the evening, Delmar remains and closes the bar later.
Mujiba’s daughter, Naomi, waits tables, fills in as bar-
tender on busy evenings, and also works the lunch crowd
if many ships are in port. Ada Harridan cooks during the
lunch shift.

First Visit to Mujiba’s: Mujiba’s is not ahuge place and
is likely to befairly full whenever the player charactersfirst
visit it. The crowd is usually a mix of locals and starship
crews, and is likely to contain a number of Aslan or even
Vargr, aliens the player characters may never have en-

countered before anywhere near the Coalition. Recorded
up-tempo music is usually playing, with a background of
laughter and conversation. As the player characters are
mostly unknown on the planet, conversation is likely to
die down for a moment as the patrons size them up. In
the case Guild crews, this may be accompanied by a
pretty hostile glare, while Free Traders will be more
neutral at first until the player characters get to know
them.

Regulars: Most of the permanent residents will stop by
Mujiba’s for a meal once every week or so, since there just
aren’t that many different places to eat, so everyone is a
regularin asense. Certainly all the permanentinhabitants
are on afirst-name basis with each other. Some residents
stop regularly for lunch, others for diner, but a few
constitute a regular late-night crowd. Mostly this consists
of Siscoe Nickrent and his friends—Forma Hong-Harri-
dan, Sieg Nohovig, Syed Imam, Spanky Soundarajan
and, less frequently of late, Hera Ishii. Delmar Kenneally
is also one of Siscoe’s circle of friends.

As indicated before, Siscoe and his friends are all
somewhat disaffected, and all have an “attitude,” a

Floor

o

toreage and
Privatd Meeting

> |

vad

oBegiols

]

29



mixture of defiance and resentment. In the cases of
Forma, Sieg and Delmar, it is fairly easy to see what life
experiences may have accounted for their feelings of
bitterness and alienation. In the other cases, it is some-
what less obvious and is probably just a case of arrested
adolescence.

Siscoe has recently become more vocal in his support
for the Guild, and most of his friends have followed his

lead. (Sieg Nohovig, while no friend of the Coalition, also
has no use for the Guild in general, and her father, Arturo,
in particular. But Sieg is not a leader and does not speak
up to contradict Siscoe. Instead, when the subject turns
to the Guild, she simply becomes even more moody and
withdrawn than usual.) While Siscoe remained outwardly
polite at the town meeting, he will be less so at Mujiba'’s.
He will try to draw the player characters into arguments
about the Coalition and cite as “facts that everyone
knows” wild Guild lies about Coalition atrocities commit-
ted during raids. He will make loud and rude remarks
about the Coalition deliberately in their earshot and try to
provoke a reaction which will make them look like the
violent thugs he claims they are.

All this is by careful design. Unknown to his friends,
Siscoe is now in the employ of Guild Captain Arturo
Nohovig and is acting under orders to discredit the
Coalition.

Rough Stuff: Muijiba is in the bar almost continuously
from when it opens to midnight. There are no fights in
Mujiba’s while Mujibais there. After he leaves at midnight
and Delmar takes over, and the remaining patrons’
blood-alcohol content increases, things sometimes be-
come wilder. While at the first sign of trouble Mujiba is
outfrom behind the bar and pushing people out thefront
door, Delmar never physically intervenes in ascuffle. If an
argument comes to blows, he will generally just yell,
“Hey! Take it outside, would ya?”

An Ally or Two: If the referee owns Star Vikings:
Personalities of the Reformation Coalition, one of the
Free Trader crews mentioned there can be added to the
adventure, or a crew the player characters have run into
before may be present. Either of these are possibilities for
somefamiliar and friendly faces. In addition, one local will
stand up to Siscoe Nickrent and side with the player
characters at Mujiba’s: Shrier Magemeneas.

Shrier is a mechanic at Jo Donskoi’s garage, and if the
players stopped there earlier, they will have met him
then. Shrier arrived on Berens a little less than a year ago,
having been an engineer on afree trader, and had several
unpleasant experiences with the Guild. While he doesn’t
know much about the Coalition, he’s heard some good
things from Free Traders he trusts, and he takes an
immediate liking to the player characters. He also works
with Siscoe Nickrent and doesn’t like him very much.

When Siscoe begins harassing the player characters,
Shrier will come to their defense and begin making fun of
Siscoe, trying to defuse the situation.

Terminal Velocity: Shortly after the player characters
arrive, Arturo Nohovig’s astrogator (reluctantly) an-
nounces that he has decided to join the Meteor Club by



making hisfirstjump here at Berens. Nohovig tells the player
characters that if they are really interested in becoming part
of the local community, at least one of them should join as
well, and this is as good a time as any. For details on the
Meteor Club see the sidebar.

The obviously nervous Guild astrogator and whatever
player characters decide to join the jump are taken up into
orbit by the ship’s boat parked at the starport (and jointly
owned by the Berensi). They make their descent by means
of personal reentry kits using the rules on pages 32-33.

The Guild astrogator’s reentry will be unsuccessful, how-
ever, comingin attoo steep an angle, and his reentry kit will
overheat and then shed its parachute, crashing into the
planet’s surface at terminal velocity a kilometer outside of
Berensburg.

First Clue: Although Arturo will be shaken by the death of
his astrogator, he will not make any effort to locate or hire
areplacement. Since he does not have a qualified astrogator
in his remaining crew, this means either that he is not
planning on leaving or that he has an astrogator which no
one else knows about.

METEORCLUB

The Meteor Club is an organization of drop capsule sport
enthusiasts throughout Diaspora and Old Expanses sector.
The club is headquartered at and informally sponsored by
Mujiba’s Rod and Gun Club on Berens. Current member-
ship lists along with all confirmed drops from orbit are
available from Mujiba, and the top 10 or 12 club members
(based on total jump points) are always posted on a large
chalkboard, along with their total number of jumps and
their most recent jump.

Standings are based on a point system. Each jump is
worth one point, but the member’s first jump on each
separate planet is worth between 10 and 30 points, de-
pending on the difficulty level. Dense atmosphere worlds
are rated as 30 points, thin atmosphere worlds as 20 points,
and standard atmosphere worlds as 10. This system puts a
premium on jumping on as many different worlds as
possible, and most of the members of the club are either
Free Traders or Guild merchants, who travel as part of their
job.

In order for a jump to score points, it must be confirmed
by both an in-capsule video of the descent and either orbital
or ground-based telemetry data. Mujiba checks the two
sources carefully to make sure that they match in all
respects, and several members have been expelled for
falsifying jump documentation. Only jumps using para-
chutes or parawings are scored; jumps using grav belts or
grav wings are not.

Membership in the Meteor Club is one way for player

characters to gain acceptance by the Free Traders who
frequent the facilities on Berens, and that will make them
that much more trusted by the actual inhabitants of Berens.
However, the only way for player characters to join imme-
diately will be to make a jump on Beren:s itself, as they will
not have access to any confirming documentation of any
previous jumps which they may have made. Berens itself is
a 20-point jump, due to its thin atmosphere, and is a fairly
hazardous way to get started, as events shortly after their
arrival on Berens will prove.




PERSONAL REENTRY KIT

Originally invented as a means of emergency atmo-
spheric reentry from a crippled space vessel, the per-
sonal reentry kit (PRK) was quickly adopted by the
military and provided the glamorous rasion d’etre for
jump troops (although first-line jump/drop troops
have long since transitioned to purpose-built drop
capsules—see Reformation Coalition Equipment
Guide pages 14-15).

Each kit consists of an inflatable hemispheric mold, a
pressurized cannister of ablative foam, and a chemical
thruster for attitude control and limited vector adjust-
ment. The kit does not include a soft landing system
(usually a parachute), which must be purchased sepa-
rately.

The PRK has no provision for defensive decoys and
depends upon its operator for maneuvering instruc-
tion (instead of the on-board computer used by mili-
tary drop capsules), which means that the operator
must have some Environment Suit skill if an unskilled
task roll is to be avoided.

TL Volume Mass Price
8 20 liters =45 k‘g Cr15,000
10 - 16 s . 11kg (€r12000

8 kg © Cr10,000

Volume, mass and price are for the PRK alone, and do
not include parachute, parawing, grav parachute or
grav belt.

PERSONAL REENTRY KIT (PRK)
REENTRY SEQUIENCE

The TNE rules make reentering with a PRK a single
Difficult: Environment Suit task, with the recommen-
dation that the referee implement Diff Mods for dense
atmospheres or high initial vectors (PRKs may not be
used in atmospheres of very thin or less.). Players and
referees who wish to play out the situation in more
detail may wish to use the following optional se-
quence. (Note: These optional rules are slightly modi-
fied versions of therules appearing in the Reformation
Coalition Equipment Guide.)

1. Deploy Kit and Ablative Foam Shield: The user
unpacks the kit, deploys the mold, prepares the abla-
tive heat shield and otherwise prepares for the descent
(Easy: Environment Suit). Any success indicates that
the kit has been deployed correctly. Failure means that
the kit has not been deployed properly, and the user
must try again. Catastrophic Failure indicates that the
kit has a minor defect which escapes the user’s notice,
and the reentry burn task is carried out at a +1 Diff
Mod.

2. Calculate Trajectory and Execute Reentry Burn:
If the user wishes to land at a specific Tkm square
landing zone, this is the point at which that must be
specified to thereferee and the trajectory calculated on
that basis. If the character does not choose a specific
landing zone, the reentry task is carried out at a-1 Diff
Mod, and the referee picks a landing zone at random.

The user calculates the desired trajectory and ex-
ecutes a reentry maneuver (Difficult: Environment
Suit). Reentryin dense atmospheres or from anonorbital
trajectory is carried out at one higher Diff Mod (these
are cumulative). Other decisions as to the reentry
vector are left up to the referee’s discretion. :

Success: On any success, go to step 3a (with reserve
fuel).

Failure: User must recalculate the burn angle and try
again. If successful, go to step 3a(without reserve fuel);
if a second failure occurs, go to step 3c.

Catastrophic Failure: Go immediately to step 3b (with
reserve fuel).

3. Reentry and Course Corrections: What happens
here depends upon the success of the task in step 2.

3a: The user is on course and reenters the atmo-



sphere. The ablative shield protects the user on the trip
down, and minor course correction may be madeif the
PRK has entered this step with reserve fuel.

The user may continue on to step 4.

3b: The user has reentered at too steep an angle, and
must immediately try to correct this by a second burn
(Formidable: Environment Suit), applying the Diff Mods
for atmosphere and high initial vector (if they apply),
and using up the PRK’s fuel reserve. If successful, move
to step 4. If the task fails, the user burns up in the
atmosphere.

3c: The user will strike the atmosphere at the wrong
angle and “skip” off into space, drifting helplessly in
orbit around the world, and without fuel to change
vector (the second burn exhausted the PRK's fuel
supply).

4, Jettison Shield and Enter Free-Fall: There are no
tasks associated with this step. If the user was able to
make minor course corrections during step 3a, the user
is now within 1D10 km of the chosen landing zone. If
theuser picked alanding zone, but was unable to make
minor course corrections during step 3a, the user has
deviated and isnow 1D20 km from the chosen landing
spot.

5. Deploy Parachute/Activate Grav Belt: The user
now deploys the PRK’s parachute, grav parachute or
parawing, or activates the grav belt. If using a grav
parachute or parawing, the user may counteract 1D6

km of the course deflection introduced in step 4 (by
succeeding at an Average: Parachute task—Cata-
strophic Failure adds another 1D6 km to the course
deflection).

6. Maneuver to Landing Zone: If using a grav
parachute or parawing, the user may counteract an-
other 1D6 km of the course deflection introduced in
step 4 (by succeeding at an Average: Parachute task—
Catastrophic Failure adds another 1D6 km to the
course deflection). Users with grav belts may fly to their
landing zone if it is within the grav belt’s range.

7. Land: Characters using grav belts automatically land
safely. Characters using any form of parachute to land
safely must make a task roll. To land safely in most terrain
is Average: Parachute; to land safely in woods, cities,
swamp, or water is Difficult: Parachute. Diff Mod is -1 if
the world size is 4 or less, +1 if the atmosphere is thin.

Success: The user lands safely.

Failure: The user suffers a minor injury and/or dam-
age to carried equipment.

Catastrophic Failure: The user suffers serious injury or
death.

Parachutes may be used to attempt a landing at a
specificlocation within the one-square-kilometer land-
ing zone (Formidable: Parachute for simple para-
chutes, Difficult: Parachute for grav parachutes and
parawings. See the basic rules, page 120, for a discus-
sion of parachute related tasks).
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Back-Alley Diplomacy

Atsome point, the player characters will have one or more
run-ins with Arturo Nohovig and/or Siscoe Nickrent in
which Shrier Magemeneas comes to their assistance. The
next crucial event takes place during the next several days
when some or all of the player characters are out walking at
night. If they have no reason of their own, the referee should
invent a reason. Ravi Kenneally may have a vacant building
to show them, for example, and has plans tomorrow which
will keep him busy. While walking through the empty streets
of the town late at night, either before or after whatever
errand has brought them out, they will hear the muffled
sound of a struggle from an alleyway. When they investi-
gate, they will find four men beating on afifth man who has
a cloth sack over his head. The man being beaten is Shrier
Magemeneas, and the player characters will recognize his
voice cursing and crying out for help even though they can’t
see his face. '

Whether the player characters go to Shrier’s assistance is
up to them, but it would be pretty ungrateful of them not
to. How well they do will depend on how many of them
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there are and how good they are at unarmed martial arts.
The four men beating up on Shrier are Siscoe Nickrent,
Spanky Soundarajan, and two members of Arturo Nohovig’s
crew. All are Experienced NPCs with Unarmed Martial Arts
skill, except for Spanky, who is only Novice. Although Shrier
is a Veteran, he has been beaten semi-conscious by the time
the player characters arrive and so will not be any help.

The player characters may just decide to call for help and
yell at the assailants. (Well, they might!). In that case, the
assailants will deliver a few last well-placed blows and then
run down the alley in the opposite direction. The alley is too
dark for the player characters to see the faces of the
assailants, and Shrier has a sack over his head, so the
identities will remain unknown in that case, at least for a
while.

If the player characters actually intervene, they will be able
to identify at least Spanky and Siscoe, and will probably
leave enough marks on the others that positive identifica-
tion won't be a problem later. After a few turns of combat,
the assailants will leave, regardless of how the fight is going,



as by then they will hear the sound of more voices as other
people hear the fight and come running to see what'’s going
on.

Taking Stock: A crowd soon gathers around the charac-
ters and the injured Magemeneas, and one passerby is sent
to bring the doctor (Ada Harridan). The player characters
will want to see to Shrier, who is very groggy and may be
suffering from concussion. At the same time, they will be
bombarded with questions by the locals. What happened?
Who did this? Where did they go? Why? Unless they saw the
thugs fleeing, the locals may even think the player charac-
tersbeat up Shrier, and Shrieris in no condition to contradict
them. (In fact, he has no way of knowing who actually
assaulted him.) It may take some quick talking on the part
of the player characters to keep the situation from tuning
even uglier than it already is.

One thing which should be clear to perceptive PCs from
the mood of the crowd is that this sort of personal violence
is all but unknown on Berens. They are clearly shocked,
particularly the locals. More than shocked, they feel vio-
lated. Berens has been free from this sort of street violence
for as long as anyone can remember, and its sudden ugly
appearance here is frightening.

Some of the locals will blame the player characters even
though they did not actually assault Shrier. After all, the
Guild has been visiting here for years, and there has never
been an incident like this. The Coalition comes, and sud-
denly Berens is a battlefield. Comments along the lines of,
“Listen Bub, you don’t have any idea what a real battlefield
is like,” is unlikely to make the situation better.

Within a few minutes, Ada Harridan will arrive with a first
aid kit and begin examining Shrier. She will first check for
broken bones and any evidence of internal bleeding, paying
particular attention to his ribs and abdomen. Then she will
order the player characters to pick him up and bring him to
her shop.

An examination room is in the rear of the shop, and after
firmly closing and locking the door on the growing crowd,
she will see to Shrier’s injuries and ask everyone for a
complete recounting of the events as they remember them.
Of everyone, she seems to remain the calmest, partially due
to her experience treating injury trauma, but also because
she is naturally level-headed.

Shrier's Story: Shrier tries to sit up, but Ada insists he
remain lying down on the examination table while he talks.
He is becoming less groggy now as the stimulant Ada
injected him with takes effect.

“I was over at Mujiba’s, and Nohovig was in there talking
to a couple of his Guild stoogies and Siscoe. They were
talking low and private, though, like they were cooking
something up. So | got to thinking about how Nohovig
always does business there in Mujiba’s, has the paperwork
with him and everything. Well, considering old Arturo’s

history around here, | doubt he’d be welcome at a table over
at Jerry Hong's, but Mujiba won’t say no to anybody’s
business, and Arturo always keeps the drink orders coming.

“So, what was | talking about? Oh, yeah. So there’s
nothing wrong with doing business at Mujiba’s. Makes
good sense, since every captain stops in there anyway as
soon as he grounds ship. But what does Arturo need that
office for? They carried in a half-dozen heavy crates when he
rented it. Office equipment, we allfigured, and forgot about
it. Buthe doesn’t use it. Hell, he hardly ever even goes there.
Thewindows are all covered, like it’s abandoned, you know?
So what does he need an office for? And what’s in those
crates.

“Well, | got to thinking about that, and all of asudden | got
to thinking about something else. So | piped up and said,
‘Hey, Arturo, you been talking to any of the incoming crews
about hiring?"”

“He looks up at me, confused like, and says, ‘No. Why?
Hiring what?"”

“’Hiring what,” he says. Now that’s pretty peculiar. ‘Hiring
an astrogator, you fat-head,’ | said. ‘How you planning on
getting home? Walking?'”

“Now this was real interesting. When | said that, Nohovig
got this surprised look on his face, and then he got guilty-
looking, or embarrassed, or something weird. But not
worried about getting home. ‘Oh, I've done some astroga-
tion in my time,” he says. ‘Enough to get us home, anyway.’
Well, that's a load of bull if ever there was one. I've heard
Nohovig try to carry on a conversation with captainswho do
their own astrogation. They get to talking about gravitic
sling-shotting and coordinate drift and stuff like that, and his
eyes just glaze over. He doesn’t have a clue. Hell, | probably
know more about astrogation than he does, and Ada’s little
nephew Ronnie probably knows more than both of us
together, and he’s only three years old.”

Shrier has been getting more agitated toward the end of
this and raises himself up on an elbow, but Ada pushes him
firmly back down on the table.

“Okay, Ada, I'll be good. So anyway, | ask him, ‘While
we’re at it, Nohovig, what'sin all those crates sitting in your
office? What's so secret you got to hide it and lock it up?’
Nohovig got this real mean look then and just said, ‘Mind
your own business, old man, if you know what’s good for
you.’ Old man, my ass! If he’s a day younger than me, Ill kiss
his backside!

“So | went back to my beer, and they went back to their
scheming, or whatever the hell they were doing. Then
pretty soon Siscoe and the two stoogies get up and leave.
They must have been waiting for me when | left, because |
never knew what hit me, never saw them coming. Maybe |
am getting old.”

“Drunk’s more likely,” Ada puts in sarcastically, but then

pats him affectionately on the shoulder.



Confronting the Guild

The player characters now know that Arturo
Nohovig is probably up to something shady. But
what? There isn’t enough information to know for
sure. One thing is clear: He must be desperate to
risk an assault on a Berensi native, knowing the
tremendous public outcry it would cause if word
got out (which it has). Since the identities of the
assailants are now known (or at least strongly
suspected), Arturo’s veil of secrecy is no longer
useful, and he can be expected to move ahead
with whatever his plans are quickly and openly.

Nohovig'’s Plan: His real purpose on Berens is
exactly what he claim itis—to sell newly manufac-
tured far traders to Free Traders at bargain base-
ment prices. Everything else is secondary to that
goal. He needs Berens as a sales platform, as
sooner or later almost every Free Trader in the
sector stops here. He has been willing to keep a
low profile so far, but if necessary he is willing to
secure Berens as a sales platform by force of arms.
The crates in the office contain battledress and
advanced weaponry, and he and his crew are
there now suiting up. A half-dozen combatants in
battledress with gauss rifles can easily control the
planet.

But what about the Guild and its official hands-
off policy? What about the ill will this will cause
among Free Traders and Guild crews alike when

Nohovig has hlmself and three other menin
battledress (the surviving members of his crew)
armed with gauss rifles, along with Siscoe
Nickrent, WIthout armor and armed with an
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‘Hong- Harndan were also given automatic pis-
tols, but both of them run away as soon as
Nohovig is out of sight and will throw inwith the
defenders if they have the opportunity. (Angstis
one thnng, vnolent revolutlon somethmg else
entirely.) » ,
Nohovng |s an Expenenced NPC asis Nlckrent-v -
Novices. They are wearlng standard tech 1evel L
10 battledress as detailed in the basic game.
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word leaks out? Nohovig is no longer working for
the Guild; he is an agent for the ship assembly
plant, which is run by a sentient Virus-infected
computer system. The plant is located on the
planet Ebekhar (1628/Diaspora) in the lusea sub-
sector, about 12 parsecs coreward of Berens (al-
though that is a closely guarded secret). Its plan is
to sell Virus-infected far traders at irresistibly low
prices, and thus spread a new wave of Virus
throughout the sector. The Virus infection will not
reveal itself, but will quietly infect every system it
can contact. Eventually it will take over the ship,
kill or imprison its human crew and become more
overt in its efforts to spread Virus.

Nohovig and his crew are in the deal purely for
the money, having been persuaded by the Virus
that it is not interested in killing everyone, simply
in taking over, a sentiment which they understand
completely.

As to the ill will that a takeover will generate,
Nohovig simply intends to take hostages once he
controls the planet. By threatening them with
violence, he wants to obtain the cooperation of
the Berensi in pretending thatall is well. Of course,
he won't be able to keep up the charade forever,
but he should be able to maintain it long enough
to sell a number of ships. After that, he doesn’t
care what happens; his work will be done, and he
will make his escape.

All Hell Breaks Loose: Ada will explain to the
crowd gathered outside her shop what she be-
lieves happened (which is substantially true) and
what is suspected of Arturo. Before the player
characters or the crowd can decide on a course of
action, however, they hear the sound of gunfire,
screams and people fleeing down the street in
panic. Behind them are Arturo and three or four
crewmembers in battledress firing gauss rifles on
full auto over the crowd’s head. The crowd dis-
solves in panic and runs for cover.

The PCs will have to think fast, but their best
course of action is to head back to their ship to arm
themselves. Along with everyone else on the
planet, they have no means of dealing with men
in battledress, but they have probably brought



along rather more substantial armament and left
iton-board their vessel. Fortunately, things began
happening too fast for Hohovig to seal off the
grounded vessels, and he is instead counting on
overwhelming all resistance with the shock of his
initial assault.

The referee should use the map of Berensburg
on page 15 to adjudicate the battle. Nohovig and
his men are not trying to hurt any of the locals,
only scare them. Ultimately, Nohovig will need
their cooperation to make his plan work. He is less
concerned with visiting Free Traders, and if they
resist or get in his way, he’ll be as likely to shoot
them as try to reason with them. The player
characters are a different matter. Nohovig and his
men will actively seek them out and try to capture
or kill them, and the same is true of Shrier.

Regardless of what the player characters decide
to do, Ada Harridan announces that she is going
to try to get Shrier to Jo Donskoi’s garage. Donskoi
is her cousin and best friend, and the garage is
heavily built and labyrinthine, the perfect place to
hole up. If the player characters are going back to
their ship to arm themselves, Ada tells them that
she and Shrier will wait for them at the garage.

Options: At this point the adventure may have
branched in one of several different directions,
depending on which course of action the PCs took
earlier.

If the PCs came to Shrier’s aid, they will have
identified Siscoe and the others and thus triggered
Nohovig’s coup. If they managed to capture one or
more of the assailants, there will be that many fewer
armed men to carry out the attack, but Nohovig will
go ahead with it anyway. One of his priorities in that
case, however, will be to find his men and release
them to augment his forces.

If the player characters run for help instead of
coming to Shrier’s aid, he will be more severely
beaten, and they will have a less certain idea of
who made the assault. Nohovig will not launch his
coup immediately, butinstead will await develop-
ments. Shrier’s severe injuries will cause a genuine
popular outrage and a clamor to bring the villains
to justice. The combination of the widely heard

angry exchange between Shrier and Nohovig at
Muijiba’, the lack of an alibi for the assailants, and
skinned knuckles on Spanky’s fists will combine to
throw overwhelming suspicion on the assailants.
Player investigation may turn up the missing
evidence, or PCs may overhear a conversation
between two of the assailants which amounts to a
confession. In any case, identification of the cul-
prits will precipitate the coup.

If the player characters arm themselves from
their ship, there will be a battle in the streets of
Berensburg or perhaps in the sprawling garage
complex. Several Free Traders and a few locals
with light weapons will join them as they fight
Nohovig and (hopefully) beat him. If the charac-
ters do not think to arm themselves, the referee
should have a few more Free Traders do so, and
the player characters can then pick up weapons
dropped by defender casualties orimprovise weap-
ons at the garage.

If the defenders lose the battle, the adventure
can go on for some time, as the player characters
are imprisoned and have to find a way to first
escape and then turn the tables on Nohovig. That
is beyond the scope of this book (but of course
nothing is beyond the scope of what your players

can get their characters into).



jo’ngarage

Assuming the player characters actuallywin thefight, they
will probably end up at Jo’s garage, where Shrierand Ada are
waiting. Shrieris somewhat recovered from his beating, and
only with some difficulty have Ada and Jo Donskoi kept him
from getting up and joining the fight against Nohovig.

But simply winning the fight against Nohovig does not
answer the question of why he did what he did. If Nohovig is
a prisoner, the PCs and locals can interrogate him, and he will
eventually tell his entire story. This will reveal that Lilly Marlene
is alive and potentially dangerous, and has to be dealt with.

If Nohovig was killed oris incapable of talking due to injuries,
another member of his crew can tell substantially the same
story, but if all members of Nohovig's crew are dead or
unconscious, the player characters (perhaps with help from
Shrier and Jo Donskoi) will have to puzzle this out themselves.

The first piece in the puzzle is that no Guild crew on the
planet other than Nohovig's had ever heard of this ship
purchase program. Communications are spotty and uneven
out in the Wilds, but you would think that somebody would
have heard of this. Also, this doesn’t fit the Guild’s operating

pattern at all. If Nohovig wasn’t working for the Guild, who
was he working for, and where did Lilly Marlene come from?

Second, there remains Shrier’s question of how Nohovig
was going to get back to the assembly plant without an
astrogator.

Jo Donskoi may provide the answer to the puzzle. Lilly
Marlene has been moved into an enclosed bay in the garage
to make the tours of the ship more convenient. She was not
asked to do any maintenance on the ship, and was told to
stay away from it. Once the fighting started, however, she
decided she needed to make at least a cursory examination
of the ship, and did so by means of the diagnostic hull jacks
provided for starport maintenance personnel to assess the
performance ship’s key systems. Here is what she reports:

“I rolled the diagnostic trolley over to her, hooked up all
of my data jacks and had a look. All systems were nominal,
and | mean exactly nominal, to about five decimal places, of
the textbook specifications. Weirder than that even. If there
weren‘t any decimal values for arecommended reading, the
reading wouldn’t have any, you know? It was a whole
number, just like in the book. It was just like somebody
looked up the performance values and programed my
trolley to feed them back to me.

“Okay, so big deal. This is a really hot ship, right? |
unplugged the trolley and rolled it over to the service bench.
There are things you getin the habit of doing, without even
thinking about them, you know. Whenever | unplug the
trolley, I hook it up to the recharger and run a Virus telltale.
Guess what? It lit up like a fireworks celebration. That's a
Vampire out there.”

Dealing With Lilly: If Lillyis indeed a Vampire, then there
would seem to be an immediate danger that she will either
lift and escape, or will open fire with her laser turret, but Jo
Donskoi immediately assures them that there is no danger
of either of those happening. Jo's father, Pablo, installed a
powerful damper projector in the garage and focussed it on
the maintenance bay as a means of preventing people from
hijacking ships or just trying to skip out on a bill. When
turned on, it will immediately shut down any ship’s fusion
power plant. Jo says that as soon as she saw the telltale
readout, she “pulled the plug” on Lilly.

The player characters will probably want to inspect Lilly
and may be able to extractinformation from the ship’s Virus-
infected computer. The personnel airlocks are closed, but
the port cargo hatch is open and the party can enter there.

The problemisthat Lillyhas a backup power system. While
the battery system is not powerful enough to either lift the
ship or activate the floor gravity (which would mean the
immediate and messy end of the player characters), it has
enough power to keep her alert and to operate the security
cameras and lasers. Once the characters are on-board she
will open fire, and the PCs will have to fight their way to the
bridge, destroying lasers and cameras as they go.
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The Lilly

2

Lilly Marlene is a fairly standard Jayhawk-class far trader,
the notable exception being that the ship’s computer is
infected with a Puppeteer-strain virus.

If the player characters tour it early in the adventure,
everything about it will prove that it is indeed a newly
constructed ship. Someone may even comment that it
“smells” new.

Most of the Guild and Free Trader crews which are in the
wilds have never seen a new ship, but the Reformation
Coalition is actually building new vessels, of which the
Aurora-class of clippers is the best known, so the player
characters are likely to know what a new ship looks and
smells like.

The interior of Lilly Marlene has been modified slightly. For
one thing, all electronic systems in the vessel are patched
into the central computer, but entirely by means of cable
bundles which do not appear in the ship’s wiring diagrams
and which are hidden in normally inaccessible places, such
as inside hollow structural supports.

Most ships isolate these subsystems to prevent a Virus
infection in one to spread to the rest of the ship. In Lilly’s
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case, of course, this is irrelevant.

A second modification to the far trader consists of the
installation of a reserve battery system capable of keeping
the computer and key electronic systems powered for up to
a week.

Again, this battery systemis concealed between decks and
in normally inaccessible spaces.

The cargo capacity of the ship is only 738 cubic meters
(instead of the normal 743.8 cubic meters), although it is
listed as having the full capacity. The difference is unlikely to
be detected, orif itis detected, is unlikely to cause any alarm.

The third, and only obvious, modification is the installa-
tion of security cameras and coaxial lasers at key passageway
angles, capable of sweeping corridors, as well as on the
bridge and in engineering. These are marked on the deck
plan.

If questioned during a tour, Nohovig will explain that due
to the high value of Lilly and other new ships of her class, it
seemed prudent to install additional anti-hijacking mea-
sures.
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THE GUILD

The Star Guild (also called the Merchants Guild) is a
loosely organized network of traders in the Wilds with
strong interests in maintaining the status quo. Their princi-
pal goal is to achieve a monopoly on interstellar trade, and
their dream for the future is an interstellar culture involving
trade between hundreds, or even thousands, of worlds
conducted entirely by Guild ships. The reality of their
situation is that they are little more than an organized crime
“family,” engaged in smuggling, gun running, slavery and
extortion.

The Guild’s stated philosophy is that the problem with the
old Imperium was that no government was ever good
enough to rule more than one world, let alone 1000 or
more. Government, they argue, is fine for a country, a
continent, maybe even an entire planet, but the space lanes
should be free. Interstellar trade should be left to merchants,
not governments, and that is the way to avoid the cata-
strophic interstellar wars that were a periodic part of Impe-
rial history.

Their appeal to the people and governments of the Wilds
is to resist the new empire builders. Let competition reign,
they say. (Even though they are looking for a monopoly,
they argue that their own members will compete vigorously
with each other, and on that point they are actually correct.)
Don’t let some off-worlder tell you what to do, how to live,
or who to trade with, they appeal. Given recent history, this
argument strikes a very responsive chord with many people
in the Wilds.

Guild Organization

The Guild came into existence nearly 30 years ago, but
was originally a much smaller, and more benign, organiza-
tion, devoted to restoring interstellar trade and commerce.
Twelve years ago it came under the control of Captain
Vugashnii Ishimshugi and several like-minded captains who
set the organization on its current course. A governing
Admiralty Council consists of five of the most powerful Guild
ship owners, and a Council of Captains consists of a little
over 100 ship owners who elect the five Councilors every
three years.

Vugashnii and his clique hold a clear majority of the
captains and all of the seats on the Admiralty Council.

The Guild allows its members a very free hand in their
business dealings, provided they “tithe” a share of their
profits to the Guild for maintenance of its

inside, and they are more likely to give Coalition members
a break. ]

The center of Guild governance is the Guild Hall (actually
a complex of buildings) on the planet Justabit (0823/
Diaspora), but the most important technical facility of the
Guild is its class-B starport and maintenance facility at Jump
(2022/Diaspora). (Note that the crew of two Dawn League
ships, Démmerlicht and Ra, are held prisoner at the facility on
Jump.) Other Guild facilities are scattered throughout Dias-
pora, and some starports on low-tech worlds are owned and
operated by the Guild.

Guild Strategy

Tthe Guild adheres to several strategies in order to forward
its goal of creating and maintaining an interstellar trade
monopoly, and these are embodied in four operating prin-
ciples. While Guild captains have a great deal of freedom in
their normal business, they violate these strategic policies
only at considerable hazard to themselves.

Ship: The Guild is always willing to acquire ships by any
means possible. Theft, piracy and purchase are, in the
Guild’s view, simply different means of approaching the
same goal. An interstellar trade monopoly starts and ends
with ships, and everything else is secondary to this.

Mind: Knowledge is the intangible equivalent of the
tangible, material ship. It forms the other part of the key to
space travel. The Guild already has a near-monopoly on the
knowledge necessary to build and repair starships and an
effective total monopoly on astrographic information nec-
essary to plot deep-space jumps. This information is jeal-
ously guarded by the Guild. In addition, the Guild tacitly
encourages technophobic churches and cultures, even if
they are sometimes hostile to the Guild’s immediate plans,
as they are powerful instruments in maintaining the Guild’s
monopoly on knowledge. Technical education in astro-
physics is, of course, actively discouraged and even dis-
rupted when possible.

Market: Trade requires markets, and markets require
goods. A prime consideration of every Guild captain is to
maintain existing markets and develop new ones, as well as
sources of supply for existing ones. The Guild does this in a
number of conventional and fairly harmless ways, but also
engages in some extremely destructive activities as well.

Slavery, for example, was all but unknown on most high-
tech worlds until it was introduced by Slavers, supplying

facilities. Note that Free Traders are not
part of the Guild, and are often hostile to

it. Also, many Guild members are former
Free Traders who were forced, either by
economic considerations or by threat of
violence, to join the Guild. These provide
a possible source of intelligence from the
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captives from raided low-tech worlds. The Guild’s accep-
tance of the Slavers into its ranks following Ishimshugi’s
election 12 years ago formalized this as official Guild policy
and has led to a noticeable increase in the practice through-
out the Wilds.

Balkanization is another example. While the Guild will
occasionally back a strong leader on a world, its more
common practice is to encourage a division of power and a
continual state of warfare. It supplies arms to one or both
sides and makes a continuous profit.

The One: Amonopoly requires an elimination or takeover
of the competition. Guild captains attempt to bring Free
Tradersinto the Guild by extortion or outright attack, as well
as economic offers. By the same token, the Guild resists the
idea of multiworld governments and is bitterly opposed to
the Reformation Coalition, which it now recognized as the
clearest threat to its position in Promise sector.

The Guild not only attempts to frustrate Coalition diplo-
matic initiatives and supplies high-tech weapons to TEDs to
help defend against Coalition raids, it has also been largely
responsible for coining the term “Star Viking,” and spread-
ing rumors of Viking cruelty and atrocities. These stories are
very widely believed, especially on low-tech worlds where
Slaver raids are often blamed on Star Vikings by the Guild
(even on worlds dozens of parsecs from Coalition Space).

Refereeing the Guild

The referee should always remember that the Guild is not
a government and lacks many of the traditional means of
interaction available to governments. Mostimportantly, the
Guild does not have a formal military force. Many Guild

ships are armed, either for self-defense or to allow piracy,
and the Guild hires armed guards for Guild facilities. Some-
times wealthy Guild captains will even hire small mercenary
units to carry out quasi-military operations, if the return will
justify the expense. But the Guild does not “send in the
troops” to help afriendly government, for the simple reason
that it has none to send.

The Admiralty Council can send Guild envoys empowered
to conduct negotiations over trade rights, and this is cer-
tainly aform of diplomacy, but the Guild’s means of making
its deals stick are mostly economic rather than military.

Second, the referee should remember that the Guild is not

monolithic. Many Guild members are not members volun-

tarily, and it is aloose enough organization in any event that
there is considerable variation in attitude throughout it.
Nevertheless, the basic policies of the Guild, and the sorts of
activities that it condones, are such as to cause a continual
corruption of the spirit. Guild members may not all be crue’
and wicked, but few if any can be considered models of
virtue.

Those who resisted the current regime have all been
cowed into submission, been murdered, or left the Guild
and become Free Traders (usually with a price on their heads
courtesy of the Guild).

Finally, the referee should remember that the Guild is
motivated not by a meanness of spirit, but rather by profit.
They may participate in acts of unspeakable cruelty, but they
will not go out of their way to do so if it will cost them a
credit.

Their mission is to make money, and their cruelty comes
from their rejection of any ethical limits on their greed.
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REFEREE NOTES FOR MADOC SUBSECTOR

These notes provide additional information on inhabited and
interesting uninhabited worlds in Madoc subsector.

Madoc’s main point of interest in the class C starport at Berens.
There are few worlds in the subsector which have the population,
technology and ground facilities for lucrative trade, and there were
few pre-Collapse planets with both a high tech level and high
population, making the salvage prospects in the subsector fairly
limited as well. The only worlds where there is much prospect of
salvage are Hewlett and Saagii.

Waverly: Before the Collapse, Waverly's starport provided the
only convenient jump-3 bridge across the Blight Rift Coreward of
Manna, and for that reason was the site of an important naval base.
The base was effectively destroyed during the Final War, and the
appearance of Virus ended any plans to rebuild the facility. As
Waverly has neither fluid oceans on the world nor gas giants in the
star system, there is no practical means of starship refuelling there.

Galuuda: A primitive, superstitious and balkanized world one
parsec coreward of Berens and in the middle of the Madoc Main.
It is seldom visited by starships.

Berens: Despite its tiny population, Berens boats the best
maintenance facility in the subsector and one of the best half-
dozen in all of Diaspora. Only the class-B facility on Jump is known
to be superior. (There is also a superior facility at liselu in Blight
subsector, but this is not yet widely known.)

Dinklewater: The 100 people remaining on Dinklewater are the
descendants of researchers and starport personnel, and they make
their living mostly by scavenging tools and equipment from the
destroyed and abandoned starport. Starships trade manufactured
goods—such as clothing, utensils, and weapons—for specialized
tools and replacement parts.

Kinos: Kinos is a populous world controlled by a corrupt and
paranoid civil service bureaucracy, which has made trade difficult.
Both Guild and Free Trader captains regularly smuggle contraband
goods to Kinos, however, and this is one of the more lucrative (if
sometimes dangerous) runs on the Madoc Main. The Kinozhian
government’s characteristics are:

Paranoia/
Corruption  Talent Cruelty Aggression  Xenophobia
High Low Low Low High

Ruffian: Virtually isolated in the coreward half of Madoc subsec-
tor, Ruffian has been visited by fewer than a dozen free traders in
the last decade (mostly stop-overs from ships visiting Bellin), and
none of them have seen any reason to repeat the visit. The small
population s split into hostile city-states, each ruled by dictators or
totalitarian oligarchies. Tech level remains low, and the economies
are stagnant.

Bellin: This planet is balkanized and ruled by technologically
elevated dictators (TEDs), the largest and most powerful of whom,
Marouque the Terrible, controls the starport and has managed to
keep a small fleet of spacecraft in service. This fleet consists of one
SDB and four armed merchant vessels (none of which are jump-
capable). The characteristics of Marouque’s government are:

Paranoia/
Corruption  Talent Cruelty Aggression  Xenophobia
Low Moderate  High Low Moderate

Tygger: The small population of Tygger has managed to keep
the starport functioning so far, but very few ships call here
anymore, and itis getting more and more difficult to support even
the limited services available. Not enough people remain on the
planet for any active trade, and ships needing maintenance mostly
go to Berens, where the facilities are superior.

Hewlett: Hewlett is uninhabited but had a pre-Collapse popu-
lation of 60 million and a tech level of 15, making it a potentially
lucrative source of salvage. Few if any ships have visited the world
forthat purpose, however, due to the absence of wateron the main
world. While gas giant refuelling is available, the long transit times
into the main world and back out to the gas giant are more than
most independent crews are willing to invest in what is ultimately
a crap shoot. No one really knows how much, if any, of Hewlett's
equipment survived, or if it was ever attacked, and each referee can
decide this individually for their campaign.

Seben: With a high population (by local standards) and a
functioning spaceport, Seben is one of the more important worlds
in Madoc subsector, particularly due to its placement at the trailing
end of the Madoc Main. It is ruled by a technologically elevated
dictator styled Emperor Charles Il. It does not have any operational
spacecraft, although Charles is interested in obtaining one or more
operational ships along with training for crews. The government'’s
characteristics are:

Paranoia/
Corruption  Talent Cruelty Aggression  Xenophobia
Moderate Moderate Moderate  High High

Tavara: This is another very low population world which has
recently made contact with its neighbors on Pekhuraa. Both
governments are considering peacefully combining the two worlds
under a single unified government.

Pekhuraa: This world maintains a moderately good starport
maintenance facility (although not as good as that found on
Berens) and a space navy of one jump-capable armed merchant
ship, aformer subsidized merchant. Its government characteristics
are:

Paranoia/
Corruption  Talent Cruelty Aggression  Xenophobia
Moderate  High Low Low Moderate

Saagii: This world’s population is balkanized due to the rugged
geography of the planet. It lies at the coreward end of a small main
which starts at Ekhapenin Khulam subsector, but there is compara-
tively little trade on this main due to low populations and the
proximity of the Vampire Highway. Recently salvage expeditions
have recovered several valuable tech level 14 relics.

Saratov: The planet’s small and primitive population has little to
trade, and most starships refuel at the gas giant, passing by the
inhabited world.

Kelvin: Thisis a nearly classic example of a TED-controlled world.
Balkanized into rival, if seldom hostile, city states, the general
population lives at a level scarcely different than the Terran middle
ages, while the handful of “noble” rulers maintain their position
with surviving tech level 9 hardware.

Bernens: Aside from an order of magnitude more people and .
less discrepancy between the prevailing technology and that used
by the rulers, Bernens is close to a carbon copy of Kelvin.

45



Conclusion

If all has gone well, the player characters have uncov-
ered a plot by a Virus-infected ship assembly plant to
spread a new wave of Virus throughout Diaspora sector,
and partially derailed it. The assembly plant remains in
operation, however, and who knows how many other
sales agents like Arturo Nohovig are trying to sell ships to
unsuspecting Guild and Free Trader captains.

Interrogation of the computer, if it has been captured
reasonably intact, will add little to their knowledge.
Beyond possibly confirming that it came from Ebekhar
(1628/Diaspora), it will reveal nothing, and will eventu-
ally firewall its memory and logic circuits, effectively
committing suicide.

At this point, the player characters have two potential
courses of action—return to the Coalition to report or
head for Ebekhar and try to take out the assembly plant
as soon as possible. It should be clear that returning to
Dawn Base will delay any expedition against the assem-
bly plant by three or four months at least, and by then the
Virus intelligence may have realized that something has
gone wrong with its agent on Berens. Three or four
months will also result in many more new Vampires built
and in operation throughout Diaspora.

On the other hand, it would be reckless to charge in
alone without at least letting the Coalition know what is
going on. If the player characters fail, who will follow
them up and finish the job? A solution to that particular
dilemma offers itself almostimmediately. One of the Free
Trader captains who participated in the fight against
Nohovig volunteers to take the report back to Aubaine,
asheis headingto trailing anyway, and the other captains
will begin spreading the word by means of the Free
Trader network.

Circumstances certainly indicate an immediate investi-

gation and, if possible, attack on the assembly plant, and
if the player characters seem undecided, Shrier will
encourage them. At the same time, Shrier announces his
intention to go along with them and “sign on with the
Coalition.” His arguments as to why he should accom-
pany them are simple—he worked on a Free Trader that
visited most of the words for 20 parsecs to coreward of
Berens. He knows the area, knows where to expect
troubleand where to go for help if they need it. The player
characters don’t have anything to go on but some old
Imperial star charts 75 years out of date and a bunch of
rumors.

Shrier is persuasive, and the referee should make his
arguments as compelling as possible, and Ada Harridan,
Jo Donskoi, and the other locals and Free Traders will
eagerly vouch for Shrier. The following adventure in this
campaign assumes that Shrier accompanies the player
characters, so it would be very good for them to take him.
Perhaps an NPC engineering crew member of the Kelly
Victrix became a casualty in the fight, opening a berth for
him.

One more thing is worth considering. The basic idea of
manufacturing new commercial starships and selling
them at asubsidized low price with easy credit as ameans
of restarting interstellar trade is a very good one. Once
the Coalition hears about it, it will probably undertake a
similar program of its own, both for its public relations
value with Free Traders and as a legitimate means of
increasing commerce and communication. If the player
characters have thought to include arecommendation to
this effect in their report, they will receive considerable
credit for the success of the program once it gets going.

Look for Belly of the Beast™, part 2 of the Virus Redux
Epic™, in your local gaming stores.
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