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The Hot Seat 
"Hot Seat" is the new title for this magazine's Editorial Feature, 

there are also many other changes which will need a little more 
explanation, but first a few comments about Issue 5 - the last of the 
old style. Many thanks to Robert McMahon and John Roberts for doing 
such a good job (issues l - 5 ) and I'm sure we all wish them every 
success with their 'A' Levels and anything else they undertake in the 
future. 

When I took over the Editorial duties, Robert ( with help from 
Lucky) kindly passed over a large amount of paperwork including 
articles, drawings and mailing lists. Unfortunately many of these were 
hand written and a lot of them did not contain the names and addresses 
of their originators. So, if you have submitted an article or drawing 
to ALIEN STAR that has not yet appeared, could you please drop me a 
short note identifying yourself and the work you submitted so that we 
can give you due credit. Please print or type vital information (name, 
address, etc.) to avoid confusion. 

In effect the last issue of ALIEN STAR (No.5) had two Editorials 
and it may have left some people confused. All contributions are 
welcome, but preference will always be given to typed (double spaced) 
and/or easily readable work. Unlike previous issues we now use a 
standard set of type-faces and so everything has to be re-typed. 
Drawings and photographs must oe in black and white and should have 
the originators name and aaoress printed on the reverse of each item. 
Anything sent to the Magazine will be considered although it may not 
be used immediately, due to the fact that from now on it is hoped that 
every issue will have a main. theme running through it. Possible future 
themes which are now being considered include all types of Mining (this 
can include Asteroid Mining), Asteroids themselves,various world 
Cultures, also various Cults & Religions, Security Forces & Private 
Armies as well as various aspects of Galactic Businesses. For example 
Issue 7 will be entitled "Recreation", taking into account various 
liesure activities and the possible organisations ( '.) behind them. 
If any of the above spark off an idea in your mind, don't be afraid 
to let us have even the vaguest notes. please send it to the Editorial 
address on Page l . 

I said at the beginning of this Editorial that I will explain 
some of the changes; ALIEN STAR's new format is to have a basic theme 
for each issue with various features and articles inside, drawing 
information and backing eachother up. For example, in this issue the 
Solo Adventure is an expansion of an idea contained in Mi11i Plots 
and some of the background behind the Adventure can be gleaned from 
the Data Bank feature. 

4 
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Al though many of the arti cl es wi l l  be al i gned to TRAVELLER they 
shou l d  be eas i ly adj ustab l e  to any other SF game or s i tuation . Some 
of the i tems p l anned for the future ·Wi l l  'be-ali g ned to other SF 
adventure games . Whenever pos s i b l e  th i s  Maga z i ne wi l l  try to i ncl ude 
i tems su i tabl e for the sol o pl ayer , because sol o games can eas i ly be 
enl arged to mu l ti -p l ayer but the i nverse of th i s  i s  not a lways true . 
Bear ing i n  m i nd the dreaded " C h i p" , i t  wou l d  appear that many SF 
gamers own or have access to Mai nframe or Mi cro Computers , thi s i s  
catered for i n  thi s i ss ue by a speci al  offer of a n  S F  Game for PET 
owners ( see ?nouncement ) and the fact that the Sol o Adventure can 
eas i l y  be changed i n to a computer program . Board and F i gure gamers 
wi l l  not be forotten , they wi l l  have Game Reports and Fi gure Rev i ews . 

For PET M ICRO COMPUTER Owners ( S K ,  l 5 K ,  32K,  o l d  or new ROM s )  

Wri tten spec i a l l y  for AL I E N  STAR 

FRONTIER WORLD 
i s  a game wnere the p l ayer , as 
a Worl d Governor, must  bal ance 
the use and col l ection of vi tal 
resources agai nst  the need to 
feed and fi nd homes for an ever 
growi ng popu l at ion . . . . . . . . . . . .  . 

Wi l l  you bui l d  new space s h i ps ? 
Wi 11 you expl ore for more resources 
W i l l  you d i spatch co l oni sts or try 
to control the popu l ation growth rate ? 
How l ong can you remai n as Governor before 
the food riots or overcrowd i ng ends the game ? 

For your cassette copy ( post free)  send £3-50 cheque or P . O .  
to U . W . Hockham 29 Gl engarry Rd , London S E  22 BPS . 
Encl ose name and address  and al l ow 1 4  days for del i very .  

SALUTt: 82 , Apri l 3rd . Kens i ngton Tm1n H a l  1 .  
Organi sed by South London Warl ords . Anyone wanti ng to 
put on a Travel l er game pl ease contact ;  
John  Merr itt ,  1 10  Sal ehurst Rd . ,Crofton Park ,  London 
SE  4 l AP .  



Feed Back 

Dear ALI EN STAR , 
I have j us t  read A . S .  No 5 

and enjoyed the who l e  t h i ng 
very much especi a l ly  " Had l ey" , 
can we have more l i ke i t  very 
soon . 

P . Thorpe . 

Ass . Ed . - Checking my compu t e r  
fi l es I s e e  that  we did ' n t 
have the  f o l l ow-up to Had l ey 
p repa red for t his  issue , but  
it  i s  p l anned for i s sue 7 .  
I ' ve s een Dave and one or  
two of the  o the r s  pouring 
ove r the map of  a city, 
t ry i ng to dec i de how to fi t 
it into the  new s i ze pages . 

Thi s l etter was submi tted 
ot the o l d  Edi tor ia l  team , i n  
parti cu lar  John Roberts , and 
accompani ed one of the des i gns 
for the "Vehi c l e  Semi -Comp . "  
and was passed to the new 
Ed i toria l  team a l ong wi th 
many other documents . 

Dear ALI EN STAR, 
I th i n k  A . S .  i s  the best 

thing to happen to Travel l ers 
s i nce Twi l i ght's Peak , and 
that Space Shuttle  Goes 
TRAVELLER was the best arti c l e  
I've seen i n  a l l 3 i ssues . 
(That was one of yours , wasn't 
i t ? Grovel , grovel . )  How about 
mak i ng me Veh i cl e Des i gner 1 1 06 
then ? 

Yours etc . , 
Dan Bedford. 

P. S .  Are you open to bri bery ? 

As s . Ed . - Wei I ,  a good g rove l 
neve r h u r t  anyone - insu l t  and 
f l a t te ry make u s  take notice 
a s  we l l ,  but t hey ' re not as 
amus i ng as a rea l l y �ort hwhi l e  
c raw l . As to the  b ribery , see 
TRAVELLER Bk .  1 page 14 ( page 18 
new v e r sion ) . You obvious l y  
had a l ow d i ce score a s  the 
w i nner  of  the above mentioned 
Comp .  is revea l l ed on page 37 
of t his  issue  of A . S .  

Dear AL I E N  STAR , 
I thi n k  havi ng a page 

for l etters i s  a good i dea 
(espec i a l l y  i f  you pri nt  
mi ne)  . . . . .  Your News Page i s  
far out . . . . .. 2 adventures 
OK but 3 i s  a b i t excess ive  . .  
Overal l a �t¢it very good 
mag . . . .  ! had a l o t  of 
di ffi cul ty tryi ng to work 
out my own Space Shi p Des i g n  
from B k . 5  (Hi gh Guard ) and 
s ti l l  am - has anybody got 
any h i nts or i s  anybody e l s e  
i n  the same s i tuati on- Hel p .  

John Dunnet 

Ass . Ed . - On beha l f  of t h e  
previous Edito r s ,  t h a n k  you 
fo r you r commen t s, we wi I I 
endea vou r to mee t  you r 
obvious l y  high s tandards . I 

as sume f rom the di f ficu l ty 
you a r e  having wit h  Space 
Sh i p  Design that  you have 
High  Gua rd Edi tion I ,  its a 
l o t  easie r w i th  Edition 2. 

6 
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Data Bank 

Key word . .. . . . .. .. .. . . . . .. .  Sa 1 vage 

Company name . . . .. ... .. . . . . .  l,S. A. R. C. 

Company size . . .. . . . . . . . .. . .  Multi sector 

Origins . .. . . . . . . .. . . . . . . . . .  Extract from Encyclopedia Galactica 73/gB 
"From the beginnings of star travel, space has been littered with 

undesirable objects and, like a street that has not been cleaned, the 
space lanes became an obstacle course of junk. This blockage of 
important routes eventually affected the vital information and trade 
exchanges between key worlds. From that point on the clearance of 
" space junk" became a viable commercial venture. 

One of the first companies in this field was S. S. C.C. (Space Salvage 
and Clearance Company) who successfully negotiated clearance contracts 
for the key worlds major Star Ports. Eventually this Star Ports only 
contract was expanded to cover whole systems, with S.S. C.C. having the 
right to sell all reclaimed metal. Sale by auction (held on board 
their own ships) soon became a profitable no- questions- asked method 
of disposing of accumulated metal. 

Over a period of time the Company's operation expanded and a number 
of smaller outfits were absorbed, including the Victor Rescue Service. 
One of the main features of V. R. S. was that it leased out specially 
designed ships to a number of small companies and partnerships, who 
were granted a franchise to operate within a given subsector or 
system. V. R. S. had negotiated agreements with various Governments, 
Insurance Agencies and multi system Companies for rescue payments 
in a bounty hunter style - a body recovered dead being worth a low 
amount, a live one being worth a premium. 

When the deal for S. S. C. C. to take over V.R. S. was being finalised 
Melvin Victor (Head of V.R. S.) was voted onto the S. S. C. C. board. 
His responsibility was to expand the Rescue and Recovery Division. 

In the following years both the Rescue and the Salvage Clearance 
Divisions of the Company prospered helped, no doubt, by the 
occasional war or skirmish between worlds. The Salvage Division 
in particular developed a technique of deploying small ships to strip 
high value and important items from a wreck, leaving the shell to be 
collected and processed later by a larger vessel. 



As the Company grew , management changes and i nternal pol i tics  resul ted 
i n  Me l v i n  V i ctor becommi ng Head of the Company . V i ctor , however , 
rema i ned i n  th i s  pos i tion  for only two years , a scandal i nvol v i ng 
charges of wrecker , sabotage and pi racy forced h im  to res i g n .  

Wi l l i am Mi nster ,  who succeeded h i m ,  i nvnedi ately changed the Company 
name and pol i c i es .  T he new name , that has rema i ned unti l the present 
day was I . S . A . R . C .  ( I ndependent Sa l vage. Aod Rescue Company ) .  The 
new po l i cy was to appoi nt  an  agent in every major ( A C l as s )  Star 
Port who wou l d  l ease out Company shi ps and admi n i s ter the .-rescue 
bounty-sys tem l oca l l y .  On ly  the sma l l er s h i ps from the Company fleet 
were avai l ab l e  on l ease and most of these l ease options were taken 
up by the i r  ex-Captai ns (who obtai ned cred i t  from a Bank i ng Company 
assoc i a ted wi th l . S . A . R . C . ) .  Thus the Company wou l d  not be hel d 
respons i bl e  for the acti ons of these sma l l s h i ps , whi l e  sti l l  reta i n­
i ng a fi nancia l  sta ke i n  thei r acti v i ti es .  The l arger sh i ps of the 
Junk-Cl earance type were , and are sti l l ,  operated and staffed by 
Company personel , and only attend wrecks that have been noti f i ed by 
l easehol d i ng Capta i ns .  The sma l l er s h i ps are genera l l y  of the 
CHRI STOPHER C l ass and the l arger factory s h i ps of the M I DAS C l as s .  

I . S . A . R . C .  conti nues to expand, ma k i ng a regu l ar (undi scl osed ) profi t .  

8 
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Game Report 

FIFTH FRONT I E R  WAR . 

Thi s  i s  an i nvasi on game set i n  TRAVELLER ' s  Spi nward Marches 
Sector of Space . Prior knowl edge of the Spi nward Marches or even of 
TRAVELLER i tsel f i s  not a prerequ i s i te ,  but can prove useful i n  the 
i ni ti a l  set-up stages . Each counter represents a squadron of space­
s h i ps or  a batta l ion  (or  more ) of ground forces . 

Thi s game i s  not part of the TRAVELLER ro l e-pl ayi ng sys tem , 
de?pi te the standard sticker (on  my copy) that says "Su i tabl e for 
use wi th TRAVELLER" . The game does draw heavi ly  from a TRAVELLER 
background and cou l d  be u sed as a backdrop for any campa i gn that uses 
the offici al l y  publ i shed Spi nward Marches materi al as i ts sett i ng .  
I t  i s  a game i n  i ts own right that does ful l credi t to i ts des i gner 
Marc W . Mi l l e r .  The game comes boxed and conta i ns a large fo l ded 
playi ng surface , a set of ru l e s ,  three sheets of pre-cut card counters , 
two Fl eet cards, two set-up cards and two s tandard s i x-s i ded d ice. 

The box . 
Th i s  i s  the now-familiar  Games Des i gners Workshop l arge f lat  

box wi th the u sua l  h i gh standard of art  work .  A careful look at the 
cover i l l ustrati o n ,  i n  particu l ar the three fighter craft and thei r 
ma rk i ngs , wi l l  reveal the i nfl uence of the Space I nvaders Game on the 
arti s t .  

The P l ayi ng Surface . 
Th i s  opens out to be approxi mately 27i"x 2 li " . 

The centre i s  a co l oured hex-map of part of the Sptnward Marches 
and around the outs i de are a l arge number of boxes ( approx .  l"square) 
that represent the surfaces of the worl ds/ systems shown on the map .  
There are a l so l arge rei nforcement and repl acement boxes a s  wel l as 
two i nformation pane l s .  The genera l i dea is that spacesh i p  pos i ti ons 
are plotted on the map and surface acti ons are recorded on the boxes . 
Each surface box conta i n s  seven pi eces of i nformat ion and i t  cou l d  
be requi red to hol d from four to a n  i nf in i te number of i"square 
counters . In p l ay the map section  of the board works we l l ,  but the 
surface boxes get more than a l i tt l e  crowded 

The Ru l e  Book . 
Th i s  i s  twenty pages , pri nted b l ack on wh i te .  The actual 

ru l es start on page 6, the f i rst  few pages be i ng repri nts of news i tems 
ta ken from the Journal of the Travell er ' s  A id  Soci ety ( TRAVELLER's 
offi c i a l  Magazi ne ) .  These are u sed to set the scene and take the pl ace 
of background i nformation normal ly  found i n  h i storical games publ i shed 
by G . D . �  . .  The ru l es themsel ves are compl ete but cou l d  have been set 
out in a better format .  For i n stance , Sector 4 , "Combat " ,  l i sts a 
number of actions  i n  the order i n  which they wou l d  normal l y  be used. 



the rul es  then cover i tems that are part of acti ons 2 and 3 on that 
l i st ,  then Space Combat (action l ) ,  fol l owed by a return to actions 
2 and 3. The back page of the Rul e Book i s  i nfact an i nformat i on and 
reference s heet . 

The Set-up Cards . 
There are two of thes e ,  one for each p l ayer , pri nted 

on th i n  card . One s i de conta i ns i n i ti a l  dep l oyment deta i l s  for that 
pl ayer's own forces ,  the reverse presents the combat tabl es . Tacked 
onto the depl oyment deta i l s  are rep l acement and re i nforcement deta i l s ,  
but these need to be used wi th i nformation contai ned wi th i n  the Rul e  
Book and th i s  i s  not al ways obvi ous . 

The Fl eet Cards . 
There are two of these , one for each pl ayer , but on ly  

one conta i ns the  key to  the  counter-col ours . The  i dea beh i nd the  F l eet 
Cards is that counters representi ng the squadrons of s h i ps are pl aced 
on these cards and one marker to represent the who l e  fl eet is then 
used on the map . The Fl eet Cards suffer from the same problem as the 
surface boxes , i n  that they become more than a l i tt l e  crowded . 

The Counter Sheets . 
There are three of these , contai ni ng between them 

some 720 pre-cut counters . Approx imate ly  one th i rd of these are a l l otted 
to each pl ayer as forces . The rema i n i ng t h i rd i s  numbered in mu l ti ples 
of ten and are used to show percentage l osses . The precentage loss  
system p l aces a numbered counter under a ground forces counter or 
ontop of i nforma t i on conta i ned i n  a surface box as casua l ties  occu r .  
Sh i p  l osses on t h e  other hand a r e  recorded by fl i ppi ng the actua l 
s h i p  counter over . (Confused ? - i t  i s  at fi rst ,  but you soon get u sed 
to i t  and i t  works  we l l . )  As i s  standard throughout the game , each of 
the pl ayer's counters conta i ns a l arge amount of i nformation but most 
of i t  i s  easy to pi ck  out and use . 

The Game . 
The bas i c  premi s i s  that Imperi um Terri tory (pa rt of the 

Spi nward Marches ) i s  i nvaded by the Zhodani (they ' re the bad guys ) . 
I ni ti a l l y  the Imperi um Forces have very l i tt l e  choi ce but to retreat 
and wa i t  for rei nforcements whi l e  the Zhodani and the i r  a l l i es devour 
parts of Imperi um Terri tory . The Imperi al Emp i re stri kes back  l ater 
and the ba l ance changes agai n .  The Game conta i n s  a V i ctory Poi nts 
system that a l l ows p lay to be tenni nated at  any t i me wi th a s l i d i ng 
seal e that works out the wi nner accord i ng to the l ength of the game . 

Opi n i o n .  
Desp i te the cri t ic i sms I have made above , I l i ke th i s  game 

and con s i der i t  the best i nvas i on gJme (of any period ) I have pl ayed . 
There i s  a very c l ever counter m i x  and the subtl e tri ck  of a pecki ng 
order for Admi ral s i s  f i rst  rate . There i s  a l im i ted random effect 
i n  i ni ti a l  forces ensuri ng that no two games are exactly al ike. To 
get the best out of the forces they control , each pl ayer must bal ance 

Continued on page 19 ----
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X-Boat Info. 

Ever s i nce the fi rst i ssue of A L I EN STAR ( February 1 981 ) ,  
X-Boat I nfo has been tne bri nger of joy i n  the fonn of News 
about new and wel come products . But ,  a l as , the t ime has come 
when X -uoat I nfo must  report some sad news . 

DARK STAR the {UK) Travel l er' s News Letter , wri tten and 
di stri buted by Trevor Graver; i s  to end . Trevor says that 
i s sue 7 wi l l  be the l ast  of i ts l i ne .  I personal ly  sha l l mi s s  
the  monthly i nfonnation provi ded by DARK STAR,  and I'm sure 
many UK Travel l er pl ayers wi l l  feel exactly  the same way . 
Many thanks for everyth i ng Trevor , i nc l udi ng The 77th Patron , 
whi ch Games Desi gner ' s  Workshop have now repub l i shed i n  thei r 
journa l . 

Now back to the more joyful t id i ngs . New from G . D . W .  i n  
November came Adventure No . 6  enti tl ed " Exped i ti o n  to Zhodane" 
. . . . . . .  As an Imperi a l  Character ,  how do you fancy be i ng mi nd­
probed so that if  the  Zhodani  ( remember some of them can  read 
mi nds ) check you out they wi l l  bel i eve that you too are a 
"good" Zhodani ci ti zen . Unti l , that i s ,  the time comes for 
you to act . . . . . . .  I ts al l i n  Adventure 6 .  

Journal 1 0  (of the Travel l er's A i d  Soci ety )  has arri ved 
i n  the UK w ith i ts usua l  sel ection of good i es ,  i nc l ud i ng 
some of the jus t i f i cation  beh i nd the forces used i n  the Fi fth 
Front i er Wa r game . 

On the subject of game s , the l atest boxed game from 
G . D . W. i s  a l so about a war .  Thi s one i s  ca l l ed " I nvas i on Earth" 
and covers the deci s i ve battl e for the So l omani R i m .  Hopeful ly  
we (AL IEN  STAR) wi l l  be  abl e to  rev i ew thi s i n  the  near future . 

S . P . J .  have entered i nto the SF ro l e-pl aying arena wi th 
" U n i verse " . Thi s comes i n  two format s ,  the basi c set wi thout 
i ts space combat system and the ful l set which  does i nc l ude 
the afore-mentioned space combat system .  I have been to l d  
that readers of "1\ries "  a l ready know that one i s sue of that 
magaz i ne conta i ns the space combat sy�tem requi red to make 
the bas i c  set up to the ful l set .  

" Space Opera" (yet another SF rol e-pl ay i ng game ) ·:conti.m1es 
to expand i ts p l ayi ng a i ds v i a  a number of A4 s i ze bookl ets 
and i nc l uded among the i r  t it l es are " Ground and A i r  Equi pment" 
and "Star Atl a s "  p lus a coup l e  of detai l ed Sectcirs . 

"Laserburn " the ( UK )  SF rol e  p l ay i ng system has a l so 
expanded i nto the scenari o f ie l d .  But th i s  wri ter has not yet 
seen the i tems and so cannot colllTient further at thi s t ime . 
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Customised Ships 

The " CHRISTOPHEK" cl ass  s h i ps were desi gned for I SARC as rescue/ 
sal vage vesse l s  capa b l e  of fast manoeuver wi th i n  a syster.1 , wi th the abi l i ty 
to rescue passengers/crew from a d i sabl ed s h i p  and recover/sal vage i tems 
of va l ue ( cargo or sh i p's equ i pmen t ) . Thi s c l ass  of s h i p  has several uni que 
des i g n  features; the rear cargo door opens downwards to form a worki ng 
p latform and thi s  action h i nges away the fi rst 1 5  meters of the roof to 
al l ow qui ck  and easy l oad i ng ,  2 custom bui l t  l au nches are carri ed i n  the 
forward hold that has cl amshel l doors ope n i ng forward, whi l e  the rear of the 
forward hol d  opens onto· the ma i n  cargo ho l d. The combi nati on of front a nd 
rear doors means that the l aunches can tow sal vaged i tems d i rectly i nto the 
cargo hol d  and exi t  aga i n  v i a  the forward doors . Thi s craft has an  armoured 
hu l l  and 2 retractabl e  turrets so that i t  can defend i tsel f i f  attacked. 

Des ign Spec i f i cati ons 

Confi gurati on . . . . . . . . . . . . . . . . . . .  Cone ( Stream l i ned ) . . . . . . . . . 400 tons 
Jump Ori ve . . . . . . . . . . . . . . . . . . . . . .  'u' Standard . ... . . . . . . . . . . .  25  tons  
Maneuver Dri ve . . . . . . . . . . . . . . . . . .  'K' Standard . . . . . • . . . . . . . . . .  119 tons 
Power P l ant . . . . . . . . . . . . . . . . . . . .  'M' Standard . . . . . . . . . . .. . . .  37 tons 
Fue 1 Tankage ... . . . . . . . . . . . . . . . . . . . . .. . . . . . .. . . . . . . .. .. . . . . .  36 tons 
Fuel Scoops & Puri fi cat i on P l ant  . . . . . . . .. . . . . . . . . . . . . . . . . . .  5 tons 
Bri dge . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . • 20 tons 
Computer . . . . . . . . . . . . . . . . . . . . .. . CPU 3 .  Store 6 ,  F i b  2 . . . . . . . 4 tons 
Staterooms . . . . . . . . . . . . . . . . . . . . . S i x  . .. . . . .  " .. . . . . . . . . . . . . . . .  24 tons 
Emergency Low Berths. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 5 tons 
Cargo Hol d . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . .  1 45 tons 
S h i ps Lockers . . . . . . . . . . . . . . . . . . . . . . . . . ... . . . . . .. . . . . . . . . . . .  2 tons 
Sma 1 1  Craft . . . . . . .. . . . . . .. . . . . . .  ( 2 Launches ) . . . . . . . . . . . . . . 40 tons 
Hu 1 1  Armour. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 32 tons 
Tri p l e  Turrets ( 2 )  . . . . . . . . . . . . . .  l xM ,  l xSand . . . . . . . . . . . .....  6 tons 

Notes Jump capabi l i ty = 2. Energy pi onts = 24 . Ag i l i ty = 5 .  
Tech l evel = 1 3 .  Cost = 288.33 MC . 
U . S. P .  ( H i g h  Guard 2 )  T-42256B2-350000-0003-0.  

Crew Requ i rements 

P i l ot Navi gator Chi ef-Engi neer 2nd Eng i neer 3rd Engi neer 
Med i c  Pi lot  1 st Launch P i l o t  2nd Launch Upper Gunner 
Lower Gunner Rescue Techni c i an Sal vage Tech n i c i an 

The l as t  two of these are supernumery crew , a l l crew members take 
an  acti ve part in a l l rescue and sal vage operatiGns .  

Suppl ementary Equ i pment 

Magneti c Cl amps and Laser Torch Cutters as descri bed i n  the Arms 
and Equi pment feature i n  thi s i s sue of A L I EN STAR . 
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Key to pl a n  o f  CHRISTOPHER C l a s s  Ships . 

l .  Emergency A i r l ock . 
2 .  Emergency Low Berth . 
3 .  Storeroom ( a l  s o  u sed a s  Bri g ) .  
4 .  Standard A i r l ock . 
5 .  Shi p's Locker . 
6. Medi ca l  Bay wi th Mon i tori ng of Emergency Low Berths . 
7 .  Lower Turret ( retracted ) .  
8 .  Bri dge Consol es  ( A ) Corrrnun i cations and Computer 

( B ) P i l ot 
( C ) Navi gation 
( D ) Eng i neeri ng 
( E ) Launch and Sal vage Control . 

9 .  Computer . 
1 0 .  Staterooms ( a l l twi n berth ) .  
1 1 .  Gal l ey and Mess . 
1 2 .  Ai rl ocks wi th tel escop i c  wa l kway . 
1 3 .  Upper Turret ( retracted ) .  
1 4 .  Observat ion P l atform and Sta i rs ( Backup Sal vage Control Cons u l ) .  
1 5 .  Emergency Entrance to Launches ( v i a  Ai rl ock ) . 
1 6 .  Fuel Scoops and Puri fi cation P l a n t .  
1 7 .  Dri ves a nd Power P l ant . 

Key to pl an  of Cus tom Des igned Launches . 

T h i s  craft i s  s l immer than the s tandard Launch and has l es s  cargo 
space . I t  i s  capabl e of l G  accel erati on and can carry 1 2  passengers . 
l .  Bri dge . 
2 .  Cargo o r  Passenger Hol d .  
3 .  A i r l ock . 
4 .  Locker . 
5 .  Fue l . 
6 .  Dri ves . 
7 .  Fresher .  

2 
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Mini-Plots 

T h i s  feature i s  an attempt to bri ng a new approach to scenario  
p lann i ng for Referees and  Game Masters of ro l e-playi ng games . Rather 
than set out a h i g h l y  deta i l ed adventure , ri g i d l y  set i n  one l ocati o n  
w i th one game-system i n  mi nd,  that i f  read by a poss i b l e  pl ayer i s  
i n stantly rui ned , M in i -P l ots sets out  a number of bas i c  s i tuat ions  
that  can  be  cros s-referenced to  a number of  back-up s i tuations . Th i s  
means that even i f  a potential  pl ayer has read the i ni t i a l  s i tuation 
they wi l l  never be sure wh ich  of the back-up s i tuations is  bei ng used 
in conj uncti on wi th i t .  Al so because M in i -P l ots i s  not h i gh ly  
deta i l ed the  Referee or Games Mas ter has various ways he or  she can 
deve l op the detai l s  of the total s i tuation presented. 

How the sys tem works . 

There are two l i sts , the fi rst l i st i s  numbered l - 8 and 
conta i ns the i nformation  p l ayers can be s upp l i ed wi th at the s tart 
of an adventure . The second l i st i s  i denti f i ed by l etters and 
conta i ns i nformation  bas i cal ly  meant for the Referee/Games Mas ter 
on l y .  Any one of the numbered scenarios  can be sel ected and u sed i n  
conj unction wi th one of the s i x  l ettered addi tions  shown i n  the boxes 
fo l l ow i ng that scenario . The one l e tter can be sel ected by Referee/ 
Games Mas ter ' s  choi ce or by the ro l e  of a s i x - s i ded d i e ,  the score 
"l" bei ng the f irst  l etter,  "2"  bei ng the second and so o n .  

M i n i -P l ots makes u s e  o f  i nformat ion conta i ned e l sewhere i n  th i s  
i s sue of AL I EN STAR .  For examp l e ,  for reference to I SARC or to 
Sal vage and/or Rescue operations Referees and pl ayers shou l d  read 
"Data Bank" on page 7 ,  or for sh i p p l ans for " CHRI STOPHER" C l ass 
sh i ps see page 1 3 .  

I n i t i a l  Set-ups . 

l) Sal vag e .  
You are contracted by I SARC t o  i nvesti gate a report of 

a crashed 200 ton s h i p  on a nearby worl d .  If you own your own space­
s h i p  you wi l l  get 75% of the va l ue of anythi ng recovered . If  I SARC 
suppl ies  you wi th a CHRI STOPHER c l a s s  shi p you wi l l  recei ve only 
25X of the va l ue of i tems recovered . 

2)Rescue . 
You have been comm i s s i oned to fi nd and rescue a man whom 

you know only by a pi cture you have been g i ven . The l as t  report of 
h im  i s  that he i s  bei ng hel d pri soner on a s h i p  currently be i ng 
refue l l ed and re-crewed at a l ocal Star Port . Thi s i nformation may 
be a rumour .  I B I E I H I A I G I D f 



3) s.o.s. 
You are part of a sa l vage sh i p crew who recei ve an S . O . S .  

cal l  from a s h i p  of the same c l a s s . I ts g i ven l ocati on i s  reasonably 
c l ose. l cl G I D l H I B I F I 
4 )  War Zone Patrol . 

You are contracted by the l ocal Mi l i tary Governor 
to prov ide Rescue Servi ces and carry out m i nor sal vage operati ons 
for h i s War F l eet . Thi s Fl eet i s  currently  i nvol ved in a sma l l war 
acti on of whi ch your sh i p patrol s the outer fri nge . D i sjoi nted rad i o  
contact h a s  been made wi th survi vors o f  a d i sabl ed s h i p  whi ch you 
then approach . I A I B I c I D I G I H I 
5 )  Space Junk . 

Your contract  wi th I SARC requ i res you to a s s i s t  i n  the 
cl earance of space junk u s i ng one of thei r CHRISTOPHER C l ass sh i ps . 
To thi s  end you are commanded to board a wreck that has dri fred i nto 
the space l anes of the worl d  you are on . Your task i s  to remove al l 
sa l vageab l e  i tems and report back . I GI c I D I H I F I A I 
6 )  Bodyguards . 

You are empl oyed as bodyguards to a busi nessman and 
h i s two sons who are vis i t i ng an  auction on a l arge refi nery vessel 
s i tuated wel l away from a l l the ma i n  Star Routes . 

-, E-,-G-,-B�, -F �, H-t�D�I 
7 )  Encycl oped i a  Update . 

You have accepted a contract to transport and 
ass i st  a reporter and h i s  fi l m  crew who are col l ecti ng i nformat ion 
that wi l l  be u sed to update the Sal vage and Rescue fi l es for the 
Encyc l oped i a  Gal acti ca . I D I G I E IH I F J B l 
8 )  Escape Route . 

You run part of an escape route for former Important 
Persons of a wor l d  that has j u s t  seen a v i o l ent change of l eaders hi p .  
Your cover i s  that of a n  I nter-Ste l l ar Rescue and Sal vage Organi sati on, 
thus expl a i n i ng your reasons for reg u l ar unschedu l ed v i s i ts .  I nfact 
you rendezvous wi th a faster sh i p jus t  outsi de that worl d ' s  sensor 
rang e .  f A I B I D I E I G I H I 

WARN ING  The  next page conta i ns the  REFEREE ' S  L IST .  
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Referee's L i st .  

A )  A n  unusual obj ect o r  shi p i s  l ocated by the p l ayers . I f  they 
i nvesti gate i t  they cou l d  fi nd i nformation or artefacts worth more 
than they wou l d  have got for the ori g i na l  a s s i gnment . 

B )  The person/s  i nvol ved are V . l . P .'s and the l oca l  v i l l a nry are out 
to assass i nate them . 

C )  Thi s  i s  an ambush  s i tuation  set  up by pi rates, r i va l s or hosti l e  
forces , wi th your s h i p  a s  thei r pos s i b l e  prize . 

D )  A s h i p  the pl ayers encounter i s  booby-trapped wi th expl os i v e .  
T h e  timi ng mechani sm h a s  not yet been triggered , but any s trong 
vi brat ion may s tart i t  ( i nc l l.ldi ng the re-l aunch of your own craft ) . 
They must  fi nd and defuse a l l  the expl o s i ve .  

E) One or more of the peopl e now on board the same s h i p  a s  the p l ayers 
are agents of an un-named Galacti c Power . P l ayers wi l l  di scover that 
these peop l e  are not what they c l a i m  to be , . .  and once t h i s  has happened 
pl ayers mus t convi nce them that thei r secret i s  safe or defend 
themsel ves . 

F )  A s h i p the pl ayers encounter on route i s  found to be empty of 
peop l e  and a l l i ts drives are unservi ceabl e. Hi dden aboard thi s s h i p  
i s  a l arge amount o f  h i g h l y  i l l egal  contraband and the area o f  s pace 
you are in is regu l arly patro l l ed by the l ocal l aw enforcement 
agenc ies . 

G )  Before the p l ayers set out on thei r a s s i g nment one or more extra 
"crew" wi l 1 jo i n the group . Once the pl ayers have s tarted out they 
recei ve news that a most wanted crim i na l  has escaped from custardy 
on the Starport they have just l eft . Both these facts cou l d  be 
connected ? 
H) The p l ayers' a s s i g nment i s  compl eted i n  record time wi th only 
mi nor probl ems . On the i r  return , one of the crew is  found to l ook  
exactly l i ke a wanted crimi nal . The  pl ayers' sh i p is  currently i n  
need o f  mi nor repa i rs and fue l . 

-- Con t i nued f rom page 1 0  --------------------­
both the j ump capabi l i ti es (movement factors ) and refuel l i ng abi l i ti es 
of the s h i ps i n  the f l eet wi th thei r troop l oadi ng capa c i ty .  The 
advance order-wr i t i ng system wou l d  at fi rst appear to detract from 
the game machani sm, but i nfact i s  easy and adds yet another subtl e 
touch . P l ay-by-ma i l  and a sol o-p l ay vari ant shoul d be very easy to 
set u p .  

If  I was us i ng a poi nts o u t  o f  ten rat i ng system t h e  F i fth 
Fronti er War Game wou l d  get 9 out of 1 0 ,  only the overcrowd i ng 
menti oned earl i er and the ru l es-l ayout prob l ems woul d s top me from 
g i v i ng i t  max imum marks .  



The Scavengers 
The S i tuat ion 

Fol l ow i ng a report of a crashed 200 ton sh i p on an unexpl ored part of a 
named worl d ,  a g roup of adventurers set out to recover any salvagabl e i tems . 
An a i r  survey of the area revea l s  nothi ng but jung l e  wi th a sma l l c l eari ng 
about a mi l e  from the s uspected cra s h  l ocation . The group l and ( by sma l l 
craft) on the edge of the c l eari ng and d i s cover an 8 s i ded pyramid-type 
s tructure about 3 s tor i es h i g h ,  partly covered by undergrowth .  

The Structure 

Th i s i s  an e i g ht-s i ded pyramid-type s tructure wi th no v i s i b l e  
openi ng s .  T h e  l ower ha l f  o f  each s i de i s  made from a hard dark 
substance whi l e  the upper porti o n  appears to be l i ght-refl ect i v e .  
T h e  d i v i d i ng l i ne between the dark a n d  l i ght  areas i s  approx imate ly  
fi fteen feet above the ground . 

�o 
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The Adventure 

Thi s scenario  has been des i g ned as a so lo  ro l e- p l ay i ng game , w ith  one 
pl ayer contro l l i ng a number of characters. The aim of th i s  group of 
characters i s  to l ocate and recover i tems of val ue that can l ater be sol d 
together wi th i nformation  gathered about the crashed craft and/or the 
pyrami d structure . T h i s  adventure i s  a l i gned to TRAVELLER  but can eas i ly 
be adjusted to fi t any other SF rol e-p l ay i ng system . 

Equi pment Requ i red 

The p l ayer wi l l  need at l east  the bas i c  set of ru l e s  for the sys tem 
they are us i ng ,  a pai r of normal d i ce ( p l us any others usua l l y  requ i red by 
the system i n  use ) as wel l as pen/penci l and a scratch-pad . I t  cou l d  be 
useful to have at your di sposal  any add i ti onal ru l e  books  or suppl ements 
that deal wi th combat and character - anima l  encounters . 

Preparation  

U s i ng your bas i c  ru l e s ,  generate a group of  6 characters . P l ayers are 
free to set th i s  adventure on any type of worl d they choose , prov i d i ng i t  
has an area of unexpl ored j u ng l e .  The cras hed sh i p can be of any des i gn 
that fi ts vague l y  i nto the descri ption of ' ZOO ton" and i s  crewed by a race 
known to be hosti l e  to the p l ayer ' s group . The pl ayer has the cho i ce ei ther 
of generati ng 6 - 8 enemy characters in advance , or of generati ng them a s  
requ i red i n  the game . The text wi l l  refer t o  them as " ENEMY " .  I f  these 
" ENEMY" are pre-yenerated , they must  be u sed i n  generated sequence and 
after a l l of them have been e l imi nated the pl ayer must i g nor subsequent 
references to " E NEMY " . Any encounters wi th an ima l s  sho u l d  be generated as 
and when requi red . 

Ru les  Of P l ay 

The text i s  d i vi ded i nto numbered secti ons . For a l l secti ons the 
pl ayer must read the bas i c  i nformati on g i ven and then sel ect one of the 
opti ons . Where the opti ons start wi th the word " I f " ,  they must use the fi rs t  
one that appl ies  to the s i tuati on they are i n .  After each opti on i s  the 
word " route" fol l owed by a number and sometimes a l etter-code . The route 
number is the next secti on the p l ayer sho u l d  turn to and read . The l etter­
code shou l d  be remembered unti l i t  i s  cal led for l a ter i n  the tex t .  The 
pl ayer may fi nd it useful to wri te on the scratch-pad the route number and 
l etter-code they are about to use ,  because the l etter-code may be hel d  over 
for severa l  secti ons . When an opti on uses the word " se l ect"  the pl ayer 
chooses one of thei r characters to perform the action contai ned i n  
that statement and ,  where appropri ate ,  sel ects the method to be used 
and any equ i pment i nvo l ved,  before read i ng further . I n  the effort to 
reduce the vol ume of thi s text ,  two important assumpti ons have been 
made ; fi srt l y ,  that a l l the p l ayer's characters rema i n  in one group 
and the character who l eads the way is the l as t  character that was 
" sel ected" , second l y ,  whenever a door opens the who l e  group of 
characters pass through that doorway and the door automati ca l ly c l oses 
beh i nd them , then for ori entati on purposes the characters turn and 
face that cl osed door. 



If/when you g a i n  entry i nto the enemy s h i p  or the Pyrami d  every room , 
cabi n and corri dor i s  l i t by an overhead l i g ht ing system. Al l l i g ht ing 
systems are counted as being ' ON' unless  the text s tates otherwi s e .  Wnen 
the l i g ht i ng i s  ' OFF ' the characters wi l l  ( un less  equi pped wi th torches ) 
only be abl e to see i tems that are. l i t up or g l owing , they can not use  
any i tem that they can not count as bei ng abl e to  see . 

DESIGN NOTE S .  

Thi s i s  a s imple adventure des i gned to b e  used once and then up  
graded for l ater re-use . The programmed text format used makes thi s an 
easy game to rewri te as a computer game for a so l o  pl ayer .  

SECT ION  1 . . 
You are s tand i ng next to one face of the Pyrami d . . . .  
You may : - (  l ) Move away from the_ Pyram i d  . . . . . . . . . . • . . . . . . . . . . . .  Route 2. 

( l l ) Move around t he Pyram i d  c l oc kw i se . . • . . . . . • . . . . . . .  Route 9/A . 
( l l l ) Move around Pyram i d  ant i -clockw i se . . . . . . . . . . . . . . .  Rou te 9/A . 
( l V )  Se l ec t  to search wa l l for en trance ( i f  unknown ) . .  Rou te 7/A . 
( V) Se l e c t  to open door , ( i f  known ) . . . . . . . . . . . . . . . . . . .  Route 1 0/A . 

SECT I ON 2 .  
You a re a s hort d i s tance from the Pyrami d ,  near your transport . . . .  
You may : - ( l ) Move i n t o  t he Jung l e  . . . . . . . . . . . . . . • . . . . . . . . . . . . . .  Rou te 3 .  

( l l  ) Move towards t he Pyram i d  . . . . . . . . . . . . . . . . . . . . . . . . .  Route l .  
( 1 1 1 )  Ret urn to your transport . . . . . . . . . . . . . . . . . . . . . . . . .  Route 7 0 .  

SECTION 3 .  
You are i n  the Jung l e  . . . . . .  ROLL 2D6 . .  

I f  t h i s  i s  t he fir s t  or second per i od i n  t he Jung l e  . . . . . . . . . .  DM- 2 .  
I f  'ENEMY ' sh i p  has been fou nd ear l i er . . . . . . . . . . . . . . . . . . . . . . .  DM+3 . 
I f  ' Enemy' have been encoun tered ear l i er . . . . . . . . . . .  ( DM- 1 per enemy ) 
I f  s co re i s  7 or l es s  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Route 5. 
I f  score i s  1 1  or more . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 9/8 . 
I f  any o t her score . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Route 4 .  

SECT I ON 4 .  
You are searc h i ng the Jung l e  for one of the i tems on the 'FOUND L I S T '  
s hown be l ow . . . . . ROLL 2D6 . .  

I f  you have marked a track bac k  to a known l ocat i on . . . • . . . . . •  DM+ 3 .  
I f  t he l ead i ng character has ' HUNTER' s k i l l s . . . . . . . . . . . . . . . . .  DM+ I .  
I f  t he l ea d i ng charac ter has 7+ 'INTELLIGENCE' . . . . . . • . • • . . . . .  DM+ 2 .  
I f  you have a compass  or 'NAVIGATOR' w i t h you . . • . . . . . . . . . . . . .  DM+ I .  
I f  score i s  8 or l es s  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Route 3 .  
I f  any other score . . •  Use rou te s hown for the i tem on t he 'FOUND 
L I ST' t ha t  you were search i ng for . . .  

FOUND L I ST .  ( l ) Your own tra ns port . • . . . . • . . . • . . . . • . . • . . . . . . • . . .  Route 2. 
( I l ) T he Pyram i d  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Route l .  
( l l l ) The ' Enemy ' s h i p  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 2 4 .  
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SECTION 5 .  

SECT I ON 6 .  

You may have encountered one o r  
some o f  the l ocal anima l s { i f  
there a r e  any o n  thi s worl d )  

Use the standard animal encounters and 
combat rul es i f  they apply. 

Once the encounter ( i f  any ) has been 
re so 1 ved . . . . . . . . . . . . . . . . . . . . .  Route 4. 

Use  the l ast  l e tter code you were g i ven to f ind the route used to your 
next sec ti on . . . . .  

'A ' . . . . .  Route I .  'B' . . . .. Route 3 . ' C '  . . . . . Route 9 / S .  
' D' . ... . Route 3 6. ' E '  . . .. . Route 3 3. 'F' . . . . . Route 37.  
'G' . . . . . Route 32. ' H '  . . . . . Route 3 8. ' J ' . . . . .  Route 3 1 .  
' K' . . . . . Route 2 7 .  ' L '  . . . . .  Route 2 1 . ' M '  . . . . . Route 34. 
'N' ..... Route 9/R .  ' P '  . . . . . Route 35. ' Q '  . . . . .  Route 40. 
' R' . . . . .  Route 41. ' S' .. . . . Route 3 0. ' T '  . . ... Route 3 9 .  
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SECTION 7. 
The sel ected character i s  i nvest igat ing one wa l l  of the Pyrami d  . .  ROLL 1 06 .  

I f  cha rac t e r  has ' I NTELL I GENC E '  7+ . . . • . . . . . . . . . . . . . . . . . . . . . . .  OM+l . 
I f  cha rac t e r  has ' MECHAN I CAL ' s k i  1 l s  . . . . . . . . . . . . . . . . . . . . . . . . .  OM+ I . 
I f  s core i s  3 or l es s  . • . • •  No ent rance has been found . . . . . . . . .  Route 6 .  
I f  s co re i s  6 o r  more . . . . .  An ent rance has opened & you entered . .  Rou te 8 .  
I f  a n y  o t he r  score . . . .  A n  ent rance h a s  been found ( c l osed )  . . . .  Rou te  I .  

SECTION 8. 
Use the l a s t  l etter code you were g i ven to fi nd your next route/secti on . . .  

' A '  • • . .  Rou t e  �)..;I_ ' B '  . . . .  Rou t e  3 . ' C '  . . . .  Rou t e  4 3 .  ' O '  . . . .  Rou t e  5 6 .  
' E ' • . . .  Route 4 4 .  ' F ' . . . .  Rou t e  5 5 .  ' G '  . . . .  Rou te  4 5 .  ' H '  . . . .  Route 5 4 .  
' J '  . . . . Rou te  46 . 'K '  . . . .  Rou t e  53 . ' L '  . . . .  Rou t e  59 . ' M ' . . . .  Rou t e  5 1 . 
' N ' . • • .  Route 47 . ' P '  . . . . Rou t e  4 1 . ' Q '  . . . .  Route 4 8 .  ' R '  . . . .  Rou te  3 5 .  
' S '  . . . .  Rou t e  4 3 .  ' T '  . . . .  Rou te  53 . 

SECTION 9 .  
You may have encountered 'ENEMY ' . . . .  ROLL 206 . .  . 

I f  the Pyram i d  has been entered . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  OM+3 . 

I f  • Enemy ' have been encountered . . . . . . . . . . . . . . . . . . . . .  OM- I (per enemy ) . 
I f  s co re i s  7 or l es s  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  6 .  
I f  sco re i s  1 1  o r  mo re . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  5 9 .  
I f  a n y  other  score . . . . . . . . . . . . . . . . . . . . . . . . . . • . . . . . . . . . . . . . . .  Route 2 5 .  

SECTION l 0 .  
The sel ected character attempts to open a known door . . . .  ROLL206 . .  . 

I f  any weapon or form of force wa s used . . . . . . . . . . . . . . . . . . . . . .  Rou te 6 7 .  
I f  a co l oured cube wa s used . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 52 . 
I f  s e l ected cha rac ter  has E LECTR I CAL , ME CHAN I CAL , o r  LOCK-P I C K 
s k i  I I s  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  OM+ I (per I eve I ) . 
I f  t rans l ucent p l a te was pressed . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Route 1 2 .  
I f  s co re i s  I I o r  mo re , door opens and  you . en t e r  . . . . . . . . . . . . . Rou te 7 1 . 
I f  any o t h e r  other  sco r e ,  door does not open . . . . . . . . . . . . . . . . .  Rou te 7 1 . 

SECTION 1 1 . 
You have found a sma l l  cube , each face i s  3 i nches square and i s  a 
trans l ucent col our , red , bl ue ,green,amber,whi te or bl ack . . . . . . . . . Rou te 6 .  

SECTION 1 2 .  
I f  t rans l ucent p l a te i s  red . . . . . . . . . . . . . . . • . . . . • . . . . . . . . . . . . . Rou te 2 6 .  
I f  t rans l ucent p l a te i s  g reen . . . . . . . . . . . • . . . . . . . . . . . . . . . . . . . . Rou te  23  . 
I f  t rans l ucent p l a te i s  ambe r . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  28 . 
I f  t rans l ucent p l a te i s  b I ue . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te  4 9 .  
I f  t rans l ucent p l a te i s  w h i te  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Route 62 . 
I f  t ra n s l ucent p l a te  i s  b l ack . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  68 . 
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SECT I ON 1 3 .  
You are i n  a corri dor wi th a n  i ri s  val ve beh i nd you ( l eft )  and another 
corri dor behi nd you ( ri g ht ) . In front of you the l efthand wa l l  conta i ns 
2 doors , the r ighthand wa l l  i s  bl ank but  at i ts far end the corri dor 
turns to the r i g h t .  
You may : - ( I ) Move to face t h e  f i rs t  doo r . . . . . . . . . . . . . . . . . . . . .  Rou te  43 . 

( I  I ) Move & face second doo r . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te  56 . 
( 1 1  l ) Move to & t u r n  i n to far  co r r i do r  . . . . . . . . . . . . . . .  Route  20. 
( I V ) Turn a round & e n t e r  co r r i do r  beh i nd you . . . . . . . . .  Rou t e  1 9 .  
( V ) Turn  a round & e n t e r  t he i r i s  va l ve . . . . . . . . . . . . . .  Rou te 2 2 .  

SECT ION 1 4 .  
You are i n  a corr idor wi th another corr i dor behi nd you ( l eft) . I n  front 
of you the righthand wa l l  conta i ns 2 doors , hal fway a l ong the l efthand 
wal l i s  a narrow passage l eadi ng to the l eft  and at the far end of the 
wa l l  the corri dor turns to the l ef t .  
You may : - (  l ) Move to & face t h e  f i rs t  doo r . . . . . . . . . . . . . . . . . . . .  Rou te 5 4 .  

( l  I ) Move to & face t he second door . . . . . . . . . . . . . . . . . . .  Rou te 4 5 .  
( I l l ) Move t o  & e n t e r  t h e  n a r row passage . . . . . . . . . . . . . . .  Rou te  2 1 . 
( I V  ) Move to & e n t e r  t he far  co r r i do r  . . . . . . . . . . . . . . . .  Rou te 1 5 .  
( V )  Turn  a round  and e n t e r  co r r i do r  beh i nd you . . . . . . . .  Rou t e  1 6 .  

SECTI ON 1 5 .  
You are i n  a corridor wi th another corri dor behind you ( l eft ) . I n  front 
of you the r i g hthand wa l l  conta i n s  2 doors , the l efthand wal l is b l ank 
but at  i ts far end the corri dor turns to the l ef t .  
You may : - (  I )  Move t o  & face t he f i r s t  door . . . . . . . . . . . . . . . . . . . .  Route  55 . 

( 1 1  ) Move to & face t he second doo r . • . . . . . . . . . . . . . . . . .  Rou t e  44 . 
( 1 1 1 )  Move to & enter  the fa r co r r i do r  . . . . . . . . . . . . . . . . .  Route 1 8 .  
( I V ) Turn  a round & enter  co r r i dor  beh i nd you . . . . . . . . . .  Rou t e  1 7 .  

SECT I ON 1 6 .  
You are i n  a corri dor wi th another corr idor behi nq you ( r i g ht ) . I n  front 
of you the l efthand wa l l  conta i ns 2 doors , and at  i ts far end is an  i r i s  
va l ve .  The r i g h thand wa l l  i s  b l a nk but at  i ts far end the corri dor turns 
to the righ t .  
You may : - ( I ) Move t o  & face t he f i rs t  doo r . . . . . . . . . . . . . . . . . . . .  Rou te 46 . 

( I  I ) Move to & face the s econd doo r  . . . . . . . . . . . . . . . . . . .  Rou t e  5 3 .  
( I  I I )  Move t o  & en t e r  t he i r i s  va l ve . . . . . . . . . . . . . . . . . . .  Rou t e  2 2 .  
( I V ) Move t o  & e n t e r  t he fa r co r r i dor  . . . . . . . . . . . . . . . . .  Rou te 1 3 .  
( V )  Tu rn  a round & e n t e r  co r r i do r  beh i nd you . . . . . . . . . .  Rou te  1 4 .  

SECT I ON 1 7 . 
You are i n  a corr idor with another corri dor behind you ( ri g ht ) . I n  front 
of you the l efthand wa l l  conta i ns 2 doors , hal fway a l ong the r igh thand 
wa l l  is a narrow passage l eadi ng to the r ight  and at  the far end of the 
wa l l  the corr idor turns r i ght . 
You may : - (  l ) Move to & face the f i r s t  doo r . . . . . . . . . . . . . . . . . . . .  Rou t e  4 5 .  

( I  l ) Move t o  & face the second doo r . . . . . . . . . . . . . . . . . . .  Rou te 54 . 
( I  I I )  Move to & e n t e r  t he n a r row passage . . . . . . . . . . . . . . .  Rou t e  2 1 . 
( I V ) Move to and en t e r  t he fa r co r r i do r  . . . . . . . . . . . . . . .  Rou t e  1 6 .  
( V )  Turn  a round & e n t e r  co r r i do r  beh i nd you . . . . . . . . . .  Rou t e  1 5 .  



SECTION 1 8 .  
You a r e  i n  a corri dor wi th another corridor behi nd you ( l eft ) . I n  front 
of you the ri ghthand wal l  conta i ns 2 doors , and at i ts far end i s  an i ri s  
va l ve .  The l efthand wal l i s  b l ank but at i ts far end the corri dor turns 
to the l eft .  
You  may : - ( 1 ) Move t o  and  face the f i rs t  doo r . . . . . . . . . . . . . . . . . .  Rou te 56 . 

( 1 1  ) Move to & face t he second door . . . . . . . . . . . . . . . . . . .  Rou te 4 3 .  
( 1 1 1 )  Move t o  & e n t e r  the i r i s  va l ve . . . . . . . . . . . . . . . . . . .  Rou te 22. 
( l V ) Move to & enter  t he far co r r i do r  . . . . . . . . . . . . . . . .  Rou te 1 9 . 
( V) Turn  a round & enter  co r r i d o r  beh i nd you . . . . . . . . . .  Route 2 0 .  

SECTION 1 9 .  
You are i n  a corri dor wi th another corridor behi nd you ( l eft)and a n  i ri s  
va l ve behi nd you ( ri g ht ) . I n  front of you the ri g hthand wal l contai ns 2 
doors , the l efthand wa l l  i s  b l ank  but at i ts far end the corri dor turns 
l eft . 
You may : - ( 1 ) Move to & face the f i rs t  doo r . . . . . . . . . . . . . . . . . . . .  Rou te 53 . 

( 1 1 ) Move to & face the  second doo r . . . . . . . . . . . . . . . . . . .  Rou te 46 . 
( 1 1 1 )  Move to & e n t e r  t he far co r r i dor  . . . . . . . . . . . . . . . . .  Rou te 1 4 .  
( l V) Tu rn a round & enter  co r r i do r  beh i nd you . . . . . . . . . .  Route  1 3 .  
( V) Turn a round & enter  the i r i s  va l ve . . . . . . . . . . . . . . .  Rou te 2 2 .  

SECT I ON 20 . 
You are i n  a corri dor wi th another corridor behi nd you ( ri ght ) . I n  front 
of you the l e fthand wa l l  conta i ns 2 doors , The r ighthand wa l l  is bl ank 
but at  i ts far end the corri dor turns r ight .  
You  may : - (  1 ) Move to & face t h e  f i rs t  doo r . . . . . . . . . . . . . . . . . . . .  Rou te 4 4 .  

( 1 1  ) Move t o  & face the s econd doo r . . . . . . . . . . . . . . . . . .  Rou te 55 . 
( 1 1 1 )  Move to & enter  the far  co r r i do r  . . . . . . . . . . . . . . . . .  Rou te 1 7 .  
( l V ) Turn  a round & enter  co r r i do r  beh i nd you . . . . . . . . . .  Rou te 1 8 . 

SECT I ON 2 1 . 
You are i n  a s hort , narrow passageway . At one end i t  opens on to a corri dor , 
and a t  the other end i s  a door .  Both the s i de wal l s  conta i n  one door eac h ,  
a l l three doors i n  thi s passageway are very c l ose t o  eachother . A l l the 
time th i s  passageway i s  occup i ed the overhead l i gh t i ng f l a s hes and an a l arm 
sounds . 
You may : - (  1 ) Move to & e n t e r  the co r r i do r  . . . . . . . . . . . . . . . . . . . . .  Rou te  72 . 

( 1 1  ) Move to & face the cen t re of the 3 doo r s  . . . . . . . . .  Rou te 4 7 .  
( 1 1 1 )  Move t o  & face t h e  l e f t hand o f  the 3 doo rs  . . . . . . .  Rou te 5 1 . 
( l V ) Move to & face t he r i g h t hand of the 3 doo rs  . . . . . .  Rou te 4 8 .  

SECT I ON 22 . 
l ou are i n  a s hort corri dor wi th an i ri s  va l ve a t  one end and a door at 
the other end. Botn the wa l l s  are b l ank  apart from a g reen trans l ucent 
p l a te set i nto the wa l l  just l eft of the doorway . The corri dor i s  
narrower a t  the i r i s  val ve end . 
You may : - (  1 ) Se l ec t  to open the door . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 1 0 /A . 

( 1 1  ) Open and e n t e r  the  i r i s  va l ve . . . . . . . . . . . . . . . . . . . .  Rou t e  6 9 .  
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SECT ION  23 . 
The door has opened and you are about to enter . . . . . . • . . . . . . . . . . .  Rou te  7 1 . 

SECT I ON 24 . 
You have found the 'ENEMY SH IP ' , i t  has crashed i nto the Jung l e  and i s  a 
compl ete wreck. Contami nated pi eces l i tter the area . There i s  l i tt le  or 
no sal vage val ue here . There is some evi dence that the craft cou l d  have 
expl oded a l i tt l e  after the i mpact .  

I f  y o u  e n t e r  o r  move c l oser t o  t he s h i p  . . . . . . . . . . . . . . . . . . . . . .  Rout e  7 1 . 
Or wh i l e you a re s t i  I I  safe ,  re-en t e r  the Jung l e  . . . . . . . . . . . . .  Rout e  3 . 

SECTION 2 5 .  

You have encountered one o f  t h e  'ENEMY' 
. . . .  ROLL 206 . . .  

I f  you r  score i s  8 o r  mo re you have 
s u r p r i s ed the ' ENEMY . . . . . .  . 

I f  you r score i s  7 or l es s  the  ' EN EMY ' 
has s u rp r i sed you . . . . .  . 

Se l ect  ' ENEMY ' and use s tandard ru l es 
fo r comba t ,  t hen . . . . . . .  Rou te 7 1 . 

t 

--L-L-�-' 



SECTION 2 6 .  
Your acti on resu l ts i n  nothi ng happening or  
nothi ng be i ng found . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te  7 1 . 

SECT ION 2 7 . 
Your route has been rese 1 ected . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Route  9/T . 

SECTI ON 28.  
The overhead l i ght ing . . .  

I f  on w i l l  t u rn off . . . . . . . . . . . . . . . . • . . . . . . . . . . . . . . . . . . . . . . . • .  Rou te  6 .  
I f  o f f  w i l l  t u r n  o n  . . . . . . . . . . . . • . • . . . • • . • • . . . . . . . . . . . . . . . . . • .  Rout e  7 1 . 

Secti on 29 . 
You a re i nvesti gating the screen and i ts control s . . . . .  . 

ROLL 206 . . . .  
I f  t h i s  cha racter has 7+ I NTELL I GENCE o r  EDUCAT I ON . . . . . . . . . .  DM+ I . 
I f  t h i s  cha racter  has ELECTR I CAL s k i l I s  . . . . . . . . . . . . . . . . . . . . .  OM+ l . 
I f  t h i s  character has MECHAN I CAL or ENG I NEER s k i l l s  . . . . . . . . . .  DM+ l . 
I f  t h i s  cha racter  has COMPUTER s k i l l s . . . . . . . . . . . .  DM+ l ( per l ev e l ) 
I f  score i s  8 or l es s  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te  4 2 . 
I f  score i s  l l  or more . . . . . . . . . . . • . . . . . • . • • . . . . . . . . . . . . . . . . . .  Rou t e  5 7 .  
Any other  s core . . . . . . . . . . . . • . . . • . . . . . . • . . . . . . . . . . . . . . . . . . . . .  Route 50 . 

SECT I ON 30 .  
You  are in  a room, it  contai ns 3 beds , a tab l e  & 2 cha i rs ,  3 l ockers and 
a fresher.  Set i nto the wal l just to the l eft of the door are two 
trans l ucent pl ates ; One of these g l ows amber ,  the other g l ows green . 
You may : - (  l ) Se l ec t  to press  a p l a te . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/S . 

( l l  ) S e l ec t  to search the l ockers . . . . . . . . . . . . . . . . . . . . .  Rou t e  6 1 / S .  
( l l l ) Se l ec t  to t r y  t o  open t he door . . . . . . . . . . . . . . . . . . .  Rou te  1 0/S . 

SECT I ON 3 1 . 
You are i n  a room , i t  conta i ns a bed , a tab l e  & 2 cha i rs ,  2 l ockers , a 
fres her and a e l ectroni c  cab i net with  a screen & a keyboard . Set i nto the 
wal l just  to the l eft of the door are two trans l ucent pl ate s ,  one g l ows 
ambe r ,  the other g l ows green . 
You may : - ( l ) Se l ect to press  a p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 1 2/J . 

( 1 1  ) Se l ect to search the l ocke rs  • . . . . . . . . . . . . . . . . . . . .  Rou t e  l l /J .  
( 1 1 1 )  Se l ect to i nves t i ga t e  the cab i net  . . . . . . . . . . . . . . . .  Rou te 29/J . 
( I V ) Se l ect to t ry to open the door . . . . . . . . . . . . . . . . . . .  Rou te 1 0/J , 
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SECT I ON 32 .  
You  are i n  a room , i t  conta i ns 3 cha i rs ,  a l ong work bench ,  3 l oc kers and 
on the bench l i es an  el ectroni c cabi net wi th a screen & a keyboard . Set 
i nto the wal l j u s t  to the l eft of the door are two transl ucent pl ates , 
one of these g l ows amber,  the other g l ows green . 
You may : - (  l ) S e l ect  to press  a p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/G . 

( l l ) Se l ec t  to search t h e  l ockers . . . . . . . . . . . . . . . . . . . . .  Rou t e  26/G . 
( l 1 1 )  Se l ec t  to i nvest i ga t e  the  cab i ne t  . . . . . . . . . . . . . . . .  Rou te 42/G . 
( l V ) S e l ect to t r y  to open t h e  doo r . . . . . . . . . . . . . . . . . . .  Rou t e  1 0/G . 

SECT ION 33 . 
You are i n  a room , i t  conta i n s  3 bed s ,  a tabl e & 2 cha i rs , 3 l ockers and 
a fresher.  Set i nto the wa l l  j u s t  to the l eft of the door are two 
transl ucent pl ates , one of these g l ows amber , the other g l ows g reen . 
You may : - ( l ) S e l ect to p ress  a p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/E . 

( l l ) S e l ect to s ea rch t h e  l oc kers  . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 1 /E .  
( l l  l ) Se l ec t  to t ry to open the  door . . . . . . . . . . . . . . . . . . .  Rou t e  1 0/E . 

SECT I ON 34 . 
You are i n  a room, i t  conta i ns a desk ,  2 cha i rs , 3 fi l e  cabi nets and on a 
l ow pl i nth , a transparent cube wi th a sma l l  8 s i ded pyrami d set i ns i de i t .  
Set i nto the wal l j u s t  to the l eft of the door are two transl ucent p lates , 
one g l ows amber the other g l ows green . Most  of one wal l  i s  taken up by 
some k i nd of v i s i on screen wi th a keyboard cons u l  below i t .  
You may : - l ) Se l ect t o  press  a p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/M .  

l l ) Se l ect to search  the f i l e  ca b i ne t s  . . . . . . . . . . . . . . .  Rou t e  6 1 /M .  
l 1 l ) Se l ec t  t o  search the desk  . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  63/M.  
IV  ) Se l ec t  to take pos s es s i on of the  py ram i d  cube . . . .  Rou t e  60/M . 
V )  Se l ect to i nves t i ga t e  sc reen & keyboard . . . . . . . . . .  Rout e  29/M.  
V I ) Se l ec t  to t ry to open t he door . . . . . . . . . . . . . . . . . . .  Rou t e  1 0/ M .  

SECT ION 3 5 .  
You are i n  a room , i t  conta i ns a mas s i ve control consul  w i t h  two operator 
posi tions , each wi th i ts cha i r .  Between the two pos i ti ons  are set three 
trans l u cent p lates , one g l ows amber , one g l ows green a nd the other one 
g l ows b l u e .  A l l the wal l s  of th i s  room are b lank  apart from the doorway 
you u sed to enter th i s  section . 
You may : - (  I ) S e l ect to p re s s  the ambe r p l a t e  . . . . . . . . . . . . . . . . . .  Rou t e  2 8 / P .  

( I  I ) Se l ec t  t o  p re s s  the g reen p l a t e  . . . . . . . . . . . . . . . . . .  Rout e  2 3 /P . 
( I  I l ) S e l ect to press  the b l ue p l a t e  . . . . . . . . . . . . . . . . . . .  Rou t e  1 2 / P .  
( I V ) Se l ec t  t o  i nve s t i ga t e  the  con s u l  . . . . . . . . . . . . . . . . .  Rou t e  29/P . 
( V )  S e l ect  to t ry to open doo r . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 0/P . 
( V I ) Se l ec t  to t ry to des t roy the con s u l . . . . . . . . . . . . . . Rou t e  67/P . 



SECT ION  36 . 
Th i s room conta i ns , 2 tabl es , 8 cha i rs ,  4 sol i d  lockers wi th heavy doors , 
a l i q u i d  d i s penser and a m i c rowave heati ng cabi net wi th transparent doors . 
Set i nto the wa l l  j u s t  l eft of the door are 2 trans l ucent p l a tes , one 
g l ows amber the other green . 
You may : - (  I ) Se l ect  to p re s s  a p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2 /D . 

( 1 1 ) Se l ec t  to sea rch the l ockers . . . . • . . . . . . . . . . . . . . . . .  Rou te  26/D . 
( 1 1 I )  Se l ec t  to i nves t i ga t e  t he cab i ne t  for  con tents  . . . .  Rou t e  6 1 /D .  
( I V ) Se l ect  to t ry and dpen door . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 0/D . 

SECTION 37 . 
Th i s  room contai ns , a l ong empty bench , 4 l ockers , 2 racks of empty shel ves . 
and 3 conta i ners . There are a few el ectroni c  parts on the fl oor between the 
two racks  but none of these are of any va l ue or use to you .  Set i nto the 
wa l l  j u s t  to the l eft of the door are 2 trans l ucent pl ates , one g l ows amber 
the other green . 
You may : - (  1 ) Se l ec t  to press  a p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/ F .  

( I I  ) Se l ect  t o  search t h e  con ta i ners  . . . . . . . . . . . . . . . . . . .  Rou t e  6 5/ F .  
( I  1 I )  Se l ec t  t o  sea rch t h e  l ockers . . . . . . . . . . . . . . . . . . . . . .  Rou t e  2 7 / F . 
( I V ) S e l ect  to t ry and  open door . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 0/ F .  

SECTION 38 . 
Thi s room conta i n s ,  1 0  easy cha i rs ,  4 l ow tab les  and a l arge v i s i on screen 
wi th a keyboard attached to it by a l ong cab l e .  Set i nto the wa l l  j u st to 
the l eft of the door are 2 transl ucent p l ates , one g l ows amber the other 
g l ows green . 
You may : - (  I ) Se l ect  to p re s s  a p l a te . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te  1 2/H . 

( I  I ) Se l ec t  to i nves t i ga t e  s reen & keyboard . . . . . . . . . . . .  Rou t e  42/H . 
( I  I I )  Se l ec t  to t ry and open doo r . . • . . . . . . . . . . . . . . . . . . . .  Rou t e  1 0/H . 

SECT I ON 39 . 
Th i s  room conta i n s ,  3 beds , a tab l e  & 2 cha i rs ,  3 l ockers and a fres her 
uni t .  Set i nto the wal l j u st  to the l eft of the door are two tra n s l u c e n t  
plates , one g l ows amber the o t h e r  glows g reen . .  

You may : - (  I ) Se l ec t  to  p ress  a p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2 /T . 
( I  I ) Se l ec t  to search the  l ocke r s  . . . . . . . . . . . . . . . . . . . . .  Rou te 26/T . 
( I  I I )  S e l ect to t ry and  open doo r . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 0/T . 

SECTION 40 . 
Th i s  room conta i n s ,  3 rows of el ectroni c equi pment stored i n  ca bi nets . set 
i nto the wa l l  j u s t  to the l eft of the door are 2 transl ucent p l ates , one 
g l ows amber the other g l ows green . . . . .  
You may : - (  I ) Se l ec t  to p re s s  a p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/Q .  

( 1  I ) Se l ec t  to i nve s t i ga t e  mas t e r  comp u t e r  f i l e . . . . . . .  Rou te 6 1 /Q .  
( 1  I I )  Se l ec t  to i nves t i ga t e  t he o t h e r  cab i ne t s  . . . . . . . . .  Rou t e  6 5/Q . 
( I V ) Se l ec t  to t ry and open door . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 0 /Q .  
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SECTION 4 1 . 
Th i s  room conta i ns 2 desks , 2 cha i rs ,  and 2 cabi nets . There are 2 doors i n  
i n  thi s room one i s  marked " CONTROL" , the other i s  u nmarked , The unmarked 
door has 2 trans l ucent pl ates set i nto the wa l l  to the l eft of i t ,  one 
g l ows gree n ,  the other g l ows ambe r .  The " CONTROL" door has only one pl ate 
set i nto the wa l l  near i t ,  thi s  g l ows red . 
You may : - ( I ) S e l e c t  to press  ambe r . p l a t e  . . • . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/ R .  

( I  I ) Se l ec t  t o  search the  cab i ne t s  . . . . . . . . . . . . . . . . . . . .  Rou t e  6 1 / R .  
( I  I I )  Se l ec t  t o  search the  desks  . . . . . . . . . . . . . . . . . . . . . . .  Rou te  I l /R .  
( I V ) Se l ec t  to t r y  t o  open unma rked door . . . . . . . . . . . . . .  Rou t e  23/N .  
( V ) Se l ec t  to t ry to open  "CONTROL" door . . . . . . . . . . . . .  Rou t e  1 0/ R .  

SECTION 42 .  
Th i s  i tem appears to  be  a normal T . V .  set,  and the  keyboard cou l d  be  a 
programme se l ector . The l a rge key ( top l eft of keyboard ) turns on the set 
but the screen only f l i ckers , if any other key i s  pressed ( once the set has 
been turned on ) the screen wi l l  bl i nk off & on aga i n ,  but noth i ng e l se  wi l l  
happe n .  I f  the l arge key i s  pressed aga i n  the set i s  turned off . 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Rou t e  6 .  

SECTION 43 . 
You are standi ng i n  front of a cl osed s l i d i ng door . Set i nto the wa l l  just  
to  the l eft of  the  door i s  a trans l ucent p late that g l ows g reen . 
You may : - (  I ) Se l ec t  to press  p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/ C .  

( I  I ) Move t o  & face t h e  o t h e r  doo r . . . . . . . . . . . . . . . . . . . .  Rou t e  56 . 
( I  I I )  Move to & en t e r  co r r i dor  to you r  r i gh t  . . . . . . . . . . .  Rou t e  2 0 . 
( I V ) Move to & en t e r  co r r i do r  to you r  l e f t  . . . . . . . . . . . .  Rou te  1 9 .  
( V ) Se l ec t  to t ry to open door . . . . . . . . . . . . . . . . . . . . . . .  Rou te  1 0/C . 

SECT! ON 44 . 
You are standi ng i n  front of a cl osed s l i d i ng door .  Set i nto the wal l j u st  
to  the l eft of the door i s  a trans l ucent pl ate that g l ows green .  
You may : - (  I ) Se l ect  to press  p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/E . 

( I  I ) Move to & face t he o t he r doo r . . . . . . . . . . . • . . . . . . . .  Rou te  55 . 
( l  I I )  Move to & e n t e r  co r r i dor  to your r i g h t  . . . . . . . . . . .  Rou t e  1 7 . 
( l V  ) Move to & e n t e r  co r r i dor  to you r  l e f t  . . . . . . . . . . . .  Rou te  1 8 .  
( V ) Se l ec t  to t ry to open doo r . . . . . . . . . . . . . . . . . . . . . . .  Rou te  1 0/E . 

SECTION 45 . 
You are standi ng i n  front of a c l osed s l i d i ng door .  Set i nto the wa l l  j u s t  
to the l eft o f  t h e  door i s  a trans l ucent pl ate that g l ows green . 
You may : - ( I ) Se l ec t  to p re s s  p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 1 2/G . 

( l  I ) Move to & face the other  doo r . • . . . . . . . . . . . . . . . . . .  Route  54 . 
( 1 1 1 )  Move to & e n t e r  co r r i do r  to you r r i g h t . . . . . . . . . . .  Rou te  1 6 .  
( I V ) Move to & e n t e r  co r r i dor  to you r l e f t  . . . . . . . . . . . .  Rou t e  1 5 .  
( V ) Se l ec t  to t ry to open door . . . . . . . . . . . . . . . . . . . . . . .  Rou te  1 0/G . 



SECTION 46 . 
You are stand i ng i n  front of a c l osed s l i d i ng doo r .  Set i nto the wa l l  j u st  
to  the  l eft of the  door i s  a transl ucent p l a te that  g l ows gree n .  
You may : - (  I ) S e l ec t  to press  p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/J . 

( I  I ) Move to & face the other  doo r . . . . . . . . . . . . . . . . . . . . Rou te  53 . 
( 1 1 1 )  Move to & enter  co r r i dor  to you r r i g h t  . . . . . . . . . . .  Rou t e  1 3 .  
( I V ) Move to & enter  co r r i dor  to your  l e ft  . . . . . . . . . . . .  Rou te  1 4 .  
( V ) S e l ect  to t ry to open door . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 0 / K .  

SECTION 47 . 
You are s tandi ng i n  front of a c l osed s l i d i ng doo r .  Set i nto the wal l j u st  
to  the  l eft of the  door i s  a trans l ucent p l a te that  g l ows gree n .  
Y o u  may : - (  1 ) S e l ect to press  p l a te  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Route  1 2/N . 

( 1 1  ) Turn  & face doo r on your  r i gh t  . . . . . . . . . . . . . . . . . . .  Route  48 .  
( 1 1 1 )  T u rn & face  doo r on your I ef t .  . . . . . . . . . . . . . . . . . . .  Route  5 1 . 
( l V ) Turn  a round & enter  co r r i do r  beh i nd you . . . . . . . . . .  Rou te  72 . 
( V ) Se l ect to t r y  t:"o open doo r  . . . . . . . . . . . . . . . . . . . . . . .  Rou te 1 0/N . 

SECT I ON 48 . 
You are s tandi ng i n  front of a c l osed s l i di ng door . Set i nto the wa l l  j u st  
to  the l eft of the door is  a trans l ucent pl at that g l ows red . 
You may : - ( 1 ) S e l ect to press  p l a t e  . . . • . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/Q .  

( 1 1  ) Turn  a round & face  the doo r beh i nd you  . . . . . . . . . . .  Rou te 5 1 . 
( 1 1 1 )  Tu rn & face doo r on your 1 eft . . . . . . . . . . . . . . . . . . . .  Rou te  47 . 
( l V ) Move to & enter  co r r i dor  to your  r i ght  . . . . . . . . . . .  Route 72 . 
( V ) Se l ect to t ry to open doo r . . . . . . . . . . . . . . . . . . . . . . .  Rou te  1 0 /Q .  

SECT I ON 49 . 
A B l ue transl u cent pl ate has been pressed . 

I f  t h i s  i s  not t rue  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 6 .  
I f  a cube has not been used . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 6 .  
I f  the  b l ue face i s  not p l aced aga i ns t  a . b l ue face . . . . . . . . . . .  Rou te 2 6 .  
I f  the  b l ue face of  c u be i s  pressed aga i n s t  a b l ue p l a t e ,  read on . . . . .  

SECT I O N .  
T h e  screen wi l l  J i ght up s howi ng a m a p  o f  t h e  local area �i t� t e n  l ocations 
shown as yel l ow dots . I f  the p l ate press i s  conti nued the pi cture wi l l  
change to d i s p l ay the numbers one to ten , besi de each i s  the word " Empty" . 
I f  the p l a te i s  pressed aga i n  the screen wi l l  be turned off . . . . . Rou te  6 .  

SECTION 50 . 
Thi s i tem appears to be a computer , wi th i ts own keyboard contro l . The l arge 
key ( top l eft of keyboard ) turns · on the computer but the screen only f l i ckers 
As each key i s  pressed a l etter or number is di sp layed on the screen but no 
other res u l t i s  evi dent . If the l arge key i s  pressed aga i n  the compu ter wi l l  
be turned off . . . . . . . . . . . . . . . . . . . . . . . . . . . . • . . . . . . . . . . . . . . . . . . . . . .  Rou te 6 .  
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S E C T I O N  5 1 . 
You are standi ng i n  front of a c l osed s l i di ng door . Set i nto the wa l l  j ust  
to  the l eft of the door i s  a trans l ucent p l ate that g l ows Red . 
You may : - ( l ) Se l ec t  to p ress  p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te  1 2/M . 

( l  l ) Turn a round & face t h e  doo r beh i nd you . . . . . . . . . . .  Rou t e  48 . 
( l  l l )  T u rn to & face t h e  doo r on you r r i g h t  . . . . . . . . . . . .  Rou t e  47 . 
( l V ) Move to & e n t e r  co r r i dor  to you r l ef t  . . . . . . . . . . . .  Rou t e  72 . 
( V )  Se l ec t  to t ry to open doo r . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 0/M . 

S E C T I ON 5 2 .  
T h e  sma l l  3 i n c h  cube h a s  been pres sed aga i n s t  a transl ucent p l ate . 

I f  the  above s t a t ement i s  not t r ue . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  7 1 . 
I f  t h e  p l ate  be i n g p ressed i s  ambe r . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te  28 . 
I f  t he p l a t e  b e i n g p re s s ed i s  g reen . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  2 3 .  
I f  t h e  c u b e  f a c e  p r e s s ed aga i ns t  p l a t e  i s  not t he same . . . . . . .  Rou te  2 6 .  
I f  t h e  p l a t e  be i ng p re s sed i s  r e d  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 2 3 .  
I f  t h e  p l a t e  be i ng p ressed i s  b l ue . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  4 9 .  
I f  t h e  p l a t e  be i ng p re s s e d  i s  wh i t e . . . . . . . . . . . . . . . • . . . . . . . . . .  Rou te  6 2 . 
I f  t h e p l a t e  b e i n g p r e s s ed i s  b l a c k  . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te  6 8 .  

S E CT I ON 53 .  
Y o u  a r e  s ta n d i ng i n  fro n t  o f  a c l o s ed s l i d i ng door . S e t  i nto t h e  wal l j u s t  
t o  t h e  l eft o f  t h e  door i s  a tra n s l u c e n t  pl ate that g l ows green . 
Y o u  may : - (  I S e l ec t  to p r e s s  p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/ K .  

( J  l Move to & f a c e  t h e  o t h e r  doo r . . . . . . . . . . . . . . . . . . . .  Rou t e  46 . 
( 1 1 1  Move to & e n t e r  c o r r i do r  on y o u r  r i g h t . . . . . . . . . . .  Rou t e  1 3 .  
( l V  Move to & e n t e r  co r r i do r  on you r l e f t  . . . . . . . . . . . .  Rou te  1 4 .  
( V S e l ec t  to t r y to o p e n  doo r . . . . . . . . . . . . . . . . . . . . . . .  Rou te  1 0 / K .  

S E CT I ON 54 . 
Y o u  a re s ta n d i n g  i n  fro n t  of a clo s e d  s l i di ng doo r .  S e t  i n to t h e  wal l  j u s t  
t o  t h e  l eft of t h e  door i s  a tra n s l u c e n t  pla te t h a t  glows g r e e n . 
Y o u  may : - ( I ) Se l e c t  to p r e s s  p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 1 2/ H .  

( I  l ) Mo ve t o  & f a c e  t h e  o t h e r  doo r . . . . . . . . . . . . . . . . . . . .  Rou t e  4 5 .  
( I l l )  Move t o  & e n t e r  co r r i d o r  t o  you r r i g h t .  . . . . . . . . . .  Rou t e  1 6 . 
( I V ) Move to & e n t e r  co r r i do r  to you r l e f t  . . . . . . . . . . . .  Ro u t e  1 5 . 
( V ) S e l e c t  to t r y to open doo r . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 0 /H . 

::i E C T I  ON 55. 
Y o u  a re s ta nd i n g i n  fro n t  of a c l o s ed sl i d i ng d oo r .  Set i n to the wal l j u s t  
t o  t h e  left o f  t h e  door i s  a tra n s l u c e n t  plate t h a t  g l ows Red . 
You may : - (  I S e l c e t  to p r e s s  p l a t e  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2/ F .  

( I  I Move to & f a c e  t h e  o t he r  door . . . . . . . . . . . . . . . . . . . .  Rou t e  4 4 .  
( 1 1 1  Mo v e  t o  & e n t e r  c o r r i do r  t o  you r r i g h t .  . . . . . . . . . .  Ro u t e  1 7 .  
( I V Move to & e n t e r  c o r r i do r  to you r l e f t  . . . . . . . . . . . .  Rou t e 1 8 . 
( V S e l e c t  to t r y to ope n d o o r  . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 0 / F .  



SECT I ON 56 . 
You are s tand i ng i n  front of a c l os ed s l i d i n� doo r .  Set i nto the wa l l  j u s t  
t o  the l eft of  the door i s  a trans l ucent pl ate that g l ows green . 
You may : - ( l ) Se l ec t  to press  p l a te  . . . . • . • . . . • . . . . . . . . . . . . . • . . .  Route 1 2 /D . 

( 1 1  ) Move to & face the other  doo r • . . . . . . . . . . . . . . . . . . .  Rou t e  43 . 
( 1 1 1 )  Move to & enter  cor r i do r  to you r r i ght  . • . • . • . . . • .  Rou t e  2 0 .  
( I V ) Move to & enter  corr i do r  to  your l ef t  . . • . . . . . . . . .  Rou te 1 9 .  
( V )  Se l ec t  to t ry to open door • . . . . . . . . . . . • . . . . . • . . . .  Route 1 0/D . 

SECTION 57 .  
Thi s  i tem appears to b e  a computer but no data can be recovered from i t .  

I f  th i s  compu ter  i s  pa r t  o f  a con s u l  . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 65 . 
I f  not . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  " "  . • . . .  Rou t e  6 .  

SECTI ON 58.  
Thi s i tem conta i n s  the plans of  the pyram i d ,  i ts use , deta i l s  of the l aunch 
s i tes  i n  the l ocal  area a nd the range of these weapons . These pl ans are of 
l i ttl e use to the group but cou l d  be sol d to the right person for a very 
subs tanti a l  price . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Route 6 .  

SECTION 59.  
You have encountered two of the ' ENEMY ' . . . .  ROLL 2 0 6  . . .  

I f  score i s  8 o r  more you have su rpr i sed the ' ENEMY ' 
I f  s co re i s  7 or l es s  the " ENEMY" has s u r p r i sed you . 

· ;Se l ec t  ' ENEMY ' & use s tandard comba t ru l es ,  then . . . . . . . . . . . . . . . .  Rou te 6 .  

SECT I ON 60 . 
You have co l l ected the i tem you have j u s t  found and are carry i ng i t  wi th you 
from now on . I f  thi s i tem can be used to perform or he l p  you perform a task  
it  must  be entered when the character is  sel ected to carry out a tas k ,  a l ong 
wi th the type of acti on i t  i s  u sed for . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 6 .  

SECTION 61 . 
The resu l t of your actions . . .  

I f  you a r e  search i ng o r  i nves t i ga t i ng you f i nd no t h i ng . . . . . . .  Rou te 6 .  
I f  you a re l oo k i ng i n s i de you see i t  i s  empty . . . . . . . . . . . . . . . .  �ou te 6 .  
Not h i ng happens . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  6 .  

SECTION 62 . 
A whi te trans l ucent pl ate has been pressed . 

I f  the above s ta t emen t  i s  not t rue . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 6 .  
I f  a cube has not been used . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te  6 1 . 
I f  the  wh i te face i s  not pressed aga i ns t  a wh i te face . . . . . . .  Rou te 2 6 .  
I f  t h e  wh i te face of cube h a s  been pressed aga i ns t  

t h e  w h i te p l a t e ,  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  B.ou te 6 4 .  

SECTION 63 . 
You are searchi ng a desk . . .  

I f  there i s  more than one desk  i n  t h i s  room . . . . . . . . . . . . . . . . .  Rou te  I I .  
I f  th i s  un i t  i s  pa r t  of a consu l .  . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te 66 . 
I f  there i s  on l y  one desk  i n  room i t  i s  enpty . . . . . . . . . . . . . . .  Rou t �  66 . 
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SECTION 64 . 
The screen s l i des upwards to revea l a sma l l c l osed s l i d i ng door . Set i nto 
the wa l l  j u st  to the r ight  of the door i s  a trans l �cent pl ate that g l ows  
a du l l  b l ac k ,  another of the same colour is  set i nto the  wa l l  to  the  l eft 
of the doo r .  
you may : - (  I ) Se l ec t  t o  p r e s s  r i g h t ha nd p l a t e  . . . . . . . . . . . . . . . . . . .  Rou t e  73 . 

( I  I ) Se l ec t  to press  l ef t hand p l a t e  . . . . . . . . . . . . . . . . . . . .  Rou t e  1 2 .  
( I l l )  Do noth i ng ,  Screen r e t u r n s  to no rma l . . . . . . . . . . . . . .  Rou t e  6 .  
( I V ) Se l ect to t ry to open door . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  1 0 .  

SECTION 6 5 .  
T h i s  equ i pment i s  part o f  a gui dance sys tem . T h e  fu l l  system cou l d  b e  used 
for l ong range control of a p i l ot l e s s  space craft . . . . . . . . . . . . . . . . Rout e  6 .  

SECT I ON 66 ,  
Set  i nto the  surface of  th i s  i tem are four trans l ucent pl ates tol oured , 
Red , Green , Amber and B l ue .  

I f  t h e  i t em i s  pa r t  o f  a con s u l  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  6 .  
I f  t h i s  i t em i s  a d e s k  i t  a l so h a s  one wh i t e p l a t e  . . . . . . . . . . . .  Route 6 .  

SECT ION 6 7 . 
The force you have j u s t  used to try and open th i s  section i s  refl ected 
back at the user . If a weapon was fi red the same weapon resu l ts are used 
aga i nst the character who fi red that  weapon . I f  an exp l o s i ve was u sed use  
standard combat ru l es to fi nd the  res u l t  on any member of the group that 
cou l d  have been i n  range . There i s  no damage or change i n  the status of 
the i tem the force was used aga i nst  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te  6 .  

SECT ION 6 8 .  
A b l ack trans l ucent p late h a s  been pressed . 

I f  t he a bove s t a t eme n t  i s  n o t  t r u e  . . . . . . . . . . . . . . . . . . . . . . . . . . . . Rou t e  6 .  
I f  a c u be h a s  n o t  been u s ed . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou te  6 1 . 
I f  t h e b l a c k  face of c u b e  i s  no t p r e s s ed a ga i n s t  a b l a c k  p l a t e . Route  26 . 
I f  t he b l a c k  f a c e  of t h e  c u b e  has b e e n  p r e s s ed aga i ns t the b l a c k  

t r a n s l u c e n t  p l G t e ,  t h e  doo r opens  to re vea l . . . . . . . . . . . .  Ro u t e  58 . 

SECT! ON 69 . 
The i ri s  va l ve opens and you ente r .  The i ri s  val ve i s  now beh i nd you ,  you 
are faced wi th 2 corri dors both goi ng away from you ( imag i ne a ' V ' snape 
wi th you a the base ) .  
You may : - (  I ) T u r n  & e n t e r  r i g h t ha n d  co r r i do r  . . . . . . . . . . . . . . . . . . . Route  1 9 .  

( I  I ) T u r n  & e n t e r  l e f t h a n d  co r r i do r  . . . . . . . . . . . . . . . . . . . .  Route 1 3 .  
( I  l I )  T u r n  a round & e n t e r  i r i s  va l ve . . . . . . . . . . . . . . . . . . . .  Rou t e  2 2 .  

SECT I ON 70 . 
You have entered your transport . 
You may : - ( l ) E n d  t he a d v e n t u re a t  t h i s  po i n t . . . . . . . . . . . . . . . . . . . Rou te 74 . 

( 1 1  ) Co I I e c t  o r  u n l oad a n y  i tems a s  r e q u i re d  a n d  t he n  r e t u r n 
to con t i n ue t h i s  a d ve n t u re . . . . . . . . . . . . . . . . . . . . . . . . Rou t e  2 .  



SECTION 7 1  
Th i s  secti on resel ects your route 
If you were : - (  1 ) C l os e  to ENEMY s h i p  you a re now dead . . . . . . . . . .  Rou t e  7 5 .  

( 1 1  ) I n  a room & t he doo r opened . . . . . . . . . . . . . . . . . . •  Rou te 8 .  
( 1 1 1 ) I n  t he co r r i do r  & the door opened . . . . . . . . . . . . .  Rou te  6 .  
( J V ) Out s i de the pyram i d  & door i s  c l osed . . . . . . . . . .  Route  6 .  
( V )  Out s i de t h e  pyram i d  & door i s  opened . . . . . . . . . .  Rou t e  8 .  
( V l ) I n  a co r r i do r  & not h i ng happened . . . . . . . . . . . . . .  Rou t e  8 .  
( V  1 1  ) I ns  i de  a room . . . . . . . . . . . . . . . . . . • . . . . . . . . . . . . .  Rau t e 6 .  

SECTI ON 7 2 .  
You have entered a corri dor,  the wa l l  i n  front of you has a door to the 
right and a door to the l eft of you . The wal l behi nd you is b lank  apart 
from the narrow passage you have come from . At the r ight  far end of the 
corri dor i t  turns r ight ,  and at the l eft far end i t  turns l eft . 
You may : - ( 1 ) Move to & face r i ghthand door . . . . . . . . . . . . . . . . . . . . .  Rou te  5 4 .  

( 1 1  ) Move t o  & face l e f t hand doo r . . . . . . . . . . . . . . . . . . . . . .  Rou te 4 5 .  
( 1 1 1 )  Move to & e n t e r  far  l e f thand co r r i dor  . . . . . . . . . . . . .  Rou te  1 5 . 
( I V ) Move to & e n t e r  f a r  r i ghthand co r r i do r  . . . . . . . . . . . .  Rou t e  1 6 .  
( V )  Turn  a round & e n t e r  pas sage beh i nd you . . . . . . . . . . . .  Rout e  2 1 . 

SECTION 7 3 .  
The sel ected character i s  h i t  by a beam o f  l i ght and knocked down . Count 
thi s a s  bei ng h i t by a l i ght  energy weapon and use standard combat ru l es 
& res u l ts . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Route 6 .  

SECT I ON 74 .  
The  adventure ends here . 

I f  you found the p lans  they are the only i tem wi th a h i g h  sa l e  va l u e .  
I f  part/equi pment l'12re recovered they are j u n k  wi thout the p lans . 
I f  the pyramid  cube was taken i t  i s  only a model & worthl ess . 
I f  any smal l cubes  were ta ken they count as toys that refl ect back a 
soni c s i gnal  ( each col our s i de sets up i ts own beat ) .  
I f  a transl ucent p l a te has been removed i t  wou l d  have revea l ed a son i c  
transmi tter & recei ver ( the  pl ate was only a code & cover) . 

Only the pl ans · are worth any rea l  va l ue ,  a nd then only i f  sol d to a mu l ti -
sector company o r  government . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Rou t e  75 . 

SECTION 7 5 .  
The adventure has ended . . . . . . . . . • . . . . . .  But i n  the next i s sue of AL I EN STAR 
there wi l l  be another so lo  adventure that cou l d  be used as a fo l l ow up to 
the SCAVENGERS . 
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Sma l l  Craft 
The " SAMARITAN"  C l ass F i re/Med i cal  Emergency Tender has been 

des i gned by Tony Cul l en .  Thi s craft i s  overal l wi nner of the ALI EN 
STAR "Veh i c l e  M i n i - Competi tion"  as  set out in  A . S . 3 .  The vehi c l es 
des i gned by the runners-up wi l l  be featured i n  A . S . 7 .  The entri es 
were j udged by J . J . Roberts ( former Co-Edi tor of A . S . )  and the new 
Edi tori al team agree wi th and endorse h i s  resu l ts .  

Des ign Specifi cations 

Tonnage 1 5  tons . 
Capaci ty 2 1 0  cub i c  metres . 
D imens i ons Length - 1 0 . 55 m 

Bui l ders 
L i ft i ng U n i t s  
Propu l s i on 
Max . Speed 
Cru i s i ng Speed 
Range 
L i ft Capaci ty 
Fuel Capaci ty 
Crew 
Foam Cannon 
Wi nch 

W i dth - 4 . 35 m 
He ight  - 4 . 2D m 
EDGEMARK GRAV I T I C  I NCORPORATED 
4 x Edgemark A7 - 2 1  Kestra l A-Grav F i e l d  Generators . 
Howest - i�ontgan V31 Atl as Fusi on/Ram-Jet .  
80 kph . 
50-60 kph . 
300 kph . 
7 tons . 
3 ton s .  
2 P i l ots , 1 Foam Cannon Operator , F i re/Med i cal  Crew . 
8 . ti  cm bore , Venturi effect compress i o n ,  turret mounted . 
5 ton l i ft i ng capaci ty ,  Carbon s i l i cate cabl e .  
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1 -a.  

The  " SAMARITAN" has  become one of the  b i ggest se 1 1  i ng  Emergency 
Tenders i n  the Imperi um ,  espec i a l l y  i n  the poorer reg i ons such as the 
Spi nward Marches , where sma l l  Starports cannot support the huge expense 
of a stati c emergency system . The " SAMAR I TAN " combi nes manoeuvrabi l i ty 
wi th speed and versati l i ty .  I ts s pec i a l  equi pment cons i sts of a wi nch 
for rescue and sal vage wor k ,  a foam cannon for f i re f ight ing and 
med i cal equ i pment ( i nc l udi ng 2 l ow berths ) for treat i ng emergency 
casua l t i e s .  The '' SAMARITAN" has proved so successful that severa l 
ver s ions have been produced i n  wh ich  the foam cannon has been repl aced , 
i nc l ud i ng a mi l i tary vers i on mount i ng an energy weapon . Most  of these 
are i n  serv i ce wi th smal l p l anetary arm i es , though some are p r i vate l y  
owned . 

Cos t ;  Emergency Tender - 9 mi l l i on C r .  
Mi l i tary ver s i on - 1 2  mi l l i on Cr . 
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A rms & E quipment 

Vacpod type R . S .  

Based o n  the Vacpod used by Mi ners , i t  i s  a r i g i d  cy l i nder wi th 
Wal do extensions for both heavy and del i cate wor k .  It is equi pped 
wi th rad i o  and can be remotely  control l ed ,  but i s  fi tted wi th a manual 
over-ri de . I ts l ong endurance ( 72 hrs . ) ,  i ts manoeuver capabi l i ty 
and the option to have a l aser torch cutter fi tted , make i t  a useful 
tool for al l sa l vage crews . 
Note . A  'vers ion  of th i s  i tem fi rst appeared i n  the DARK STAR Newsl etter 
I ssue 3 .  Des i gn credi ted to Nel son Cunni ngto n .  

Magneti c C l amp Un i t .  

T h i s  can be powered d i rectly  from any s hi p ' s  power p l ant and i s  
sel f propel l ed .  I t  i s  retro-powered and l i ne-gu i ded v i a  the power 
l i ne back to a master control consu l . These 5 ton uni ts are norma l l y  
fi tted a s  s tandard o n  sal vage s h i ps , however , the who l e  uni t can be 
used on any veh i c l e  or craft prov i ded that i t  has a fi rm ,  stabl e 
pl atform and sui tabl e power supp ly . These powerfu l cl amps are norma l l y 
used to prevent s h i ps dri fti ng appart and can take up to l G  s tress .  
The cl amp requi res 0 . 5  energy poi nts and wi l l  ho l d  1 00 tons max imum . 
Note . CHRISTOPHER Cl ass sh ips  featured i n  thi s i s sue are normal ly 
fi tted wi th severa l . 

Laser Torch Cutter .  

T h i s  powerfu l form o f  m i n i ng l aser i s  capab l e  o f  cutti ng through 
armour faster than the offen s i ve l aser weapons .  It has a close focus 
that renders i t  usel ess as an offens i ve weapon for a l l but c l ose , 
c l ose range . The Laser Torch Cutter i s  powered di rectly from the sh i p ' s  
power pl ant v i a  cab l e  and , l i ke the Magneti c  Cl amps featured above ,  
i s  retro-powered and  l i ne-gu i ded . To  operate , it  mus t  be  in  contact 
wi th the surface to be cut and i t  wi l l  cut through one l evel of 
armour per power poi nt per ten mi nutes . Due to a fai l -safe bui l t  i nto 
thi s equ i pmen t ,  i t  i s  not pos s i b l e ,  however much power i s  put through 
i t  (max . 4 ) ,  to reduce the cutti ng time to l ess than ten mi nutes . 

Powered Stretcher. 

T h i s  is an i nportant i nnovation  i n  Rescue equi pment and a l l ows 
for s i ngle-handed rescue even under d i ffi cul t c i rcumstances . The 
matress uni t can be rai sed or l owered i n  various  secti ons , to ease 
or support where necessary .  The s l im  box underneath conta i ns a 



rechargeabl e  battery power-un i t  drive mechani sm .  At each end i s  a 
pram- l i ke hand l e  wi th fi nger pressure control pads for manoeuver­
abi l i ty .  Four m i n i  thrust-j ets are pos i ti o ned near the patient ' s  
shoul der and ankl e pos i ti ons . These can be rotated to ra i se ,  l ower 
and manoeuver the stretcher and can g i ve a fi xed rat io  thru s t .  Two 
hal f-canop i es rotate out of the body of the stretcher to encl ose 
the casua l ty ,  automati cal l y  s tarti ng up the encorporated l i fe­
support systems . Standard vers i ons of th i s  Stretcher are 2 m l o ng 
and 65 cm w ide .  

The  Powered Stretcher i s  norma l ly on ly  used wi thi n the  confi nes 
of a shi p or surface l ocati o n ,  but i n  an emergency can be used i n  
space for s hort periods (m i nutes ) .  Most Medi cs and Rescue trai ned 
staff wi l l  have been g i ven tra i n i ng i n  the use  of the equ i pment . 

THE PHANTASM . A new RPG magazi ne deal i ng wi th most RPGs . 
ma i nl y  D&D ,  T&T , Travel l er and SH 2044 .  I ssue 1 conta i ns 
Part 1 of a 3 part D&D Dungeo n ,  a Travel l er adventu re , 
A l i ens and Part 1 of a solo  T&T adventure . There are 
expanded sol o SH 2044 ru l es and some super-vi l l a i n s ,  
a l so mag i c  and monsters . Send 70p ( cheque o r  Postal Order )  
before Dec . 1 0th to ; 
D . To l l ey ,  1 0  Col l ege Ave . , Crosby, Li verpool , LZ3 OSS 
( The Phantasm i s  copyri ght Phantom Pub l i cati ons ) 
I s sue 1 i s  due out i n  January .  
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BAKER-SM I TH YARDS . 

Des i gn 'M IDA S '  
Notes . (f>�ov1r10/l/14L) 

Type . 

Cus torner . 



Gran d Design 

The " GRAND DES I GN "  features i tems wel l beyond the means of any ro l e­
p l ayi ng i nd i v i dual . They cou l d ,  however , form an i ntegral part of 
the background . 

Thi s i s sue the subject i s  a " M I DAS" C l ass  refi nery vessel . 

The fi rst  s h i p of th i s  l i ne was ca l l ed s imply ' T he M idas ' ,  and 
was des i g ned i n  1 063  to break down those parts of a s tri cken sh i p 
that were l eft after sma l l er vessel s had removed the sma l l  h i gh-cost 
i tems of hardwear ( Computer,  Turret Weapons , etc . ) .  It was equ i pped 
wi th a heavy-duty parti c l e  accel erator , to carve the wreck i nto 
b l ocks  of about  2 , 000 tons d i sp l acement , for l ater resal e to s h i p­
bu i l di ng f i rms . 

The chang i ng economi c c l imate , however , prevented i ts constructi o n ;  
i t  w a s  too bi g ,  too expen s i ve and f a r  too spec i al i sed . I ron i cal l y ,  i t  
was a rede s i g n  i n  1 081 that added on-board materi a l s ,  separat ion  and 
sme l ti ng p l a nts ( thus ma ki ng the sh i p even b i gger , more expens i ve and 
more spec i a l i sed ) wh ich  fi na l ly  rendered the " M I DAS" concept 
economi cal l y  v i abl e .  As i n  the ori g i na l  des i g n , the parti c l e 
accel erator carves the wreck i nto fragments of 2 - 3 , 000 tons , the 
l asers and repul sors protecti ng the s h i p  aga i ns t  debri s .  These 
fragments are passed to the separat ion  p l ant for sp l i tti ng i n to 
consti tuent materi a l s  and then to the smel ti ng p l ant whi ch produces 
99 . 9% pure i ngots each of 1 , 000 ton di s pl acement .  The fi rst of the 
redes i gned " � ! DAS" C l a ss  s h i ps was l a i d  down i n  1 082 and made i ts 
mai den f l i ght i n  1 086 . Later sh i ps  were usua l ly  named for the i r  sector 
of operati on ,  e . g .  " Sp i nward M i das " . They qu i ck ly  demons trated the i r  
effi c i ency i n  recoveri ng raw materi a l s .  Typi ca l ly 40;,, o f  eng i neer i ng 
space , 1 00% of hu l l  armour and about 1 0% of the rema i n i ng d i sp l acement 
has been recovered as  pure i ngots . 

ues i gn Spec i fi cati ons 

Refi nery Vessel GV-K721 3G3-003307- 50ROO-O MCr44734 , 068 1 20ktons 
8atteri es beari ng 8 D l TL= 1 3  

Batteri es C I l Crew= 750 
Passengers=50 , Low=O , Cargo=40359 ,  Fuel =30800 , EP=3600 , Ag i l i ty=l  
Mari nes=O , L i feboats=l 2 ,  NY Modu l a r  Shuttl es=l 2 
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Tonnage 
Crew 
Performance 
E l ectroni c s  
Hardpoi nts 
Armament 

Defences 

Craft 
Fuel Treatment 

Cost 
Construction 

Time 

1 2D , DOO tons  ( s tandard ) ,  1 , 680 cub ic  meters . 
1 46 Off i c ers , 580 Rati ngs , 24 Crew for NY Shutt l es . 
Jump- 2 ,  1 -G ,  Power p l ant 3 ,  3600 E P ,  Ag i l i ty 1 .  
Model ?fi b Compute r .  
O n e  spi nal mount , Twel ve 1 00 ton bays , 90 hardpoi nt s .  
One Parti cl e Accel erator s p i na l  mount ( Factor R ) , 
90 Doubl e P u l s e  Laser turrets . 
Twe l ve l OOton Repu l sor bay s ,  Meson Screens ( factor 3 )  
Nucl ear Dampers ( factor 3 ) . 
1 2  L i feboat s ,  1 2  type NY Modu l ar Shuttl es . 
On-board fuel puri fi cation p l ant . 
NB . Di spersed s tructure conf i g urat ion  makes fuel scoops 
i mpos s i bl e .  Gas Gi ant  refue l l i ng achi eved via modu l ar 
shuttl e wi th fue l /cargo modu l e .  
MCr 44734 . 068 s i ng l y ,  MCr 35787 . 254 i n  quanti ty* 

54 months s i ng l y ,  38 months i n  quanti ty* 

*Quanti ty producti on times  and costs are estimates on l y ,  as thi s 
craft tends to be bui l t  as one-of orders . 

Modu l ar Shutt l e  NY-01 06AA1 -000000-3000-0 MCr45 , 479 49  tons . 
Batter i e s  beari ng 1 TL= l 3  

batteries  1 Crew=2 . 
Pas sengers=O , Cargo =3 , Low=O Fuel = 5 ,  EP= 5 ,  Ag i l i ty=6 , Mari nes= O .  

Tonnage 49 tons ( standard ) ,  686 cubi c meters . 
Crew 2 
Performance 6- G ,  Power P l ant 5 ,  EP 5, Ag i l i ty 6 .  
E l ectronics  Model l / f i b  Computer .  
Hardpoi nts One fi xed mount ,  f i r i ng forward . 
Armaments One doubl e beam l aser . 
Defenses None 
Fuel Treatment Scoops fi tted . No puri fi cation p l a n t .  
Cost MCr45 . 479  s i ng l y ,  MCr36 . 382 in quanti ty 
Construction 

Time 1 0  months s i ng l y ,  8 months i n  quanti ty .  

Comments 
The type NY modu l ar s hutt l e  cons i sts of a Tractor u n i t  , of wedge 

confi guration  and a number of wedge- shaped modul es ,  any of wh ich  may 
be cl amped ot the bottom of the Tractor un i t ( USP above ) . The res u l t i ng 
composi te shuttl e i s  of cone confi guration and i ts USP i s  as fol l ows : 

NY-02035Al -000000-3000-0 Cos t Vatiabl e 99 tons  
Batteri es beari ng 1 Crew Vari a b l e  

batteri es 1 TL=l 3 
Passengers , Cargo Fuel a l l vari abl e ,  EP= 5 ,  Ag i l i ty=3,  Mari nes=O . 



At present fi ve modu l e  concepts are offered by the desi g ners a s  
descri bed below. Note , the Tractor u n i t i s  qui te capabl e o f  flyi ng 
wi th no modul e ,  a s  a h i g h-ag i l i ty combat s hi p .  

The Modul es .  

l )  Cargo/Fuel Module.  5 0  ton d i spl acement Hu l l  section equi pped wi th 
seal abl e cargo doorsand fuel l i nes. It can be used a s  a cargo transport 
and refuel l i ng s huttl e for the parent craft. As a refuel l i ng s huttl e 
the cargo bay can be l i nked to the fuel scoops of the Tractor uni t 
enab l i ng Gas-Gi ant d i ppi ng ; I n  ei ther rol e i t  carries 50 tons. 

MCr 6.0 s i ng l y ,  MCr 4.8 in quanti ty .  

2 )  Pas senger Modu l e .  7 5  Accel eration Couches , 1 2 . 5  tons Cargo , 
Used as a surface-to-space bus . 

MCr 7 . 875 s i ng l y ,  MCr 6 . 3  i n  quanti ty. 

3) General Purpose Modu l e .  20 Accel eration Couches , 30 tons Carg o ,  
1 0  tons addi ti onal fuel . 

MCr 6. 5 s i ng l y ,  MCr 5 . 2  i n  quanti ty .  

4 )  L i fe Support Modu l e .  1 0  Staterooms , 20 tons Carg o ,  1 0  tons 
add i ti onal fuel . Used as a V I P  transport and l ong- haul  l i feboat. 
As a l i feboat i t  enables escapers to surv i ve i n  i nhospi tabl e 
cl i ma t i c  condi tions.  

MCr 7 . 0  � i ng l y ,  MCr 5 . 6  in  quan t i ty .  

5 )  Wal do Modul e. Used to plant demol i ti o n  charges and for l i g h t  
sal vag e .  Equi pped wi th 1 0  ton Mun i ti ons Store ( 1  ton devoted to 
shock absorbers , padd i ng ,  etc . , l eavi ng 9 tons useful space ) ,  
4 Accel era t i on Couches , 1 0  tons Cargo . The rema i n i ng 20 tons i s  
devoted to 2 sets of ' Wa l dos ' ( mecha n i ca l  arms ) . Control l ed from 
a cel l wi thi n the modu l e ,  the arms fai thfu l l y reproduce any movement 
of the operator ' s  arms . The Wal dos fol d  back i nto ful l y streaml i ned 
pockets when not i n  use. Var i a b l e  Ra tio Feedback (VRF)  enables the 
operator to sel ect any feedback rat i o  from 1 00 ( the grabs exert l OOth 
of the force that the operator feel s )  to 0 . 1  ( the strength of 10 men ) .  
Each Wal do set cons i sts o f  2 arms wi th human-type " hands " , one l a ser 
cutter/borer, one mechani ca l  dri l l  and one probe whi ch measures the 
dens i ty ,  t h i cknes s ,  conducti v i ty ,  tens i l e  streng t h ,  radioacti v i ty ,  
etc. , o f  a ny substance o n  conta c t .  Each Wa l do set, compl ete wi th 
control cel l ,  costs MCr 4. 0 and di spl aces 10 tons . 

MCr 1 4 . 6  s i ng l y ,  MCr 1 3 . 28 i n  quanti ty .  
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Forw ard Scan 

The next i s sue of  AL I EN STAR wi l l  be  on s a l e  early i n  February 1 982 .  
Th i s  page takes a q u i c k  l ook  at some of the  contents of . . . . .  

I S  S U E  7. R E C R E AT I O N  
Features  wi l l  i nc l ude . . . . . . . . . .  . 

SANLANDO . 

A deta i l ed p lan  of a c i ty set on the worl d of HADLEY . Thi s i s  
the second i n  a seri es of arti cl es by Bri t Hol tsc l aw .  

GLOBE HOPPER RALLY . 

A race game around the surface of a worl d .  A game that does not 
use di ce and p l ayers des i g n  the i r  own ' Hopper ' veh i c l es .  

ASTROBUS 207 . 

Thi s s hort range space l i ner i s  
the subject for CUSTOMISED  SH I PS . 

SYSTEM FA I LURE . 

A sol o programmed text adventure . 

P l us reg u l a r  features 

X-BOAT I NFO .  

GAME REPORT . 

DATA BAN K .  

FEED BAC K .  
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