
S



For a year now l/oyages 5F has been taking readers to the
diverse worlds of science-fiction gaming. Our magazine
continues to look better, and our coverage contines to

expand. And each issue has been on hme, we're trying hard to
please, because our goal is to be your number one source of
SF gaming material from periodicals. And through the coming

yea(, we'll continue to work toward that goal. That's a promise.

*lf you're having trouble finding our magazine, ask your local
retailer to stock it, or subscribe direct by sencling us $9 ($10 in

Canada). All funds must be in U.S dollars. Voyages 5F is
printed four times per year.
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Regular raaders of Voyages SF willnotico a
number of changes between lhis issue and previous
issues. Our cover, whil€ stil l lwo-color. now includes a
half-tone illuslration. The cover titl6 imag€ is
redesignad. Page graphics are redesigned. And we've
added four more pages. We certainly think you'll
agree lhat these are welcome improvements. lfs just
parl of giving you the best magazine we can. And, as
our circulation continues to increase, we look forward
to further improvements in the future.

In our last issue we printed part 1 of "The Kafer
Connectionu, an advsnture for .73@ADl}'at originally
was lo consist of three parts. unfortunalely, due to
circumstances beyond our control that involve only
the author, we ar6 unable to conclude that adv€nlure.
We do, however, have in this issue an adventure for
both Space Llasterand Gurps Space. But, due to the
length and completeness of th€ latter, only the firsl
half is now print€d (the romainder is in my possession
- il wi//be in our next issue). Also in thsss pages are
ths first installments of what willbe regular fealures:
Ba utbws and Overurbws, and Adyenturers' Equtpmen t
cata/og, which will feature illustrat6d weapons,
vehicles, hardware, etc., for popular SF games.
Readers are encouraged to submit th€ hardware
creal ions of th€ir  advenlures.

Phi l  Morr issey, a regular art ist  for our magazine,
has inked several il luslrations for the newslelter
Tiffany Slar, lhe support publication for th6 History
of th€ lmperium Working Group, or HIWG, a gam€rs
group working to devslop the history behind GDWs
Trave//er. Because of the very nature of HWIG, few
gamers have had th6 opportunity to view these
illustrations, so w€t have reprinted a number of them in
lhis issue. Nice work. Phi l .

One last note. lwould like to again encourage our
read€rs to tak€ their hobby one step further. Our
conlributor's guidelines are in thls issue. Polish up your
creations and send that manuscript!
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On oo.rct the Interstettar
Patrof Ship Judith Besrrld<,
commandecl by Lt. Cmdr.
Natalia "Lia" Mtatyulwe....

The 13th standard day of the IPS
BesnbkS 28 s-day cruise from the Fede-
ration Core Systems to the peripheral
lntsrstellar Patrol Station A/amo didn't
seem in any way different from the pre-
ceding 12 days. The day started normally,
with th€ entire crew in th€ high stat6 of
boredom that was customary for a transit
cruise. However. the crew's boredom was
soon lo end in a spectacular, and aven-
tually horrifying, way.

The Captain's first hint of an abrupt
emergsncy mission was the Besnbks
reception of a FTL distress call. While the
Fesnbk was too small to carry a FTL
transmitler, she could receive FTL mes-
sages. Judath, th€ ship's computer, im-
mediarely buzzed lhe captain, who was
napping on the bridge. 'Captan, / have a
dlstress ca// comng n on my FTL datare-
ceiver. / definte/y ththk you wt// want to
h€ar this, G/onbus Leader.'

" . . . .of f  world help is needed, urgent ly!
To any ship hearing this mossage, this is
the Director of the industrial colony Exxon
calling for assistance. We are now under
attack by parties unknown! Wa have many
casualtiss and off world help is urgently
needed! . . . .To any ship hearing this mes-
sag€, this is the Director of the industrial
co lony  Exxon. . . . "'So what do we do norq my bio/ogrcal
/aader?As if / cou/dnl guess. "

Aftar ordering Juc,ith to sound the
General Quarters klaxon, the Captain sat
down ar the bridge's visual dala display
tarminal and asked Judith for everything
her memory units had on th€ industrial
colony of Exxon. lt wasn't much, but what
she had mad6 it clear that Exxon was not
a standard terrestrial colony world.

By the time the other four members of
tl\e Fesn/eks small crew had gath€red in
the ship's briefing/recreation room, the
Captain was ready to give them a quick
briefing on the colony of Exxon. But she
still had no real idea of what was going on
down on this unusual planet. (The GM
should eithar read or give the players the
subsection on Exxon and the Rockefeller
system so thay will know basically what
data was avai lable.)

k , < r 7  A ,  K a  I  t n ,  t Z '  t  l - J ' /

stop here. Only GMs should read further

"You've got to help us! \fVe have
been under attack by unknown
maniacs. Find out who these
monsters are and stop them!"

r: PART 1
I  t l  I

Lil\ED SUN
A EUNPS $FACE ADYEilTUNE

byAnthonyO, Ward



SITUATIOI{ SUMMABY
The Chartered Exxon Planetary Company has a

very big problem Somebody, or something, is kill ing or
kidnapping large numbers of its employees. As most of
the employoes are spread out in small groups over
mosl of  Exxon's huge surface, the relat ively smal l
number of Company Securi ty troop€rs have nol been
able to solve the myslery or stop the disappearances.
And. as rumors have started spreading among ths
regular Company employees, the Securi ty Forcss are
being stretched to the l imit  just keeping civ i l  order in
th6 major inslallations. This means that the characters
will have to personally solve the mystery and discover
who, or what,  the attackers are and stop thom before
oven more Exxonians disappear or are killed, Exxon's
society dissolves into chaos. or lh6y themselves are
overcome by the mystery force. ("Good luck, J lm.")

t1{TRODUCTtOt{
Red Sun. Black Death is a GUBPS Space adven-

ture designed for 3 to 5 players. While the adventure
is wrillon f or a Patrol team, or some lype of
interstellar military or polico crew, and is set in a
universe with a Federat ion type of intsrstel lar govern-
msnl.  the GM can inserl  this scenario into almost any
ongoing campaign wilh minor changes. Pre-generated
player characters are provided as the crew of lhe IPS
Pesnrck, but already existing player characlers will
a lso work wel l .  l f  your players are ei ther planetary
surface or space mercenaries, tha Chartered Exxon
Planetary Company wi l l  pay good money for their  help
Free Traders or commercial  spacars nol only have a
chance to save l ives and learn interest ing and
valuable information, but can make some importanl
( i .e r ich and wel l  connected) {r iends who have many
business affil iations throughout tho local interstellar
volume as wel l .  l f  your ongoing campaign is sel  in an
lnterstol lar lmperium, here is a chance to mako monoy,
powerful  f r iends, and possibly even get elovated to
the nobi l i ty-- i f  the cards are played r ight.  l f  your
characters ara scient ists,  or other techie types, here
is a mystery that,  is solved, could make th6m al l  r ich
and famous. Of course, lhis little adventure might also
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gel your ptaysrs' characrers killed. but they kn6w that
when they signed up to go adventuring. Right?

Exxon is physically and chemically an interplane-
tary oddity (see planetary and sysrem descript ions).
Exxon was originally colonized by a consortium of
petrochemical companies over 200 standard years
ago. Allhough petrochemicals are no longer wasled by
burning them for fuel on any but lhs most primitive
planets, modsrn inlerstellar civilization has many other
uses for processed petrochemicals. And Exxon is a
major suppl ier of  such chemicals to much of th6 Human
colonized sphere.

Exxon has never been physically ailacked or
raided. Not even in t imes of interstel lar war.  Unt i l  now

LATDITUG OTI EXXOII
As the IPS Fesnbk entors Near Exxon Space.

contacts Exxon aerospace conlrol, and achieves a
stabls orbit around Exxon. the players are not able to
ses much of the planet's surface. The entire planet is
hidden by dirty looking clouds that look reddish-grey
under the cool red light of the system's sun.

lf lh€ crew uses the ship's sensors, they do nol
discover much about the planet beyond the ship's
computer data entry.  Exxon's atmosphere is most ly
nitrogen and carbon dioxide, with minor quanlities of
free oxygen, and an unusually high amounl of gaseous
organic chemicals--Exxon's atmosphere is vir tual ly a
planet-wide smog bank.

The planot is entirely covered by a liquid ocean,
and has a large number of small metallic masses and
sapient made materials sprinkled in a seemingly
random manner over th6 entire surface.

When the crew makes contact with th6 planetary
govarnment, the captain is immecliat€ly put in com-
munication with the Planetary Director, who refuses to
discuss lhe problem over radio link. He Insists that any
discussion must be done face to face ina secure area.
The ship is directed to land at th6 principal VIP hangar
at the starport at Central City, which is now on the
night side of Exxon. The crew is told that lhey will be
met there by the Director and his staff and Exxon's
problem will be laid out and all quostions answered.

W':, ,
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Sf|ip's Captain. Human (fenan). Silvor hair, Black oyes, Dark bronn
sldn, Bcartiru, Tall with slim build, 5' 9", 120 lbs, Lcft handcd, 35
standard;oars old.

sT9 ,  DX12 ,  rQ13 ,  HT11
Basic Specd 5,75, Movs 4
Dodgc 4, Parry (Fvtife) 4, Blicck 4
t gfirt Body Armor (IL1'l), Ught Encumbrance

ADVAITITAGES: Eidetic Memory 1, Legal Enforccment Powers 2,
Military Bank 4, Pafron (lnterstellar Patol),
Status +l (Military Rank), Stong Will +4

DISADVANTAGES: Code of Honor Ohe Patol Always Gets lts
Eeing), Duty to Patol (on 15 or less),
Enemies (lnterstellar Guild of Privatoors lon 9 or lessl),
Honesty, Sense ol Duty to All Senlient Beings

QUIRKS: Alvuays ties to be in comploto contol ol omotions.
Dislikss hcr Patol nickname of "Black lcen. Hates being thought
of as "irst a beautiful woman", Loathes cold weather. Loves
Ityrng in ariy We of air or space craft,

SKILLS: Astogation-13, Bearn Weapons/TL'|1-13, Computer
Op/TL11-13, Cooking-l3, Dplomacy-12, Electonics/TL11-12,
Elec Ops/TL1 1 (Communications)* 1 2, Elec Ops/TL1 1 (Sonsors l- 12,
First Aid/TL11-13, Freo Fatl/T111-'10, GunsiTLl'l-'13, Judo-9,
Knile-1 1, Leadership-'l 3, Mathematics-1 1, PiloVTLl 1 (Shutte )- 10,
PiloVTLl 1 (Starship)- 1 1, Survival(Mountains)- 1 2,
Survival(Woodlands)-12, Tactics-11, Vacc SuiWLll-12

LAifGUAGES: Galanglic-13, Trade Speak-11

Captaln tlatalia iltatyuhrys was bom in the United Republics ol
Azania, Sotltrem Africa, Tena. "Lia" was such a boauliful baby lhat
her mother enlered her in several beauty contests before she was fi\ro
years old. Natalia hated the whole procoss. Although she was vory
good in school, most p6opl6 treatcd her diffcrently bccausc of her
goocl looks ancl €logant body. Natalia srvoro she tyould prove to
everyone that she was more than pst a beautiful face on a lovely body.
On her eighteenth birthday, sh6 onlerod lfie Patol Acadcmy and did
axtemely well academically and phpicalty. After graduation, she
s€rv6d on a variety of slips of various sizos and reccived the hlghest
efficiency rcports. When she was promoled to Lt. Cmdr.,she was also
given command ol the ,fudtfi Basnick She ties very hard to be lhe
perfect Patrol officer, even to the point of neglectng her personal life,

lf lhe players refuse to land, the Dlreclor mak6s
any promise or threat necossary to g€t th6m lo do so.
(lf that is not 6nough, the GM should romind the
players of the old motto, "To ssrve and protect" and
that by regulation, the Patrol never turns down a
distress call.) Again, the Diroctor categorically refuses
to discuss Exxon's problems over the radio because
ha is sure "lhe enemy" is listening in.

Once the Besnbk enters Exxon's atmosph€ric
cloud bank, all visual data is cut off until descending
through the lowest cloud laysrs. Even then, in the
stygian darkness, th€y cannot ses to the horizon. Bul
they wouldn't be able to see to the horizon even in
daylight because ev€rything just gradually f ades
away into the smog enshrouded distance. However,
through the use of infrared and radar scan. they can
make out a horizon to horizon expanse of black ocean
under low, black clouds.

Foltowing the radio beacon signal toward tho
spaceporl, the Pcs soon s6e lhat they are approach-
ing a huge, artificial island lhat covors tens of square

miles of ocean surface. Though the island city is
covsred with thousands of multicolored llghls, mosl of
the island's surtace appsars to be coated in a flat
black material that obsorbs all l ight. The enormous
mass is supportad by a vast number of hug€ black
pilings that lift th€ bottom levels of lhe arlificial island
several hundred feet above the ocean surface. The
whole construction looks more like a slnist€r fortress
rhan an industrial facility.

Unless Lt. von Velct (or whoever is piloting) mak6s
a critical missroll during the landing, th6re are no
problems setring down on the starporr landing pad.
Afmost immediately afl€r touching down, tha Fesnickis
towod inlo a vast, hemispherical hangar. When the
huge hangar doors are shut, enormous fans quickly
replaco th6 chemically ladened, oxygen poor Exxonian
atmosphere inside with a breathable, terrestr ial
almosphsre and lhe crew of the Basnlbk is notified it
is now safe to disembark. The Besnbks atmospheric
sensors conf irm this

PiloVEoct.ttiw Ofic€r. Humfll (Marlian). Blond hair, Grey eyes, Tlin
blond mustache, Light tan skin, Handsomc, 5' 10", 160 lbs, 25
standard years old.

sT't0, DX 14, tQ 12, HT 12
Basic Speed 6,5, Movc 5
Dodgc 5, Parry (Knife) 8, Block 5
Ught Body Armor ftL11), Light Encumbrance

ADVAiITAGES: Acdc Msion +5, Cornbat Refro<es, Legd
Enforccmcnt Poryors 2, ft,llitary Rank 3, Patron (lnt6rstollt
Patol), Roputation as Hot Pilot arnong $tar Pilots (on 7 or less),
Status +1 (Military Rank)

DISADVANTAGES: Code of Honor (Code ol lhe Fightor Pllot),
Compulsive Gambler, Duty to PSol (on 15 or less),
Enemies (ffierstcllar Gulld of Privateers lon 9 or lessl),
Orerconfdence, Sense of Dutyto Patol

QUIBKS: Ahvays looks lke a recniting poster. Elislikes dirt and
disorder. Has puppy love for his captain. Lovos to toll war
stories, Total vegetarian.

SKILLS: Beam Weapons/TL'l 1-15, Computer Ops/TL1 1-'t 1,
Fast Draw(Knife)-14, Fast Drav(Pistol)-14, Firgt Ad/TLl 1-1 1,
Frec FaVTLll-12, Garnbla-12, Guns/TL11-15, lbratc-12,
Knile-13, PiloWLl 1 (Space Figtrter)-12, PiloVTLl 1 (Starship)-l5,
Survival(Arctic)-'10, Survival(Woodlands)-10, Vacc SUiVTL'| 1-10

LANGUAGES: Galanglic-12

Lt. Andrew von Velct looks and fics to live the lifc of lie "Fighter
Pilot with th6 Right Strrff'. All he cver wanted to do was fl aerospace
craft and have fun. Usually in that ordcr. Aftor graduating lrom the
Navd Academy, hc becamc lhc \r.pcr pilof he ahvalrs wartod to bc,
Br.rt he atso got in lots of touble due to gambling and carousing on his
off duty timo. Ho was tinalty givon a choice of rosignlng or bcing
court-martialsd, Luckily, von Velc't's famity is rrcry important on Mars
and hc Aot a third choice. He has senrcd on lhe Bcsllb* sincc
fanstoning to tho Patol tvvo yoars ago, and has ryorfted hard to clean
up his act. He doesnt want to disappoint hls family furthcr, docsnl
want to loso his pilot's license, and, finalty, has dwcloped a crush on
Ns captain and doesnt want to disappoint hcr. Ewn with all these
r6asons, he still is often in touble because he is a man wilh a lot ol
6nor!ry. But any man wfio accepts "And Panda" as his call sign can't
be all bad.
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Engineer. Human (Belter). Black hair and short beard, Black eyes,
Ughttan skin, 5'9", 170 hs, 38 standard years old.

sT 10, DX 12, tQ 14, HT 10
Basic Speed 5,5, Move 4
Dodgc 4, Parry 4, Block 4
Ugttt Body Armor (TL1'l), Ugrht Encumbrance

ADVAIITAGES: Ambidexterity, Eirletic triemory 1, Legd
Entorcomont Ponmrs 2, Mathcmatical Ability, Milrtary Bank 3,
Patron (lnterstellar Patol), Stats +'l (Militay Bank)

DISADVANTAGES: Bad Sight (rwars contact lenses), Bad temper,
Duty to Patol (on 15 or less), Enemies (lnterslellar Guild of
Privateers lon 9 or lessl), lmpulsiveness, Sense ol Duty to shp
and cr6w

QUIRKS: Atways fighting rveight gain. Cleanliness tetish. Hates
color orang6. Thinks starship engineers aro th6 Elec-t of God.
Wont drir* alcohol or uss arry dngs.

SKILLS: Armory/TL1 1 (Spaccship rreaponry)-'13, Artist*12,
BattesuiVTLll-'13, Beam Weapons/T111-13,
Computer Ops/TL1 1-15, Demolition/Tl1 1-13,
DrMng/TL11 (ATV)-11, Electonics/Tl11-14,
Elec Ops/TLl 1 (Weapons)-13, Engineer/Tll 1 (Ihruster dri'/c)-1S,
Engineer/Tl1 1 (Star&ivc)-15, First Aid/TLl 1-14,
Free FalVTLll-11, Gun#TL11-13, Mathematics-15,
Mechanic/Tl1'l (Thruster drive)-'|5 Mechanic/Tl1 1 (stardrivo)-15,
Nuclear Physics/TL11-14, Physics/TL11-15, Scutpting-10,
Scrounging-15, Steetwise-13, VaccSuiVTLll-13 

-

LANGUAcES: Galanglic-14, Arabic-14

Chief Wanant Otficer Mohamed Ati Nakamura is a fourth genoration
Belter, He was dam noar bom lo be a ship's enginoer. His family had
him in engineer faining at the ag6 of fivs. But, instoad of slarying with
the famity mining business, wiren he fumcd 21 he rebcltcd and pinod
the Patrol as an Able Spacehand, Because he hated all the paperwork
invofuod with becoming a commissioned officer, he worked his way up
the ranks to Warrant fficer. He is a very competont engineer, but will
on! work with a captain he respects. Captain Natalia lfttat) rhw is
such an officer, As a devout m€mber of th6 Rotormod lslarnic faih, h€
refuses to touch alcohol, but loves to eat and the fact that Captain
iltatn:luo is a gourmand cook may have something to do with his
devolion tolhe Bcsrbk

Assistant Engineer/Gunner, IPS "tdtr Ras|rck Human {Neukong).
Totally bald, Black cyas, Ught tan skin, 6' 1", 175 lbs, 34 standard
yoars old

sT.|2, DX 14, lQ 12, HT 12
Basic Speed 6.5, Move 5
Dodge 5, Parry (Knife) 6, Block 5
Ugtrt Bo{ Armor ffl11), Light Encumbrance

ADVANTAGES: Combat Bellexes, Languagc Talont +5,
Legal Enforcement Powers 2, MiFtary Rar* 1,
Patr on ( Interstellar Patol)

DISADVAIIITAGES: Bloodlust, Ddy to Patol (on 15 or less),
Enemies (lnterstellar Guild of hivateers lon 9 or lessl],
Fanaticism to Patol, Mild Slryncss, Sense of Duty to
All Patrol Members

QUIRKS: Cof,ocis antque military patches. Dlslikes smail animals.
Hums to himself as he worfts. Lows spicy food. Sports fanatic.

SKILLS: Armory/TL1 1 (Spacoship Weaponry)-1 1, BafiesuiWLl 1 - 1 1,
Beam Weapons/TL1 'l-15, Computor OpVTLl l-11,
Fast Draw(Knifo)-1 3, Fast Dravr(Pistol)-13, First Aid/TL1 1 -1 1,
Free FaIUTL'| 1 -1 2, Gunncr/TLl 1 (Starship Weaponry)-1 4,
Guns/TL11-15, Karate-11, Knife-13, Frnife Throw-'13,
Mathematics-9, Mechanic/TL1 1 ffhrustordrive )- 1 0.
Mechanic/TL1 1 ( Stardrive )- 1 0, PiloWLl 1 ( Shutne )- 1 2,
Physics/TL'l 1-9, Scrounging-11, Scuba/TL'11-10,
Sports(Baseball)-12, Sports(Soccer)-1 2, Sports(Svimming)-1 3,
Streetwise-'10, Vacc SuiWLl 1-10

LANGUAGES: Galan$ic-17, Old Chinese-13, Spanglas-13

Petty Officer Garddo Wong was bom in th6 slums of Zruchou on
Neukong and grew up mosty on the steets. Erron lhough he was a
member of one of tho worst gangs in 4ruchou, he was never caught
or charged for ary crime, As soon as he tumed 18 he pined the
Patrol. PO Wong loves lhe Pabol as a man normalty loves his family. In
fact, he sees the Patrol as hls extended family and onty lcels
comfortablo around other Patollers. Since hc pined, he has worked
his way up the enlisted ranks, leaming both engineering and gunnory
skills. The only bad marks on his record hare to do with his inability to
lorgive arryone vrho harms another Patoller. Once, after apprehending
a criminal wfio had killed another Patoller. he almost killed him with hls
bare hands.
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Shp's Medical Doctor, Articial Human (Pasturian android). Flarne
rod hair, Sitver eyes, Lavender colored skin, 5' 4", 105 lbs, 31 standard
yrars old.

sT8 ,  DX14 ,  tQ14 ,  HT10
Basic Speed 6, More 5
Dodge 5, Parry 5, Block 5
Ught Body Armor (TLl1), Light Encumbrancc

ADVANTAGES: Ambidexterity, Beautitul, Eidetic Memory 1,
lmrnunity to Disease, Legal Enforcement Powers 2, Military
Rank 3, Patron (lnlerstellar Patol), Rapid Healing, Status-1
(Artificial Human + Military Rank), Voice

DISADVAiITAGES: Bad Sight (onty soes in ultr8\,iolet IUVI lightr),
Code of Honor (Hippocratic oath), Duty to Patol (on 15 or less),
Enemies {lnterstellar Guild of hivatocrs lon 9 or lessl),
Enemies (Pasturian andoid catchors on 3 or less), Honosty,
Pacifism (can not kill), Sense ol Duly to Sentient Lifc,
Social Stigma (artiflcial Human being)
'Almost continually woars a TL'll visor that translatos standard

Human visual wavclongith light into ultraviolot. W-lthout thc visor, shc is
near! blind and can only sea under brigtrty UV [ghted confions.
Human standard lighted aroas appear dmost pitch drk to hsr. +6 to
any Msion rolls without visor.

QUIBKS: Dislikcs oc6ans. ls a'hahrral" biserual. Lorcs children.
Loms high technology gadgcts, Normally ncars lhe lewest clothss
she can got ah,ay with,

SKILLS: Acrobatics-1 1, Administation-13, Bearn WeaporVTLl 1-15
Eiocheminry/TL1 1-1 1, Chemisty/TL1 1-12,
Computer Ops/TL11-'14, Dancing-12, Diagnosis/TL11-16,
Electonic Ops/TL11 (Medical cquipment)-13, First Aid/TL11-16,
Free Fall,TLl 1-12, Genotics/TL1 1-1 1, Judo-1 1, Maliematics-12
PtrpiciarVTlll-16, Psychology-13, Sex Appeal-13,
Singing-'15, Surgeory'TLl'l-'.|3, $vimming-13,
Vacc SuiWLll-13, Voterinary/Tl11-12

LANGUAGES: Galanglic-14, Latin-10, Pasturian-14

Doctor Lilith Quillion was orignafly designcd and genctically
engineered to be a courtosan by a Pastrian android manufactring
corporation. (Pastur has a vcry tigh technology lwel h the medical
and biological sciences.) However, somoono madc sevoral 'Ynistakes"
during her creation. Her eyes rwre originaly designed for slave field
workers on a planet orbiting a Class A (high UV radiating) star. And
her level of intelligonco tumed out to be twice the original design.

When these erors w6re discorrered at her parlurition, instoad ol
being destroyed, she was purchased by a dealer in biological oddities
vrhen she was only 18 s-dqp old, and later resold after bcing held in
statis for nearly a year. Her neil ownor vyas a rich, elderly, Human
tlpochondriac who saw in her a way to ha\r6 a doctor, companion,
and mistrcss, all in one p6rson, He thorefore had hcr goncticalty
instilled courtssan tendencies rainod at lhe same timc he had her
mind educated as a doctor,

Yoars lator, when her ohrnor took her with him on a bip to a planot
ihat gives all Sentient beings equd l6gal rights, she ran away and
i:ined the Patol. (Ihe Patol accepts any qualifed Sentient beings, no
mattor vvhat their origin.) Since fien she has served honorably on
scveral Patol ships and has continued her medical talning.

Atttrough her "official" age is 31, she is actnfy only 16 s-years old.
She was force grovwr to physicd adullhood, urs ar6 most androids, in
her first two yoars of life. One of lhe main roasons sh6 has continuod
to study both Human medicine and psychology is to ty to gain a
better undorstanding of Humanity and horv Humans int€ract. So far,
she has not fully succeeded in her quest tor understanding, v{hich has
caused hor to appoar "stand*off*ish" to most outsido the crew of the
Fesnbk This has also caused hor somo ombarrassmonts wfren there
havo baen confiicts between hor programmcd courtosan instincts and
Tenan cultural norms. though she has usual! b6Gn torgiven for any
quirks and cuttural lapses because of her "exolic" boady.

THE MEETING
As soon as the PCs leave th6 ship's airlock, they

notice thal the "breathable air" stil l contains a high
level of what, on any other Human inhabited planet,
would be called petrochemical pollutants. In olher
words, the VIP hangar smells like a petrol€um refin6ry.

Though there aro no other spacecraft rn the
hangar area, there are l0 to |5 vert ical  takeotf  and
landing (VTOL) aircraft of various sizes scaltersd
around the vast open area. Several of the VTOL's are
parlially disassembled and apparently undergoing
maintenance.

The PCs are dirocted toward a small group of
people waiting for them by the main personnel airlock.
Whila walking across the hangar deck, they may
notice how slippery the decking is whsre it is not
covered by a special nonslip material. For any who
wander off this nonslip surface, roll DX or less to not
slip and fall and look liks lools in front of the waiting
VlPs.

At the head of th6 group are a large Human male
in an expensive. but slightly out of date business suit
and a tall, angry looking Human female in a uniform
with major's rank insignia. While the male executive
tries to appear like a good hosl, lhe major jusl
glowers. Three other VlPs, who are standing behind
the first two, appear nervous and, on an obsorvation
roll of 7 or less, actually frightened Also in sight are
five large and hsavily armed security guards behind
the VlPs near lhe air lock door.

The large VIP introduc€s hims€lf as Planetary
Director Bertram Tzu Chow and the woman as his
Chief of Company Security, Malor Cathline Firefox. The
olher lhree are introduced as Assistant Director
Shawn ben Aaron, Mayor Jaques St. Rose, and
Security Captain lto Petrolski.

With introductions out of the way, lhe PCs are
quickly whisked through the airlock and into a lrans-
port bubble, accompanied by the fiv€ VlPs, and are
soon delivered to the entrance antechamber of a
luxurious conference room. Even here the atmosphore
still smells faintly of petroleum. On duty here are two
security guards.

Entering the conf erence room, th€ PCs are
motioned to a large, plastic topped lable which
contains individual, built-in data processing units s€t
before each of the fifteen luxurious chairs. Mounted in
both narrow walls opposile the tabl6 ends are large,
holographic display scrsens.

After lhe conferencs room doors slid6 shut, with
lhe distinct, muf f lsd clanking sound of a heavy
security lock activating, and after captain Perrobki
has made an electronic socurily sweep of the room,
Director Tzu Chow bagins to speak.

THE PROBLEII
(The GM should either read the following statement

or paraphrase i l ,  speaking with just a hint of  panic )
"We'vs gol a pot6ntial dlsaster of planetary

proportions on our hands here! You've got to help us!
We have been under attack by some unknown
maniacs. And we not only don't know who lhey are, w€
don't even know why. There are nearly 10 million



people on this planet,  and al l  could fac€ the threat of
death unless you f ind out who th6se monsters are and
stop them!

"This impossible nightmare starled about 80 days
ago. Our Central Communications Center lost contact
with Drill ing Platform 13408. This happens a lot with th6
smaller rigs. so no one initially got too excited. Bul
alter 24 hours of no contact, we suspected it could be
more lhan just a busled comsel. when a security/
maintenanc€ team got th6re, about 35 hours after the
initial loss of communicalion, lhey found tha platform
completely deserted! There was absolutely no trac6
of the fifte€n employees. And no clues as to whelo
they'd gone or been taken. Or how.

"Then, 57 days ago, wo lost contact with Drill ing
Platform 247SP at 0457 hours. This time, a full ten
person security crew was immediately launched al
0500. They reported landing on the platform at 1134,
but we lost contact with them al l l4zl  When a second
secteam got there, about 1630 hours, they could find
no trac6 of eithsr the original platform cre$/ or the
first secteam. But they did find evidence of battl€
damage, moslly around the landing stage. But, again,
no bodies of any kind were found.

"Th6n, 35 days ago, w6 lost contact with Befining
Stalion 63. This time we sent lhree heavily armed
secteams, and they found an appalling mess upon
landing We have video records, but let m€ just say
that some of rh6 145 workers on RS 63 had beens-
laughterod! Body parts were found al l  through the
station! But just parts--no complete bodies ware
found. And the number of incomplele bodies didn't add
up close lo 145. More than 100 emptoye€s wer6 total ly
missing. But the creepiesl thing was that there was no
blood, just parts of bodies! The station itsolf was as
clsan as it would have been just before a Company lG
inspection.

"We, meaning the Company sanior slaf f and
Securi ty.  had managed to keep the f i rst  two in-
cidencos quiet, but, after th6 third incident, our own
security people were beginning to talk and pass on
rumors, and w€ were beginning lo fear panic Then, 22
days ago, Pumping Stat ion 41ZP went si lenl .  This t ime.
the secteams found somothing €vsn worse than on RS
63. Evidently, all thirtoen people on board had not only
bsen slaughter€d, but it look€d like they'd been
sadistically tortured before they were killed!

"What really sel off ths panic alarm at Headquar-
ters was when somsone noticed that if a line was
drawn bBtween Drill ing Platform l34OB, the site of the
first incident, and Exxon Central City, where w6 are
right now, Drill ing Platform 247SP, Refining Station 63.
and Pumping Station 412P are all localed very closa lo
that l in6. And each stal ion at lacked has be6n closar
to Central City. Whoever is doing thrs is obviously
coming this way! You must save us bafore we are al l
murdered by these unknown fiends and tho Company
is ruined!"

With this comment. lhe Director falls silent for a
few seconds, wipes the sweat off his face, composes
himself , then asks the PCs if thay have any questions.

OUESTIOT{S ATD A'{SWEBS
Below are answers to obvrous questions the

players might ask. Further queslioning will result in little
new information.
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l. 'Who do you think is doing this?'
l4a/or Cathrtne FrTefox. 'l'm posilive it's lhose

murdering terrorists from FOGI This isn't a standard
mil i tary attack or industr ial  raid,  this is sheer lerror ism.
We've had nothing but grief from those ecological
fanatics who call lhsmselves the 'Friends Of the
Galaxy' ever sincs this planet was senlod. Eighty
s-years ago this company's management caved in to
soem those bastards' demands. but FOG won'l be
happy until w6 totally abandon this planet. They even
made us buy lons of genet ical ly engineered bacler ia
that eats oi l ,  to clean up any'pol lut ion'  caused by an
oil spill--on a planat that has an ocean covered with
pelroleum!"

Ass/slant DtTector ben Aaron' "l beligve it is a
mercenary combat team brought in by one or more of
our competi tors.  There are several  other planets that
produce petrolaum products f or interstellar trade
within 20 pars€cs of Exxon, but we are the most
economical and profitable producer. And the most
successful. I am sure one, or more, of our compgtitors
has decided that if th6y can'l beat us fairly, they'll do
so by violent moans. And if they can scar€ us off lhe
planet, they have not only removed a competitor, but
we'd probably be forced to leave bill ions of credits
worth of salvage on Exxon."

Mayor Jaques St Bose.' "l think it's a bunch of
radicals from right here on Exxon. Our colleges seem
to have developed a class of good-for-nothings who
spend most of their  t ime lry ing to destroy everything
we and our ancestors have bui l t .  These dregs. who
call lhemselves "student activists", wanl to overthrow
our commercial  governmenl and put a 'worker demo-
cracy'  in i ts place. I  am sure these anarchist ic radicals
would stop at nothing to destroy all of us 'capitalist

exploiters', even if a lot workers they supposedly love
hava to die along wirh us. And they'v€ probably
received off world aid for their crazed plan."

2-'How wore tho attacks carried out?'
fula1or Firefox.'"That has us really baffled. All video

cameras and records were destroyed or blanked
before they could show us the anackers. Olher
sensors, like radar and sonar, have only given us
impossible or rediculous readings. The lack of physical
damage to most of the equlpment and lha lack of any
radio messages after the attacks startsd is evidence
to me of ths use of chemical or gas weapons. Possibly
ev6n a biological ag6nt. I believe these commandos
are either acting under increasingly insano orders,
trying to scare us off the plan6t, or are getting
desperate, due to the progr€ssively oxpanding use of
terrorism and torlura. I'm not sure how th6y're g€lling
by all of our security sensors. They may posslbly have
some people placed high up in the Company, and, the
though I hate to say il, in my Security section. This is
one of the primary roasons I recommended that the
Board cal l in tho Palrol ."

3- 'How do you know the attacks aron't
being made by some life form native to Erxon?'

Ass/stant Drector ben Aaron'"1'm the Company's
chief medical officar and an amateur biologist. The
Company has been here more than 200 s-y€ars.
Despite all our sludy and sxploration, and years of
searching th€ whol€ planet for exploitable resources,
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there has never been found any evidence
li{e on Exxon."

.l_ 'what stsps has the company
takon to countor this problem?'

of native

already

Captalh Patro/skt "We don't have enough socurity
personnel to put additional securily teams on all the
thousands of industrial facilities all over the planet-
-nol ev6n on all those stations that w€ feel have the
highest probability of being hit n€xt. But we have set
up centrally'located, guick response, heavy weapons
leams. Several are quartered right here in lhe Cily.
And we have added airlight securs communicalions
rooms to most of our facilitles. Each facility is now
required to have an individual sealed in this socomm
room al all times. Finally, we have made several
independent, full background security checks on all
senior Company and Security €xscutiv€s, including the
people in this room, and found nothing suspiclous "

5. 'Exactly how were tho victams killed?'
Asstitant Dtrector ben Aaron' "Thal is a v€,ry

interesting question. While I hat€ to conlradict Major
Firefox, no trace of any biological or ch€mical ag€nt
has been found in any of the body parts. Some parts
did show evidence ol some kind of chemical burn. But
chemical spills and burns happen all the time to a lot of
our employees, so lhis may not be relevent to the
attacks. Continuing, all tho bodies were ripped apart,
nol cut, by someon€ or som€thing with trem€ndous
physical strenglh. Most likely some kind of mechanical
apparatus was used. But all of tho bodies found so far
were dead prior to being ripped apart. Every one of
them was killed by an interruption of oxygen flow to
thsir tissuss! How? | have no clear evidence. Finally,
there has been very little blood found near the bodies.
This indicates that the victims were murdered else-
where and their body parts were placed where they
were found in an al tempt to lerror izo th€ r€st of  us."

6- 'Was anything else missing or stolen from
the stations?'

captatn Petro/skl: "That is somelhing else that just
adds to the weirdness. The raid€rs didn't lake any
monsy or personal valuables. The major feels lhis is a
sign that real professionals are at work. I don't know. I
do know rhat th6y seem to be 'l iving oft lhe land" as
they've besn taking all foodstuffs from the stalions.
Mayor St. Rose f6€ls that this is a good sign becauseit
could indicate that our people are being kept alive and
are being fed by their captors. I don't know if we can
be that opt imist ic."

At th€ end of the question and answer period,
Captain Mtatyulwe (or the obvious PC leader) may
thank the VlPs and ask that the Patrol crew be allowed
some privacy to discuss the situation. lf the Pcs do
not make this request, Director Tzu Chow tells lhem
that the conference room is theirs for as long as they
need it and that the data terminals in front of them will
provide complete accoss to lhe planetary data nel
(PDN), including all security files. He also informs them
thal they have been assigned rooms in the Visiting
Guest Quarters and have an unlimited Company credit
account for expenses. Finally, the players are lefl
alone to decide what lhey'll do nexl.

lf the players decide to check the PDN files for
furrher informarion, go ro OHEOKING THE PDN COM-
PUTER FILES. lf th6ir next actions take place some-
where in the city, go to lhe appropriate section under

INVESTIGATION lN CENTBAL CITY. It they decide to visit
one of the facilities that has be6n attacked, go
immediarely ro CALL FRoM REF|N|NG STATION 29.

CHECKI]UG THE PDII COMPUTEB FILES
lf the players decide to check the computer PDN

for further information, the information box, ENTBIES lN
THE COMPUTER PDN contains enlries that may be of
intgrest to them.

PDN FILE: E)(XON|AN LIFEFOBMS SEABCH
Over the last 200 yeans, thero have bccn ovor 500 cpcdfions on

Exon looking for any sign ol oxygon producing life forms. While no
official, positive svidence nras ovsr discwored, lhere hare been a forl
stango reports filed wor the years.

Only five yaars after the planet was opon6d, a survoy elgedition
roportod sighting "a large, flat black bo$ of cnormous size aboulfive
miles from our vessel. When rve r6ach6d the area, rve lound no sign ol
the objecl Yve had obssryed."

Also, 75 yoars ago. a party sont a radio tansmission stating,
'Yesterday, small, black lump of somc stango substanco nas haulod
aboard ship. Dr Jamison said he thought il had bccn modng before
being brought aboard. Could it have been alive? ll so, bringing it od
of the water s6oms lo have killcd it. We will send a comploto
biochemical report tomonow." No report was received, and thc ship
and its ctew nysteriously disappaared.

There have baen many reports of "sea serponts" and "sea
monsters" filed by sailors, drillers, and fliers ovor tho lasl 200 years,
But, other than a few strange but inconclusivo pictures, no actud
ptrysical evidence has ever been found.

PON FILE: FRIENDS oFTHE GALA,ff (FOG)
FOG taces its organizationd roots back to 20th c€ntJry Tena. FOG

members feel thal their organizalion is the tnre descondant of frc
ecology interest and protoction groups that formed during th6 lattor
half of that cenfury. Just likc tiose carly acWists, members on somc
planets still call themselves "Groons". FOG is completely legal and has
an official mombership of over 25 million beings, has offices on 37
planets, and has its headquarters on old Tena.

Otficially, FOG only works lhrough planetary legal and social
channels to help prosorvs particular planotary orwironmonts and
reduce the ecological damage caused by interstellar industial
developmsnt. FOG's pressure has brouglrt about a groater dyarenoss
ol ccological condilions to thc inhabitants ol marry divcrsc worlds,
FOG has, on various occasions, been instumontal in corwincing
certain megacorps to modily their activities and industrial tochniquos
to reducs ecological disruption on many ncwly settod planots,

l.Jnofficially, various public and private inteltigence agencies belian
that FOG supports several commando and tenorisl units that han,
ovor tho last 30 s-years, attacked 'lndustrial polders and exploiters" in
more lhan 20 s,ystems. In this time, sewral intcrstellar nsws
organizations have published such 'bpeculations". FOG otficials harc
labelled all of thesa roports as 'lndusfial, capitalist propaganda'and
have refused to discuss them furlier, but have throat6n6d lavwuits.

PDN FILE: VIDEO RECOBDS OF ATTACKED FACILITIES
Most of the video records taken at the time of tho attacks shoy the

same thing. The carneras quicHy go black. But if the PCs haio trs
computor slow lhe speed, they sec thal a black substance is quicldy
wipcd over tho lens surfacc. On some of thc vidco rscordings lh6y
can see poople wor*ing normafly, vfio appear to hear something in
another room. They loave their rvork area and do not refum. lf he
players enhance the audio recordings, all they hear is noises that
sound lkc fiowing wator, or a stango srvishing sound, or equipment
b6ing knocksd over, Several limes. people can be hcard making
sounds of surprise, shock, or exclarnation, and some sound as il fiey
wore quic@ cut ofi, There is nothing on any intuderi security seneor
records that makes any senso.
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If,VESTIGATIOI{ II{ CEiITHAL CITY
There is no need for the players to have a

detailed map of Central City. Only Emergency Service
personnel have them anyway. Other than walking short
distances along corridors, all city transportation is
done by computer controlled transport "bubbles" (think
Star Trek turbo lifts). When the players want to go
somewhere, all they have to do is enter a bubble at a
transport station, quiz lhe computer, givo it their
deslinalion, ,and minutes laler (3D6 x 15 seconds),
there they are. Each bubble comfortably holds aight
standard Human beings--ten with a little crowding.

Giry Events
Bemember thal strange rumors have slarted to

spread through the city about the altacks, and some
people have slarted to panic. lf lhe players start
moving around lhe city corridors on foot, the GM
should roll 3D6 every hour for an evenl.

3- lO. Nothing out of the ordinary happens.
I  l -13- The PCs are accostod by lDO media news

people with a lot of questions: "What is the Company
trying to hide?" "What is really going on out on the
remole platforms?" A roll of 7 or less on 3D6, modified
by Diplomacy skill level, will fend them off. lf the result
of  the rol l  is 3 or 4, the players hear Rumor B, C, D, or
E from the newsies.

When rolling for 6venls, the GM should add 1 to
6ach hourly roll while th€ PCs are in the college ar6a,
subtract 1 whi le in the main Company Headquarters
area, and subtract 2 whrle noar the spaceporl bars.

Yisitang Guest Cluarters
The play6rs' rooms aro very nice VIP quart€rs.

Each has a king size float bed, full frasher facilities,
and a small food prep and storage araa. Full service
comm/enlerlainment/data processing units are in each
room, providing access to th6 Company's data
storage faci l i t ies.

lf the play€rs visit their rooms between the hours
of 0800 and 1630 (Exxon uses the Terran standard 24
hour clock, and the entire planet is considersd one
tim6 zona due to its long rolation period), they have
l chance in 6 of meeling a robomaid cleaning their
rooms. lf a robomaid is present. there is a further 1 in 6
chance that the Human VGQ supervisor is inspecting
the players'  rooms. l f  so, the players may speak with
this individual. With good reaction rolls, lhey may hear
Rumors A. G. or J.

14-15- The PCs are confrontod by lD6 nervous
employees. l f  a sat isfactory rol l  result  is achieved
(using procedure above),  the players hear Rumor A or
J. if the roll is failad, th6s€ individuals ger belligerent.
Al low another rol l .  l f  i t  far ls,  or i f  a cr i t ical fai lure results
from €ither rol l ,  the PCs are physical ly attacked.

16-17. The PCs are anacked by 1D6 panicky
employees. None are armed with anything oiher than
small  oblects l ike boi l les, vases, etc.

18. The PCs are ai lacked by 2D6 lhugs. The GM
should decrde physrcal characlerrstics and if and how
they ars armed. l f  lh6 play€rs are in ser ious trouble,
the GM may br ing in Securi ly Pol ice to save rh€m.

A. "EF(on was lhe home of The Great Old Ones of the galaxy. And
One of Them has retumed to destroy all of Humanity on Ex<on for
desecrating their planot."

B. "l nearO that Interstellar Mining and Energy was hiring
mercenariss a couple of months ago on Beebop. No one would say
where the merc unit was going to b6 sent, but they rverc looking lor
commando personnel. You know, tfie real killcr f,pes."

C- 'fOG is undergoing a schism. A minority of members wants to
use physical violence against lhoso interst€llar megacorps that are
destoing the erwironments on habitablo worlds. The vast mairrity still
want to use legal aggression, propaganda, and publicity to change the
minds ol megacorp o<ecutivcs, wihout using guns and bombs,"

D- 'fn" University of lslamabad, on Nenr lslam, has sent another
bio-survey team out looking for life forms in iho Enonian ocean, The
first iwo toans iJst disappeared, you know. some say the Company
killed them all vfien they discovorod something they shouldnt have.
Olhers say they found a hidden pirate basc otn on one o{ those
abandoned platforms somevrherc on thc ocean.

E. "Been a lot of 'uneuhorized' ships cntering lha system thc last
few years. lfs funrry because the only thing that is worth exporting from
Enon is petochemicals, and no smuggler in his right mind nould try to
smuggle something that is so bulky and cheap pcr wlume."

F- "somebody, or something, has been raiding some of thc outer
colonies. I heard that they aro some sort of neobarbarians that are
hitting low population rvorlds for loot and technicians."

G. "E*r since the Company importod some of those Manist
biochem pro{essors from NuStdin, ihe college level education slptem
on Em<on has gone to Hell in a drop ship. All our kids are stu{ing is
revolurtion. Those radical teachars should be shotl"

H- fVe heard that some big mon€y \p6s lrom Terra, Green Hills,
Newa Zurick, and Amaterasu are tying to take over the ComPany.
They say these money guys aro gotng to ty and run down the vdue of
the Company's stock by starting rumors about all kinds ol touble here.
Mape aren cause some problems."

l- 'The real fghting is going on among lh6 Comparry's directors.
Profts henre been {alling {or the last ten s-y6ars and somobod is
going to pay And it might sven end with people going before firing
squads. This planet never outlared the death penalty, you know."

J. "something lrom the d6pths of the ocean has risen to take back
the planet. Only those who worship lt will be saved. All unbelievers nill
bs cast into the Dark botwsen the stars."
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FOG Headguartsrs
The players may wish to intervisw the local FOG

leaders on Exxon FOGHQ is lusl another door opening
off lust another standard corridor near a normar
transrt center, but in a slightly more rundown section of
Central C.ltV The door is labeiled wirh a smalt sign
reading "Friends Of the Galaxy. All sentient beings
welcom6".

. ll lhe players snter, they aro immediately stopped
by a robosecrerary behind a counter just insidd'tne
door. When they ask ro speak witha loc-alFOG leader.
the.y ars asked to stsp into a waiting room. While
waiting, they may overhear Flumors C, D]and F, in rhar
order, from th€ office workers. A rumor is overheard
on a 3DG roll of 3-6, adding appropriate modifisrs,
roll€d 6vsry IDG minutes

After 2D6 minules, or when the playors 96l tired of
warting and begin rhrowing lh6ir tegal weight around,
tney ftnaily meet wirh Thadctius K. euombly, head of
fOC': Exxon c-hapter, in his smalland messy office. Ha
is a large, sofl looking, slighlty over weig'ht, vaguety
nervous {but stil l overbearing) man wirh an irritaiingly
whiny voice. Quombty stares Categorically tnar fOdii
not. and has nov€r been, involved iri any illegal
mailers on Exxon or any olher planet. lf the pos try-to
question htm further, he tells them he wil orovida no
other answers without his lawyer pr6s6nt.
^ l f  the players cont inu€-to push the rnrervrew,
Quombly's lawyer arrives within fivb minutes. Bur, other
thari hearing an interestrng list of legal threats, no
further information is gained.

lf the players att€rnpt to break into FOG.S com_
pylels, e.rrhsr _legaily wilh a courl order or surrepti_
trously, they find rhis - ro be an easy rask. tnirii i ly,
nothing of interesl is found. However, on a success
roff .of 3 or 4, or by conlinued perusal over 3D6 hours
and a second success roll, th6y locate a specially
shielded FOG computer file cont'aining the names oi
six individuals who are nol on FOG m-embership lisrs,
as well as full background files on five of thsm. Th6
five ars well fnovJn interslellar msrcenaries. The
compuler aboard lhe patrol ship can confirm this, bul
the sixth nams is not on file.

Af ter 2D6 hours of further investigation, th€
players discover that one FOG's secreiaries is a
merc€nary groupie and is collecting and trading
inforrnation wilh other groupies on and off Exxon by
illegally using FOG's compurers, FTL comm, and normdl
space comm syst6rn. The sixth name is that of her
latest boyfr iend.

Ths Exxon University
The players may wish to intervi€w the Dean or

individual professors, during which they'll be told how
rediculous the rumors are that are floating around
aboul the univsrsity. The players are assured that no
sludents or faculty members belong to any terrorlst
groups

A check with th6 Campus Security Office wilf
r€vaal that, while a lot of students have been arrested
for minor crimes like public drunkenness or rowdiness,
no student has be€n arrest€d for a major crime in five
years.

lf lha playors altempt to check out local student
hang outs, lhey are genarally ignored. Attempts to
interview students are ignored of the pCs are iold to
get lost.

The Gompany Dining Room
^ When the players wish to eat, or wanl to interrriew
uompany actm'nislrat i rre personnel,  or just want to
lr^tll l lonConnpany gosslp, they may vtiir any of rh€
u,ompany dining. rooms. tf they pick the Eiecurive
otn'ng_room, and hang aroung_]ong enough, they may
hear Rumors H, t, G, B-, D, and f , iritnat oider R'rumo?
is heard on a 3D6 roil of 3-6, adding appropriare
119difJ9rs.,.t.n any orher staff dining roomi onri nlmori
H and lwi l l  be haard

Various Starport Bars
. lf rhs players visit rhe bars in rhe vicinity of the

s.tarport, they may hear Bumors B, E, F, J, and A, inthal order. A rumor is heard every 2D6 x t0 minutes on
a 3D6 roll of 3-6. adding appropridre modifiers.

lf the PCs have been throwing thoir weight around
or have been pushing their inquiries, a roil of 14 or
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Hanot Vps Tenestrial Diameter 12.038 mi Gravrty 1.02 G Density 3J Composfion Low lron
Axid Tlft 1.3o Seasonal Varialion None Longth ot Day 69h 37m 54s Length of Year 38 drys/ 0.3 Earth years
Afnosphere: Prossure 1.34 lDense) Type and Composition E<otic, N2-79%, O2-9%. COZ-7%-A2O-3%. Organic Compounds-2%
Climate Wam Temperatures at 30o latitude: Low ZQ9 Averago 90o High 110o
Surlace Water 't00% Humidity 92% Primary Tenain Ocsan
Mineral Resources: Gsms/Crlistals Abscnt Bars Minerals Absont Radioactiws Absont

Heavy Metals Absent Indusfid Metals Scarce Ught Metals Ample Organics EntremeU Plentiful
Moons One. Beeoee. 1276 mi. dianreier. no atnosohere
Biosphcro: Dominant life form HumaniV Otrcr significant lile forms l,lone
CMlization: Population 10.857.328 at last census Tech Lewl 10 Contol Rating 4 Socioty Corporate State
Starports Class lV at Cental City. Class lV at Johnport. 6 Class lll for corporate loading.onV. approx. every 600 around planet. Class lV orbiting

starport in E*on synchronous orbit above Cental CE
lnstallations 1. Centrd CiV. 2. Johnport. 3-9. Class ll ports. '10-20. MaFr pumping/refining centers
Economic/Production Industial. ChemicalrbiochemicaVpef'ochemicaVorganic haierials production
System lnformation:
Star Name Rockefeller's Star Tyce M7V
flanat OffiOis,turcc T1,pc
Shell 1 0.1 AU Hot Bockball
Ep<on 2 0.3 AU T-snestiel
Gu[ 3 0.7 AU S. Gaa Giant

Location
A&neter

2.298 mi.
12,038 mi,
lLZ41-mL

The entire Rockefeller qrstem is something ol an intorstellar anomaly,
And the planet Enon is iGctf a scientific anigma. When petroleum
rosourcos on Tena began to run low in the 2'lst Century, the lew
romaining petochemical consortia had to look off-planet for additional
rosourcGs. They commissioncd tho Lunar Farside Intorstellar Observa-
tory to look lor stong carbon compound spectrographic emission
bands in stars within olploitation range of Tena. Fwe candidate systoms
were submittod to lhe consortium for supplemoniary irwasligation. A
freelance survey ship was s6nt to further invesligate all five systems.
Rockefeller's Star wa-c the fourth system checked and the obvious
choice.

Rockeleller's Star is a fairly normal, old, small, earfy Population I red
druarf star. h is almost seven billion years old, so old thal it has very few
elements heanier than iron in its makeup. And not too much iron at that.
The planets aro also deficient in heavy m€tals, but are rich in lighter
elements. En<on is especially rich in carbon based compounds.

But Er<on is an anomaly, even in a universe full of wonderfully strange
planets. The only reason Erxon is still rotating, and not tidally locked to
its star, it its close, relatively large moon, Having a very small iron core,
En<on also has a very low density, almost nonexistent magnetic field,
and, considenng that its diameter is 150% of Earth's, a relatively low
gravitational fi eld sten gth.

The planet is so ancient that all its hills, mountains, and ovon its
continonts, havs boon wom doum to a noarly smooth surfaco over ils
marry billions of years of cxistonco. Since dre entrre surface is now
b6low soa level, Ex<on's surface is now totalty covered by liquid H2O.
And the ocean has a very large percentago of carbon based chemical
compounds froating in and on its wat6rs, Ewn the atnosphere is fouled
with a high p€rcentago of frydrocarbon compounds. An unprotocted
Human can only breath Ero(on's atmosphere for a lew minutes before

groater on 3D6 (or if rhe GM feels rh€ players iust
might lik€ a little action) results in lheir involvement in a
bar room altercation. No weapons are used other than
f ists,  bott les, and bar stools-- i t 's just a good ol '  bar
fight The worst rhat happens is thar lhe PCs are
tossed out into the corridor witha few new bruises.
However.  i f  they do wel l  in the f  ight,  they are
welcomed into the "fel lowship of the bar" and soon
hear al l  four rumors above--alono wi lh a lol  of  other
nonsense.

Other Sit6s In Contral  City
l f  lhe players wish to vis i t  other si les in th6 ci ty,

the GM wi l l  have to generate whar happens. But th€
GM should remember that th6re is no sol id data to f ind

Biozone 0.1 - 0.2 AU Inner Umil 0 Number ol Planets 3
Cravty Afinsphcn
0.16 G Nono
lOeG SeoAbow
O.SSG Hz-Hc

Oensry'
3J
3J
0.0

suffering damage to lhe lrngs, And therc are hugc amounts of crude
petoleum in fie strata beneath lhc ocean's floor.

While Enon's atnosphcrb composition readings wers thc first
indication to the survey crew of its riches, it was dso tho first indication
of Ep<on's most baffling riddle. Enon has a lot of carbon dioxidc in its
atmosphere. Enough to create a "greenhouse effecf'that raises its
overall tomperafure into thc Human habitable range even lhough rts orbit
lics outsido it's star's normal biozonc, A standard barrcn tonostrial
planet normalty has an atmosph€r€ of onty carbon dioxide, carbon
monoxide, and nitogen. But Enon also has ox'€cn. And ox1rgon
bearing planetary atnospheres are ahrays created by Svi,ng organrsms,
While it is possible for "organic" lrydrocarbon chemicals to be produced
by inorganic means, all that atnospheric o<ygcn has driwn more than a
few experts to drink, becauso no lMng organism has ovEr been
discovered in Exon's ocean. In fact, no tsace of arry lifeform, lMng or
Bxtinct, has evor been disconered anyvrhere on Fx<onl

But, aside from this rnystery, boton was the answer to the pctrolcum
consortia's dreams. So they immediatoly colonized and industrializcd
Ero<on. Even today, Er<on is the maix supplicr of pctochemicals lo
much of the Human colonized sphere.

Though Epron is a technicalty rdvanccd industid planct, its
population is very low for its vast size and its gross planetary Pro(fuct.
Except for the capitat of Cental City and th6 mapr starport at Johnport,
most oJ lho Company's omployces aro sprcad out working on tlo
hundreds ol drilling, pumping, and processing platforms wfiich dot the
surface of the planet,

The people of Erc(on are peaceful and hard worting, and conbibute
gready to tho aduanco of Tenan intcrsiellar civilization. And, while Elo<on
vrill never b6 a tourist destination, it should contirue to be a shining
example of Human tochnolory and indrsty lor the next thousand years.

in central city, and rhe longer rh6y look. rhe higher the
chances of being intercepted by thugs or the media.

CALL FBOM REFIITING STATION 29XK
l{ th6 players have thus far stayed in Central  City

and the GM feels they can do or learn little els6 there.
or the playsrs have now decided to check out on6 of
the attacked slat ions, Captain Petrolski  gives them an
urgent call to say that th6 company's security central
has just roc€ived a radio cal l  f rom Refinrng Stat ion
29XK "The person in the secure communications room
has just reportad that she has lost al l  contact wi lh the
resl of lhe station. She requests immediate help.
Would you lik6 lo accompany lhe Quick Fleaction
Team?" I
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S'too POLICE VEST
Armor Code +1 600cr

lmperial Scout troo*
pers are favored with
spec ia l i zed  l i gh t -
weight armor made
from highly advanced
materials that provides
pro tec t ion  f rom
damage (+2 pips to
STR) without the stan-
dard reduc{ion of the
wearer's dexterity and
related skills.

Even in the Empire,
such military innova-
tion soon finds its way
to the private sec{or.

SecureTech, a subsidi-
ary of BlasTech spe-
cializing in police and
security procurement,
is the fircl to market
similar advanced pro-
tective apparel.

Of course, high
tech seldom comes
cheap. The standard
cost of the 5400 vest
is 600 credits, plus 92
cr in lmperial fees for
the civilian purchase
of police equipment.

Purchase of the
S40O police vest is re-
e t r i c ted  on  many
planets wi th in the
Empi re .  On  such
worlds, the 5400 vest
can often be pur-
chased il legally on
black markets at in-
creased prices.

- James A Klng

oo. .-- -:

..,EKrnc

U SECUNETECH
Now auai/ab/e from

The 5400
Advanced

Police Vest

600cr!

Developed for
police use from

the same aclvancecl
materials usecl in

the armor of lmperial
Scout troopers, this non-restrictive, protective

vest is so lightweight and pliant that
youT/ forget youfe weanng it/

This protective apparel is available for civilian
purchase* at Torgaad Outfitlers, located right here in

Darsalis Starpofi, in the commercial wing.

"The sale to civilians of police lfaPgns qnd ggar_is stricdy proNbited
on manv olanets within the Galactic Empire.on marry olanets within the Galactic Empirc.

SecureTECH is a vihbt!-owned subsidiary of BlasTech lndustics.
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Zr**ilW*t
CLOSE ESCORT

by James I /(ng

fhe Zrdhaedz 6/assclose escort is used by various
planetary navies and navies of interst€llar govern-
menls in vargr conlrol led space, patrol l ing what are
often hazardous lanes of travel The vessel class is
also popular among adventurous bands of Vargr
whose actions are deemed, by human standards at
feast, piracy. 7he Zdhaedzhas been increasingly
enountered along the border separating the Spinward
Marches from Vargr space to Coreward.

Ztdhaedz d/ass vessels have often been encoun-
tered carrying a l0-ton grav G-carr ier instead of a
space fighter.

Graft lD: Fighter,  TL 13, MCr16.34
Hul l :  9/22.5, Disp=19, Conf ig=lAF,

Armor=4OF.

Power-
Loco:

Commo:
Sensors:

off  :

Dsf:
Control:

Accomm:
Othsr:

Unloaded=262 3tons. Loaded=266.4tons
3/6, Fusion=360Mw, Duration=4/12
316, StdGravThrust=1870tons, NOE=170kph,
cruise=2835kph, Top=3780kph,
Agility=3
Radio=System x I
PassiveEMS=lnterplanetary x 1,
Act iveEMS=Planetary x 1,
ActObjScan=Dif f , ActObjPin=Dif f .
PassEngScan=Rout
BeamLaser=x02

Bart 1
Bear 1

O.119lvl=+7
Computer=2 x 3, Panel=HoloLink x 82,
Special=HeadsUp x I Environ=BasEnv,
BasLS, ExtLS, GravPlates, InertOomp
Crew=l (Operator=1),  Seats=roomy x I
Cargo=2.8kliters, Fuel-1 9.Zkliters,
ObjSize=av6rage, EMLevel=f aint

CraftlD: Close Escorl Type
TL  13 ,  MCr i  +7 .39

Huf f  :  270 '675.  Disn-300.
A rmor .49F .

Power:
Loco:

Conf ig-  1SL

Un loade<J' 576rftorr s.
Loaded 5999tons
46192, Fusion. 4122Mw, Dura* 1Zl3E
30/60. Maneuver- 4, 11 22, Jump-,3.
N0E= 1 70kph, Cruise.=750kph
Top -1 000kph.
Agil i ty 0
Radio-System r  1 ,
Maser-System x 1
EMMask,
PassiveEMS Interstel lar x i .
ActiveEfulS-FarOrbit x 1 .
EMSJammer-FarOrbi t  x '1  .
Densitometer..HighFeni 1Oiim y, I
fr let i tnno 100kw x 1
Act*bi $can' llout. AclLibiPr ir.-F4*ut
i::a::""{)b;l}can Ditf. F'assCtbiPin l)itf
FassEnEScan*Rout. Pass[ngPiir i ]r f f

Missi les -x03
Batt 1
Bear 1

BeamLaser-x04
Batt 2
Bear 2

DefDM.-+7
Computer.-O x 3.
Panel Holol ink x 522,
Special- 'HeadsUp x 5,
Environ-BasEnv, BasLS, EldLS.
GravPlates, IneftComp
Crew* 1 0 (Bridge*2^ Engineer-2.
Gunnery*2.  F l ight*2.  Command:1,
Medical .  1 ), Staterooms .6.
Subcraf t * lOton f ighterx 1.2ton a i r i ra f tx  1
Cargc;--72kli ters. Fuel-..1 S0Okliters, Scoops
Obj.9i;e Average. EMLevel '  Faint
Dricer doi:s nut inclr"rde subcraft but does
reflect a standard Ciscount. whtch may or
inay rir: t  be available at various shipyards
in Vargr  space. f

Commo:

Sensors:

off:

Def:
Control:

Accomm-

Othsr:

ilc.enrrnent*:
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Subscribe to WHITE WOLF!

12 issues

for only:

That's almost a 40% savings over the single issue price!

And you set this
wonderful inde-
pendent gaming
magaztne delivered
to your door.

You no longer have
to restrict voiuself to
readine material for
only a"couple RPGs.
WIIITE WoIp
Magazine Dresents
mat"erial for all the
best RPGs. Our
coverage of fantasv
gamesincludes 2nb
Edition AD&D to the
award winnins Ars
Magica to the-classic
Runequest.
For SF the

magazine offers Bat-
t letech to Space 1889
to some lesser known
sames like Hish
Colonies and Man-
hrurter. Plus super-
heroes, horror. cyber-
punk, PBM gam-es,
computer games and
more.

When it comes to coverins the
varied and interesting field"of
RPGs, trust WHITE WOLF to
deliver the highest quali ty
material and irost important in-
formation.

Send $22 to:
White Wolf Publishing
1298 Winter Place
Anniston, AL 36201

eheclcs or money orders only)

Special Sections coming soon

# I 9 (January/February;= 611."-
natc Fantasy World issuc. Talislan-
ta, Shadow World, Overlord, ald
tuclrc. Featuring a c()vcr by P.D.
Breeding Black.

#20 (Marcty'April) = Superhero
issue. DC Heroes, Champions.
V&V and more.

LEADER OF THE PACKI
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SPA'TAL
DELIVERY

AN ADVENTURE

Spnce Mnsren

by G/en A//rson

THF- SETTING. The p lanet  Krskr t terock lV located
just  insrde Fronl rer  Zoi - re I  For  games o lhor  lhan
Space Llasler Krekilterock lV should probably be
placocl  in  an arDa that  has f  ew set t lsc l  s tar  systems

REOUIFIFMFIt ITS- A grorrp of  characters wrth a shrp
who migi r i  have connecl rons w; th smugglers

AIDS: Pi l r ; t inq ship 's  weaDorrs,  and parsonal  weapons
ski l ls  Vei ' r r - - le  sk i l ls  of  scme xrnd wi l l  a lso be helpf  u l

HEIIVABDS. 'Starstons"  gams wor lh 50.000 Elmoni ts .

BACKGROUND: "Stardust" ,  bei l€r  known as Krek; t -
terock !v  to the rest  ot  tnat  secl ion of  space,  l tes
nsavy undor lh6 fool  of  Harkorr  Province i l  produces
ret inet i  ores and genis for  the Duke of  t larkon.  Lord
Pinqray l l l .  T l re p lanet  rs  complete lV corr l ro l ipd by
Harkon  No th tng  occu rs  o r r  i t s  su r face  un ress  r t  w r l i
benef ; t  Harkon and.  more i rnpor lant ly ,  Lord Prngray l l l

Krek i t te [gc]  lV was d iscovered 438 years ago by
ag6r. l ts  work inq for  Harkon Province.  A min inq colony
was  es tab l r shed  i n  l he  cen t ra i  moun ta ins  o f  Be ta
corr l rnent  anE=two s larpor ts  were la ter  bui l t  for
shroping refinfcfbro of f world A

Mcst  of  th6 or igrnal  se l t lers were pres$ured lo
emigrate to Kreki l terock lV and some were forc ib iy
feset t led lher€ current ly .  the colonia ls  are paid at
mrnimum salary and are rare ly  a l lowed to go of  f -wor ld
Any mercharr l  shrps wi th goods for  sa le or  l rade are
requrred to dock at  the sta l ion on Vebendi ,  thE
planat  s  moon.  or  to  land at  o i ther  of  the two s larpor ts
on lhe p lanet  s  sur f  ace Al l  merchandise is  then
purchased and la ler  resold at  approved re lar l  out le ts
for  much hrgher pr ices than norrnal  Bi icause of  these
requirements.  most  co lonia ls  are deeply rn i iebt  t r i
Harkon Provurce

Na tu ra l l y .  l ew  worke rs  a re  ve ry  happy  w{ ln  l l l e
st tuatron Scl rne d isgr t rnt led worksrs have sectet i . /
f o rmed  the  KLO o r  K r€K i t t e roc i<  L ibe ra t i on  Orga r i i za -
l ion ine K.LO mar le contaci  wr tn the usual  smugglars
that  showed uo soon af lsr  a b lockade was eslaLl i -

ished and the prorr rnce began requi r ing l rade v isas
and l inr i t ing t rader  conlac l  wi th the set t lers Through
th is  contacr  lho KLO began axchanginq conl ra i la t ' ld
' 's tarstof ' res"  f  or  weapons.

Sevorai  pr ivate sector  companies have chosen tc
suosrdrze the growrng KLO using smugglers to l rans-
por  I  and dei iver  weapons.  rn hopes of  gatn ing a
foothold on the p lanet  should i t  ga in independence
f  rom t l ' ro  Harkon govsrnmont  Every shrp s crew rs paid
250,000 Elmonrts  for  each shipment  del ivered A f ina l
payment  of  s tarstones wor lh 50.000 Elmoni ls  rs  macJe
by the KLO upon del rvory

THE S IORY: The 8/ack Hand, a smuggler's shlp. had
suf fered ser ious danrage in a bat l la  wi th an lmper ia l
patro l  vessel .  f rom which she barely  ascaped Derek
Barta lemew. a k a Black Bart .  qulck ly  began searching
for  someone e lso lo  comple le the r i . r f1  He carod l i t l le
about  tho money,  but  h is  raputat ion was at  s take,  a i1d,
r f  wo rd  go t  ou l  t ha l  he  had  fa i l ed  a  de l i t r e r y .  l he re
wou ld  bo  no  more  easy  runs  l o  K rek i l l e rock  lV  and
another  source of  incomo would dry up.

Fi r ia l ly ,  in  a l t t t le  back a l ley d ive on the far  s ide of
t he  s ta rpo r l  on  Asyd r i n  l l ,  B lack  Ea r t  came  fa :e  t o
face wi th someone he had known in lhe dts lant  past
Sorneone he Louid re iy  <. r r t  tc  cornplate lhe run to
Kreki t terock lV Someorre who would lump at  the
chance to make an addi t ronai  50.000 Elmoni ts
Someone who was new to th is  sector  of  space and
urr fanr i l iar  wi th lhe l r t t le  qurrks o{  "Stardusl 's"  a lmos-
phere -  and wouldn l  refuse to take the Job

THE ADVENTURE: The advenlure Lregrns wt th lhe shtp
In nyperspace.  carrytno s ix  large crates conta in ing
weapons for  the KLt)  The group was g iven a coded
course tape and a set  of  passage coCes to a l low
thanr la  ger  past  ihe pal ro l  boats b locL36i1-rg the
p lane t  They  w6 fe  a l s :o  g i ven  a  t r gh tbeam b roadcas t
f requerrcy and ; iasswofds to a{ low them to communl-
, ' - :a ie wi1n the rebal  underground wnen they arr ive

NOTE l f  you are p lay ing th is  adventure rarher  than
refereeing.  p lease stop reading a l  th is  point .
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I
I  -  Shor r ly  a f te r  en ter ing  the  Krok i t te rock

system, th€ shap's s€nsors start  bo6ping. The
s c r e s n  i n d i c a t e s  l h a t  a n o t h s r  v e s s s l  i s
approaching at long range- A raspy voice iden-
t i f ies himself  as Commander Kwantrel  and
demands your idenraty and that of  your ship_
lYhen the answer doesn't  come fast enough to
suit  Cmdr Kwanlrel ,  the comm board l ights up
again and the rasping voice demands lhat you
transmil  identaf icar ion and passage codes on
Microf requency 62 | -B rTnmedtd taly

The ptayer characters'  shrp is hai led by a l -1ar-
konian patrol  vessel JUst within Kreki t lerocl : .  iV space

Sensor  scans  o f  the  pa t ro l  boat  may rnd ica le  the
hP-412 conf igurat ion which Includes lasers and mis-
s i les  in  a  fas t  hu l l  (HAHD -10)

When the passage codes are transmit ted, the
players discover lhal  the codes are old and newer
onss are in effecl .  l f  ths players can convincs lhe
patrol  commander thal  they are okay even with their
passage coCes a l i t t le out. 'daled (VEFY HARD -20),
Kwant re l  a l iows them to  ccn t inu€ -  i r rd ica i ing  tha l  they
should cor] tact Vebendi Base for further rnstructrons l f
the playei-s f  ai l  to convinco the commander. he
demands that they heave to for Insp€tcl ion. and ths
palrol  boat begins ro accelerate rapidly towards them

ln this cass, there is a runnrlq bat l ie r- inr i l  the palrol
boal breaks off  and cal ls for asststarrce The PC.s

HP_.{I2 HARKO]IIIAil PATROL BOAT

CLASS: HP-412 COST: 2.800.000 Elmonits MASS: 2000
HULLr Crysteel Double Hull  ABMOR TYPE: 26 HITS; 2200
SUELIGHTT 18120" I IAX SUBLIGI{T ACCEL: 140/150
MAN THRUST PTS. 14115 SENSOR FlAl iNG: 2

SENSOB BONUS:  +10 EVr '  BATING:5  EW BONUS.  +25
SCREEN RATING:  2  SCREEN BONUS:  +10 REACTOB RTG;65
OP DL,RAT|ON: 30 days CONTROL PTS: 8 CREW: 7

COMPUTER [ rK#60 MICPOFREQ: l \4F. f10
TIGHT BEAl.r'lr ltIK.#1 RAI'IGE: 300KKm
RATED COMPUTEB PBOGBAI4S:
TACTICS RATING: 6 TACTICS BONUS: +30
PREDICT RATING: 6 PREtiICT BOI', lUS:+l i t 'J
EVADE f iATlt iG: 6 EVADE BONUS; +30

ARMAMENT: 2 360-degree turrets-€ach holds a Mkf 10 lasel
cannon. 2 360-dogree turrets-each holds a i ik#10 mrssi lo launcher
ted by a 20 rnrssile dual feed magazine"*

RADIATION SHIELD RTG:  5  RAD SHIELD BONUS.  +25
STREAI', IL|NFD TANDING GEAR CARC.;O HOLD: 3,2 CUMETS

*This ship is fair'ly last at rating 13 and can be pushed to go taster
for a short tinre - to ratng 20. lf this is rJorre, tiie laser cannons are
nonfunctiona!, ;ensors and si: f  ' : ts;r: i  'Jrtp lo 1, '4 eff ;r ienci,  and ai l
l ight inl goes 1: E-c-3er.cy' 8ed

*' Fach rpissile niagiuine frolds 10 Mk10 Explosive [,lissiles and 10
Mk 6 lluclear htlissiles The L.ar-rnch l"laster can loatj erther type on
demand.

have  app rox rma te l y  30  m i r ru tes  t o  h ide  l eave  tha  a rea
o r  l and  be f  o re  ano lhe r  Da t ro l  b roa t  raaches  the  a rea

fl
C.- Afrer sonding a crypt ic msssage on tho
raghl t ightbeam macrofrequency, a soft  drawl of
a voice pol i tely requssls that you orbi t  for
thir ty manutss unt i l  the r ighr approach window is
avai lable, makang you less vulnerabl€ to detec-
t ion by ground based scanners and patrol
vessels.  The rai t  is tense, but,  f inal ly,  rhe t ime
is r ighr and your ship dsscends towards the
surface. As you approach, th6 atmosphsro
looks hazy and your sonsors show high winds at
an al t i tud€ of l5 km, gust ing from 5O ro l5O km
per hour- The ship shudders suddenly, and
everyong on the br ictge tenses as console
gauges f luctuate wi ldly- Tel l tale l ights bl ink red
from many consoles as rhe ship's systems
attempt with marginal success to compsnsato
for the buffer ing winds, Ar tho same l im6,
overything darkens outsade and the hiss of
sand and dust par l ic les beat ing al  rh6 ship
grows foudsr as the sensor screens dim.

A sand s to rm is  approach ing  the  area  over  ths
KLO srte and the landing mLrst be made lhrough severe
atmospher ic  lu rbu lance and very  low v rs ib i l t t y  due to
wirrd and [r lowrng sand (SHEEf-t  FOLLY -50)

The landing si te is al  certain coordtnates ln the
c€nt ra i  mountarns  on  Beta  Cont inen l  Jus t  be fore  the
PCs vessel drops towards the surface. lhsir  sensors
prck  up  some sor t  o f  sh tp  lus t  a t  the  f  r inge  o f
recept ior ' r  l l  rs another palrol  ship, and unless the
playsrs make a hasty landing. there is a chance of
barng de lec : led  (HARD -10)

KREKITTEROCK IV

ATh4OSPHERE: Nifogen 7696, Orygon 23%, Argon and other
gases 17i,,
PHESSLIRE: Thin at sea level, breathalrle rvrthout afaficiai assistance,
contradicted for persons si"ffenng from raspiratory disorders.
GRAVITY: 0.91 G
DENS|TY: 0.98 Standard
l-fYDROSPHERE.78"t',, at the planet's surlace is covored by liqurd H2O
(shallow seas).
A-XIAL |NCLINATION;  5 ,  17 ' ,9 .5

The temperafure on K.rekitterock lV is such that setflements ar€
rsstncted mostV to th6 regron near the 4$th Parallel. Temporalures
drop otf drasticalty above the 52nd Paraliol and clrmb radically below
the 37th Parallel.

fulost settlemenis are located on Beta Contrnent, whrch was the
firsl to be settled. Aloha Contnent lies 1oo lar from tho 45th Parall€l to
be healrly populatBd, and Gamma Contrnont is only now bsrng
e;.:piored fclr mrneral wealth,

Vast, high-powered dust stornis perior-licaliy sweep the deserl
areas r)f Beta Continent, The mning sottlernents are partralf}-
underaror:nd to oflset the Jestructive force cf these storms.
Atmosbheric turbulenDe is considered mcd€rate to severe at all trmes
and atmosphenc maneurrering can be dangerous i! not foolharcty

f  
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3a- The groans and creaks of  cool ing rnera l .
the fa int  hum of  ths l i fe  support  system. and
ths dy ing whine of  th€ maneuver dr ivo rever-
berate through the ship as i t  set t les to the
ground- The chime of  th€ comm board in terrupts
t l r€ mutual  congratu lat ions for  a landing wel l
done,  and a fami l iar  vo ice pol i te ly  in forms you
that  you now musl  t ravel  IOO km over land to the
KLO base on a rough,  narrov j ,  twis tang mounta in
t ra i l ,  and must  do so in  three hours or  less so
rhat  orb i ta l  sats l l i tes do not  f  ind you.

l {  the p layers don' l  have a otound vehic le (whee-
led or  t racked) there is  one in a cave hol lowed f rom
th6 rock nsar  lhe landing s i te  ( ' r l -0  to detect) .

Three hours is  p lenty of  t i r . . r€)  io  covei  th€ d ls ta l rca
i {  i t  we rs  o r r  a  ha rd  su r f  ace  roaC.  Bu t  t h i s  t s  a  rough .

narrow rocky t rar l  through the {nounla lns and the t tme
lrmi t  iust  bare ly  a l iows the p layers to reach th€i r
desl fnat ion before unseen orbt ta l  sate l l i los como ovsr
the  ho r i zon  As  re le ree ,  you  can .  i f  you  w ish ,  p lay  t he
precip i tous c l i f fs  and narrow t ra i l  to  the l imi t  creal ing
a ! ' r r lua l  " r ! i f  f  har tger"  of  a s tory

4Dh
.) \ r -  As you come down f rom a narrow pass
on io  a  h igh  p la teau ,  you  see  wha t  appea rs  t o
be an endless st raam of  large,  shaggy.  smal ly
beasls coming towards you on the t ra i l -  Thei r
hooves pound the ground,  shaking the vehic le,
and thei r  bel lowing caus€s such a d in that  the
power p lant  cannot  b€ heard,  evsn ins ide the
vehicfe wi th the hatches c losed_

A lono  the  way  the  PCs  encoun te r  a  he rd  o f  l a rge
beas ts  who  don l  t ake  k ind l y  t o  rhe  i n te r rup t i on  o f  t he i r
t ravels These anrmals ara a k ind of  cat t lo  that  look
l ike a cross between a Texas Longhorn and a Brahma
bul l  Any at templs to force a way throuqh or  at tack
l l re anrmals causes them to charge and anack the
vehic le(s)  and any PCs thal  can l re sean in the open
The best  choice is  ro wai t  for  the herd to pass,  though
j t  does wasie precrot js  t ime l f  the p layers f rnd a p lace

HERD AilIMALS

LVL: 3C BASE MOVE: 60 MAX PACEIMN BONUS. Dash,'2O
SIZE; Large HI-IS: .120D AT (DB):  3 (20)
STATIONABY ATTAC KS; 50MHo 1 00r50LTs
CHARGING ATTACKS 40MBa 100/50MTs

VOYAGES 23

io gei  of f  the trai l ,  nothing happerrs to t i lem at al l .  l f
iney lust stop rhe vehrcle on the trai l  ths animals walk
f  rght on past but there rs a chan{te ( lso,L,)  thal  some
mrnor damaga happst ls to the vehtcl€ rn lhetr  passtng,

3c. $l i rhour warning, winds come f  rom
nowhere, a r is ing shr iek of noise lhat carr iss
warh i t  a cloud of dust,  gr i t ,  and smal l  rocks.
Visibi l i ry drops to roughly 596 of what i r  should
be, and t iny slones begin r inging against the
skin of the vehicls as you gr ind forward into the
teoth of th6 storm.

Twice along the way, al  the re{eree s opl ion, sand
and dust storms occur abruprly The piayers have to
decide whethor to keep moving or srop the vehicle.  l f
th8y stop and wai l  out the storrn, which could last 20
lo 40 mrnutes there ts a l0ozo cnance. cumulal ive per
each l0 mrnutes of t rav6i,  that the PCs wrl l  lose th€
trai l  and th6rf  way. l f  they do g€,t  lost,  they have the
same chance to f ind rhe trai l  again.

4 -  o" you approach the coordinates that wors
giv6n as your dsst inat ion. al l  you can ses is
scrub brush and low conlferous tre6s cl imbing
up the slopes of a rather high mountain" Before
you l ies a ser ies of smal l  c lear ings with scat-
tored pi les ol  boulders dist inguishing rhe
scena- As your vohicle moves anto the second
small  c lear ing, a f igure steps out trom behind
some boulders and motions for you to stop-
Aft6r a short  exchange of codes and pass-
words, the rebel is sat isf ied and cl imbs onlo a
vehicle fender and signals for you to cont inue
in the direct ion he is poinr ing. After lO minutes
of winding through a mazo of int€rconnected
clearings. you f ind yourselves bofore a wel l
hidden snlrance anto the mountain-

6
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tuiASS: 10
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Upon arr ivrng at  the hrdden base,  the p layers meel
Andrei  Hendr iekas.  the KLO base commander Af ter  a
re lax ing balh an,J a meai  Hendrrekas arranges for  l l - re
exchange of  weapons to take p lace Whr le here.  the
playars can learn about  the KLO cause and wi l l  get  a
tour  of  the base -  up to a potnt  (Anoret  does not  le i
one l rms acquain lonces se6 a l l  lhe deta i ls  of  the
f  ac i l l ty)

ANDREI HE]IDRIEKAS
RZS=

AGE:40s
AT: 8

HITS: 83

MLA PISTOL: +4O
PERCEPTION: +67
STALT(HIDE: +40
FIRST AID: +50
EXPLOSIVES: +40
DBIVE WHEELED ATV: +38
PUBLIC SPEAKING: +58

F=L}\*
Andrei is roughty 2 moters tall and werghs 90 kq He has long

blonde hair streaked wtth gr€y, and blue-oroy eyes. AncJrei always
lonks as though he were pianninq the best practical irke in the galaxy,
but he is a serious and careful planner. He usually fv€ars a camoflauge
LBAJlakvest (AT 8i and carries a lasar rille and an fvlLA prstol when irr
tho field.

KLO AASE . r--T-:-1 $
50rn

lra

, CIP@
A - ARMOBY
B' ,  BARBACKS
C = CAFETEBIA
D .  CONCEALED DOOB
K KITCHET!
L '. LIFT SHAFT TO

OBSERVATION AREA
25OM ABOVE BASE

R =. RAMP t-'P'TO BASE
S = STOBAGE
V . VEHICLE BAY AND

FEPAIR FACILITIES

s6
r .8

LVL: 5
OB:  30

5a. The exchange of woapons for gems rs
complete and brandy is pourod to celebrato tho
transaclaon- Andrei  then tel ls you that you are
free to leave tomorrow at 05OO hours i f  you
wish to- Bur he informs you thal a tad is
planned for tomorrow againsl  an encroaching
Harkonian survey party,  and, af you are inter-
ested in raking part ,  any equipmont you pick up
is yours to keep.

I t  the players accept the offer.  Andrer inlrocluces
them to the r€st of  the assault  team then wishes them
a good night

5b- As your assault  team movas anto posal ion
lo obsorv€ the survey camp, you can see at
feast 3 two-man grav bikes (V5, V8. V7l,  2

RAID T{PCs ATTID SURVEY VEHICLES

KLO REBEL
AGE:  18  LVL:  2  HITS:  18  AT:5  DB:  20
Rit le: +15 Knife: +40 Elaster Prstol +5 Perceptron: +.15

The young t',LO rebels wear mottled gr6y/'green can,oflauge,i LBA
flah vests (AT 5) and can_v rifles and blaster prstois.

KLO BEBEL
AGE: 36 L.VL: 4 HITS: 42 AT:8 DB: 30
Laser Rif le: +25 Knife; +40 Blaster Pistol:  +10 Explosrves:+15
Perception: +25 Drive AFV. +10

Tle more experienced KLO rebels tarear ntottled grey/groen
camofiauged L.BA rernlorced llak armor (AT 3) ancj carry laser rffles
and blaster pistols.

HARKONIAN SURVEYOR
LVL: 4 HITS ' |8 AT:2 DB: 10
Lasef Pistol: +5 Knife: +5 Porceptionr +20

Surveyors wear enwronmental suits and usually carry hand
computers andior muftiscanners. They somotimes carry laser pistols,

HARKONIAN SCOUT
LVL: 3 HITS: 46 AT; 8 DB: 10
Laser Rifle: +20 Blaster Pistol: +45 Drive AFV: +25 Perceptlon: +20

Harkonian Scouts wear blue-grey LBA reinforcod flak armor
(AT 8) and carry laser rifles and blasler pistols.

GRAV BIKE $UAERI
PASSNGRS: 2 CARGO: 1 EiIViBON: SEl.I l l"tASS: 2 CAT: 22
DB (s5)

(The plasma repeating rrfie uses the Mk 5 Elast€r Anack Tables; 2H
Energy.)

UTILTTV VEHICLE
PASSNGBS: 2 CARGO. 8 ENVIRON: SEtt4l t . , lASS: 10 CAT:22
D 8  ( 1 5 )

HALFTRACK ATV
PASSNGBS:  I  CARGO 5 ENVIRON,  SEfv l i  MASS:  20  CAT;  23
DB (20r

The halftrack all terrairr vehicle is nct equipped with weaponry,
thc'Llgh it can be added.

LARGE TRANSPOfIT
PASSNGRS: ,I  CABGO. 'N EI]VIBOI.J: SEIJI I '1ASS 25 C-T. 22
D B  ( 1 0 )
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26 VOYAGES

four-wheefed ut i l i ty vshicles (Vl,  V3),  a haff-
t rack ATV (V4),  and a large transporr vehicle
wirh oight large wheels (V2) as wel l  as 3 large
pressure renrs lPTl,  PI2, PT3) and 4 smal ler
non-pressurized tents on the porimeter of the
camp (Tl .  T2. T3, T4).

During lha day, a party of surveyors and guards
wi l l  be out somewhera doing their  lo ir  Thoy wi l l  have
with rhem one of the grav brkes and a half t rack ATV
from the base camp. But rro malter what l imo the
altack takes place. there are at least 4 armed guards
on duty at any given t ime. (The referee can add more
if  dasired. perhaps depending on how large the attack
force is.)  When the alarm goes up, at least 6-8 more
troops scrambie from various local ions (at -20 to their
Of f  ensrve Bonus f  or 3 rounds , lus lo surpr iso).

When the rebels attack the camp and the guards
begin to return f i re.  at  leasi  one survoy member wrl l
have the  presence 10  a t lempt  lo  contac t  the  min ing
sel l lamenl Thrs person has a 507o chartce per combat
round lo ratse the sel l loment Evan rf  conlacl  rs made
help would not arnve ur i l l  too late. but the alarm would
go ou t  to  any  Harkon ian  pa t ro ls  in  the  area

The Harkonian Scouts wlthdraw as soon as r t
obvious lnai  they are i r i rder attack by a superror
force. Some of therT try to ascape n one or more o{
tne  veh ic les  l r  camo whr le  the  res t  f lee  on  f  oo t

6. From out of rhe sun, a farnr buzzrng norse
grows increasingly louder- Suddenly.  a Har*
konian attack forca is upon you as 3 grav bikas
wath plasma repeat ing r i f les mountad on the
front begin f i r ing.

The PCs do f inal ly leave the hidden rebel base at
06OC on whichever Cay they choose Remind the
pla\r ,ers that they have 3 hours lo make i t  back to therr
shrp Whan th6y reach rhe half  way point of  rhe
Journey. they are ai lacked by a far ranging scout
party of 3 grav bikes that errher was away during the
raid and returned to f ind their  comrades dead cr is
made up of surviving guards from lhe survey parly
who are out for revenge

l l  the f t rst  al tack run inf l icts htt le or no damage,
lh6 grav bike r iders swing around for one lasl  atrack
before they leave for healthier c l imates

7
I .  As your vehicle rounds a cutve on thc
rocky trai l ,  a plume of dust appears up ahead
and you can faint ly h6ar the clanking of t r€ads
ovor tho muff led mutteranE of th€ engines in a
pa i r  o f  Harkon ian  ha l f t racks .  They  ara  dr iv ing
straaght anto the sun and havs not spotted your
vehicle.  but are moving closer evory second_
Even nou, they loom nearor,  with rhe wind
br ing ing  the  sounds o f  them c loser  s t i l l .

Two thrrds of tha v/ay to ine landtng srte the PC-s
srgn l  rwu pa t ro l  ve l i i c ies  approat -h lnq  s lowly  up  lho
irar l  lowards t i tem They ar,3 armored trai f  t racks and
{lol f rn!  to piay around wrth ' l  l rsr e is probaOly no
chance for rhe players to take lhern on and wrn. so
therr best chorce is lo hide, erJen rhough t t  delays thei i
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retum to the ship The dr iver  has to do some fancy
dnving to gei  of {  the road quick ly  wi thout  being seen
(EXTREMELY HARD -30)  l f  th€y do not  succeod and
are seen lne PCs are forced to leave the vehrc le and
al tempt to get  away on toot  because,  af ter  lus l  ono
hal f  a  k i lometer  back a long lhe t ra i l ,  th6 way becomes
ci i l l rcu l t  for  thei r  vehic le and ths hal f t racks come up
behrnd them rapid ly

Th6 hal f t racks pause bnef ly  a l  the PC's vehrc le
and a scout  does the equivalent  of  tak ing the car
keys lo  delay any possr t r le  ar tsmpl  to  lake the vehrc le
la lsr  Then.  one hal f l rack veers le f t  and the orher  ro
the r ight  in  an a l lempt to f ind and a l tack lhe p layars
l f  lhey are found the p layers should drop back and
rnaneuver away througn tn€ scrub brush and t rees
(HARD -10 lo any manouver ro l ls) .  l f  they cannot  f rncJ
thei r  vehtc le or  cannol  get  i t  s lar ted,  th6y wr l l  have to
make the remarning journey of  30 krn through tha
mounla inous lerra in orr  f  oot .

PASSNGRS:  10  CAFGO:  4  ENVIBON:  Fu i l  MASS:20 CATr  23
DB (20)

The halftrack armored fighting vohrcle mounts a l'4k 10 laser
canncn in a top turret. and uses the Laser Cannon Attack Table from
Star Strike, {lf yorr don't have Slar Strike, use the Laser Attack Table
lrom Space rtla-<ter al A.inror Type 20; damage will be a little low but
'rot sonousl!,  )

Ba-  Or r ly  l0  km ro  go  and you aro  a lmost
homs free- Everyone relaxes a l i r t le as your
vehicle rol ls c loser to the ship Unexpect€dly,
you receive a l ightb€ram lransmission from th6
KI  O basa They have broken rad io  s i l snce  to
warn  you tha t  vehac lcs  a re  approach ing  rhe
land ing  s i te  f rom a  d i f fn ren t  d i rec t io r l  and tha t
you have on ly  th i r ty  minu tes  be fore  rhey  ge t
lhere. As your dr iver appl ies ful l  power, the
vehicle rhines in protest and sprints forward,
f  orcing av€rryons back into their  seats and
spi l l ing dr inks on the f loor

Apparent ly something was noled in lhe area ancl
lhe troops are checking t i  out l t  wi l l  bre 20 to 30
mrnules before the cppositron gets to theship but l t
should take the players almost that long to gel lhere
thomselves. sven in a vehtcle. l f  tho PCs ars on foot,
lhey may or may not have a radto with them and may
nol gel  the warntng. l f  thts rs the case the players
may possibly walk into an ambush al  the landing si te.

8b .  As  the  p i lo r  and as l rogator  f ran t ica t ly
f l ip swirches in an attempt ro cold star l  th€l
shrp, 3 heavity armorod half t racks rumble into
vieu, tho turrets swivel ing to targel your ship.
From the  lead ha l f t rack .  a  l ine  o f  b lue  f i re
lances out,  soaring the servos of the lanrJing

gear.  causing the ship to lurch to one side A
streak of f i re shoots from the second half t rack
and a f lare of blue energy scorches the paint
n6xt to the front br idge viewing windows.
rocking the already unstable vessel-  As your
ship slowly l i f ts f rom the surface, the third
half t rack aims and f i res- A f lash of enorgy
punches deep inlo tho hul l .  causing sevsral
damage alarms to blare as the br idge l ights dim
and the ship sags slaght ly,  lh6n rocovers and
l i f t s  rap id ly  towards  deep space.

The idea l  a r ranqement  i s  fo r  the  p layers  to  a r r i vs
f ive rninutes before tns l roops clo The referge can
arrange for this even rf  the players are on foot They
then have lo frght whi le quickly conducl ing a pref l rght
check of the shrp before l i f t rng off  planet.  Li f t  of  f  and
maneuvenng whi le under anack is considered
EXTREMELY HARD -30 Each fai lura of this rol l  whi le
ai lompting to leave al lows rhe attacking half t racks
anolhor shot at the shiD

The last shot hi ts the sh;p pterces lha outer hul l
and darnages one of the sensor arrays and an air lock
craa'r ing some di f f icr-r l ty for the players when they
lea' . ,a ths planel s atmosphere behincJ. Al  !east one
sec lon  o f  the  sh ip  i s  no  longer  p ressur ized  and the
darnaged sefrsor array reduces t !"re crew's abi l i ty io
"seo"  whera  theyre  go tng .

-r
l t  -  As the ship gracef ul ty arcs skyward,
everyone breathes a sigh of rel ief .  Everyrhing
is quret,  oxcept for lho muff led waal of  tho
damago alarms. A sl ight whif f  of  scorched
wir ing and the tang of ozone begin to permsats
the ship, making broathing a latr le more inter*
es t ing"  Outs ide ,  lh€  sky  beg ins  to  darken as  the
ship clears the atmosphere of Kreki t terock lV.
Abrupt ly,  lhe sensors chanl their  warning of an
approaching vessel,  and at is much closer than al
should be for a f i rst  warning. The sensors now
manage to  separa t€  lhs  approach ing  vesse l
in to  2  pa l ro l  boats ,  bo th  acce le ra t ing  towards
your  sh ip .  The comm board  l igh ts  up  and ths
rasping voice of Cmdr Kwantr€l  demands that
you hoave to and propar€ to be boarded,
A l ready ,  s l reaks  o f  f i re  lance ou l  f rom the
pat ro l  boa ls  as  they  draw nearer

' ! -hts 
iast aoisode corisrsts of the PCs rrsssel

inaking a run for l ight speed whi le pursr lad by 2 patrol
boats  (see ep isode 1  fo r  pa t ro l  bca t  de ta i l s )  tha t
happen to be converging on Vei:endi Base arrd
observe the PCs' shrp leaving the planet fronr an area
tha t  i s  o f f  l tm i rs

The lratrrr i  boats f i re severai  shols at lonq range
tha t  may do  some damage Deto ie  Ine  pr laygss  .n ,O
can qs l  . iear  i i l  the  grav i l y  we l i  sur roundrng Krekr t -
ieror ik lV Just af ler the pursurrrg snips gat withirr
accura te  shaot rng  ra r rge  the  p layers  can tump to
Ityperspace escaprng a f  ate worse than taxes O

HALFTRACK AFV



VO YAGES SF CONTRIBUTOR'S GUIDLINES

ltoyages .9ris an adventure gaming magazine providing
coverage for science-fiction role-playing and board
gam6s. We would like to begin covering play-by-mail
games as well, and will if we receive such material. We
are seeking material for most major SF game systems,
such as frlegaTrave//er, Slar lUars, Benegade Laglon
Spacellastel 23@ AD, Eatt/elech Star Trek, Space
/@ GUFPS Spaca stc., and also for lesser known. but
good quality games, though such matorial should be for
fairly recenl game releases.

WRITERS
We are open to a broad rangs of possible articles that
a conlribulor may wish to submit. A primary factor to
consider is an arlicle's entertainment value to readers.
Entertainmenl value can be increased by using a short
fictional dialog lo start an article, or even to begin €ach
arlicle section. "Hislorical" examples, light humor, or iust
breaking an articla down to smaller sections also help to
achieve this goal.

Adventures: Detail€d adventures (usually 4000 to 8000
words) or more simplified adventures (usually 2000 to
4000 words) are highly desired. Adventures of more than
8000 words will have to juslify lheir length by being of
greater complexity and usefulness. Keep in mind that
any article of 10,000 words or more may be divided into
two parts and prinled In two consecutive tssues. Long or
short ,  wri ters should aim to create or iginal ,  complete
worKs.

Background: Articles which provide background infor-
malion for a particular game's world or univsrse.

Hardware. Equipment, weapons, vehicles, or starships
for a particular game (usually 100 to 400 words -
starships may require up to l00O words).

Bules variants: Alternate rules or suggested variants
to slreamline, simplify, or possibly even add complexity
to a particular rules system.

Game-play: Articles about problam solving, handling
problem players, or improving game play.

Fiction: Short works (usually 3000 to 6000 words) that
are sst in a particular game's background or in a wholly
or iginalsei l ing.

Game reyiers: Reviews of actual games should be
d€tailed enough to provide solid idea of ths games
strengths and weaknesses (usually 1000 to 2000 words),
while reviews of game supplements (usually 200 to 400
words) should inform readers of their usefulness and
value lo players of lhe game in question.

HA]IUSCBIPT MECHAilICS:
Manuscripts should be typed and double-spacad, altow-
ing one-inch margins all around, using only one side of
white, lener siz€ paper (NLQ printout is okay if the ink is
dark). On th6 first page. rhe author's name and address
should be placed in the upper left corn6r. Any other

information that the author feels is pertinenl should be
placed in th6 upper right corner. Th€ titl6 and author's
name as il is to appear in the byline should be placed at
leasl one-third down th€ page, followed by the aclual
text. All remaining pages (including maps and sketches)
should have the author's name, a ksy litle word, and the
page number placed in the upper righl corner.

We prefer to receive clear photocopies ralher than
original manuscripts. lf a submission is to be roturned, it
musl be accompanied by a self-addressed and stamped
envelope (SASE). Any correspondence to which a
response is desired must be accompanied by a SASE or
stamped post card lo gaurantee a response. we are
open to queries concerning our interest in article ideas,
and we try to respond to submissions within four weeks.
No simultaneous submissions are accepled. We will
consider previously published works, bul the author must
ba sure he or she stil l owns the rights to tho work, and
w6 must be informed of the fact.

ARTISTS
Unsolicited art work is very welcome. We try to presenl
a very illustrative magazine, and hope to us6 more fil ler
art  and art  presonlal ions in the future. Scenes depicl€d
may be based on a parl icular game background or may
be of a more g€n€ric nature. We prefer to receive good,
clean pholocopies rather than originals. A SASE must
accompany unsolicired submissions thal are to be
returned.

Both new and established artists are encouragod lo
send sample portfolios so that lhey may be consldered
for art assignments. Interior art is black ink drawings,
though we hope to b€gin using monotone illos shortly.
We ar€ now using a monotons illo on lh€ cover.
Generally, assignment rat6s ar€ negotialed.

RIGHTS A]ID PAYMEI{T
Our current rate of pay for manuscripts is 1/2 cent per
word. Unsolicited artwork pays $10/full-pag6, $71half-
page, $5/quarter-page, $4/sixth-page. Payment is made
upon publication. Art by assignment is paid upon receipt
of work. Generally, we purchase one-tim6 rights and
reprint rights. ln the case of artwork, purchased rights
include th6 right to us€ illos in general advertising for the
magazine. In the event of a reprint, th€ author or artisl
will receive a payment equal to half the curronl rate at
tim6 of reprint. All contributors receive a frae copy of
the issue their work appears in.

NOTE: These guidelines ara effective l-JAN*$ and
supercede previous guidelines. Send submissions to:

StarLance Publications
5O Basin Drive

Mesa, WA 99343
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JUMPSPAGE BACK ISSUES
Voyages.9F evolved from an earlier publication entitled Jumpspace, which was a low

print run, amateur publication devoted entirely to GDW's Travel/er RPG. We want to clear
these back issues from our inventory, so we are further discounting the cover price of $2.50!

$t-SO for each issue or $4.OO for all four (ppcf)!

JUHPSPACE NO. 3
The Human Spirit (fictionh Hor-
net 23E Main Batde Tank; Modi-
fed Scorrt Courier; Smuggler's
Wish Ust

JUilPSPACE NO- /r
A Moment With Naval Architect
Tyter h.rcell; Small Craft For
$6tem Defense; Senty Class
SDBi MK XIV Liquid Erylosive

JUMPSPACE NO. 5
VARGR SPECIAL. Vargr Combat
Vehicles; Vargr Scout And
Courier; Vargr Tracked ATV; Psi-
Staff Ol The Ancients

JUMPSPACE NO. 6
A Story ffc'lion); Solomani Fleet
Courier; Solomani Combat Vehi-
closi Robot Mart; Quantaire
Accelerator

.ffi ll
Wl
ffi ?l

Satt[es dtfre"fou f,at ce.. . .
A note from the edr?or of Voyages SF

During the last two years I have contributed freelance material to a couple of other
gaming magazines. While having my work printed in Challenge filagaznq GDW's magazine
of science-fic-tion gaming, has been a pleasant experience during which I have dealt with
fairly and eguitably, the same experience with the other magazine has been something of a
disappointrnent, for they apparently prefer to skip the part about paying contributors. This
second magazine has printed two of my articles with artwork. For the first, it required three
fetters and the passing of 17 months to collect payment. I'm still awaiting payment for the
second article/art, though it was printed 1O months ago.

To me, it is downright deceitfulto claim a pay rate, claim to pay on publication, then
print someone's efiorG and attempt to avoid payment. I'm not into name bashing, so l'll not
narne the magazine, but there are surely other contributora to lhat magazine who share this
experience, and they know to whom I refer. lf you're a freelancer and want to know so you
can avoid this market, send me a letter and a postaged post card for a response.

The point I'm getting to is the fact thal there are other magazines to send submissions
to, including Voyages SiE Okay, we don't claim as high a pay rate as that magazine. But I
guaranbe you'll receive the payment we claim.

- Jamee B. King
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ALBEDO
THE ROLE_PLAYING GAIIE
40 pg Player's Manual (color cover),
32 pg Equipment Manual (b&w
cover), Q pg Referee's Manual
(b&w cover), l6 pg advsnture folio
(3 scenarios), color game box, $20.
Game Design: Paul Kidd; Editing:
Stevon A- Gallacci; Cover and
lnterior ll lustrations: S- A- Gallacci.
Publisher: Thoughts & lmages, P.O.
Box .|5168. Portland OR 97215.

ALBEDO The FPG is based on
th€ background and setting deve-
foped in the feature story Erma
Fe/na, EDF, ol th€ comic, ALAEDO,
Anthropomorphics, by Steve Gal-
lacci, published by Thoughts and
lmages. The story takas place in a
st€llar society made up of a num-
ber of lerrestrial animal species
which have been genetically modi-
fied to sentience and. in most
cases, to a moderately humanoid
form (presumably by humans, but
lhe anthropomorphic species have
no knowledge of their origins).
ALBEDOsociety and culturo is very
young, effectively beginning only
200 years ago with an "awakoning",
wh6n lhe races realizsd their intelli-
gsnce. Surrounded by a high tech-
nological capability for which they
had no explanalion, they set out in
search of answers. Space flight,
then jump drive technology soon
brought about exploration and col-
onization of th€ stars. At presenl,
surveyed space extends to a
radius oI 2OO lightyears from the
"hom6world".

ALBEDO is not without adver-
saries. A "cold war" peace has
existed for l8 years since the end
of an interstellar war betwgen the
militant Independent Lapine Bepu-
blic (those pesky rabbits) and the
Confederation. At or6sent, war is
looming its ugly head again - and it
has long ears.

A CLOSER LOOK
ALBEDO leans toward hard

science-fiction. Though rhe illust-
rations may offer the impression of

a game about cute, furry little
critters, il is written as a dramali-
cally straight, serious gams that
obviously adheres closely to the
tone and direction of the Erma
Felna story. fn fact, ALBEDOdiflers
from most RPGs in thar playors
really can't just lean on th6 referee,
bul need to b€ familiar with the
background, cultural and political
aspects, and lifestyles of the races
before playing, in order to play it as
it is designed to bs played.

Background information is ade-
quately provided, as roughly half
the Player's Manual (which is not
labeled as such on th6 cover) is
background data covering History,
Political Structurs, Military Force,
The ConFed Diplomatic Service,
Lifestyles, Technology, and Races.
Though the material is solid and
concise, due to the very unique
setting I was lefl wanting more.
Obviously, a read of ths Erma

t l ,

Felna, EDF story would provide a
greater familiarity of the subject
malter. The Referee's Manual con-
tains further background informa-
tion that provides ideas and sug-
gestions that allow the umpire
(Book 3 is titlecl Heferee's Manual,
but the game text uses the term
umpire) to set an undertone similar
1o that in the Erma Felna story,
including things unseen and un-
known to the players. Information is
provided for only one slar system,
appropriat€ly, th6 location whers
the  th re€  prov ided adventure
scenarios take place.

GAME IIECHATICS
Gharacter Goneration: The

generation system is delailed and
time consuming, bul achieves the
goals of th6 system design. (My
first character required almost
three hours to create. but I did feel
as if a unique, rewarding challenge

//
/
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awairod me in the playing of the
character.) Characteristics includod
are Strength, Stamina, Manual Dex-
t€rity, Coordination, Stability, Rea-
son, Inluition, and Drive (most are
modified by species typ6). From
these characteristics, Maximum
Becoil, Actions Per Turn, and
lnitiative are determined. Personali-
zation is accomplished by rolling for
Disposition, which results in a "coro"
and inclination. such as Modesl and
Greedy, Responsible and Devious,
Friendly and Conceited, Generous
and Laconic. etc. Ther€ is a chance
of a Disord€r being rolled, such as
Paranoid, Miserly, Treachsrous,
Psychot ic,  6tc.  A unique and
appealing feature is the creation of
ties and antipathies, for instance,
strong feelings of friendship or
loyalty to a p€rson or organizalion,
or a dislike or aversion lo th€
same. The system allows for ties/
antipathies to change through
adventure experiences, and allows
for them to have an effect on the
role-play. Characlers begin play
wilh an established careor and a
goocl skill base, and lhe system
allows for increasing skill levels and
learning new skills. The skill l ist is
not sxtensivo, but is adequate.

Using Skills: When using a skill
involves an opponont, lh6 defen-
der's relevant abilitios aro subtrac-
tod from th€ abilitiss of lhs crittgr
making the skill altempt (called a
"lest"). The resull is compared to a
chart to delermins what number or
less must be rolled on 2D6 for
success. When a skill anempt is
made on a set task not involving a
defender, a task difficulty number
is sublracted instead. lt works well
enough, but there are no guidelines
for dstermining task difficulty, ancl
the umpire must d€termine which
skills ar6 relevant to each other,
but common sense will prevail. For
instance, "D€tect lie" would obvi-
ously be used againsl "Spin yarn",

Combat: Personal combat is
detailed and drawn out. Firing a
wcrapon will routinely require five
dice rolls (and can require more)
and reference to several charts.

Modifiers are plentiful, and such
factors as body size, body hit
location, and impact distribution
(armor not ponetrat€d) ars corF
sidered. Goolness under fire and
how handy or cumbersomo a wea-
pon is even come inlo play. Hit
points play no part in this syst6m.
What is important is where the
body is hit. Damage is done through
fatigue, shock, blood loss, and jusl
plain tearing up the body. The goal
of ths design is realism, and it has
it, but rsalism g€ts pretty complica-
tad. Bules are provided to apply
lh€ combat syslom to vehicle com-
bat, but, though warships ar€ dis-
cussed, combat between large
starships is ignored.

FIRST THE T{EGATIYES
My one big complaint is tho lack

of organization of lha throe books.
In fact, thB books give the impres-
sion that they were rushed into
production before they were readY.
The introductions in Books 2 and 3
read more like last minute notes
and addendums. Many of ths
charts and tables, especiallY in
Book 3, appear as typewrlt€r or
word procassor set, and lack the
bold, proportional spaced look of
th6 tsxt around them. The books
have no indexes or tables of con-
tents, and section headings are
mostly text size, making locating
specific sections more difficult. A
Skill Ability chart and 6ven the
Charactor Generation Flowchart
are at the back of Book 3, inst€ad
of with th6 Character Generation
rules ln Book 1. Ties and antipathies
ara discussed in Book 3, including
their delermination for beginning
characters. There should at least
be a ref eronce note in Book 1.
Weapons Reference charts are in
Book 2, but would be more apPro-
prialely placed with the combat
rules in Book 3. Confusion is crea-
led by the facl that characler
Generation is not labeled, but is
simply included in the Races sec-
tion. Finally, many rules are vague
and open to interpretation.

THE]T THE POSITIYES
ALBEDOS greatest strength is in

th€ illustrations, which are almost
all half-tones, black ink drawings
finished with gray markers or
walercolors. And they average
about one picture per page. Book
2: Equipment Description manual is
supurbly prepared and lllustratad.
Vehicles, wsapons, and equipment
(primarily uniform dress and per-
sonal armor) are clean, functional,
and actual ly very real ist ic in
appearance. A few military ground
vehicles are shown, and a broad
rang€ of military air and aerospace
vehicles are illustrated togsther in
scale. We even g6t cut-away,
interior views of a couple of vehi-
cles, as well as of one FTL starship
(sadly, this is the only starship
shown). lf the gam€ books ars €v6r
released individually, Icl strongly
suggest snapping up Book 2. lt
could be highly usable in a number
of sci- f iRPGs.

While combat plays its part,
ALBEDO strongfy emphasizes social
and polirical issues, intrigue, and
in te rpersona l  ac t i v i t y ,  mov ing
players toward more personal,
lhought-provoking adventure. In
short - role-p/ayi,ing comes first and
foromost. At th€ same time, th6
combat syst€m is one of the most,
if not the mosl, realistic systems
I've seen.

EYALUATIOTI
lf you are not a fan of hs Erma

Fe/na EDFstory, chances are you'll
find ALBEDO to narrow and confin-
ing, as it is designed to be played
in a fashion closely resembling the
story. But if you are an ALBEDO
fan, you should cerlainly own this
game. lf you prefer complex real-
ism in combal, you better look
closely at this one. Lastly, if you
are looking for a game that pro-
motes truly interactive role-playing
as the primary goal of th6 gam6
ovsr mass-blast shoot-em-ups,
ALBEDO just mighl be your ticket.
As far as future support is concer-
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nsd, lhe publishor statas that back-
ground and technical detail books,
as well as scenario books, are in
the works' 

- James a. Krng

STAB WARS
IilPEBIAL SOURCEBOOK
144-page hard-bound book, t6
pag€s in ful lcolor.  $18.
By Greg Gorden; Development
and Editing: Bill Slavicsek; Contri-
but ing Authors: J im Bambra,
Grant Eouchsr, Deborah Chris-
lian, Steve Gilbert, Bill Slavic-
sek, Michasl Stern, William
Wenz; Graphics: Stephen Crane,
C a t h l e e n  H u n l e r ,  S h a r o n
Wyckof  f  ;  Cover :  Lucas f  i lm,
Ltd-; Interior ll lustrations: Stephen
Grane, David Deitrick, A. C.
Farley. Lucasfilm, Lrd., Karl
Har t in ;  Pub l isher :  West  Enc l
Games, BD3 Box 2345, Honesdale
PA 18431.

It is a dark lime f or tho
Rabel l lon-.--

The Star Wars lmperial Sour-
cobook is a surprisingly informa-
live source of data about the
Empire. Readers first learn of COM-
PNOR (Commission for the Preser-
vation of th6 New order), the
complex organization and its long-
rang€ plan to assure the success
of Palpatine's New Order. COM-
PNOR includes such departments
as SAGroup (Sub-Adult Group),
reminiscent of th€ Hitlor Youth, the
Motivation section for SAG mem-
bers who fail to comply with the
ideals of lhe New Order, lmprove-
msnts and Radesign, who's respon-
sibility it is to handle systems that
deviate from the New Order, Com-
pForce, COMPNOB's milatary arm,
vaguely similar to Hitler's SS troops
but not nearly as well trained, and
lastly, the lmperial Security Bureau,
which is in every way like Hitl6r's
G€stapo.

lmperial lnt€lligence, of ten at
odds wirh COMPNOR, is d€lailed as

a highly complex but efficient
organization, and is probably the
Rebellion's greatest threat, for the
grand fleets of th6 Empire cannot
destroy the rebels unlsss they
know where they are, and it is
lmperial Intelligsncs who will find
thsm.

The organization of the lmp€rial
Navy is detailed, as well as that of
the Army, which allows stormtroo-
pers to be presented as the elit6
forces lhey ar€ supposed to be.

Hardware is not ignored. Six-
teen starships or variations are
pres€nt€d, cr€ating a broad and
varled fleet, ranging from a blast-
boat at 25 meters to lhe super star
deslroyer at 8000 mel€rs. lmperial
military ground vehicles are expan-
ded to nine vehicles, including
wheeled. tracked, and hover vehi-
cles. New artil l€ry and personal
wsapons are also prsssntsd.

After browsing through the sour-
cebook, lwas overwhelmed bY the
sheer mlght of th€ Emperor's mili-
tary machine. and by the care and
planning Palpaline exercised in
forming his New Order. And I felt a
sens6 of futil ity at ths notion of
rebellion. Those msn and womon
who have dedicated themselves to
the cause of galactic freadom truly
are heroes who fighl againsl greal
odds of ever achieving success.

The lmperial Sourcebook is
probably of greater value to Staf
Wars fans lhan it is to players. But,
for GameMastors who wilt go to the
effort to incorporate th€ vast
amount of data into their adven-
tures. the reward will bs forthcom-
ing, for this information will servo to
reinforce the ideals of freedom and
dedication to the struggle to over-
com€ the great evil that is tho
Empire, and will show the valianl
heroes (lhe players, of cours€)
against what terribly great odds
the' struggle' 

- James E Klng

LEGAGY OF THE ATICIET{TS
32 pg adventure booklet, for Space
tVaster. $6.00.
Design: Leo LaDell; Publisher: lron
Crown Enlerprisas, P.O. Box 1605,
Charlottesville VA 22912.

Sixty thousand years ago, lhe
myst€rious Sian6lic Harbingers set-
tled in the viciniry of rh€ Milky way.
They created sevsral forms of
sentient life and sent them on their
way across the galaxy in suspen-
ded animation. The trip took eight
thousand ysars while the colony
ship deposited each of th€ races
on cerlain planets. on th€ way
home, twelve thousand years later,
the ship crashlanded on the planet
Thurzij, lhe current sire of much
prospecting lor Durandrium, a
source of hyperdrive fuel. Your
advsnlurors have a chance to find
the ship and all that lies within it.

What / lked: Like all ICE
m o d u l e s ,  L e g a c y  O f  T h e
Ancients is full of dsrail. The
storyline holds interest and th6
adventure id€as are workable. The
cover art is good, rnaps ar6 ads-
quato, and the planet information
and details are ussful as wall as
interesting.

What / ddn't lke. The interior
art is baroly adequate and is unins-
piring. Includad are five adventures,
but four of these are skeletons that
the rsfereo has lo flesh out as
they are very short.

This module has a good idea,
but Legacy would have been much
more useful if ICE had even further
deboned the skelelons of the four
shor t  adventures  and added
another thre€ or four pages to th6
longer one. Perhaps ICE should
have combined Legacy with
Durandrium Find, another 32 page
adventuro module. This would have
made a good sixty page support
module with a twenty page adven-
ture thal could sell for $12 to 315,
and would have cut th6 duplicale
material, leaving room for an
enhancsd, full-blown advenlure
and would have put all lhe suppls-
mentary material in on€ place.
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VOYAGES 1IO. 10 READER SURVEY

Rcaders arc cricouragcd to complatc tfic survey bclol. Either
photocopy this form or list the article numbers, wilh appropriate
ratings, on a post card. Rate $e articles bdow from 1 lo 5, wilh 5 as
Exccllent and 1 as not usoful or, in thc case of non-gdn6 articles,
not ontertdning or not desired, Mark articles not read uilh X,

1 _ RED SUN, BLACK DEATH PABT 1
2 _ TMAGES OF THE SHATTEBED iMPEFTUM
3 _ STABS WARS: S4O0 POLICE VEST
4 _Z|DHAEDZ CLASS CLOSE ESCOBT
5 _ SPACTAL DELTVEHY
6 _ REVTEWS AND OVEBVTEWS
7 _ GRAPHTCS AND ILLUSTRATTON

Ql ls this issue of VOYAGES bottor than our last issue (Yes
or No)?

Q2 _ Including yourself, horv many people read this issue?

Q3 _ How many gaming magazines do you read regulady?
Q4 _ Rating in order of prefcrcnce the most rscent issues of the

garning magazinos you read, at wtrst nwnbor nodd;ou
rat6 this issuo of VOYAGES (1 is high)?

Additiond Comments:

PLEASE MAIL BY MARCH 15 .1990

VOYAGES 1IO. 9 FEEDBACK

THE IGFER CONNECTION
BIRD OF PREY PART 2
VAMPIRES IN SPACE?I
AWOBLD IN REVOLT
THREE-DIMENSIONAL STAR MAPS

FLIP OF A COIN
PETERSBURG
GRAPHICS AND ILLUSTRATION

QUESTION 1:
Inchding yourself, how many people read this issw?

QUESTION 2:
l-lor many guning magazincs do you read regularly?

QUESTION 3:
How marry gaming magazhes do ),ou subscribo to?

QUESTION 4:
Rating in ordor of prefcr€nco trc most recent issues of
lhe magazines you rcad, at $ftat rurnbcr would you rato
tris lssue ol VOYAGES (1 is hlgh)?

3,00
3.75
3.00
3,60
3.75

2.50
4.00
4.00

1.75

5.25

4.25

3.00

QUESTION 5:
Should VOYAGES harrc a Cotuontion Ljsting? NO-

Our thanks to thosc roadors who took t|c tlme to rosPond to this
survcy, Your interest in VOYAGES is appreciatcd, as such suruclrs
hep us to plan fufure contont and direction.

_- lf you are looking for a complete
30 to 4O page adventura, or ii you
are looking for fantastic artwork
and flashy ideas, Legacy Of The
Ancients is not for you. But if you
coll€ct all ol lcE's modulos for
Spaceblaster or rt you n6ed a
reasonable advenlure with plenly
of room for your own creations,
and need some other good ideas
with solid support material, you
should buy this one.

- G/enA//rson

ffOTTM IDH,S:
ITFEBITAL DEVICES
K. W. J€ter
Signet (New American LibrarY)
0-4s1-14S4-3 $2.S

A mad Yictorian fantasy - - - -
Here is the tale of a ProPer

London gentleman, George Dower,
whose stolid, boring life is suddenly

turned upside down. As the son of
a deceased, secretive, inventlve
genius, George Dower learns of his
late fathsr's wondrous devices as
he is caught up in one intense,
madcap adventure after another.
Each bizarro twist of this witty,
fast-paced fantasy is only to be
outdono by the n€xt as Dower is
tossed --and pursued--from one
fanlastic revelalion to another,
ending with Dower accomplishing
th6 groatest of feats, and in a
most thrill ing way! "England expects
evsry man to do his duty!"

For referees of GDW'g SPACE
lffi, lnferna/ Devices is tough to
beat for gaining inspiralion and
ideas. Indeed, only a short distance
into th€ novel, I felt mildly compel-
led to look for ths game's trade-
mark on th€ cov6r. lt 's all here;
fantastic devices. secrel socielies,
crazed vill ians, aliens.... and more
utterly fantastic devices! Even that
wonderful medium, unaffeclsd by
time and space, is not without

mention, the aether. or, mors
recognizabls, ether, but with a dif-
ferent twist, of course.

/nferna/ Devices is worth a read
for plot ideas alone. But it is an
enterlaining read as well.

- Jamas 8. Ktngt
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FUTURE VOYAGES
A LOOK AT OUR NEXT ISSUE

STAB TBEK: SHIPS OF THE FLEETS
An art presentation illustrating the ships of the Federation and opposing Empires.

SILK SCORPION
FOR SPACEHASTER- Deck plans and details about a most unusual and peculiar
starship, plus adventure - a light and humorous break from serious adventuring.

RED SUN, BLACK DEATH
FOR GURPS SPACE. The conclusion to the adventure begun in Voyages SFNo lA

BEYIEW.. WORLDS BEYOND
This game and more reviewed in our next issue.

AISO.'Articles for Star Wars, llegaTraveller, and Space 1889.

Voyages SF /Vo. // coming in April. Don't miss it!

CTA SSTTTED AD UER ffSTITG
As a servico to our rea-
ders, classified advertis-
ing is placed here free of
charge. Any gaming-rela-
t e d  a d  i s  a c c e p l e d ,
though we do reserve the
right to rofuse any ad.
Ads may be edited for
length. Please specif y
how many issues your ad
is to run (ads may be run
in up to 4 consecutive
issues). Send your ads to
S t a r L a n c s  P u b l i c a -
t ions, 50 Basin Dr.
Mesa WA S843.

WANTED
READEB SUFVEYS! Rea*
ders of Voyages .9F can
do us and themsalvss a
service by fil l ing oul the
feedback survey so that
we may better determine
th6 Wants and want-nols.
When you have comple-
ted reading this issue, 16ll
us what you think. Send in
that survey!

FOR SALE
SPHEADSHEET templates:
A p p l e  l l  A p p l e w o r k s
spreadsheet  tompla les
for MegaTravel/er craft
design, SpaceMaster
starship design, ?3OO AD/
Star Crurser ship design.
Send $2 .00  lo r  each
spreadsheet, and either
send $3.00 for a disk or
send your own disk (3 112
or 5 1/41, and send an
SASE to:

Glen Allison
1306 W. Pearl
Pasco. WA S01

FOB SALE: Sorag, Journal
#8, Best of Journal #4,
Challenge #26-28, Alien
Modules #1, #6. Far Tra-
veller #2, Digest #9, and
numerous (40) Trave//er
b o o k s ,  s u p p l e m e n t s ,

adventures. (l also need
sevsral items, willing to
buy, trade.) Send SASE
for l ist  lo:

Paul Sanders
612 S. Parron Cr.
Denver,  CO 80219

'nAf)JUTANT

a newszine devoted to lmperialArmy,
Marine & Mercenary Characters. Equip-
ment, Weapons, Rules Variants & More.
Sample issue $1.50, subscription 99.00
(for 6 issues)

c/o M.S. Graphics
l2l Nonh Firsr St.

Salinas. CA93906-3225



25 olo OFF ALL GAillES!DISCOUNT PRICES!
GDll/ R. TALISORIAN
Qnrno flfl0 RPn
v v u v v  r v v v  | i l  v $?2 50 Cyberpunk RPG $15 00
Soldier's Companion (1 SBg) $ 1 1 25 Hardwired (Cp) $9 0 0
Temple 0f The Beastmen (1BBg) $21 00 Near Orbit (CP) $7 50
MegaTraveller RPG Boxed Set $22 50 Teenagers / Outer Space RPG (2nd Ed)$l SO
l,c,E, I'{EST El|D GAt\llES
Space Master RPG $22 50 SlarWars RPG $12 75
Star Strike (Space Master), $22 50 Galaxy Guide #3 , $9 00
Legacy 0f The Ancients (Space Master) $4 50 Galaxy Guide #4 $9,0 0
Cyber Space RPG $13 50 lmperial Sourcebook $13 50

TSR
Spelljammer (ADD2) $13 50

FASA
Shadowrun RPG $21 00
Shadowrun GM Screen,, $7 50 ADD2 Players Handbook $15 00
Mercurial (Shadowrun) $6 00 ADD2 DM Guide $13 50
OTI'|ER IVORLDS GAMES |\/lAYFAIR GAll/lES
Wodds Beyond RPG... $12 /5 DC Heroes RPG pnd Ed) $1S 75
THOUGHTS AND IIljlAGES GAlllES WORKSHOP
Albedo RPG $15 00 Warhammer 40,000 RPG $26 25
TASK FORCE GAI\{Es Warhammer 40,000 Compendium $15 25
Central Casting: Heroes of Legend $$.ffi

u$$
lI/ATERFORD PUBLISHING

A  r  l n  r '  l l  l l  l f

uenlrar uaslrn0 il: Her0es 0L r0lTlorr0!\/,,.,,",,High Colonies RPG $11 25
FOR A FREE CATAMG, SEND Al'l S A S E tr
slVoRD Al'lD STARSHTP EiltTERPR{$Eq p 0 BOX 3373 TRt CTT|ES WA 99302 33i3

ll otdering lrom lhis ad, include $250 shrpping and handling-... No COD orders and no delivery oulside the
continental U S A (for Eecial arrangements-see catalog lor details) V/e accept personal checks (nol shlpped until
check clears) and hlonev 0rden Do not send cash, 0rders shipped U PS WA residents add 7 B sales tax



Share the Adventure!

H' Ii GH COLONIES
The S cience-F iction lLole-Playing Gante

"ln 2188,
you are
the last,
besf
hope for
mankind..."

' l 'wo 
hurtclrecl ycars in thc futurc, I larth is a clcadly wastclancl, ravagccl

by nuclear,  chcnl ical  anr l  b io logical  rvcapons. I  Iurnani ty l ivcs i r r  cxi lc,
c l ing i r tg  to  l i [ c  on  a  rnu l l i l u r l c  o f  spacc  s la t ions  in  thc  So larSys lcnr .  

' l ' hcsc

stal" ions arc thc l l igh Colonics,  thc last ,  bcst  l ropc of  mankincl .

I l igh Col<lr t ies is a rolc-pluyi l )g ganro sct in 2l l l [3.  I ) laycrs assurne the role s ol 'nrcrr
al td wonren stnrggl ing to succccd in a r l i f f ic:ul t  and clangerous socicty.  I t  rvon' t  bc easy.
1'hcy face threats front al iert  crcaturcs, [ r io-engincercd rcncgacle sokl icrs,  f l rnat ic:al tynl l t ts
and desperate pirates. Only thc bolcl  wi l l  survivc.

I I igh Col<lnics is ar)  c i lsy to lcanr,  playable and rcal ist ic:  gAnre systent.  Everything
from character generr l t ion to rulcs for robots is dcsigncd to nraxinr ize case of pl l ry without
sacr i l ic ing real isnr.

I I igh C<tlonies i rrc ludes extcnsivc backgrouncl nrater ial  and a detai led future
history. This provides a fasci l tat ing cnvirol lnrent for players to explore, and ganrernasters
can be sure that they are deal ing with an intcl l igent ly planned scie ncc-fal t tasy world.

' l 'he 
I l igh Colonies ganrebook includes " l lard Tirnes at Lyr ic 3",  a reacly tonrr l

adventure scenario that enablcs you to bcgin playirrg I I igh Colonies aln-rost i rnnrcdiatcly.

$15.00 (u.s.)
Waterford Publishing House Ltd.

Box 3742, Main Post Off ice, Vancouver, 8.C., Canada, V6B 321
(604) 253-42e3


