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MrcnTnnvELttR
THe Vt fnL t fY  o f  the  newly  founded lmper ium was ev idenced

by i t s  rap id  expans ion  and economic  growth .  The t ime was r igh t
fo r  a  new empi re ;  the  human popu la t ions  o f  the  te r r i to ry  wanted
and needed this vast interstel lar government. The Third lmperium
was an  express ion  o f  the  peop le  who popu la ted  i t :  s t rong,  v i ta l ,
ambi t ious .

A fHOUSnTD years  la te r ,  the  s t rength  and v i ta l i t y  o f  the  hu-
man popu la t ions  were  miss ing ;  a l l  tha t  remained was the  ambi -
t ion ,  and tha t  ambi t ion  was channe led  inward .  No longer  d id  the
populat ion see expansion as the means to a better future; leaders
looked a t  red is t r ibu t ing  the  wea l th  o f  the  lmper ium and a t  carv -
ing out petty duchies within the known boundaries of the empire.

AGAINST th is  background,  i t  was  inev i tab le  fo r  some smal l
s t imu lus  to  t r igger  the  fa l l  o f  the  lmper ium.  And once tha t  hap-
pened,  there  was no  tu rn ing  back .

lN  THE found ing  days  o f  the  lmper ium,  g rea t  men dreamed
great  d reams. . .and ach ieved them.  ln  the  las t  days  o f  the  lm-
per ium,  pe t ty  men dreamed pet ty  d reams. . .and ach ieved them
too.

coAcc
o Flyers for MegaTraveller.

The army cont ro ls  the  ground!  The
navy controls space! But the interface be-
tween the  two be longs  to  COACC the
f lyers .  A i rc ra f t  o f  a l l  t ypes- ie ts ,  p rops ,
he l i cop ters ,  d i r ig ib les-come under  the
Close Orb i t  and A i rspace Cont ro l  Com-
mand. MegaTraveller COACC provides
ru les  fo r  f l yers  in  the  Trave l le r  unrverse .
Coverage inc ludes  charac ter  genera t ion ,
COACC organ iza t ion ,  a i rc ra f t  des ign  se
quences .  example  a i rc ra f t ,  and bo th
s imp l i f ied  and de ta i led  vers ions  o t  a i r  to
a i r  and a i r - to -ground combat  ru les .

GDW: 0216.  ISBN 0-943580- '12  2 .96

REBELLION SOURCEBOOK
a Jo in  the  Rebe l l ion !

The emoeror  i s  dead !  Who w i l l  w in  the
l r id ium Throne? Many d i f fe ren t  fac t ions
have squared o f f  in  the  impend ing  s t rug
g le  fo r  u l t imate  power .

Bebe l l ion  Sourcebook covers  the
d iverse  tac t ions  o f  the  Rebe l l ion ,  the i r
equ ipment ,  the i r  goa ls  and s t ra teg ies ,
and (most  o f  a l l )  how p layers  can ge t  in -
vo lved in  the  grandest  adventures  the
s tars  have ever  seen.  Inc ludes  the  shor t
adventure :  "Na i l  M iss ion . "  GDW: 0214.
I S B N  O  9 4 3 5 8 O  6 3 - 3 .  9 6  p a g e s . . . $ 1 0 .

REFEREE'S COMPANION
o Enhance MegaTraveller.

Expand the universe of M69aTravellor
w i th  more  ru les ,  background,  in io rma-
t ion ,  and mater ia ls  fo r  the  ded ica ted  re f -
e ree .  Mater ia ls  tha t  s imp ly  wou ldn ' t  f i t
in to  the  grand,  th ree-vo lume MegaTrav-
eller rules set have now been brought
together  in to  th is  use fu l  and de ta i led
compi la t ion .

MegaTraveller Referee's Companion
covers  a l l  the  major  a l ien  races  in  ihe
Trave l le r  un iverse  ind iv idua l l y ,  dear ing
wi th  each one 's  homewor ld ,  phys ica t  ap-
pearance and ab i l i t ies ,  menta l  makcup,
and interstellar territories. The Corniran-
ion also covers large-scale ccrnl)at,
t imekeeping, communications, research,
mapp ing ,  in -sys tem opera t ions ,  mega-
corporations, technology, and robots for
M e g a T r a v e l l e r .  G O W :  O 2 1 5 .  I S B N
0 - 9 4 3 5 8 0 - 7 1  - 4 .  9 6  p a g e s . . . . . . . . . . . S  1 0 .

What Happens When
A Thousand-Year Empire
Eleven Hundred Years Old?

The lmper ium began as a smal l  pocket  of  sc ient i f  ic  and
technological  innovat ion in a sea of  pr imi t ive star  sys
tems .  l t  r eached  ou t  t o  even tua l l y  t ake  ove r  mo re  t han
1O,0OO sys tems .  I n  t he  cou rse  o f  a  t housand  yea rs ,  i t
f ough t  coun t l ess  wa rs  and  conque red  coun t l ess  r aces .
But af ter  that  thousand years,  the lmper ium is o ld,  t i red,

and stra ined at  the borders bv dissent ion and c iv i l  unrest
Now the  lmpe r i um i s  sp l i t  i n t o  many  f ac t i ons .

The  empero r ' s  assass in  Du l i no r  c l a ims  t he
throne is  h is by an obscure quirk of  lmper ia l  law.
The  empero r ' s  nephew  na tu ra l l y  c l a ims  d i f f e ren t
l y .  O the r  f ac t i ons  have  t he i r  own  op in i ons .

M€gaTrave l le r  the  comple te  sc ience f i c t ion  ro le  p lay ing  game.
The MegaTraveller Players' Manual contarns the basic information any player neeC,s

to  p repare  fo r  {and par t i c ipa te  in )  Trave l le r  adventures .  A  re fe rence fo r  every  par
t i c ipant ,  i t  inc ludes  charac ter  genera t ion ,  sk i l l s ,  task  reso lu l ion ,  exper ience,  persona l
combat ,  and ps ion ics .

The MegaTraveller Referee's Manual rs a basic reference for the releree which
expands on  the  top ic  o l  tasks ,  and dea ls  in  depth  w i th  veh ic le  des ign  and combat
( i r rc lud ing  bo th  sur face  veh ic les  and s ta rsh ips) ,  wor lds ,  and commerce.

The MegaTravsller lmperial Encyclopedia is the basic reference Ior every Traveller
par t i c ipant .  l t  dea ls  w i th  l ib ra ry  da ta ,  maps,  wor ld  da ta ,  and equ ipment .  The En-
cyc loped ia  inc ludes  a l l  the  raw in lo rnra t ion  necessary  to  learn  about  the  Shat te red
lmper ium and ro le  p lay  w i th in  i t .

The boxed MegaTrava l le r  se t  inc ludes  a l l  th ree  o f  these books .  p lus  a  pos ter  s ize
mao o f  the  So inward  Marches .  GDW: 02 '10 .  ISBN 0-943580-49 '8 .  Boxed. .$30.

Each book  is  a lso  ava i lab le  separa te lv .
T h e  P l a y e r s ' M a n u a l .  G D W :  0 2 1 1 .  I S B N  0 ' 9 4 3 5 8 0 - 3 8  2 .  1 0 4  p 9 . . . . . . . . . . , . $ 1 0 .
T h e  R e f e r e e ' s  M a n u a l .  G D W :  0 2 1 2 .  I S B N  O  9 4 3 5 8 0 - 4 7  1 .  1 O 4  p 9 . . . . . . . . . $ 1 0 .
T h e  l m p e r i a l  E n c y c l o p e d i a ,  G D W :  0 2 1 3 .  I S B N  O  9 4 3 5 8 O  4 8 - X .  9 6  p 9 . . . . . $ 1 0 .

FREE! Write for your own copy of the lmporium Map showing the borders of the
Th i rd  lmper ium before  the  present  rebe l l ion  began.  Ouant i t ies  l im i ted .

THE SHATTERED IMPERIUM
The t ime is  the  d is tan t  fu tu re .  In -

te rs te l la r  t rave l  i s  no t  on ly  poss ib le ,  bu t
commonplace.

The ru l ing  in te rs te l la r  power  i s  the  lm-
per ium,  a  la rge ,  human dominated  em-
p i re  more  than lOOO years  o ld ,  encom
pass ing  ' l  1 ,OOO wor lds  in  a  reg ion  over
2000 l igh t  years  across .

8u t  wh i le  the  lmper ium's  thousand-
year  re ign  has  c rea ted  an  i l l us ion  o f
s t rength  and las t ing  power ,  con t inued
expans ion  and in te rna l  p ressure  have
combined to  s t ra in  the  lmper ium's  ab i l i -
t y  to  govern  to  the  l im i t .  The th read tha t
he ld  the  vas t  lmper ium together  has
a lways  been the  emperor ,  the  one in
d iv idua l  to  whom a l l  lmper ia l  c i t i zens
u l t imate ly  owe the i r  loya l ty .

Now the  emperor  i s  dead a t  the  hands
oI  an  assass in .  w i th  no  immedia te  he i rs
and no  c lear  successors .  The emperor 's
nephew c la ims the  th rone;  so  does  h is
cous in .  Even h is  assass in  c la ims the
throne.  Nc l  one knows whom to  fo l low;
someone is  fo l low ing  each o f  the  c la im
ants .  Severa l  border  reg ions  have los t
ta i th  in  the  lmper ium and have decrared
the i r  independence.  A  few ne ighbor ino
in te rs te l la r  powers ,  learn ing  o f  the  lm
per ium's  in te rna l  chaos ,  have begun to
a d v a n c e  i n t o  u n p r o t e c t e d  f r o n t i e r
prov inces .

T h e  l m p e r i u m  h a s  s h a t t e r e d . . .

ilrcnTnAwILrR
Agains t  th is  background o f  s ta r -span

n i n g  r e b e l l i o n  a n d  s p l i n t o r  e m p r r e s
Trave l le r  i s  se t .  l t s  ro le  p lay ing  game
ru les  prov ide  an  en t i re  un iverse  to  be  ex-
p lo red .  P layers  assume any  ro le  and any
miss ion  in  the  un iverse  o f  the  fu tu re .

Trave l le r  says  tha t  mank ind  has  con-
quered the  s ta rs ,  t rave l  be tween s ta r
sys tems is  commonplace,  bu t  the  d is
tances  invo lved make in te rs te l la r  voy-
ages  take  weeks ,  months ,  even years .

The s i tua t ion  is  s im i la r  to  Ear th  in  the
' l  

8 th  century .  Communica t ion  is  l im i ted
by  the  speed o f  t rave l ,  se t t ing  the  s tage
for  adventure  in  a  g rand fash ion  w i th  a l l
the  t rapp ings  o f  c lass ic  sc ience f i c t ion :
s ta r  spann ing  empi res ,  huge s ta r f lee ts ,
interstellar me(chants {and interstellar
p i ra tes) ,  complex  d ip lomat ic  maneuvers ,
and la rger  than- l i fe  heroes ,  hero ines ,  and
v  i l l a  in  s .

Traveller is the name oi the overall
game. MegaTravaller is the name of this
rules set, and is used to ditterentiate it
f rom the  1O years  o f  deve lopment  and
ear l ie r  ed i t ions  tha t  Dreceded i t .

S i  n c e  1 9 7 3

ls

For  sa le  a t  your  hobby  or  game s to re .  Or  o rder  f  rom GDW.
By Mai l .  Wr i te  what  you want  on  a  p iece  o l  paper .  Pay  by

By Phone.  Ca l l  us  a t  3Og 452-3632 be tween 9  a .m.  and
5 p .m.  Cent ra l  T ime weekdays .  You can pay  by  V isa  or

i, rr"{}"'d) ",'"lJi[ "ii X ; Hl nffJiil : X1'.1!9 J; i:!Y ; s'i e rc a r d
L \_=-X___-/ We are committed to prompt service; we fi l l  orders within

-  
two work ing  days .  Wr i te  fo r  our  f ree  

' l  
6 -page ca ta log .

PO Box '1646

Bloomington, lL 6 1 702-1 646



lmust thank you readers u/ho hav€ taken the time to
respond to our reader survsy. The enthuslasm r€flected
In your comments ls appreciated. The lssue 10 survsy
results below show a hlgh degree of satisfactlon wlth out
art pressntation In that lssue, "lmag€s Of The Shattered
lmperium". This is very good, as another art presentallon
appears in th€s6 pages, "Star Trek' Ships Of The Fleets".
The fiction story in issue 9 also rated well, and other
short flction is in the works for future issues. We are
very interested in seeing ths reader survey rosponse to
such fsatures. Though they are not actually gamlng
articles, ws think they're of interest to fans of science
fiction--whlch SF gamers obviously are. lwlllagaln
encourage readers to 86nd in the surveys, as they are
our primary communication llnk through which we
determine the likes and dislikes of our readers. (Note
lhat ratlngs are now from 1-4.)

Part2 of oRed Sun Black D€atho is included ln this
issue, but may not be the conclusion of Cmdr. Mtatyuhrve
and her cr6w's advenlures on Exxon. The author is
developing a third part. Wellsee what th6 future brings.

You will notico that lhe "Classified Advertising" s€ctlon
is not in this issue. After receiving severallctters from
readers stating that thay would prefer that this section
be dropped, we have agreed that the space can b6
better used elsewhere.

- JamesB King

VOYAGES SF 10 SURVEY RESULTS
Fated ln Ordsr Of

Reader Satlsfaction
Graphics and rusfraton - 4.6

Survey Ouestlons:

ls tris iesuo bettor lhan our last
issuo? Yes (1@%)

Zdtacdz Class Close Escort = 4.5"- lncludlng llorxsclf, how many pcoplc
lmages Of Tho Shattcrcd rcd t*s ircrrc? 2.6

Flow maru qmino maoazincs do
)lou rcad icfitartyT 4.I

lrpedum = 4.0
Sp*ial Dcltucry - 3.5
Bcd St,tn Blrck Doath = 3.3

Rajsws = 3.2
S'O0 Pct$ce Vcst = 2.7

Rdim in ordcr of srcfcrcncc thc
most-rccont issues bf thc ganring
magazines you rcad, at vrhal num-
bcr would rlou ratc this issuc of
t@w(1fst*Sfr)? 2

EdlorandArtDriector James B. King
Contibuahg Edtors.' Glen Allison, John Fernandes
07cu/a tbn tllanager.' Chantelle Klng
Artists.' Rob Caswell, Gary A. Kalin, James B. King,

Phil Morrissey, Paul Sanders
Covar Gary A. Kalln

lbtre fFis orblirfpd ourtcrtv bv Starl"ancc Rtrlicdions. Contcntr
ccbrfrdrt tgs) b'tartJlcc ht*caton-o. onc vcr sr.bscriptinnr rc $9 h
Ord U,S, (inchrdng APO rd FPO) {xl ttO h C{rada. lrX monics m.ret
bc in U.S. nnds.-tt C C corrcspondcncc to StrLryrcc hrbf,catbns, 50
Ba*n Drivr, llcaa WA 99349.
TRAITEI BKS: L/brt qancr rt farbmgt of lhc corprbs q5[att-
hrq t|o6r oaros. Use 6f a radernarlt b idcfltifv a prodirct corimenlcd
rftn h 6ls mryaziu drodd not bc cor6tnr*t as lrplyhg thc

ot, rni ctr*ngc to, tr iedcnrrt holdc.

8UBI|88|ON8: Wc nclcorp trpolcibd mrulcrtstr rtd ifrfdom.
t{om\r!r, bctorr s.6rinhs you rfiottd wlt! and rcqrcst a guijctua
$ca, ncfrCng a erlf-addc'rrcd, drnpcd snrobpc'(8A88):A SASE
tr pottagcd to+ cgg $o.dd Cso bc irctdrd rrih corcrpoodcncc
lrhcn a rrsponc. b rbrird.
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In the future, roleplaying willbe diff-erent.

Books and character sheets will go to the wayside
as real experience simulators take over. Vast. com-
puters with the power to project a rcality straight
into your mind wi l l  have the abi l i ty to make your
drcams come true. Literally.

Huge faci l i t ies wi l l  exist to give gamers acccss t()
this power. I t  lv i l l  be expcnsivc. I t  wi l l  bc worth
i t .

It will happcn. I-lntil that tinrc wc havc l\ftrrpht'us.
The roleplaying system of the ntind's cyc.

The Garne:
The dream is of the future. A future where
roleplaying has been taken to its ultimate:
Actual experience. Step into gaming cen-
tral, l ie in the couch, and dream a dream of
adventure.

\\' ithirt a \\ orld:
The neural l ink promised many advantages
to rnankind. Of them, few were realized as
fully as gaming. The Nlorpheus Mind
Park arose as the leader in mindgaming.
Gamers wait fbr as long as two years fcrr a
lcw short hours in Ganring Central where
the ir dre:ams can come alive.

\ \ ' i thin a ( iarnt. :

Now you havc access l"o thc Mind Park.
N{r lrplreus vzi l l  takc you where no other
gamc has gonc berfirre: thc shadow reality
ol'thc drcam world. Heralded as the best
roleplaying systcm evcr developed,
Ntorpheus will alkrw you the tieedom to
play the kind ot'character that you havc
always wanted. Characters fiom the f uture
walk side by side with figures from the
past and other dimensions. Players havc
completc control over their characters, and
character modiflcation is allowed at any
time, even in the middle of c:ornbat.

Playtested for over four years. The most
imaginative system to appear in years.
The future is available now.

If you can dream it, you can become it.

1031 E Batt lef ie ld,  Sui te 1148
Springfield, MO 65807

(417) 881-3046

Rapport Games
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B- T- R- C-
TfMELORDS Znd edit, $14.S (Apr)

DIGEST GROUP PUB.
MegaTraveller: Aliens Volume l,

312.s (Mar)
The Black Duke, $12.$ (no dare)

FASA
BaltleTech: BattleTech B€gim€nts

l l ,  $15 (no date)
More Tales Of The Black Widow, $8

(no date)
Batrle For Twycross, $8 (Mar-Apr)

Star Trel: New Enterprise Bluo-
prints, $15 (no dar6)

The Final Frontler Sourcebook, ilO
(no date)

Shadowrun: Paranormal Animals
Of North America, $12 (no date)

Seattle Sourcebook, $15 (no date)
Quesn Euphoria, $8 (no date)
Demon In A Borrle, $8 (Mar-Apr)
Into The Shadows, $5.S (Mar)

GDW
23OO AD: Deathwatch Program, g8

(Mar)

M e g a T r a v e l l e r :  R o b o t s  F o r
MegaTraveller, $6 (no date)

Flashback, $10 (no dare)
Fighting Ships Of The Shattered

lmperium, $10 (Mar)
Space 1889: Venus Sourcebook,

310 (no clate)
Airship Blistercards 1:24OO scale,

i3.50-$4.50 (no date)
Gunners & Artillery Blistercards,

$3.50-$4.50 (no date)
Twllight AXIO: Survivor's Guide To

The United Kingdom, $7 (Mar)
Twilight Encounters, $20 (Mar)

HERO GAHES
Chanpions: lnvasions: Target

Earth, 3tl (Mar)
Day Of The Destroyer, $7 (Mar-Apr)

t -c-E
GyberSpace: Sprawlgangs And

Megacorps, $12 (Mar)
CyberRogues l, $10 (Mar-Apr)
Spacellartsr: Star Strike: Sllent

Death (boxed), S4O (Mar-Apr)

IfAT'II{G EDGE GATES
Phoenix Command: Mechanized

Combat System, $9.S (Mar-epr)

ALIENS RPG (no date)

SEEKER
llegaTraveller: SDB & J. Shuille

25mm Plans, $11.S (Mar-Apr)
Subsicl. Merchant 25mm Deck Plans,

$11.S (Mar-Apr)

RAPPORT GATES
MORPHEUS BPG, $12 (Mar)
The Stuff Dreams Are Made Of, $9

(Mar-Apr)
Operation Hitl6r, $9 (Mar-Apr)

R. TALSORIAN GAHES
Cyberpunk: Night City Source-

book, $12 (no dale)

STEVE JACKSON GAHES
GURPS Aliens, $16.$ (no date)
GUBPS Cyberpunk, $16.S (Apr)
GURPS Space GM Pack, $6.$ (no

date)
GURPS Space Beastiary, $16 S (no

da16)
GURPS Space Atlas 3: Chaiborn

Empire, $8.S (Mar)

WEST END GAMES
Star Wars: Black lce, $10 (Mar)
Escape From The Death Star

(boxed), $25 (Mar)
Game Chambers Of Questal. $10

(Mar-Apr)
Galaxy Guide 5: Return Of Th6 Jedi,

$13 (Mar-Apr)
Scoundrel's Luck (solo), 313 (Mar)

Paranola / Twillght Z(XXI: Twilight
Cycle 2000, $10 (Mar)

TORG: THE POSSIBILITY WAHS RPG,
330 (Mar-Apr)

The Living Land Sourcebook, $18
(Mar-Apr)

The Destlny Map, $tZ (Mar-Apr)
Storm Knights (novel), $4.$ (Mar-

Apr)

UVHIT PRODUCTIONS
llutazoids: New England Knights,

37 (Mar-Apr)

WORLD WIDE WARGAMES
23(Xl AD: Starship, $10 (no date)
Space 1889: Wild West Show on

Mars, $10 (no date)
Twillght ?lXlO: Warriors Of The

Everglades, $8 (no date)

WOTAN GAHES
V.l.P.E.R. (sci-fi board game), $20

(Mar-Apr)

Hide And Go Seek
A Star lilars adventure

llegta Tre uellor Stea lth
Aircraft

Exerciee
Tra ve/lar f iction

,Star frek' S-16 Patrol
Shuttlecraft / llKl

REI'IEWS
Morpheuq, Cyberspace, and

Spa c e Ma s ter.' A rm ore d A ss a ul t

Look for the July issue of
Voyeger SFI
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ttAt,,unre 
agents have arranged for a small rebel group to participate in an auction

of hyjacked lmperial munitions. You are that group. This is rather a rush deal, but we've
come up with 4O,OOO creclits. We believe it's enough to acquire the munitions, which
consists of a lot total of 12O grenades and twelve thermal detonators, in twelve
polyship crates. lf neeclecl, you will each be issued 200 credits for personal expenses.

"This auction will take place on Viska, in the Tolaniisi system. Upon anival you are to
check into the Hotel Viska, using the name Darr Rekova. When all bidclers are on the
planet, you will be contacted.

"We were assured by our agents that the weapons cfealers clo check out That is all
the information we have. A vessel, the Boomerang, is standing by. Your departure is
expectecl within the hour. Good luck. Ancl may the Force be with you.'

EprsooE r: A TErrsE REcEPTtot
Gustoms Intercept

Aft€r saxleen hours in hyperspace, the Eoomerang
roturns to rsalspace and begins an approach to
Viska. When the rebels requosl landing clearance,
they aro tersely informed that clearance will only be
granted after thsir vessel has been anspecrsd by
Customs officors. Within minutes the ship's sensors
detoct a closing starship--an lmperial Customs fri-
gate, and the pilot receives an ominous transmission:

'You ar€ ordered lo disengag€ thtustols
and preparo to receiYe boarders-"

lf rh€y haven't alroady. the playors will likely be
gorring the money (issued to them in a charcoal-gray,
ceramalloy brief case wilh a computorizod cod+-lock)
stashed in the freightsr's concealed compartment.

Shorrly, rh€ hollow, mechanical sounds of contact-
ing hulls and coupling airlocks echo through the
Eoomerang. Within seconds, two tense, tight-lipped
Customs officers cycle lhrough the airlock. lt quickly
becomes obvious this is not a routine customs check,
for the black-uniformed officers seem barely inter-
ested in registration and documsntation. With hands
sraying awfully close to th€ir holstersd pistols and
with comlinks open, they conduct a thorough search
of every cabin, paying close attentlon to small
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crannies, cubby holes, cabinets, etc. (They should not
find the brief case.) When their inspection is comple-
ted, one of lhe officers (the lall, sharp-eyed, serious
looking one) asks lhe Eoomerang.r pilot to stats his
purpose for travelling to Viska.

ft will require a Moderala con roll lo satisfy the
officer. lf unsuccessful, the officer slowly stat€s in a
suspicious, ev6n tone.. . ."You wi l l  be moni lored and wi l l
not be cleared for departure until lmperial Customs
personnel have reexamined your v6ssel".

Gustoms Again
The Boomerang is cleared lo land at Docking Bay

27. As the ship makes its approach, an lmperial
Customs frigate is seen in a bay nearby. After
disembarking from their landed freighter, the rebels
observe lmperial Customs officers, supported by local
customs and security personnel. carefully scrutinizing
all out-bound freight documents and even opening up
a large number of cargoes for visual inspection.

All this activity will probably lead to furth€r anxiety

for the players when they 6nter the main complex and
ss€ th€ sign that reads 'CUSTOMS ENTRY", and
watch as the carried luggage of the lovely alien
couple in front of lhem is passed through an x-ray
scanner. Though the clerk se€ms disinterested
enough, an lmperial officer is standing two meters
behind him, carefully studying the result of the scan.
One of the rebels is, aft6r all, carrying a case fil led
with three and four digit credit chips, which, judging
by all the activity, could be difficult to explain.

The players should come up with a plan to get the
money through undetecled (such as creating a
diversion to sn6ak the case by, finding a different
way to g€t the money out of the complsx, or perhaps
the scanner breaks down and the clerk waves th6m
rhrough while he altempts to get the ali6ns' travel
cas6 unsluck).

Aft€r passing through customs, the group should
check into th6 HotelViska (60 crodits per room), using
the name Darr Rekova. They are there hardly an hour
when a Quarren male knocks at the door:

"You arr Darrrekova? Gomme. I reel take
you to deauctionn- Firrst, you mu$t rrenl a
uteeleety speederr to moot yuur no€ds- Eef
you weosh to catl'y wsapons, I weel allow
peestols only- Brreeng yuurr money weeth
you,"

7ha Soorncrury is a Conellian made light freightor, of the same
class as lhe vessel pilotod by the infamous smuggler Han Solo. lt is a
standard vessel except for two modifcations (not counting bypassed
s-)rst6ms and pry-rigged components). The single laser tunet has
b6on upgradod by tho installation of a cannon with a 5D Darnage
Eating, and a concealed compartment (you lcrow, the ones used for
smuggling) has been created by rerouting wiring conduits and
relocating ccrtain components. This compartnent is located under a
ioor panel close to, but out of lhe direct sight of, the entry ramp. lt
holds one m€fic ton.

Craf t :  SoroSuub U-2lUt i l i ty Landskimmer
Crew: l
Passengers: I
Cargo Cap: 16 melr ic lons
Speed Code: flD+21
Maneuverabi l i ty:  [1D]
Body Strongth: [2D]
Sleapons: None
Flight Ceiling: 2 meters

The U-21 is a common, gcnoral purposr unility craft ompoycd in
both privatc and commercial use, usualf in multi-purposc and cargo
carrying roles. The vehicle comes standard with seating for trvo, the
oporator and ono passongor, btrt can bc special ordercd or
conv6rt6d to provide adaquatety comfortable scating lor six additional
pass6ng6rs, reducing the cargo capactty to about t|() kilograms. The
mo<imum speed is about 300 kilometers per hour. Like most such
craft, the U-21 is an op€n-topped vehicle with few amenities, though
a collapsible soft top is an option offered by the manufacturcr. A
basic U-21 can be purchased new for about 10,000 credits.

]E}OE
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Viska is tho third planat in the Tolaniisi systom, v*rich lies in the
transfion zone between tho developed core region and th6 outer rim.
Though not on a major trado rout€, th6 planot is a stepping stone
hotween such routos and marry out€r rim wodds, incuding Tatooino,
Becauss of this, the Viska starport has a fair volume of trade goods
passing through iis warehouses on a regular basis. Viska itself is
moderately industialized.

Many decades ago, during th6 Clon6 Wars, Viska's industrial base
was rapidly dweloped with large support lrom tho goverment of the
Old Republic, resutting in a boon to the econorny and population as
well. When the war ended, monetary support also ended, demand for
the war materials of Viska's factonos abruptty ceased, population
dropped drastically, and Viska sank Into a d6op depression.
Colonization in the nearby orrtor rim holped to rebuild the €cononry,
but the Empire's current hold on exploration and colonization has
slowed space traffic considerably, drMng the Viskan econonry into
another rocession.

Viska does not play host to a pormaneni lmporial mrlitary garrison or
naval base. Periodic patrols and landings are conducted of course. rl
lor no othor purposo than visible musclC flexing

F

trplsooE 2: AUCTtottt At{Ttcs

Off To The Auction
Locat€d next  lo  th€ Hole l  Viska is  a vehrc le renla l

agency,  "Vor l 's  Renl-a-Repulsor"  Ol '  Ver t  has a few
two and four-p lace speeders avai lable.  but  what  the
group needs is  one of  h is  ut i l i ty  landskimmers (your
basic repulsor l i f t  p ickup l ruck)  Should the group wanl
to rant  two vehic los,  the Quarren wi l l  f i rmly in terceda
"Ws weel  go 6en on6 veecls only"  Skimmer ronta l
costs 75 credi ls  per  day,  and o i ther  50 credi ls  a day
f  or  insurance or  a 500 credi l  re f  undable doposi t
(Casual ly  le l l  the p layers thal .  as non-res idenl  ren,
ters,  lhey are requi red to l is t  lhe name of  lherr  vsssel
and docking bay number as wel l  as the rentor 's  name )

Once underway,  the Quarren d l rects the craf t  out
of  the por t  d is t r ic l ,  through the massive complexas of
an indusl r ia l  d is l r ic t ,  and in lo an abandoned,  agtng
dis l r ic t  o f  crumbl ing factor ies;  a s teel  and permact te
graveyard le f  t  over  f rom the Clone Wars

Af ter  winding a long the debr is  c lu l tered st reots of
several  long b locks,  lhe sk immor is  f ina l ly  guided
through th6 gaprng vehic le enl rance of  a fa i r ly  tn tac l ,
large factory Ins ide wai t  the o lhor  b idders,  the
sel lers,  and the goods Scal tered around lhe aucl ion
si le  are s ix  armed and armored guards.  a l l  in  local rons
provid ing good cover

Without  wast ing l im€ on cord ia l  chal ter ,  a  s lender,
humanoid Twi ' lek ( the obvious leader)  opens two o l
the lwalve crates.  which are marked BANTHA HIDE
BOOTS - A PRODUCT OF TATOOINE. and removes the
top layer  of  boots f rom each to r6v6al  grenades in
one and thermal  detonators in  the other ,  and im-
mediate ly  opens the b idding at  10,000 credi ts .  The
hal f -dozen b idders is  soon reduced to ths p layers '
b idder  and a green-sk inned a l ien wi th large t r lack,
f  aceted eyes and a tapered snout  (p layers who make
a successful Easy albn races roll recognize him as a
Bodian, see Galary Guides I and 4). Just bef ore
the players' l imit is rsached, th6 Rodian furiously turns
and slomps oul of th€ factory, followed by his two
Aqual ish (Galaxy Guides I  and 4)  body guards.

The weapons dealars count the rebels '  credit
chips, then the Twi'lek signs the magnetic placards
altached to each crate to sign the cargo over to the
rebels ( these placards are the appropriate, of f ic ial
f reight documents for the cargo--al  leasl  for the parl
that is made of Bantha hrde )

Wrth the aucl ion completed th6 dealers qurckly
load up in their  skimmer, delaying only long enough for
a human among lh6m to of f  er a warning:

"VYatch yourselves, and don't  take too long
gett ing our of hore or off  the planet- That
Bodian is Rootog- They cal l  him One-Shot
Rootog- He's a l isutenant of the cr ime lord
Pluvo-l 'wo-For-One. and n€athor of them l ike
compelal ion- Get rny meaning?"

A Wild Chase
The group has l ike ly  qurckened ths pace to gel  lhe

cra les loaded onto ther(  sk immer but  thev lust  aren 1
qurck enough f java the p layers make a Moderate
Pert:eptton roli {J:layers standrng guard roll an Easy
Percepfron ro l l )  P layors wrth sr :ccess{u l  ro l ls  g l impse
movement a l  the a ' r l rancs Seconds la ler  Roolog 's
two t rody guards ( rn bounty hunter  armor)  cpen f r re
w t l h  b las te r  r i f l es  { rom beh rnd  .ove r  a1  l he  en t rance
Tvrt - :  rnoro thugs aro in  srght  posi t roning thornselves
behlrd covor  across thO st reet

l l  shou ldn t  l ake  more  than  a  coup le  o f  f i r e  rounds
for  the group 1()  pr le  rnto the sk immer and get  moving
Unf  or iunate ly  t f ra only  i , r isrb la ex i l  ts  the enl ranca
they canre in  l (  wi t l  be an escage under f i re  In lhe
nex l  r oL rnd  a f t e f  b l as t rng  In to  t he  s t ree t .  t he  rebe l s
r re  f i r ed  upon  by  s r x  more  thugs  (Roo tog  i s  no t
among thern)  In a sk inrmer that  is  carreening lowards
lhem l rom the  d r rec t i on  t he  rebe l s  had  come.  e f f ec -
l i \ /e l j "  b lockrng the debrrs f i l led st raet- -and the only
roule lhe rebels are in  any way famr l iar  wi th There rs
only one way to go,  and thal  rs  deaper in to the agrng
faclorres ( l f  the p layers instaad go deeper in lo rh6
factory,  lhe thugs '  sk immer comes barre l ing af ter
lheni  Af ler  f  our  rounds.  the rebels como to a break in
the wal l  large enough to ex i t  1o lhe st reel  oLr ts ids,
" fhe scenar io cont inues f rom there as below l f  the
players st i l l  choose to s tay ins ide,  lhe envrrons in  lhe
massive factory complex are v i r tual ly  ident ica l  to
those outs ide The events below can st i l l  be appl iad
as the sk immers weave about  Ins ide the f  actory. )

As the p layers a l templ  to escape.  the lhugs g ive
chase ( lhe sk immers ar6 ident ica l )  At  50 meters.
rango bogins at  Long Range for  the p layers wi th
pis to ls ,  and Medium Range for  the r i f le  to t ing thugs
(who are a l l  wear ing armor,  ranging f rom protect ive
vests and halmets to bounty hunter  armor)  When
Speed ro l ls  resuh in a change in d is tance (nol
nocessar i ly  Range),  increass or  decrease d is tance by
20 m6lers.  The thugs wi l l  a t tempt to mainta in a
dis tance of  20 to 30 meters.

As the st reets are s l rown wi th debr is  f rom
col lapsed wal ls ,  abandoned vehic les and machinery,
and who knows what  e lse.  the st reets are a v i r tual
obstac le course,  and,  wi th only  a two-meter  f l ight
cei l ing,  a d i f f icu l t  one at  that .  In  each round,  the
Di f f icu l ty  to  operate a vehic le through the obstac les
should vary f rom Easy to Di f f icu l t ,  e f fect ive ly  requi r -
ing the operator to make a Combat Euas/on in every
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round because of the vehicle 's l imited maneuverabi l i ty
(unless he goes s/o4 which isn't l ikaly) Because of
the terrain, a Fu//Euasbn is impossible.

A maneuver failure will usually only result in donted
or torn body panels, smashed headlamps, elc. But
this could sure make for a bumpy ride for passengers
r iding in the cargo bed. Be creal ive. Perhaps the
players have to make a Strangth roll to hang on and
avoid being thrown into the crates or the vehicle's
sideboards and suffering 2D Damage. Perhaps a
player has to make a Dextenty roll to avoid being
slruck by a lurching crate or by falling chunks of
permacile that are broken free when the skimmer
clips a partially collapsed wall.

Every two to four rounds, declare that lhe rabels'
skimmer is about to reach an intersecl ion.. . ."You are
almost to another interseclion. From where you ar6,
the road this way looks heavi ly blocked.. . .Okay,
quickly turning left, oh-oh, you see that this road is
completely blocked by fallen stacks of plastic ship-
ping pallets--bul you do see a two meter high loading
dock with a ramp on your side.. . .No, you can' t  see i f
there's a ramp down the other side or not. . . ."  Of
course, not every intersection has to be a threaten-
ingly destructive change in direction.

Every fifth or sixth round, lhe Dif ficulry 'f or
maneuvering should increase to Very Difficult. lt may
be a heavy chain hanging from an overhead crane, a
steel beam that has fallen across the street at a level
of three met€rs, loosely coiled cables stretched
across the street, etc. A failure here should probably
require a vehicle Damage roll.

Fi.*

T/h*s>*
Through all of this the rhugs will be blasring away

al the rebels. The defending rebels are disadvanta-
ged, armed only with pistols, and will probably start
lobbing grenades from their cargo, which should
def ini tely even the odds.

As the vehicles do not have mounted weapons, do
not use the operator's repu/sor/ift op./maneuuer roll
result as the Difficulty number for opponents firing on
them Simply add a modif ier of  +10 to weapon
Dif f icul ty numbers (determined by Range) to ref lect
evasive maneuvering and partial cover from lhe
vehicles.

Keep in mind that lhis scene should ba fast,
furious--and fun. You may wish to manipulate certain
events to ke€p it that way. For instance, maybe a
thug is lhrown from the pursuing skimmer $/hen it
lurch€s from being entangled in the cables. Maybe
another abruptly disembarks with help from the chain
or the steel beam. Maybe a sudden lurch causes a
rebel to drop an armed grenade in the rebels'
vehicle--and the panicked rebels have to find and
toss il out--just before il explodes. In any case, the
scen6 should end with the rebels' escaps. Of course,
if the rebels didn't buy insurance, it 's not likely they'tl
try to get their vehicle deposit back.

EprsooE 3: PoRT pARTrcuLARs

Returning To Port
When the group returns to th6 port with their

cargo, lhey must take the crates to ths outbound
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customs warehouse, as the cargo must be clearad by
the planetary customs off ico befora i t  is loaded.
Once to this point,  f reight handl ing can only be done
by port  hands, at l6asr unt i l  i t  reaches the froighl  door
of lhe appropriate vessal.  Attempls to subvert  thts
procedur€ (br ibing, sneaking, etc )  are unsuccessful .
though the rebels can choose to keep someone with
the cargo. ( l f  necessary. br ibery can'be successful ly
applred to k€ap local customs off ic ials from opening
th€ cargo.)

Once through customs, tho crates, with another
electronic docuplate attached lo 6ach that displays
al l  pert inent information (cargo, cargo owner, consig-
ned vessel,  and docking bay locat ion of vessel) .  are
loaded onto a large freight skimmer along wi lh
soveral  other cargoes headed for the docking bays

Profligate Portmaster
As the freight skimmer rs doing i ts docking bay

circui t ,  a port  of f ic ial  and lwo armed securi ty guards
arrive al tho Eoomerang.

"Th€ oyner or a ropresentat ive of rhis
vessel's crew will accompany m€ to the port--
master 's off ice- to freighr wi l l  be loaded. nor
wi l l  takeoff  c learance be grantod, untal  cer-
tain,  ah, problems ars correctod-"

The guards stay at the bay to prevenl cargo
loading They wear comlinks arrd other secunty
parsonnel are in sighl  ( lh is should keep the players
from altsmpl ing a rough and lumblo melhod of
gelt ing out of this one)

When lhe rebel raprssenlat ive arrrves at the
porlmastsr 's off ice. he is immsdiately shown in (orr ly
on6 person wi l l  be al lowed enlrance).  where a plump
baldtng, r ichly dressed man is apparent ly wait ing.

"Wel l ,  you so6. th€ problsm is your vessel 's
laser turret-  l t  is fat  overpowered, and an
i l legal mounting on vessels serviced in this
port-  l t  may have to be removsd and conf isca-
tod----Unl€ss ure can come up with,  shal l  we
say, a di f  ferent arrangem€nt-"

This is a l ie Tha aclual statute states thal
overpowered turrels on merchant shipprng wi l l  result
in addit ional port  fees of 100 credits ( the portmaster
inlends to make len l imes thal amounl as a brrbe)

Inform the player lhat he has on occasion heard
that Viskan port  of f icaals are notor ious acc€ptors and
"arrang6rs" of br ibes. Let th€ player make a Dif  f icul t
buraaucracy roll. lf successful, the player is familiar
enough with Viskan laws to ba aware of the actual
statule. l f  so. confront ing the portmaster wi l l  resul l  in
lhs cost of  addit ional fees of 100 credits,  and no
more (other than an angry portmasler--who wi l l
certainly remember the rebels).

l f  the player is not aware of ths statuts,  al low a
Moderale Perceplton roll to suspect a con. lf the
player stands up to the porlmaster (which wi l l
probably require raising his voice, and maybe a con ol
his own), after a couple of minutes ths frustrated
official backs down and gruffly excuses his would be
victim--informing him of the additional fees.

lmperial Surprise
When the portmaster problem is rosolved, lho go

ahead is  g iven to load the cargo.  At  the very moment
the rebels open the cargo hatch,  they hear a
hrgh-pi tched whine and watch as two repulsor  p la l -
forms wi th laser  mounls swooB ln low and hover  wi th
lasers lrainsd over the Boomerang

Before any act ion can be takan,  e ight  lmper ia l
of f ic€rs and t roopers.  supported by twenty por t
guards.  spr ing f rom sevaral  local ions to surround the
rebels a l  gunpoin l  A smug looking Customs of f icer
s leps up to the crates '

"Eantha hide boots indsed. Wsll. we finatty
hav€ you-"

Wrth that  he s ignals a guard to open one of  the
crates.  Then ihe c l f f icer  rernoves the top layet  of
boots to rev6al- -  more boots l  The of  f  icer  s  smlrk
qurck ly  fadets as he emplres the crate 's  contenls onto
l f is  f loor  Soon,  avery c j rato has baen openod to
rsveal  nolh ing but  bools

F rus t ra ted  and  embar rassed .  rhe  sca r l e t  f aced
o f  f  r ce r  excusss  h imse l f  and  h i s  unde r l i ngs  w i th  a
g ru t f

"Hmrn.  Our in formant  has apparent fy  made a
m is tako . "

Probably thtnktng t l ra l  tnnt  ve beern led on a wi ld
Ban t l r a  chaso .  t h€  imper ra l s  boa rd  t h€ r r  nea rby
Customs f r igate arrd b last  of  f

The  p laye rs  a re  l i ke l y  more  su rp r i seC  than  l he
l r rperra ls  They aro probably now f igur ing oul  that ,
somewhers a long th6 l ine,  a swi lch was made ( l t
occured whi le  the cargo was being c leared b,y
cusloms,  or  the { re ight  docuplates were swi tched
belwson two cargoas whi le  on lhe f retght  sk immer
And Rootog payed wel l  for  lhs swi lch )  As rhe rebels
are standing there l ry ing to f igure i t  a l l  out ,  they hear
the low hum of  ths f retght  sk immer resuming r ts  c i rcut t
af ter  dropping a cargo at  a nearby bay.  And standing
at  lhe large bay door rs  F lootog and h is  Aqual ish body
guards.  ot rv iously  p leased about  something

EPISODE 4: CARGO RECOVERY
I t  should be obvrous to the players where their

cargo rs And after al l  i l  took lo acquire that cargo.
they re nol l ikely to even consider leaving without i t .
How they go about recovering tt is up to them, be it a
raid on Rootog's ship while rt is in port, an ailack and
boarding operat ion after i t  takes off ,  a plan inl 'o lv ing
bribery of lhe portmaster.  or something even more
devious. l f  tho cargo is recovored before takeoff ,  i t
wi l l  l rkely be the thugs who inst igate starship combat
(assuming thsy're around to do i t ) .  In any case, the
wi ld chase through the abandoned factory disrr ict
should have reduced the thugs'  numbers enough to
give a recovery operat ion fair  odds for success.

lf the rebels didn't return tho smashed up landskim-
mer. law enforcement off icors wi l lbe looking for tham
lhe nexl day. as the skimmer will have been reported
stolen lf rh6 players rruthfully stat€d their name and
th€ir vessel and its docking bay, th6y willdiscover the
n€xt day that tho bay entrance has been sealed, and
two guards are on duty there. Obviously, they will
have to clear up the matter of the landskimmer. Even
if they bought insurance and rsturned the skimmer,
authori t ies may want to quest ion them about their
acilvitios. O
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Often, players in a sci-fi game
are in need of a ship but th6 costs
are prohibitive. Used ships are a
way of introducing the players lo a
ship at a mor€ rsasonable cosl.
The referee stil l has some control
over uihat rhe play€rs do with lhs
ship it doesn't have to includ€
averything the players desire. The
computer could be less flexible, the
repair shop gutted, or the furniture
missing. The power plant might b6
ine{ficient or perhaps damaged in a

way that is not not iced al  f i rst ,  and
woaponry could be missing or
damaged lmprovements  and
reparrs requrre rnoney. and the
ref eree mainlains some control
over vvhere the money is or comes
from as well. Even with such diffi-
culties, having such a ship lets the
players feel lhat lhoy hav€ more
choicos in whal they can do and
wher€ they catt go.

The Silk Scorptbn is one such
ship. Well, she's even more.

THE TALE OF THE
SILKffOHPIOAI

The Si/k Scorpbn was the brain
child of Phillip Sandanaga, a well
known architoct (but not a starship
architect) .  He devoted much of his
time to tho design and construc-
tion, living nearby and spending
many hours overseeing the work.

The ,Stk Scorpion was in use
for 28 years as Sandanaga travel-
led to many planats to buy land.
develop i l .  and sel l  i t  at  a prof i t .
Then. during a rout ine starport
landing the ship crashed. Three
crewmombers died and a lengthy
investrgation followed. The report
eventual ly hsted the cause of the
crash as "unknown". fhe Scorpton
was rebui l t  and Sandanaga con*
tinued his career The ship flew for
anothar sixteen months. then set
down for last t ime

After a vreek at port the Scor-
plon>^ pllol contacted the Port
Authori ty because th€ boarding
and l i f tof l  dates had come and
gone with no word from San-
danaga and. as the port  fees
wero also due, lhe Portmasler
came calling When he got no
answBr al  the ship, he conlacled
Port Securrty A week later the ship
was opened There was no on6 on
board A search revealed signs ot
a srruggle In one of the hal lways
on the Mid Deck and lraces of
dr ied blood An extensive search
dld l t t l le lo explain what had hap-
pened on the Stk Scorpton Her
crew f inal ly dispersed and w6nt
thetr  separala ways.

Af ler two years, the Port  Auth-
or i ty claimed lhe vesssl  for unpaid
porr fees and immediatsly put the
shrp up for sale. At f i rst ,  there w6re
many interested buyers but no one
aclually bought the ship. Flumors
began to spread (unsubstantiated,
of course) lhal th€ Srk Scorpion
was haunted and that ghostly
shapes were sometirn€s seen
onboard. Eventually, the ship was
stripped of many nonessential, sal-
able items and now lhe Scorp/on is
an almost empty hutk. She can be
flown, but a lot of work would need
lo be done to make her livable.

THE SILI(,ffiEPIOAI
DESCRIBED

/ln
LArcehnga honorab/e cftlzens. l(elcome lo 'Honesl

Grestnel/b Used Starchrps.' Whal can / do for you?
Ahh.... Yotl'ye amassed a ht amounl of money and youTe
lhnkng about buytng your own shlp. Exce//entl /m sure we
can fndiust udntyou?e /ookng for. Uh, apprcximately how
much were you p/anilng on spendrng? / see....we// we//..../m
afnrd almost everyrhng on lhe /ot rb a bft out of your range. / do
have a luo-man On/han ore tug.... Yea yes--loo sma//. / thought
so. 8ul--wat--now that / hrnk of rt, / do have somelhng n
yourpnbe range out towards the back of lhe /ot Hop n and ///
showyou. You wonlfnda finershrp brthe money. Nosiree...."

From th6 outside lhe Stk Scor-
prbn looks much like a manta ray
with broad swooping curves and
drooping wingtips. Looking ar rh6

Glen Allison and Dale Paintsr
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ship head on, one can see the
bulge of th6 Upper Drive Deck in
the cenler and two glassed-in
domes on either side at the root of
each wing. This eccentric d€sign
was, of courss, Sandanaga's and
came more perhaps from fancy
than f unctionality The Scorprbn
was originally painted black with
gold tilm, but now, much of the
paint has flaked off and very little
of the gold trim remains.

The interior stil l re{lects its ori-.
ginal, opulent splendor. From th6
wainscoting in the hallways to the
paneled walls. from tho conversa-
tion pit and bar to the pipe organ.
from the conservatory to the cir-
cular bridge and the circular starr-
cases, and from the massive dining
room with large holoslage to th6
spiral, brass slaircases betw€en
decks, fia Si/k Scorpion shows the
gr6at deal of thought and money
lhal Phillip Sandanaga put into the
uniquely designed vessel.

The height of  the Lower Deck rs
3 75 metars. The Mid and Upper
Decks a(e 2.-c meters. The f loors
and wal ls are coated with dust and

good cleaning. The oak wainscot-
ing is marred and scratched in
many placas (someone wasn't vsry
careful when removing €quipment
for sale). Much of lhe ship is dark
and shadowy, as many of the
lights need replaced.

Most of the restroom fixtures
wsre obviously custom made for
th€ ship, which is probably why
they are stil l in place. Of course,
brass fixtures aren't in grsat
demand anyway The brass has
be6n coated with an antioxident
and, after the dust is wiped off, it
shines quite nicely excepl for a
few spots where the coating has
been scratched off .

PLAYER.S IIOTE: If The S/K
Scorpton will be used in your cam-
paign, pleaso do not read beyond
this point, as mosl of th€ remaining
information is intended to be lear-
ned through game play.

DECK 1 DESCRIPTION
loo Foyer/Bal l room/Cargo

Bay: Recessed chandel iers are
hrdden In the ceiling and cargo

tio-downs are hidden in the dack.
Anyone poking around in the Pro-
jection Room (102) may cause the
chandeliers to exl€nd. A hiclclen
trap door and ladder in the centsr
of the room lead down to the lower
turret. The circular staircases lead
to Deck 2. At tho end of th€ room
opposite the entrance doors are
three arched openings leading to
the main hallway (104), which can
be sealed off wilh airtight doors.

lO l .  Secur i ry /Gargo:  For
locking up valuablos. The door
s tands  op6n and lhe  con l ro l
mechanism that open€d or closed
and lockad the door is missing.

lO2. Storage: A few party
tables and chairs are stored here
rn racks (most are in poor con-
dition). There is a ladder up to a
small room not shown on the plans
lhal was used as a projectton
booth tor f i lms, special  ef fects,
lighling, €tc , for parti€s. Holo and
audio players are stil l in place
along with a few tapes, but th€
oth6r equipm€nt is gon€

lO3, Porr Cargo Bay/Gym:
The equipmenl is gone. The cargo
tis-downs and a few worn floor
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mats are all that remain.
lO4- Gentral Haltway.
l05 .  D in ing  Room/Gargo

Bay/Holostago: The recessed
chandeliers have been removed as
well as the background scene pro-
jector, but hidden holoprojectors
are stil l in place and operable, if a
bit out of focus. Anyone fiddling
wilh the conlrols in the projection
room (102) will probably rurn rhem
on. Then, if someone walks close
to the holostage, they will see th6
ghostly shapos of a couple con-
versing and embracing in the spac€
in front of  the curvad screen. l f  the
player continu€s lo watch. it will
eventually become clear that it is
an old holoprogram, not murderous
and malignant spectres.

lO6. Vohicle Garage: There
are oi ly spots on the f loor,  and
strewn aboul the bay are brushes
and hoses with spray nozzles for
dispensing cleaning flurd.

lO7- llachine ShoP: A vehicle
hoist is mounled here. Also in the
room is lhe dumbwaiter (B) from
the Kitchen for the parl ies in 105 A
few loose lools ar€ lying around
and a couple of power hand lools,
in fair condition, are stil l tucked
away in a cabinet. All the heavY
mounled tools are gone.

lO8- Parrs Storage: Not much
remains here. There is a 10f/o
chance thal a needed parl could
be found here.

l09- Restrooms-
I lO- Janiror ial  Suppl ies.
|  |  l  -  Lower Drive Deck: A

spiral staircase leads lo the Mid
Drive Deck. This area is spic and
span. There is no dirt on the floor,
rnonitor screens shine, and all the
brrghtwork is polished.

DECK 2 DESCRIPTION
2OO- Bridge: Melal shutlsrs

close over f ull glassteel bridge
windows for cornbal slluallons.
Along rhe back wall are seats for
spectators. To the left and right of
lhis seating ar6 small, lockable
closets for arms storage.

2Ol- Avionics/Comm Gear:
The equipment is in fair condition.

2O2- Computer Room: The
Mark 6O computer is in reasonable
conditlon.

2O3- Ship System Controls:
Crew memb€'rs can monilor all shiP
systems from here.

2O1- Hal lwaY: l r is valves
secure bolh ends.

A
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2O5- Primary Life Support:
This machinery will jusr keep up
with demand (unless an air leak
develops--stray met6or, laser lar-
get pract ice in the hal lway.. . . ln this
cas6, air will run short). The
machinery is designed to us€ oxy-
gen generated by special algae in
the Conservatory pools.

2|)6-7- Ram Scoop Genera-
tors and Purification Plants-

2O8-l l -  Stalerooms: Al l  sta-
terooms have recessed beds and
are in fair condition, but mosl of
th6 equipmenl lhal could easily be
removed is gone. The paneling is
slil l in place, but all paintings ars
gone and most monitors and con-
trols are missing as wel l .  l t  would
take quile a btl of rnoney lo
replace everything.

2 1 2 - 1 3 .  T o  E m e r g e n c Y
Eri ts:  Port  is down, starboard uP.

214-, 219. 229, 23O. CreY
Quartors-

215- Library: This room is now
empty, excepl for shelving.

216. Main Salon/Fec Area:
Ihis area conlains tables for din-
ing. a conversal ion pi t  and f i r6-
place (G), a pipe organ (H), several
curved couches. and two sPiral
slarrcases leading to the UPPer
Deck. The dintng room chairs can
be locked down or moved freelY,
but ths tables are slat ionary.

2|7- lA. Guest Suites.
22O- Game Room: The room is

emply except for an old pool table
with badly torn fel t .  Unfaded spots
on the carpet and Power out lets
and computer l inks attest to the
nrany video gam6s that once til led
tha room.

221_22. Extra Rooms For
Gusst Suatss 217-218-

223 S ick  Bay / lso la t ion
I tYard :  Mos l  ma lor  equ ipment
remains. but t t  is outdated and
some needs repair  Mosl Portable
inslrr lments are gone. Scaltered
on the f loor are ouldated MedTabs
and other modicat ion, syntheskin
bandages in crushed boxes. alc

221. Stck Bay/Office
225- Docror's Gluarlers.
226- Katchen/Bar: The refrige-

rat ion uni t  is  gone,  as is  the auto-
chef .  In  fac l ,  there dossn' t  even
s€sm lo be a p lace for  the aulo-
chef  A large s love and ovens,  tn
fair conditior'r, are sli l l  in place.

227-ZA. Statsrooms-
2 3 1 .  L a u n d r y / J a n i r o r i a l

Storage: The laundry faci l i t ies are
operable.

232. Food Storags: 58 days
of preserved foodstuffs st i l l  hers

233. Frozsn Food Storos:
Empty, but the freezer is operable.

234. Elevator Equipmsnt (C),
235. Mad Drive Deck: A steel

grals catwalk runs around lh6
wal ls.  The center is open to the
Upper and Lower Drive Decks. This
area is very clean, but poor l ight ing
might make i t  hard to not ice this.

DECK 3 DESCRIPTION
3OO- Master Bedroom: Most

of the furniture is missing, but the
built-in tables, benches, and large
bed are stil l hero. There is a large
walk-in closet, and an old style
bathtub in the bathroom.

30l - Contral Access/Living
Room: Accessable to the Lower
Deck. The stair airlock also has an
omsrgency exlerior hatch. A rea-
leather chair is in one corner.

,\
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. 30z-.Armory: A heavy security
door with a thumbprinr lock is in:
stalled here. Empty shelves and
weapons lockers line the walls.
many custom fittod to lhe 6xpen_
sive hunting rifles sold long ago.

3O3. Sandanaga's Ottice,l
Draftang Room: elt-tne equipmeni
is gone. Several computer station
outlets are found in the walls.

3O4- Greenhouse/Gonselva-
tory: Dead plants and skeletal
trunks are all that remain. A path-
way winds through the room. Built
into a falss stone wall at one end
of the room arcr a nonfunclioning
waterfall and three CImpty con-
necting pools.

3O5 Upper Drive Deck: A
steel grate calwalk runs around
the walls. The center is open to th6
ceiling and lhe Lower Drive Deck
A spiral  staircase conl inues up to
the upper turret This area rs vory
clean--almost as if i l were oolished
every day

WHAT REALLY HAPPENED
ABOARD THE SCOEPIOAI

During his travols.  Phi l l ip had
gained a shipboard companion
named Ryl la Noyce. Several  years
ago, she convinced Sandanaga to
name her as benef ic iary in his wi l l
Ryl la bided her t ime for years and
f inal ly decid€d rt  was t ime to in-
voke the wi l l  and reap the reward
She sabotaged the ship and came
up with an excuse lo stay on the
ground the nexl time th6 Scorpton
rook f l ight.  Ljnfor lunately ( for Ryl la
anyway),  the crash ki l led only three
people and Phillip wasn't among
them. But Byl la was a pat i€nt
woman, and sixteen monlhs later
sh6 tried again.

One night at dinner, Hylla poi-
soned Phillip using a hard-lo-
detect poison in his favori to wine.
Ph i l l i p  no t iced  someth ing  was
wrong, figured it out, and, in a
rage, lunged across the lable to
stab har with a steak kni fe.

The stab wound was not enough
to kill Hylla and she managed lo
gst away from the tabls before
Phillip caught her, but he chased
her down several hallways, finally
caught her and stabbed her again.
This wound was fatal and Rylla
died, collapsing in Phillip's arms. ln a
state of shock, Phillip sank lo the
tloor with his love, bewilderad at
why she had poisoned him, for he
had believed she loved him,

Because of this tragic and trau-
matic experience, Phillip had gone
a littl€ uazy. He couldn't give Rytta
up, even in dealh, and decided to
conceal her body in a secret room
behind th€ stonework and waterfall
in the Conservalory. Dazed with
grief and anger, and realizing that
he had little time before he died as
well, Phillip carried Rylta's body up
the spiral staircase. After placing
her body in th6 hidden room, he
grabbed a half case of champagne
and lwo containers of caviar and
crawled in to join her. closing the
secrel door behind him. With th6
door sealed, Phillip sat down to dle
with the two things he loved most
in life--Flyffa and the Srk Scorpron
And the Scorpton became 

'their

tomb.
Bur rhe tata of phiil ip and Hyila

did not end wirh their  deaths

ENCOUNTERS: GHOST OF
A CHANCE OF A GHOST

Gonservatory Staircase. ?/o
chance that wet blood will appear
on the handrail of the spiral stair-
case every lrme someone goes up
the stairs

Drive Rooms: l07o chance that
someone will see Phillip puttering
around near one of the dr ives,
working on some part icular device.
Or perhaps, whi le a player is work-

ing on something, he will realize
that Phillip is standing directly
behind him, casually observing his
work over his shoulder.

I O5: 57o chance (+?V/o chance if
character is alono), any time
someone walks past this room, that
they'll h€ar th€ sounds of party
music, clinking bottles and glasses,
and conversation.

2UO:- ?/o chance (+28/o chance if
character is alone), Phillip is sitling
in an 6mpty command seal in the
conter of the bridge, as if observ-
rng his ship's crew at work.

2f 5 Hallsay: lw/o chanco that
Phillip's bloody handprint will appear
on the wall outsido th6 room that
will remain until cloaned up. (Check
once per day.)

216- 1V/o chance that blood
spots will appear on the backs of
the sofas and remain until cleaned
up. (Check once per day.)

216 Bound Table lloarest
Center: 5o/o chance that spilled
wine will appear on the table every
time someone sits there. (The wine
is poisoned and would cause dizzi-
ness i f  rast6d.)

219 Hallway: 5o/o chance, tt
character is alone. to so€ th6
ghost of Phillip, in a crazed rage,
charge toward lhem with a steak
knife. ihen fade oul iust before
making contact.

'flr%,
2"=<
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22O HallYay: l0f/o chance that
blood spots will appear on rhe
carpst and romaan until cl€aned up.
(Check once per day.)

22O: 5o/o chance (+28/o chanca if
character is alone), sounds of
Space Invaders, Cenripede, and
3-D Zorkran will be heard, along
with a female voice cursing.

227: ZV/o chance. if character
is alone (+lE/o chanco if human
male), that who€ver sleeps in rhis
room will wake up during th€ naght
and nolic€ a very cold spot in the
bsd n6xt to th€m. Zvlo chance,
when entering the room alone
l+l@/o chance if human male), to
hear the shower running. lf the
character is a human male, he will
also see Rylla's attractive shape
behind th6 shower screen. (This
room was Rylla's quarters.)

3O3: 1Po chance (+2@/o chance
if character is alone) of hearing the
sound of a computer running, keys
being pressed, and th6 humming
and wh i r r ing  o f  a  computer
accessing information lf a terminal
is installed her€, the character will
see Phillip working lh6 terminal.

3O4:- 2@/o chance, if lhe charac-
ter is alone (+lf/o chance if human
male), to see Bylla walking along a
path and see the shrubbery in all
its living glory. The character will
also get a cold feeling.

GHOSTLY ADVENTURES
l - When the ship astrogator

sels the course for a hyperjump,
Phillip quickly reprograms rhe com-
puter for a differenr desrination. lf
the cours€ is not rechecked iust
before jump, the Scorpron heads
for whatever doslinalion Phillip has
chosen.

2- Afler the ship has been in
use for a while, someone discovers
an unregister6d Elmonit account
card (ir belonged ro Bylla) hidden in
Boom 227.  l f  the  charac ters
succe€d in breaking the acc€ss
codes, th€y may att€mpt to siphon
any remaining money into a dif-
ferenl account. Any artempt lo do
this brings tho action to the atten-
tion of banking officials (after all,
this account hasn't been used in a
long time), and the characters
have to do their best to avoid
being caught.

MASS:5000 CAft22 ARMOB BELT: +5 HITS:5250
SUBLIGHT DRIVE RATING; 8 MSA: 80 MT: 8 TRANS. DRIVE RATING: 6
SENSOB BATING: 5 SENSOR BONUS; +25 EW RATINGT 2 EW BONUS: +10
SCREEN RATING: 1 SCREEN BONUS; +5 BAOIATION SHIELD RATING: 10
BADIATION SHIELD BONUS: +50

BOTH TOP AND BOTTOM TURBETS ABE FULL TURBET MOUNTS LARGE
ENOUGH TO HANDLE A MK 20 LASER. NO WEAPONRY IS NOW MOUNTED.

MICBOFREQ: 10 TIGHT BEAM: 1 BEACTOB RATING: 78 DUBATION:30 DAYS
CONTROL POINTS; 10 CREW: 5 COMPUTER: MK 60 CARGO: 123'l CUMETS

THE ,g/IK,SCORP/ONIS STREAMLINED AND IS EOUIPPED WITH LANDING GEAF.

SHIP PERFORHANCE AND IDIOSYNCRASIES
fhe Scorpion has a Sublighl Raling of 8, bul can (in a pinch) push

lhe performance to Rating 10. However, at Rating 8, the engines
begin to vibrate. lf pushed beyond Flating B, the engines will shake
and shuclder and overheal, fuel consumplion will double, and lhe ram
scoops will nol be able lo kesp up The scoops are hard pressed to
perform even when not under slress. (Okay, so Sandanaga wasn't  a
shrpsarchitect, but he did design an impressive vessel.)

The Sublight anginas are protolypes built especially for San-
danaga. Parts are very hard lo f ind, but i t  is not impossible. Standard
parls can be adapted to the dr ives, but,  i f  th is is done, Phi l l ip,  who is
continually working on "his" enginas, will notice the chang€ and
alt6mpt lo "fix" il Also, occassionally, when players try to work on
lh6 engines, they wi l l  f ind rhat rhe engines no longer match the
original design specifications (i e wire color coding is wrong, monitors
are in di f ferent locat ions, controls have been moved around, elc.) .

Because of Phillip's conslant tink€ring on the drives and lhe
possible adaptation of foreign parls to them, whenevor the Scorpnn
goes into a stress situation such as combat, there is a le/o chance of
an increase or reduction of ZP/o in engine performanc€.

3- Bylla takes an interesr in a
human male crew member on th6
Scorpon and app€ars to that
person very often, in almost solid
form She would be very jealous of
allenlion given to that character
by oth6r f€males. This jealousy
could take tho form of poltergeist
atlacks or practical jokes or could
lake a more deadly form where
Rylla attempts lo d6 in her assu-
rn€d rival. Eventually, she might
also attempl to do in her "lov6r",
mosr likely with poison.

1. A message ro Phiilip San-
danaga aboard lha Stk Scorpron
is received from a message bea-
con orbitlng a planet in one of the
frontier zon€s (Did Philllp plot this
jump?). The beacon u/as triggsred
by the transponder codes from th€
ship as it entered lh€ system, and
has lain dormant for years. The
m€ssag€ raads, "Phillip, ol' boy, I
know I'm a littlo slow in gstting this
to you, but beilsr late than nev6r
ar all. Paymant is as follows: 126A-
12, 04C-115. Signed, Franklyn C.'

This message is a sel of coor-
dinales somewhere on the planet
below that indicates the existance
of a payment lefl for somerhing
Phillip did for Franklyn a looooong
tim6 ago. The referee can decide
what lhe paymont is and how
difficult it will be ro get ro it. The
site could be in the middls of a
jungle or it might be located under
a buifding razad since the payment
was placod thor6. Th€ area could
be und€r governmenl quarantine
for some r6ason, or the sile could
already have been discovered and
the opayment" r6mov6d.

Using Phillip, Rylla, and the
Scorpion can provid€ an out-
of*th€-ordinary change of pace in
your gaming campaign, assuming
your players are willing to hav€ tun
with it, (What? There's no such
thing as ghosts!) lf they are, by all
means, have fun!!
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RED SUN
BLACK DEATH \S
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A GURPS SPACE
ADVENTURE

by Anthony D. Ward
r\:* 

\:--*\
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"S".urity Central has just received a radio call from Refining station 29XK. The
person in the secure communication room has just reported that all communications
with the rest of the station have failed. She requests immediate help. Woulcl you like
to accompany the quick reaction team?'

ws
@ /l'az-s>P'

..N

/yob fh€ fo//owtng ts a conilnuatton of an advan-
lure begun /n our /as/ ssue - Ed

THE CALL FROII REFINING STATION 29XK
l f  the players wanl to pick up p€rsonal weapons or

equipment from the Besntck, Malor Frrefox, who is
personal ly leading lhe quick react ion team (QHT), wi l l
not wait  for them. She wi l l .  however.  leave a VTOL and
prlot wrth Instructions to follow the QRT as soon as
thsy are ready. l f  the players don' t  wanl to get lef t
behind, they will have only th6 eguipment they carried
wilh lh6m of f the Fesnick, plus any securily equipmenl
the QRT is laking and is willing to share. There are
enough air units to supply the players' and ORT
personnel's suits tor as long as needed. The GM
should ansure that the players have no equipmenl
{rom their ship that they would not have logically taken
on th6ir investigations in Central City. However, they
should all be wearing th€ir Patrol light armor uniforms
and have th6ir personal hand weapons. (The Besnbks
lockers contain police, rescue, and survival gear, not
heavy combat gear. There are no personal heavy
energy weapons nor any battlesuits.)

The QRT consists of Maior Firefox, lwo sergeants,
six troopers, two comtechs, two medics, and three
pilors and rheir vToLs (four if rhe players delay to gel
their own equipment). Firefox, the s€rg€ants, ancl
troopors all carry heavy weapons, laser, gauss, or

blast r i f les Remaining team members carry side arms.
Al l  wear medium armor.

The Fl ight To The Srar ion
The VTOL personnel carriers should rnak€ the trip

to Refining slation 29xK in about two hours at
maxrmum speed. Even i f  the players are r iding in one
of the three ORT VTOLs. i f  rhey pul l  rank rhey are
allowed up to the flight deck lf they are on th€ir own
vToL, the pilor inviles them up to look outside. This
grves the players a chance lo see what Exxon's
surface looks like during daylight hours.

To humans, Exxon doesn't look very nice. The
surface of tha Exxonian ocean is all shiny blacks and
grays, with large patches of a flat black substance
floating on its surface. The sky is mostly dark gray,
with many layered gray and brownish clouds. The true
horizon cannot be seen because of the thick haze and
clouds in the distance. The clouds are brightest
overhead where the sun would normally be seen in the
sky on a truly terrestrial-type planet. Bur the bright-
ness is reddish in color. In fact, the color of the
brighlest clouds is the color of dried blood. Exxon is
just not a pretty planet to Terran eyes.

REFINING STATION 29XK
whsn the station is finally seen, it is not a vsry

welcome sighl. lt looks like a huge, five legged, black
table covored with a large number of black and gray
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sph€rical, cylindrical, and rectangular blocks scatterad
over its surface. All the shapes are covered with, and
connected by, miles and miles of piping of various dark
and ominous colors. As th€ VTOLs approach, the size
of th6 {acility becomes evident. Each of the legs is
about 50 feet high and the rectangular "table lop" is
almosl a quarler mile square.

The VTOL landing pad is on the northwest corner
of the platform's surface. Next to it is hangar space
for four standard VTOLS. and one VTOL is presently
hangared there. The stat ion's off ices, control  center.
and l iv ing quarters are in the northeast corner bui lding
The facility's fusion power plant is in the southwest
corner and the main pumping slal ion is in the soulheast
corner The center of the platform is covered with
cracking and ref ining towers and systems. The largest
towers are in lhe sxacl cenler of lhe plal form over
the f i f lh leg. l f  the players order their  pi lo l  to circ le the
platform before landing, they see thal al l  the normal ly
l ighted exlernal and work l ights seem to be on, but
there is no evidence of intel l igent berngs workrng
anywh€re on lho platform
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intervals,  blasts of steam or gases escape from
valves and vents. The platform is obviously not a nice
place to play hide-and-go-seek.

On a successful  observal ion rol l ,  the players
not ic€ several  yel low and black lanks of var ious sizes
ar rhe edge of rhe vToL landing pad. l f  rhey ask aboul
them, they aro told thoy are tanks of BEPIO-|8, the
ant ipol lut ion bio agent used to f  ight oi l  spi l ls

THE ON SITE INVESTIGATION
lf Major Firefox is acting independently, she takes

her troops and goes to the assistance of the surviving
station worker. lf the team is undar the players'
conlrol ,  Firefox strongly sugg€sts the sam6 course of
act ion Either way, lhe f i rst  act ion should t ie to rescue
Sabrsna Rodrequez, who is sl i l l  in the secure comm
room in the Operat ions Block.

Before leaving the VTOLS, one of tho players may
suggest try ing to contact any other survivors on ihe
piatform Each of the VTOLS has a powerful .  publ ic-
address speaker syslem f lowover.  no amounl of
cal l rng or any other typr l  of  srgnal l ing resul ls rn any
observaDle rosponse. Tho VTOL pi lots remain wi lh their
arrcraf t  unless ordered to fol low by the players

To The Operat ions Block
Firefox qurckly.  but aler l ly,  leads rhem to lhe

Operatrons Block (Ots) at the northoast corner of the
statron On a success{ul  observat ion rol l ,  the players
again nolrce yel low and black lanks aiong the way to
the OB and near ths entrance doors. which contain the
FIEPIO-18 bro agent

The OB is a tr iangular block that r ises three stor ies
above the main deck with a narrow glass topped
tower rrsing f ive stor ies above the c€nter of ths roof.
Thr:  hypoterruse wal l ,  which is about 150 feet long.
facas the platform's center The main doors in tho
center and al l  other entrances have been locked from
inside l t  wi l l  take ei ther a smal l  amount of explosives,
sevsral  blasts from a heavy weapon, or an electronic
(securrty systems)/TL10 ski l l  rol l  by ei ther th€ the
comtechs or players to destroy or overr ide the lock.

Once inside ths main doors, the characters will be
in a large (20'x 15') ,  two story, rectangular foyer wi lha
balcony at lhe sscond level and slairs at each of the
corners of the room opposite the wal l  wi lh the doors.
The stairways lead both up and down. A wide corridor,
direct ly opposite ths enlrance doors on the f i rst  level,
leads further into the building. There are large maps fo
bolh the OB and th6 entirs station opposite the
entrance doors which cover most of the walls bet-
ween the two stairways, and on each side of the main
corr idor entrancg. But someons has covered most of
the walls and maps with a black, paint-like, subslance.
lf any of the players touch this substance, th€y
discover that it is stil l wel and sticky. A close
observation roll reveals that it looks sprayed on, bul
from a height of  about 10 feet.

The players are stil l able to see from the maps
that lhe first floor has the control center. the second
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l f  lhe play€rs com6 in a VTOL separato from tho
QRT, lhey arr ive only minutas after the QBT ( in which
case a tr icky landing must ba made. as the landing
platform is ful l ) ,  and the team is st i l l  gott ing organized
on the landing pad. Onco th€ players land, they might
at lempl to take charge of the invest igat ion, in which
case a willpower contest between Major Firefox and
Caplain Mtatyulwe (or whoever the PC loader rs) takes
place. lf the player wins, all QRT personnel are under
the players' control. lf the major wins, they remain
under the Major Firefox's control.

The players notico how noisy and busy lho
platform is. lt is highly automated and is stil l in full
operalion. They also notice how every surface is a
little slippory and covered wilh a lighl coating of
petroleum. Though tho platform has a lot of lights, all
lhe piping and equipm€nt creales mor€ shadows lhan
ar6 comfortable to think about. Plus, at random



f loor has the administrat ive off ices, and ths third f loor
has l iv ing quartors, recraat ion faci l i l ies, and the mess
hall. There are two sub levels below the main platform
deck that have slorag€ rooms and maintenance
shops. There is also an elevator that rises from th6
lowest sub lsvel to th6 top of the observation/conlrol
towar in the center of the oB building.

Major Firefox directs the group up tha right hand
staircase to the second level, then heads down the
corr idor,  which is l ined with off ice doors l f  the players
check any of these rooms, they f ind only the normal
office furnishings and equipment lhey would find in any
modern administrat ive off ices The hal l  dead ends al
an obviously newly instal led securi ty door Using the
intercom next to the door,  Firefox, (or possibly a
player) contacts Sabrena Rodrequez inside Af ter
convincing her that they are who they say lhey are
(roi l  Fast- talk,  Diplomacy, etc ) ,  she opens lhe door
Once they get lhe woman calmed down (2D6 minutes),
shs tel ls them her story

SABRINA'S STORY
" l  know how crazy a l l  th is  is  going to sound.  bul  I

have a lways had' fool ings ' .  Somet imes I  seem to know
that  somelh ing good or  bad is  going to happen before
i l  does.  My mother  says i t 's  bacause the women in our
fami ly  have ' lha 

s ight ' .  A l l  I  know is  that  I  have been
havrng bad dreams my last  three of f -sh i f ts  and I
haven' t  s lept  much Even when l 'm awake.  l 'v6 had th6
teel ing that  somebody is  a lways watching me Sam
Takruchr ,  the stat ion chief ,  sa id that .  i f  I  couldn ' t  s leep
anyway,  I  might  as wel l  be on communicat ions guard.
About  two hours before I  ca l led you guys,  a couple of
other  people ment ioned to me over  lhe in tercom thal
they were beginning to feel  weird loo.  Sam cal led us
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all a bunch of 'jumpin' data scramblers' and told
everybody to calm down and get back to work.

"Then Hard Luck Henny, who was up in th6 OB
lower acling as visual lookoul since we weni inlo
increased securily alert, called me on the intercom
and said that the sea was looking real weird. Before I
could ask her how it lookod weird. Pusher Vanderrohe
called from lhe woalher sensor shack and said he was
gelting some real slrange readings on sonar. I tried to
get a hold of the chief, but he was in the chow hall. I
told Lu Cho, rhe head cook, to have th6 chief call me
RFF, but he never got back to me. I then called Henny
back, but she musl have been going into ssnsory
overload or somathing. She was screaming about how
the ocean was crawl ing up the platform wal ls,  and
tfrsn she was cul of f !  I  t r red al l  the exier ior cameras,
bul suddenly mosl of  them weren' t  working! |  then
cal led Pusher back, but he just yel led that somobody
was forcing lhe door to the shack, and th6n his
commo and the shack s securi ty cameras both wenl
dead When I  t r ied to cal l  the mess hal l .  nobody
answered! In fact,  by that t ime I  couldn' l  raise ar iybody
outside thts rooml

" l  jusl  knew I was gorng to die, but I  kept checking
the sensor rsadouls and the few remaining working
cameras, but there weren' t  any ships or subs or
arrcraft  wrthin range I  think I  did see somebody in a
lr lack, skrn-t ight sui t  in ono of ths canleras, bul  thal
was just a gl impse and I  never saw anyon€ movtng
again When I  calmed down a l i t t le,  and real ized I
couldn' t  raiss anyono on the whola stat ion, I  cal led
Securi ty Central  and just sat hsre wait ing for you guys
lo show up, hoping you'd get here before whoever got
everybody else got me Now that you'r6 here, g6t m€)
al l  the freezing hel ls of Neif f lsheim out of here!"
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}lajor Gathline Firefox
Human (Exonian). Light reddish hair, Gray-groen €yes, Palo shn

with frecHes, 5' 9", 130 lbs, 41 s-;oars old.

sT 10, DX 14, tQ 12, HT 12
Basic Speed 6.5, Mow 5
Dodge 5, Parry 5, Block 5
Light Bo{ Armor (IL10), Light Encumbrance

ADVANTAGES: Alertness +2, Combai Reflexes, Legal
Enlorcement Pomrs, Military Rank 4, Patron (Comparry)

DISADVAIfIAGES: Bad Temper, Code of Honor (To Sorve and
ftotect the Comparry), Duty to Co. (on 15 or less), Fanaticism
(to Co.), Sense of Duty to Comparry Personnel, Stubbomnoss

QUIRKS: Always dresses in black and vyhite or in uniform.
Builds model ships. Dislikes off-worldors. Ljkes to plry card
gamos. Loves soa storios.

SKILLS: Armory/TL10 (B6am Weaponry)-1 1,
Beam Wcapon/TL10-15, Computor Ops/T110-1 1,
Criminology/TL10-11, Fast Draw (Pistol)-13, First Aid/T1l0-11
Gunnor/TL10 (Lasor)- '12, Guns/TL10-15, Intenogaton-11,
Loadorship-11, PiloVTLl0 (WOL Aircraft)-10, Streotwtse-10,
Tactics-10

LANGUAGES: Galanglic-12

Cathline Firefox was abandonod by her mother at birth. She was
raised in a Comparry crecho untl sho was four, tratned in Company
schoole, and has worked her way up tho charn of command tn
Comparry Security. Her adopted fathor was Chiel of Security belore
ho was kitlod in action, and her adoptod mother made assistant chtel
soon aftor that. Hsr on6 goal is !o sorvo her Company and protecl her
tellow employees from harm or criminal actlon.

Sabrena Rodrequez
Company petoleum engineer, Human (Exronian). Blue-brlack hair,

Hazel oyes, Goldon brown skin, 5'3", 105 lbs., 24 s-years old.

s T 8  D X 1 1  t Q 1 2  H - r 9
Easic Speed 5, Move 5
Dodge 5, Parry 2, Block 2

ADVANTAGES: Attactiveness +1, Alortness +2, Combat
Beflexes, Dangor Sense, Luck, Peripheral Vision

DISAOVANTAGES: Phobia about large animals, Honest

QUIRKS: Collects old books. Dislikes dark. Enpys dressing in sexy
mannar off duty. Fundamsntalist Buddhist. Likos ghost stones.

SKILI-S: Acrobatics-11, Area f$owlodge (Exron)-13,
Biochemistry/TL10-11, Chemisry/TK10-12, Climbing-11,
Compuler Ops/TU10-'t 3, Engineer/T110 (Chemical)- 1 2,
EngineeriTll0(PetroDrilling)-12, Engineer/TL10(PetoRefining)-12,
First Aid/TL'|0-12, Free Fall/T110-10, GeologyiTll0-12,
Guns/TL10-13, PiloVTLl0 (WOL Aircraft)-11, Bessarch-13,
Vacc SUiWL'|0-12

LANGUAGES: Galanglic-12

Sabrena Bodrequez is a new,ly assigned Potoloum engineer. The
Comparry sont her off-rvorld to get her Ph.D., and is now gotting back
the money they irwested in her, Sabrena may be small, but she is a
survivor t),p6, no mattor yyhat lile throws at her. Othor than a mild
{ascination with stsange old books and weird stories, sho is a fairly
normal young woman who olpects to go far with lhe Company,

Major Firefox suggesls they
whi le the securi ty par ly ch€cks

the c iv i l ian out
the r6s l  of  tho

platform lf the playsrs go not agree, Rodr€quez will
begin 1o get hysler ical .  She wi l l  not calm down unt i l  a
modic gives hor a tranq shot and/or she is told she will
be l i f ted off  the platform as soon as possible. l f  the
pi lots came with lhe party,  one runs ahaad to gel a
VTOL warm6d up f  or lakeof f  (but vanishes somewhero
along the way).  l f  the pi lots were lef t  with the VTOLS,
one of the comtechs cal ls them and lets them know
that two of the troopers are br inging back the only
known survrvor.  However.  there is no answer from th6
pi lols on any frsquency.

l f  the players st i l l  agree ro spl i r t ing up rhe party at
thts polnl .  have the smarter team members, including
Firefox. questron thrs intensely.  l f  tha players str l l  want
to spl i t  up, Sabrena wi l l  only calm down when al lowed
to Eo with the mosl heavi ly armed parly of the PCs
She slr l l  has fai th in the Patrol  Whoever escorts
Sabrsna Io ths pad learns lnat someono has wrecked
a l l  V lOt  con l ro ls  and radros  ( r f  th$  pr lo ts  wera  la f t
t 'e re ,  lhey  have d isappeared)

CONTINUING THE INVESTIGATION
I t  ths p layers wish to coul tnue 1o Invest igate the

OB nothrng seems to bs out  of  p lace unt i l  they reach
sr lher  lho hvrng quartors and mess hal l  on the lh l rd
f loor  or  the ooerat ions cenler  on the f i rs t  f loor

Third Floor
In a worker s quarters they f  ind a male s r ight arm

strckng oul of  a commode l ike somebody was trying
nol to be f lushed down the drain. But the arm has
besn neal ly detached trom t ls body. Rol l  a Fr ighl
Chsck The arm ends n€at ly at the shoulder loint  and
anyono wi lh a non-f i rst  aid merJical  ski l l  can see i l  has
been twisled, nol  cut,  of f

In another room. they f ind a blond woman who is
seemingly asleop in her bed. lt first appears that the
body is complete, but when the covers are pulled
back. they see the corps6's arms and legs are from a
black mala's body--her arms and legs have vanished.
Rol l  another Fr ight Check.

When they enler lhe mess hall, they first see that
al l  the food has been rsmoved and th6 chairs and
tables are in a state of complete disarray. But ther6 is
no blood or bodies lf thsy ch6ck the (reezer
compartment b€hind tho serving area, th€y find the
door pul led off  i ls hinges. Inside, lhs players f ind the
food missing, and in its place are the heads of seven
people stuck n€at ly on meat hooks. Each head has
two fingers of a different skin color stuck up the
nosrr i ls.  Fr ighr check, again.

Farst Floot
When the players enter lhe main control room,

everyrhing inirially looks all right. However, if the
play€rs lry to call out on any of lhe station's radios,
th6y f ind that al l  have been sabotaged. l f  anyone
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th inks of the secure comm room radio, when they
roturn they f ind lhat radio has been destroyed, too. l f
a guard was lef t  at  the secure comm room, thal
person has vanished, and a search of the ent ire OB
wil l  reveal no trace of any QFIT personnel thus far
missing.

The players should now real ize that they have no
long range communicat ion off  the platform. l f  they or
Firefox order one or both of the comtechs to star l
building a long range radio, il will tak6 2D6 hours to
complete, using the remains of the stat ion's radios and
their  own suits 'medium range radios

The Sub Levels
l f  tho par ly  explores the OB's two sub levels,  any

one or  two NPCs (except  for  F i refox or  Sabrena) who
ei lher  become separated f rom the p layers or  go of  f  or
are ordered of f  a lone,  s i lent ly  vanish wi lhout  a t race
Make a Fr ight  Check.

Whi le on lh6 lowest  sub level  in  the main storage
room, whrch consists  of  f loor  to cei l ing shelves and
very few l ights (normal ly  only  robols work on th is
level ) .  one of  the p layers (whoevnr is  the fur thest  f rom
the main body)  s€es movement.  Successfu l ly  search-
Ing in  lha l  area (12 or  less)  resul ts  in  the d iscovery of
a complete human skeleton lay ing neat ly  on the f loor !
Rol l  yet  anolher  Fr ight  Check There is  no ev iderrce of
v io lence around the bones.  nor  evrdence of  who r t  was
or how lhey d ied.  Anyone wi th medrcal  t rarnrng wi l l  be
able to ident i fy  the skeleton as a male on a ro l l  o f  12
or  less (modi f red by medrcal  skr l t )

When the characlers have a l l  movod out  of  s lght
of  the bones.  one characler  heals a s l id ing norse
When they raturn 10 the aroa lhe skele lon is  gonel
Fr ighl  Check!  By thts  l rme er lher  ths NPCs or  the
players might  s tar t  f r r r r rq ar  s l radows The GM should
Bncourage pantc

A Horr i fy ing Sighl
l f  any  o f  t hs  p laye rs  becomes  sepa ra ted ,even

momentarr ly .  f rom the rest  of  th€ par ty  dur ing thetr
explora l ions of  the OB, they see a naked harr less
woman. who walks c lown a corr idor  toward lhem. She
makes no sound,  and she appears complets ly  covered
wi th a sk in t ight ,  sh iny b lack cover ing that  covers aven
her eyes,  mouth,  and nostr i ls  When shs is  about  f ive
feet  f rom the p layer ,  she seemingly mel ts  down lo a
black puddle and f lows under a nearby door Rol l  a
Fr ight  Check When the p layer  te l ls  the rest  of  the
party  about  th is  expenence,  F i refox says that  the
player  has obviously  cracked undor the st ra in,  or  musl
have seen some sor l  o f  holographic pro ject ion A
search wi l l  turn up no ev idence of  such a pro, lector .

ACROSS THE PLATFORH
When the players have f inished invest igal ing lha

OB (or the GM wants to move things along), the lights
in the OB flash off and on several times and then all
powered devices fail completely. Only the emergency
lights remain on. After checking out th€ rest of lhe
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platform's lighting and eleclrical equipment and seeing
that power remains, the players (or an NPC) should
real ize that somsone has manual ly turned off  the
electrical power to lhe OB. Rodrequez says that the
only placa this can be done is at the distr ibut ion
control  csnter at ths fusion power planl.

In order to return pow6r to the OB (which will be
required i f  a radio is being constructed).  the party wi l l
now have to cross the ent ire platform, nearly seven

The Shuuushi aro an ancient race. Even wilh their fantastic,
indMCual momorios, they have forgotten, or novor loew, their racial
oriqin. Some do have vague memorigs of other hfeforms cxisting on
Ercxon when there was still dry land and they still debats as to vrhether
their present forms are naurral or created. For marry tens of millions of
years they have e)osted by "eating" raw pefoleum and other organic
compounds floating rn the Erc<onian ocean and using eilher solar or
g6oth6rmic sn€rgy to reduce and trans{orm these rasv material into
what6v6r forms they needed, including 'Voung" Shuuushi. They have
dsvoloped tho ability to '\ryork" any carbon based organic compounds
using only chemical 'tools" devoloped within their own bodies.

Ttro average Shuuushi looks like a huge, black, amoeba vrtro's bo{
can, almost, flow like a liquid. However, their bodies ar6 vory complex,
multjcellular, organic 'Tactori€s" that can absorb and then procsss arry
organic compound. They can mentally control and alter every cellular
and biochemical process going on in their vast bodies. They can
croate psuedopods ol incredible dodority and strength to manipulate
tho onvironment outside their bodies. Their brains are not slngle
organs, btrt a distributed network of microbrains, each brain about the
size ol an apple, Bocause of therr plrysical make-up, a muttition
Shuuushi can flow through an opening the size ol a tin can. Also, due
to this unique body/brain design, a Shuuushi is effectively immortal
and almost impossiblo to kill. Any damaged part of its body is either
ropairod or expellod lrom the body. They are, horvover, wlnerablo to
attack by off planet bactoria. lf ths Shuuushi has enough time, several
dozen hours, rt can learn how to d€stroy the attacking lifoforms.

Whilo Shuuushi are very intelligent beings, they hav6 such long life
spans that Humanity has not been on Em<on long enough for the
Shuuushi to really notice them, y6t. "Sane" Shuuushi are almost total
pacifists and will not doliberatoly harm arrry intolligent being. Indeed,
there had not b6on a murdsr by a Shuuushi in almost 25 million
standard years. That is, until one untortunato Shuuushi, let us call it
The Mad Ono, accidentally absorbod a Human boing namod Veman
Quiller vyho pst happoned to b6 w$mming in the ocean near Drilling
P4atlorm 134QB vrhen The Mad One came up to absorb sunligtrt.

Even though the Shuuushi ha\/€ v€ry high intelligence levels and
have memories that go back millions of years, their thought procossos
are so alien to the Human way of ihinhng that arry deep telepathic
contact or any attompt to probe deeply into any Shuuushi's mind by a
Human or Humanoid tolopath wll automatically drive thd indMdual
insane. Simple surface telepathic communications can be att6mpt6d,
bd only at a -5 to the indMdual's telepathic stength level and with a
chance ol insanity (9 or better on a 3D6 roll, add the numbsr of the
indMdual's tolepathic strength that is higher than 10).

A Shuuushi can g€nerate 1D6 semiautonomous "subcomponents"
of rtself. The originating Shuuushi has full control ovor and full remoto
sensing capability through the subcompononts. Each can mass up to
250 pounds and each can stay separated from the originating
Shuuushi for 3D6 x 5 minutss without being lost from the originating
Shuuushi's control. Separation lor longer periods of time will make a
subcomponent a fully autonomous Shuuushi. This is one of the wErs
the Shuuushi reproduco. The subcompononts can take nearly any
shap6. Th6y can be snakelike and move ihrough very small airvents.
They can fiatten into paper thinness and flow under non-air tight
doors. They can (in the example of The Mad One) even take the form
of a Human or arry other cr6atur6 that has been absorbed by the
originating Shuuushi.
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tenlhs of a mile, to get from tha OB lo the pow6r
plant .  ( l f  rhe p layers d id nol  v is i l  rhe o8 when rhey
first landed, and wantad to visit some other point, any
Journey across the p lat form wi l l  pursue the fo l lowing
scenar io.  The GM wi l l  just  have to have The Mad One
start messing up th€ power lo the platform sooner )

The Bubble Transport System
The station is equipped with a computer controlled

transport  bubble system However.  wi th lh6 power
f luc luat ions,  the cenl ra l  compuler  has shut  l t  down as
unsafe.  l f  the p lay€rs overr ide tha compuler  (Com-
puter  Ops sk i l l  ro l l  o f  16 on 3D6 addrng sk i t l  modi f iors)
th€y gain access to a bubble Doing so wi l l  mean
g€t t lng stuck somewhere (GM's deosion)  under the
plat form's sur face in  a nonoperal io t la l  bubble,  In  the
dark.  f rom which they wi l l  have 1o force an escape
(Rol l  2 l  or  bet ler  on 3D6wtth + l  for  every combrned ST
po[ ' r t  over  l6  There is  only  room {or  two people a l  a
t rme to at tempt for  force lh6 doors Characters may
try to force lhe doors every l5  soconds.  but  for  every
al tempt made by lhe same players.  rhe GM should
sub t rac t  1  f r om the  d rce  ro l l . )A f t e r  escap ing  f rom lh i r
bubbfe,  the leam musi  s l i l l  c ross rhs p la l f  orm

Catwalk Crossing
The whole lourney wi l l  be over ,  under and lhroLrqtr

hundreds of  mi les of  catwalks,  prpes,  condui ls ,  an( l
huge chemical  ref in ing apparatus Almost  every foot  of
lhe crossing is encircled byl shadowed nooks ancJ
crannies,  any of  which could h ide enemies

By th is  t im6,  th€ p layers should have only a few
OBT personnel  le t t  wr th them From th is  point .  any
team members who are separaled f rom the p layers
(and any who are le{ t  behind)  are never  seen agarf )
The QRT members absolure ly  re{use lo go of f  l ry
themselves unless led by Major  F i refox or  one of  lh6
players.  F i ref  ox suggests lhat  the best  p lan rs  to go r ! l
a  group " ln  numbers thers is  s t rangth" ,  or  so she says

There is  no need for  the GM to map lhe lournoy t l
would normally take only 25 mrnules to walk frorn the
OB to the power p lant ,  lak ing the shor test  routs
However,  because lhe group is  ur ' ldoubtedly expect ing
at tack and wi l l  go caul iously .  the journey wi l l  requi ro
about  45 minutes-- i f  they ars not  at tacked

Catra lk  Encountsrs
Every 30 seconds the GM should ro l l  1D6 On a l ,

3 .  or  5,  the p layers are walkrng on a hor izonta l
walkway.  On a 2,  they have to c l imb up a ladder On a
4, they have lo climb down a ladder. On a 6, they harre
to go through a tunnel .  On the th i rd 6,  or  af ler  14
minutes,  at l  the ouls ide l ights on ths p lar form go of  f .

Even though th6 p la l form is  in  the middle of
Exxon's day, to humans rl is the visual equivalent of
deep twil ight. Add 4 to any visual roll. l f lhe players
have visual enhancement g6ar, sti l l  add 2 to visual
rolls because of the deop shadows, murky atmos-
phere, and lho irregular assorlment of equipment,

Remember that  the p lat form is  a lso very noisy,
that ir is highly auromated, and rhar ir ls sri l l  in full

operal ion unless the players shut i t  a l l  down from the
conlrol  room before power was lost there. Also. at
random intervals.  lhere ar6 blasts of escaping steam
or gases which degrade al l  hearing rol ls by 4

On tha naxt rol l  of  6 ( tunnel) ,  the Mad One attacks.

ATTACK OF THE MAD ONE
As the f i rst  NPC leaves the lunnel a f lat  black

tentacle drops down from above and l i f ts the charac-
tsr straight up befoi 'e anyone can f i re weapons. The
person's scr€ams abrupt ly stop aftar a few seconds
lf  anyone atternpts to f i re al  The Mad One, on a rol l  of
6 on lD6 ths weapon's f  i re breaks a prpe and ignrtes
a smal l  oxplosion arrd f i re No one rs in;ured. bul  this

!T  23  Speed /Dodge
DX l ' . r  t rD iDn  l / ?
i() ?{J Ltamag.j '
t- l I Z5l':r()() Rear. tt i- I

10 /  r 0 Srze 1- -20
Wergh t  220  tons

Or ig in  P la r i e l  Exxon
i la t l i ta l  Fxxonian oceans

ilre ablorplrrrn r.if the HUrnan's hocly w'as a trivial matlor that didn'l
rr,/en {ilclage Ihe Matl ()ne's c;r)trscirrus attention untll after tlre fact.
lli)vvever, witfr tirst the gurlt at ils re,rlleatron that it had killed an
intelligent berng, and then its absorption and attempted understanding
,rf the totalV non- Shuuushrness of the Human's brain and memones.
The Mad One was driven totally rnsane. To alleviato its guih at killing a
sentrent being, The Mad One has rationaliz€d to itsetf that Human
brorngs are such monslors lhat all these "things" must b6 orased lrom
th6 Unrverse. However, each tnre rt has absorbed a Human, The Mad
One's guift and insanity has only doapenod. In a strange and perverso
way, it has conr6 to think much more lik6 a Human and now wants to
ternfy and punish Human boings as much as kill them. lt has
scap€goated Humans as "monslers", but it has a hidden belie{ that rl rt
r.ran gonerato enough lear in the Humans on En<on, they wll ieave
wrthout The Mad One havino to kill them all.

The GM should ramember several things about The Mad One to
Jrroperly play this alien. First, it is very intelligont and will not normally
rlc, anything stupid. Second, it not only wants to kill Human beings, it
wants to terrify and punish thom for making it feel guitty and for druing
it insane. lt knows what makes Humans afraid. tt wilf create
subcomponents to frighten the characters as rvell as kill them. Finalty,
il really wanls lo die. h is caught in a horrible negative feedback loop,
ll wants to destroy Humans bocauso they must be evil, or The Mad
One is evil lor killing them. But The Mad One is not evrl, therefore
Humans are. However, each time it absorbs a Human, it i.rst increases
rts guilt at killing an essentially innoc€nt, intelligent being. This
compounded guitt onty increases the necessity for The Mad One's
rnsane rationalization that all Humans are totally evil and must die. A
portion of Ths Mad One has como to realiza the only way out of this
impossible situation is for il to die. Bul it can not commrt suicide
bocaus€ suicide is a Suuushi sin and an evil thing and it is not ovil.
This means that vyhile it will not consciously act in a stupid manner, it
may if its "stupidity'f'vill l6ad to its ot[r death.

The Mad One has two ways of causing damage. The first is by
covenng the victim's nose and mouth with a pseudopod, creating an
airtight covering. h takes 20 stenth points and a 3D6 roll of 20 to tear
this covering ol Shuuushi llesh arvry. Each stseng{h point higher than
20 adds 'l to th6 roll, The Mad One can'frre" up to 2D6 pseudopods,
weighing several pounds each, io distances ol over I feet from the
mdn bo{, every 3D6 x 5 seconds. The second way The Mad One
can caus6 damage is by an acid excrection lrom its skin. For every
square loot of Shuuushi skin that is in contact wilh lhe targot, 2D6
poinb ol damage is done per 30 seconds, This acid has very litte
effect on m€tal or nonorganic materials, causing only 1D6 points of
datnago per hour,
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should remind the characters that  ind iscr iminate wea-
pons fire can cEuse great damage and possibly injury
No one wi l l  have real ly  seen anylh ing or  thei r  a l lacker .

The p layars now have a choice lo  make.  They may
ai ther  cont tnue on to tha power s lat ion or  return to lhe
OB Whatever  the decis ion.  therr  Journey cc)nt inues
The next  t ime a I  is  ro l led.  the p layers see th6 body of
the lost  NPC l t  appears to be nude but  tora l ly
covered by a b lack f  i lm As the f  i rs t  character
approaches the body.  i t  reaches up and at t€mpls to
grab the characler  around the neck l f  successfu i ,  i t
wi l l  take at  least  25 ST points to break lhe hold Every
round rn the hold causes 1D6 pornts of  damage,  f i rs t  to
the character 's  halmst  and lhen to the neck f rom
chamrcal  burns.  When the b lackened body lak6s 22
points of  damage f rom weapons f i re ,  r t  d issolves in to
a b lack goo Make a Fr ight  Check (Remember that  lha
characler  being st rangled could easi ly  be h i t  acc idsn-
ta l ly  by woapons f i re  )  Anyone makinq an analy l rca l
invest igat ion of  the goo real rzes on an lQ ro l l  that  lhe
goo rs some sor l  o f  a petro leum by-product .

On the nert  rol l  of  4.  as the characters are
clrmbing down a ladder,  anolher tenlacle, wrlh a ST of
18, reaches oul and grabs ono of the characters
(random or GM's choice) l f  the character fai ls his or
her strength rol l  before the other characters can
destroy the tentacle, he or she is dragged off  the
ladder and disappears.

As lhe survivors cont inue. The Mad One at lacks at
random inlervals.  The major i ty of the characlers
should either reach the power plant or return to the
OB. Once they reach usafety",  the GM should give
them a brealher and a chance to figure out how thoy
a16 going lo survive.

The Power Plant
From the outside, the power plant looks almost

identical to the OB. lt is triangular and three stcries

tall. However, there is only one personnel door in the
cnolor of lhe "hypotenuse" side. Inside, the plant is
almost totally automated. The only areas that are
normally crewed are the control room. the break room.
several  machine and repair  shops, and r€st rooms.
There is also a terminal for the bubble transit system.

THE FINAL BATTLE
The players now have to come up wi lh an attack

plan. l l  may involve some use of electr ical  power, i f
they are at the fusion power planl. lt may involve
some brill iant us6 of the chemical processing plant. ll
may just involve a frontal  at tack on The Mad One i f
they can lura r t  into an ambush. l f  the players become
total ly stumped, have lvtajor Firefox or Sabrena (or an
NPC st i l l  a l ive) suggest using the BEPIO-18. The
Shuuushi body chemistry is close enough to petroleum
to be affected by tne bacler ia But don' t  let  lhe
players know thal unt i l  they try i t  on The Mad One.

Once The Mad One is infectod, i t  wi l l  be total ly
destfoyed withrn an hour.  During that hour,  i t  wi l l  be in
intense pain but st i l l  capable of at tacking th6 players

About one hour after The Mad Ona is killed or
dr iven off ,  sevsral  Securi ly VTOLs with addit ional QRT
personn€l arr ive at the platform. Any surviving players
and NPCs are soon hailed as heroes.

The Biologicatly Enginoered Petoloum Ingesting Organism type 18
is the main antipollution contol mschanism used by tho Company on
Eroron. BEPIO is a bacteria suspended in a liquid that activates wfisn
sprayod on unprocsss€d petroloum. The bacteria oats th€ p6trol€um
and converts it to oxygen and carbon dioxicle. Since there is so much
rah, p6trol6um on Erxon, the bacterirlm has been carefully designed to
reproduce only 25 tmes outside the laboratorylfactory before dieing.

In game terms, once sprayed on an oil spill, the bacterium eats 106
pounds of prtroleum the first minute, 2D6 pounds ths second minuto,
and so on untrl the spill rs gone or reproduction stops. BEPIO-'18 wrll
stop reproducing and consuming petoleum after 3D6 x 5 minutes. ft
affords no health nsk to Humans and can be sprayed on, or Bv6n
drunk by, any Tenestrial lifelorm. lt shouid be t€st€d on any
processed petroleum product, such as manyplastics, before applica-
tion because on a critical lailure, the processed petrol€um product will
be eaten and dissofued. Cannisters ol BEPIO-18 can be found overy
3D6 x 10 foel all ovsr tho platform's work surlace. BEPIO-18 costs
$180/gallon to mako on Ep<on and can bo found on all Comparryyrork
platforms as pfi of the standard safety equipment.

THE WRAP UP
Five experience points should be awarded for just

surviving this advonture. lf arr! of the players can
provid€ the GM with some insight into the physiology
or intelligence of The Mad One, the GM may award 1
or 2 points in biology, exobiology, or rslarad skill
areas. lf any of the players showed any lactical or
combat ingenuity, award them 1 or 2 points for tactics
or weapons skill. lf the majority of the NPCs were
saved and the platform not soverely damaged, som6
sort of public recognition should also be granted. lf th€
players were not Patrol personnel, lhey should also be
rewarded wilh a fairly large cash settlement. O
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Wot/ds Eclotrd is a flexible science-
fiction role playing garne set approxi-
mately six hundred y6ar6 in the ftrture h a
time vrtren [,lan has gon6 to thc stars and
found ho was not alone. Non hc has to
contsnd with the Shcr' tazi, an insectoid
raco $,hos€ groatost concem so6ms to
b6 gotttng the most attenlion; the Dolf,
who appear mosry wonied abotrt getting
a bargoin; and thc $varr, a feline race
whos6 apparcnt maln ambition is Honor
and how it atfocG their clan.

CHARACTER GENERATIO]U
Character statistics arc ol tre usual

type, though nine stats allorvs more {lori-
bility h skill urc. Statistics arc aeneratcd
oithcr by rolling 406 and discarding the
lovwst roll or by startng with a base 90
points and addlng a roll of 5D'10 and
allotlhg lhe points as the plqnr scos fit.
Skill gcncration is straigrtil forward but
takcs tinc to do rigttt, Charactcrs havc a
maldmxn ability for any skill, wtrich limits

how good he/she can g€t. Charact€rs
have certain Associated Skills that are
rolatod to their profession which start
wilh some dcvelopment and can be
improred, AI othcr shlls start at zero and
can also be improved. There are many
skills to choose lrom and each is reason-
ably describcd.

COMBAT
Combat is conducted using a percen-

tile system rvitr modifiers. The character
with the highcst Agility movce first, and
so on in that order. h doesnt take long to
get killed in this system, erpecially wfien
not w€aring armor. But even wearing
armor might not h6lp. A Critjcal Succoss
can causo datnags that will blast through
even the best protection.

STARSHIPS
Included are eight starship profiles, All

hans an extonor view, and hatf include
deck plans. 16 pages are then devoted
to starship consfuction. Building a ship
is simple and do6sn't take long to do.
The architect kc6ps track of cost,
rrolume, and onerry consumption while
making surc he doesn\ run out of money,
spaca, or povvcr.

Starchip combat uscs a movo and fire,
morrc and firc slstom for cach trm, Each
ship's pilot plots a course at thc bcain-
ning ol each movomont phase beforc
lcaming vyhat othor shps arc aoing to
do, then all plottcd couneos arc rcnsdcd
simultaneously urd ship movcmenl is
conducted on the batllc map. Pilots then
roll to dotormine who llrcs frst and how
many urcapon batterics can bc brought
to bcar on thc cmrny. Aftcr firing,
scrocns on ships that rrc hit rcducc
somc of tho inflic-tcd damage. lf a siip's

hnll is damaged, it
is possiblc to
atlcmpt rcpairs.

Kltowtl
SPACE

Includcd art 31
pagee of intormation
on lh€ tour ditforont
races, thcir culhrral
ordooks, and lhe
planets whsrc those
species can bo
found. An addilional
17 pages arc dcvo-
tod b goncraling
ncrYworlds.

WHAT I LIKED
T h e  p h y s i c a l

organization of the
rule book is well
designcd and I really

reaQ lkcd thG arivuork througrhout the
book. Urlng a yvide margin md placing
o(ampl€s and cxtra arlrcrk thrrc as
sidobrs is a good idea.

Including a list of stops nccdcd to
croatc a characlcr is wry hcpful, espe-
cially for bc$nr*tg dryurs. Thc way
startng rnoncy b dctcrmhcd is intcrcst-
ing. Plgnro rol 1D'l+2 to dctcrmhc thc
total rurScr of digitr, thcn roll '1D10 for
crch digit to dctonrinG thc qrct mounl.
I kc how agc md ctgcricncc both attoci
slct dcvslopmcnt. Thc Chractcr Origjns
chart is a nice torrch, thongh lrcuH lik6
to haro more oplions. And using Luck as
a consumablc commodi! adds favor to
tho gamc,

Tho background for lhc cliffcrent spc-
cies was wry good and I hope that Other
World Gamcs produccs somc modulcs
that will add more to htrvn sprcc and
the raccc that populatc it. Adc$rp sam-
pleo of narncs ior thc Dolf md $vsr ms
a good idca (ctrun rnorc $puld bc hclp-
ful), but I yrcndcr yvtry no cxarnpktc s,orc

4-brce l len t  3 -Good
2-Fa i r  1 -Poor
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provided for lhe Sher'tazi.
The ship deit ptans arc nicely dono

and oxtorior vievrs really help, Ship con-
sbuction is well designod and makos
sense. lf you have an undorgunned star-
ship, it had bettsr be very fast because
even a slow thip can rcach orrt and snuff
your protecting scroons out like a candle
in tle wind (it il has a iot of w6apons),
loaung ),our ship with no protection. p{ot-
ttng a starship course in s6cr6t during
combat is a good touch. This alloyvs for
some skill and slrategy during combat
that can help overcome unlucky dice
rol ls.

WHAT I DIDi l 'T LIKE
Using chapter/secton headings out in

th€ margins took a lot of gatting us6d to.
Perhaps scparating lhe sections plrysi-
cally witr the hcadings would cut dorvn
on confusion, though I did get used to
the way it is after anf,rile. Though I liked
the idea of starting thc gam€ wrtr a list of
Friends/Contacts and Enemios, I think
using Luck dMded by 20 for determining
the numbcr of rolls on the Enemies chart
penalizes charac,ters yrho have a lot ot
luck. h should bc thc othcr way around,

In several daces the text is vaguc and
only lhc o nples dw ttc information
neeCed. Somclimcs tte exarplcs ac not
wry cbar, and ftat is not holpful. In trvo
places the dcscriptive text doesn't match
thc actrd fonndas placcd bcloy that

text. Though I was able to llgure out
which was right, rt did take some time.

On the back cowr is the statement: "A
comprohonsive buyer's guide of Tech
items". I hardly consider 79 items (not
countirrg Armor and Weapons) in only
nln€ catogori€rs to bs comprehensivo.
And there aro no picturcs of arry rtems
even though a blank page immediately
tollows it. Tho Tsch section could oasily
have boen expanded to allov,r for artrvork.

A little proofreading would hwe gone
a long way here, I found tlpos scattorod
throughorlt thc entire book. Ewn the
r€cord sh66ts had typos. This is very
annoyrng sven if understandable in a first
edition rule book. One especially tncky
place was the middlo of the frrst scen6 in
th6 adv€nturo. At least part of one s6n-
tonce was missing--wfro lcroim how
rruch else accidontaliy qot loft out?

EVALUATION
In spite of thc editorial probloms this

g.iame has, I like it. lt's worth the money
spont. Ev6n if I nevsr played the game
itsetf, I would incorporatc thc character
racss and their backgrounds into whato-
v6r systom and campaign I was using and
I would definitely use tho ehip deck plans
along witfr a few other ideas gloaned
from the book. Would I buy this game?
You bct lyvould.

- Gleniilieon
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Eu/es Design..Eric Hotz Bu/es Deve/opmsnt.
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OVERYIEW
NOTE Sonc ifurmadon h tha &pr-

pidw ba/ou is not intsdcd rbr palnrs,
funfurcfuacsonl

H!j/, Cotuers is a rolc playirg gane
set 200 years ir tho ftrtrrc, Mmkhd has
movGd lnto thc solar systcrn for fun,
proltt, and advontro. Anpody yyih lots
of money can bufld a spaco cobny.
Things look prctty good r.nlil somabody
throws a nr*o, and wc all knovv wtrat trat
means. Thc Earh is rondored uninhabit-

Jat(nc



EVIEUT'
Ths ctronology

is a wry corplott
13 page futrc his-
tory of mankind's
r c a c h  l o r  t h s
plan6ls. lt's all very
lntcresting lo rcad.
I'm sure the desig-
ncrs lntended thls
information be used
w h e n  c r o a t i n g
s c c n a r i o s  o r  a
made-for-TV rpvie.

Wc are told ihc
Gazettc is only a
partial lisling of dl
the space colonies.
Only cotonics with
p o p u l a t i o n s  o t
20,000 or morc rG

lietod, For lhose lsted vv6 arc told the
name, location, funcdon, populadon, atti-
tudes, loague affiliadons, govcfimsnt,
and any notcs of intcrcst. Smallcr col-
onics numbcr over sorcral hundrcd
(garnc mastcrs arc on their own with
hese).

Then rvc havc the maJor organizatione.
Nine pagcs ol lcagucs (likc a go6mm6nt
and church roied into onc), unions,
bands, corncile, rcd goremmcnG, and
compani6s. Ewryone ryho's anyonc has
oomc mcrcenari6s to fight arry battcs or
to make surc )rou'ro not lde on )rour
shut06 loan.

CHARACTER GE]TERATIO]I
Chracter gencration is sfraight for-

ward and m important parl ol @l Co/-
or*E as vlilh any rolc playing garnc.
Persond characteristics and attibutcs
aro g6n6ratld with dice rols and modi-
fers, Charactsrs can har,c rnany ditfcrcnt
skills added. Ty4ricd average clraractcrs
are dso prwided. Tho chracter shcct
providcd to tack c*raractcr date is rYcfl
dcsigncd and has arery possiblc bit ol
inlormation for thc plqprs.

COMBAT
Thc personal combat system is tlpical

bui well dcsigncd and realislic. Combat
botv€on characlors is cllhcr rangcd
rvoaPon or mdcc cornb6t. Both are
resohrcd y*th a ccrics of dice rolls and
lpical modificrs for such things as
morcmcnt Jrd annor.

Thc pcrsond $,capons sccdon covcrs
aruq/hlng from a ryood chlb to an cnergr
bolt rife. tviy pcrsond lavoritc ls thc
Hautder grcnadc lannchcr. Just imaghc
lhe mess trat trlng couH malo of a
gFoW ln spacc stiits on tro surfaco of a
moon. Tho Fapon cfiarte sc casy !o
uacbutrc cprcad odltro.qh fic tad.
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A gEmc mastor gcrGrn fit| d tho
charts for combat wonld be wry useful.

Thc spacc combd ndss re wry sin-
pfe but nork vvnrll. S,& Wty lt's not. Thc
autrorE promise lo provids bctler space
combat rulss in an upcornhg ogansion
book.
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ablc by a messiw rvorld war. Mankind
was worllng on, hrt has not dcvolopcd
FTL starchips, so thc rcmaining humans
live and work in colonics on or arotrnd
fi6 plan€ts ol our solar sy*cm.

The colonies comc into conllict with
each oticr ovcr rosourcss and polfical
dificrcnces, ConflicG often cnd up in a
fircfight or other combat action either in a
space colorry or on thc surlace of a
rrorld. To top ofl mankfoid's bad luck; a
racc of hostle aliens vielt our solar qp-
tem. Thcy want to o<tcrminate all lile but
thcy don't have time bccauee they are at
war wilh another racc of alicns (good for
us). lt's unforfunatc no ono belicvos
lhcy'rc rcal.

THE GAME
The book is dMded into lirce basic

scctions. 1) A Chronology of ancnts up
to tho prosont tims tho game is sot in. 2)
Thc "Gazette" is a Seling ol currenl space
colonics ad planctary bases. 3) Thc
rulcs for playing thc aamc.



EVIEWJ
Thc ndcs *o covq'bd" (irdustiC

robc) srd'Bfta-Gcrr' (BiFgprtcticCy
cnlilccrod ht|rna3). Th.y h{rc rornc ot
ths grodtst poofilid for hbresdng
sctnflios. Ninc tlDcs ot boltl aru pos-
sblc: scrvlcc, rrod<, and sccuity. Orfy
sccuity bots re rrnsd. A tlpid bio-
$n costs 40,0q, crcdits. ltry haw a
nine ycr lfc span. lt{ne yoars ir c$lal to
3,285 drys. Tho anrago lio-gcn wodd
haru a cost ol 12.18 credits pcr day. lt's
no wondor thc humm worlrg3 lonncd
udoffi.

EYALUATIO]T
I was irprcsgcd thc fnst time I picked

up a copy of lfrrt C&r*s. Overall, it's
very well thought out and produced, but
lhe rules are lpical to BPGs. h rrcdd be
a good garne for nou role playing
gilxrns bocarc it's fun to play. Players
dont have to woar out a s6t of batterier
or look ttrorgh scverd differcnt manuds
to gct into lho ac{ion. I was disappc*rted
thst no rnaps or scales rvere giucn for the
sizc of somc typicd space slalions or
basos. Most of tresg colonies are
big...hundreds of thousands ol people.
l,lo inlormaton is given on hoyy big a t1p-

icd conitjor or room b.
Thc bb-gcne scclbn nccds soorc

work. No information is proryitcd for pcr-
sondtics. Do thcy lsw ficy grcrr rlp h
a vat of gpo? U/hy do tt€y ony ftlc to ba
ninc prs old? Csr llou gct mldlcrl
atlcntion for tio-gcns? Do ttGy ha,l ay
rights? D{d ct lr)ronc h lhc fuUre forgot
about the Arncrlcart Ciu{ Wr?

All fiat data on rpaor ttdions, dons,
and political parlics mub bc nscfu to
spice tp a tted gadng ch.6 and could
bo usod wilh itst about any 6!tst!m. So, it
pu krrcw somoon€ v*ro docsnt mnt to
tpond lots of moncy lo fy tolo playir€ or
you yyant a good Fridry nigftt garnc, trk6
a fook at hlfr Coloncs.

- Garyl- Kalin

TRAVELLERS;
The MEGATRAVELLERTn Players Survival Kit!

Lost in a tedious tirne warp?
This kit is guaranteed to reduce
hours of frustrating paperwork!
Have more tine to do what you do best:

RoIe-PIay the Final Front ier!

The UEGATRAVELLER Players Survival Kit
contains Unique, Practical and very Usable
Player Character Sheets, with lots of
space for notes during game p1ay. The
resul- t  of  years of role-p1aying, these
sheets are the best on the market!

As an added FREE BONUS, we have

travels.

included our Special Cargo Log Forns to -simpriry the cirore or xe6pins-t;;;il-";- Sagg Lnfg PngnUgfign$
cargo bought and sold throughout your

To take advantage of
this Special  Offer,
S e n d  $ 5 . 9 5  +  $ f . 0 0  f o r
shiping (US Funds) to:

P.O. Box 14616 Portland, Or 97214
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EVIEWT
Atlas Of The Galaxy
The Gafaxy Ouicle Series For Sbr
Itltars.' The Role P/ayhg Oame

7l long ilme ago th a ga/axy fati lar
ayay... ' SF fans were awed by an epic
saga of a galaxy struggling lo break free of
the bonds of lhsir evlloverlords. Now, with
West End's Galaxy Guide seriss, the
clnematfc magic of the Star lltars trilogy is
mors accessible and usable 1o gamers,
caraloguing vlrtually every scene lhat
appeared In the flrst two movies.

The series currently lncludes four volumes,
each 80 pag6s in length and retaillng at $12.
lllustation quality ls excellent, combining b/w
halftones of Balph McQuarrie's production
painrings and storyboard work for Lucasfilm,
Ltd. wlth cleanly rendered llne drawings by
MichaelManley, Aaron McOlellan, and Al
Wllliamson. Maps and diagrams by Stephen
Crane, Cathleen Hunter, and Sharon
Wyckoff are of the same high quality.

A 'IEW HOPE
Gdary Guldc I by Grant Bouchcr is

prcsontod as data rcscarched and com-
pilcd ry Lt. Vorcn Na'al, a hlstorian for
Alliance High Command, of thc wenis
culminatng with $e dcsfuclion of the
Dcafi Star and thc talc of lhc herocs
vrho succcedcd in lhc task.

Appropriatcly, thc documontation
bc$ns on Tatoolne, wilh prof,es and
ganc statirdcs for many of trc sfrangc
and oolic aliens depicted therc. But,
lhotrgh information on plrtct and racc is
prwidcd ior somc dlcns such as lhc
Ithorians ('hunrncrhsad) and Bocf,ans
(Grccdo), mogt list only pcrond infor-
madon on fi. act.rd characlcrs dcpicted
h tfic movic--urd some, zuch as the
long-noscd lmpdC ffiormant, arc Hcd
r'lacc unloloyyn". Whilc lhis is cornpd-
hlc rrltr tu prcscntalion as an Affancc
dsta frh, il rcdwes gwrc usabfity as
gcncrd irformalion on lhcec dlcne' raccs
appcrs no v*rcrc clsc. Profilcs for two
drdds, Obi-Wrr KenoU, and Omon and
Bcnr rc aleo proridcd.

Thc data filc tollowr afiils to ihc
Dedr Str. ftofilss rc provitlcd for
Dar$ Vadcr. &rd Mofl Tuldn and his
gcncrde, oficcrs, toopcn, gunncrs, TIE
Fflotr, intrnogtrtor ffi, ard anun lhc
pragitic Dianoga that attackcd Lr*t ln
trc tash compaqtor.

Thc data tnoros on to Yavin, vrt|h pro-
frcs srd rtb ior Ocncrd Dodoma,
rcbel plibts grd soldcrs, Ule's clrl4-
hood trbnd Blggs Darldlghtcr who dcd ltt
thc Dcafi Str aseadt, Corcllan Wcdgc
Andlcl, and Jck Porf&r ("Stay on tr-

got...'), who dso cftcd in tr fnal, climac-
tic bdte.

Thc wfirnc cnds with Na'd'e pcrcond
Intcrviowr ui|h LrIe, Loia, Han, and
Chcwie, and hchdes their game stats.

Galuy Grddc I is a bsautifnl volume
for lans but is stlgtrty limibd in its usctul-
ncss to gamcrs as marry of lho psrgona-
litics precntcd dicd with ihc Dcdr Star,
and data on dicn raccs is sorcly hcking.
Of cotrrse, lhc book b siltl wry ifl.rch
worh harring, as it hcludes valuable data
and background information.

YAYIN A]ID BESPI]I
Galary Gddc 2 by Jonafia Gaepian,

Chrietophcr ltubasik, Blll Slavicsck, and
C.J. TrilEntana, departc from thc prc-
scntation as an Alliancc datafilo. ll begins
with detailed hformation about the Yarin
systcm, thc planots Fiddanl, Sfoiketry,
Ya/n, and Yavln's fiftcen moons, and
also thc lifcforms prescnt as rvsll as thc
vanishcd racc of thc i.nglc moon Yavtt
Four. Diagramc flustratc trc ancient tetn-
ple conrertcd to a rcbel base,

The data movos on to tho cunont
inhabitants of the system. Surprisingty, a
space stdon orbits tho gas giant Ytrrin,
whlch scrvcs as a '!shing" station for
l lshermen ol Corusca stonos, gom
6ton6s of lantastic valuc formcd undcr
t're intcnse prcssuro of ihc lorvcr atnos-
pherc of Yavin. There is also a scouting
epedition on Yain Four surucying tte
planct tor a colorry, l-asty, there is an
lmperlal Safuage Stdon in orbit of Yain
Four collccdng what remains sf the D6ath
Star. Thc scction ends with throo vcry
usable acfucnfurc ou{ines and stats lor
eight NPCs, including two prlmittuc, hd-
ligcnt alicns nstirrc to Yafir Thirtecn.

Galary Guidc 2 is a rvonderful volorns
ior fms and playcrs alkc, ag it prcsents
much new and surpdeing informatbn
bcyond ihat prcscntod in lhe movics
about thesc uro mott mcmorablc loca-
tions, and Clo*s palnre to rutttl to
tlpse familiar ecttinge as rcbcl hcro66 in
tficir own rigtrt.

THE EIIPIRE STRIKES BACK
Galaxy Grldc 3 by Michacl Stcm

sccs ltrc rctfin of Vorcn Na'd as hc
contirucs to documcnt ttc sfwdc
agdnet galacdc opprccsion. hoflcs nd
stats arc prcscnted lor dl charactcrs
prescntcd in thc eecmd moie, bcAin-
ntng nitt Hodl profilcs; Probc Drold,
Rcbcl Gcncrd Ricckan, ltlaFr Dcrkt
('Your Highnes, lhcrc ls nofilqg morc
wr can do toni1fi. Thc sttbld doors muct
bc cloecd."), Medcd Droid Too-Onc-
bcc, Wanpa, Echo Baoc tooPcrs rtd
snovwpccdcr Frilots includlrg indivicfud
snbice for sucfi pilotr as 'tlobbie" and
Janson, sno$,tsooporsr rydkcr Plots, and
Gcncral Vccrs.

lrpcrld Flect profllcs io[ow' tri0t
cntlcs lor llcct oficcs such as MrirC
Plctt and C+tain l.lccda, rd m uPdatcd

enty lor Dartr Vads,
Bounty huntcrs como nod with profilcs

for Dcngar, lG-88, Bosdq Zrckuts,
tl-LOM, and thc mott Hamour ol bonty
huntcrs Soba Fett, pfue more than a
pagc ol data on Fetfs Srr / starshp.

Nort, Yoda and tl6 s*arp planct
Dagobah are dctalcd, loiowcd by Bce-
pin profles for Lando Cdrbd$, Lobot,
Bcspin Gurde, trc dlcn Ugna4hts, and
the citizcns of Clotd Clty. Tho vohmo is
complrtcd vrth gdatrd stats for 'Tho

Hcrocs Of Yanin", Lqia, Han, Luke, Artoo,
and Thrcepio.

]t is worth notng |hat fio authors of
lhe Galory Guldc gcries obvlouely madc
ov€ry ctfort to crcalr fury cnt{taining
volum€6, rather than a dry, continual
stsing of garno stab and pcrsond notss,
The ficdord olomonts are illumineting as
rvcll as interesling, and vrry much make
thc differcncs. Thc bowrty hunt6r data is
possibly lhe most valuable of this book,
as ttrosc huters arc estSlishcd as behq
cxtscmcly dangoroua and caPablc h their
ovn indLldual ways, maldng thon wortlry
opponcnts of lour rcbel hcrocr.

ALIET{ RACES
Galary Guido 4 by Troy Dcnning

contains cntios on 42 aflcn races, wilh
an ih.tstration for cach. Wltifc thc book
nca{y packagcs lhc dicns sccn in lhc
tilogr (ywll, mod of ttctn), it frst doesnt
seem complctc. ln rt cmpie of a Ulou-
sand thouettd vrcrldr, Thcro must be
many, many moro.

Less than half ol the alicns incfudcd
arc actualty odginal to ttte volume. Many
of thc ailcns vvco included in Gdry
Guidc I, bd fic cntsics in thio book
proidc much morc gcncrd rnd usable
information on lftose raccs. A ntmber of
othcrs appcarcd prcvlously in 51* Wrs
Ffr &tcrntree, such a;lhc inerctoid
Vcrpincfrom 5!*a ford gvtffi,t$
aquath Scdrirns lrtn M fu lht
ffir &rt, and lhc unice[.Iar Ugors
and lhc vaguCy mouoc-*p S$trs from
eawgw ltnt h lhs crc of thcse
last tvuo Cicns, wc do gct a good i[ust-
rdon of oach, somttting $c adonfurr
hctod ttrt quality of Herlor &rfiatbn in
*augg knt h ttn poorcst of all
WEO SIhrW*rrelcasec).

Thc onty dcn crmy I fcC shouH not
harro bcon hcltdcd ls thc Mon CdJnati,
who erc includod end edcquatclY
cotrrrcd intlp SW&twM On toP
ol tr& o0ror dhns uo omitbd. TvP ol
ftc bo.rry huntus h ffiy Qilc I tc
from ttr Gr|d (archt6s) r|d TraF-
&dren (Bossk) re!t. Thdr lPhtsion
vuould bc more appropriab. Thcru wart
sancrd r.rglics h J&be thc tluft's cqrt
t|at hav! yotto bc catabgrd. A rurbcr
of aficff vvcrc dso prrscntd n krlnt
Ot Talodp rliftout r m.rcfi 13 a raco
narnc. Pr?raps Wcst End wil rrlcasc a
sccond Alcn Raccs vci12ffiy""
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YOYAGES SF 11 READER SURVEY
Rcadcrs ar6 cncourrgcd to conrplctc thr survc,y brbuy. Eihcr
photocopy lhis form or list thc artbb rrrnbcrs, with approfiatc
rafi€s, on a Post card. Rate rticlcs: Ercc[cnt-4, Good=3, Fair=Z,
Poor=l. (ln lho cass of non-game articlcs, a fuorralhtg hdcates
not antlrtainhg or not desired.) Mrk articlcs not rcad with X.

1 _
2 _
3 _
4 _
5 _
o

7

COMMLINK
A DAY ATTHE AUCTION
SHIPS OF THE FLEETS
SILK SCORPION
RED SUN BLACK DEATH PART 2
REVIEWS
GBAPHICS AND ILLUSTRATION

Q1 ls this issue ol VOYAGEB SF better than our hst issuo
(Yes or No)?

Q2 _ Including yourself, hour marry pcoplc read this issue?
Q3 _ How many gaming magazines do you read rogularly?
Q4 _ Batng in order of prefercnce th6 mosl rccont issucs of

the gaming magazincs you rcad, at what rumbcr yrcdd
)rou rato this issue of VOYAGES SF (1 is high)?

Additional Comments:

PLEASE MAIL BEFORE JUNE 15 1990

"Hey, 'Vou,,play,
sci*fi RPGS? Yeah?

Then make sure
you've got these

issues of Voyages
Sp_4an't dO w:ithout

YOVA@ES SF to- 7
BIBD OF PREY-PABT 1; An alien
race in detail for lllcgaTrawfer
ANATRA DORA; A starfighter canier
lor Stu lUss. CARRIER ASSIGN-
MENT: Adventuro aboard tho Anatra
Dora. MODIFIED SPACE COMBAT;
Altomate rules for space combat in
SIbr Warc. THE SHATTEBED lM-
PERIUM; Sourccs of subsector maps
and data lor lhlagaTrawflcr PRO-
VINCIAL LANGUAGES; Linguistic
lias in Qacartlastor STABBAT-
TLESI An overview.

YOYA@ES SFflo- I
REBEL JUSTICE; 5W Wary adrcn-
ture. STAR MAPS; Altemative to .5rar
Was Gazelecr. KFANGU SPACE
Ff G HTE R ; Y ar gr figtiar - thga Trawh
lrz AMERICANS lN THE ETHER;
Esmarclda cltwr frycr-ff-arl /N.
CRYOGENIC 3URRENDERi frfcga-
Trawls adwtrhtre. HULL DAMAGIE;
Fftrfl hiB h Trarabr ANCIENT
SCTENCE OF SHRII{K|N G- Trawfer
MIL]TARY DRE$S; uniforms of
1889. BEYOND THE LOOKING
GLASS; Aftcmatc univorses in RPGs.

'em 
r1 :nant theV''rd 'g'nf!
$}s[,,€ach,!"

YOTAGES SFto- I
THE KAFER CONNECTION; 23@
AO arJverfire. BIRD OF PREY-
PABT 2; An dien race in dctal for
llcgaTrauc//ar. VAMPIRES lN
SPACE?f Clbarynt nd Atrys
&e. AWORLD lN REVOLT; 5Ir
Wac atwrfi,xc. THREE-DIHEN-
SIOIiIAL STAB MAPS; Computcr
program to dotormino 3-D distance
cdcudations. FLIP OF A GOIN;
Bcviewing a fan publ icat ion.
PETERSBURGi t4ryaTrffi tc-
tion.

YOYA@ES tFto- fO
BED SUII BLACK DEATH-PABT 1;
6UPPS.$ara adltnture. IMAOES
OF THE SHATTERED IMPEBIUM:
Art Of Phil Monissey. EQUIP.
CATALOG; 6ts W*s: Sil{D Pollcs
Vest. ZDHAEDZ CLOSE ESCORTT
Vrgn StrslS ln 15 mm lor Wp-
Ttar&. SPACIAL DELIYERY;
**ciltstv adltsntrc. REVlEllf $:
Abodo RPG, 5f lUrs lmpcrial
Sourcebook,  Lcgacy Of  The
Aneicnts-.5)oaaafilastcr, Infernal
Devices (ficiion).



SW@RD & STARSHIP ENTtrRPRIStrS
WE ALWAYS HAVE 25% OFF ALL GAMES

lf we don't list a game you are looking for in our ad or our catalog, plsase lst us
know-we do special orders, too! L€t us know what you are looking for.

GDW
Space1889RPG .  . .  .322 .50
1889 Beferee Screen . .i7.50
Soldler's Companion . .$11.25
MegaTraveller Boxed Set . . t22.50
Flghting Ships / lmperrurn' . . . $7.50
FASA
S h a d o w r u n H P G . .  . . i 2 1 . 0 0
Shadowrun GM Screen. . . . . . 37.50
Demon / Bottle (Shdwrn)r . . . $6.00
Sprawl Sites (Shadowrun) . . . $9.00
r.c-E-
S p a c e M a s t e r . . .  . . . t 2 2 . 5 0
StarSt r i ke  . .$22.50
Vessel Compendium #l . . . . . $9.00
Vessel Compendium #2 . . .. . $9.00
Vessel Compendium #3 . . . . . i9.00
Silent Death (Star Strike)r. . $30.00
ArmoredAssau l t .  . . .$26 .25
C y b e r S p a c e F P G  . . . $ 1 3 . 5 0
E d g e - O n  . . . . i 6 . 7 5
Sprawlgangs & Megacorps . . $9.00
Digert Group Publications
101 Vehlcles (MegaTrav) . . . . $6.00
Starshlp Oper. Manual . . . . . $6.75
World Survey Gulde . . $9.00
Alien Races (Vilani/ Vargr) . . $9.75

r This itom ls supposed to be released some tlmo ln Aprll-

FOR A FBEE CATALOG. SEIID A S.A.S-8. TO:
SWORD & STAFSHIP ENTERPHISES, P. O. BOX 3373, TRI-CITIES WA 9S02_3373

r r r lf ordering from thls ad, include $2 shipping and handling r r r No COD orders and no delivery outside
continenlalUSA (for specialarrangem€nls, s€e catalog). We accept personalchecks (not shipped untilchsck

clears) and money orders. Do not send cash. Orders shipped UPS. WA residents add7.8/o sales tax.

Star Wars Sourcebook . . . . $13.50
lmperial Sourcsbook . $13.50
G a l a x y G u i d e 5 r . . .  . $ 9 . 7 5
ScoundrefsLuck (solo). . . . 39.75
Torg: Posslbility Wars' . . . $22.50
Livlng Land Sourcsbook' . . it3.50
T h e D e s t i n y M a p ' .  . .  $ 9 . 0 0
Chessex
Buff Leather Dice Bag . . . . . $3.00
25mm Hex BttfMat (26x231. . . $7.50
Water-based Pen Set (4). . . $3.$
GemDice (7) clr, ylw, red . 32.60
GemDice (7) or, gr, blu . . . $2.60
GemDice (7) smoke, purple. . $2.60
Rapport Games
M o r p h e u s B P G . .  . . . .  $ 9 . 0 0
Stuff Dreams / Made Ofr . . . $6.75
O p e r a t l o n H i t l s r l r  . . . . $ 6 . 7 5
T-S.R-
ADDZ Player's Handbook . . . $15.m
A D D 2 D M G u i d e .  .  . .  $ 1 3 . 5 0
Monstrous Compsnd. #l . . . $15.00
Monstrous Compend. #2 . . . $l 1.25
Monstrous Compend. #3 . . . $7.50
Monstrous Compend. *4 . . . $15.00
Monstrous Compend. #5r . . . 37.50
DMGRZ Castle Guider . . . . . $11.25

Whlt Productlons
MutazoidsBPG. .  .  .  .  .  $9.75
Mutazoids GM Screen . . . . . . 33.75
New England Knights' . . . . . $5.25
Bard Gamer
Chronicles / Talislanta . . . . . . $9.00
Talislantan Handbk (2 ed) . . S10.50
Natura l i s t ' sGu ide  . . . .  s9 .00
S o r c e r e r ' s G u i d e  . . . . $ 9 . 0 0
Cyclopedia Talislanta $10.50
Cyc. Tal: 7 Kingdoms . $7.50
Cyc. Taf: Wild. / Zaran. . . . . $7.50
Cyc. Tal:  West.  Lands. .  .  .  .  .  $7.50
Cyc. Tal: East. Lands . $7.50
Waterford Publishing
High Colonies HPG . .  $i  1.25
Thoughts & lmages
A l b e d o B P G . .  . . . . . $ 1 5 . 0 0
B-T-R-C_
Timelords RPG (Znd ad)' . . . S1 1.25
R. Talsorlan Gamee
C y b e r p u n k R P c . .  . . $ 1 5 . 0 0
R o c k e r b o y  . . . . $ 7 . 5 0
H a r d w i r e d  . . . $ 9 . 0 0
N e a r O r b i t  . . . $ 7 . 5 0
West End Games
S t a r W a r s R P G . .  . . 3 1 3 . 5 0

3l-5O for each iesue or 3{ for all four (ppd}l

WYAtrg 5'FEVOLVED FROM THIS LOW P8hlT RUN, AMATEUR,ZINE DEVOTED ENTIBELYTO GD\^/'S TNAYEUEN WE'VE OISCOUN-
TED THE COVEB PBICE OF 32.50 TO CLEAR OUB II.IVENTOFYI
1lo. 0: Thc ftumm Spflt (flc{ott); Flornct 23E tlah Beldc Tadt;
trlodficd Scout Couior; SmuggNcr'r Wsh Urt.
l{o. {: A llomcnt Wl|h liltrnl ArdtnA Tyhr Rrccl; gnail Craft For
SlEtt|n Drfrnsc; Scnty Cla$ SDBI MKXV Uqdd Eglo3ir!.
l{o. 5: yAFeR SECUI. Vargr Corbd Vctrlc-lcc; Vrgr Scout And
Corricr; VrgnTradrcd AW; Psl-Slaff Of Thc Andcnb.
llo. C: A SUy ffctim)t Sdomdl Fcrt Corrlg; Solomrri Cor$d
Vdtdcli Robot tfrt: arril*c Accclcr&r.

'NADJUTANT

a newszine devoted to lmperialArmy,
Marine & Mercenary Characters. Equip-
ment, Weapons, Rules Variants & More.
Sample issue $1,50, subscription $9.00
(for 6 issues)

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

Salinas, CA9396-3225



REUNESGI|
5/lgienlc,E trirz#isn

trAmE5'EEmm FltrUREs, PAPER ffEms
(/111| (11'r ti r.r r-til tl

REVIRESC0 manufactures the
largest and most corprehensive l ine
of 25m scale science f ict ion war
garne miniatures in the wor ld.  l i i th
over three hundred designs
ava i lab le ,  inc lud ing  e igh t  human and
e igh t  a l ien  races ;  f i f teen  d is t inc t
robot types, s ixteen starships,  and
twenty three different vehicles and
heavy weapons, you wil l be
sure to f ind useful  i tems, no matter
what gane system you employ.

l{e provide full support for
our orvn gdrps, STARGUARD, STARI{AR
2250, and I{ARB0TS & DEATH MACHINES.
l{e have even designed cut and fold
paper  bu i ld ings  and veh ic les  spec i f -
i ca l l y  fo r  sc ience f i c t ion  gaming.

There just  isn ' t  space enough
in  th is  ad  to  te l l  you  about  a l l  our
products, so we have presented a few
representat ive sarples.  Send $1.00
for  our  i l l us t ra ted  Cata log ,  to
Revi  resco, 5293 Leprechaun Ln.,
Kearns,  Utah 84118.

FeCIer,;utisn
If,r=fnriev.':rlf Elsarh

Fantastir Futuristir Fortress

Eootre s lilal

Euntain=r
FOUR CORNER TOSERS, EIGIIT CORNER
9ALL SECTTONS, TT.'O CE!fiER SALL
SECiIIONS. T1IO CATE HOUSES. TWO

SLAVE BATRACKS, AND FOUR MEDIUT{
POIJER CUNS.

PRITIIED OTt HIGHES1 QUALiTY COLORED

BRISTOL CARD STOCK. EASY CUT AND
FOLD ASSEHBLY.

Fl  FoRTRESS RAL l /72nd sca la  20 i  x  ZOi  t12 .50

P-la FORTRESS RAL l/ l44tn scll€ lOi x lOn t 6.50

,r' ' ../-a-

HWV-14 Deca-P l  |  |  a r  $5 .50

C.oNTAINS:  Tyo @mple+e cu+ ond fo td  k l+s ;  pc tn+ed
on h lgh6s t  qua l  l t y  co lo red  br ls to t  cs rd  s+ock .
Each shut t le  c ra f+  hrs  open lng  6ors ,  In+€r lo r
de t l l l ,  and  c loar  ac€ la to  v lndors .

P-2 Shuttlo Kl+ 1/72^d sclle 9i long
P-2a Shuf f la  K l t  l . / t44 t t t  sc ! t€  4 .5 '  lono

HVlV-1 5

T r i - v u l c a n

Robot (Tracked)

Powcr  Gun $6 .50

t6.00
t5.00

Reviresco 5?-93 LeprechalJn Ln.

Fafnai
lilownshriB

Kearns, Utah 841 1B 801-969-36 46



Shure the Adventure!

H' I. GH COLONIES
The s cience -I'- iction llole-playing Gunte

"ln 2788,
you are
the [ast,
besf
hope for
mankind..."

chcr ' ica l  arc l  t r iokrg ic^ l  wc,po.s .  I ru . ia ' i ry  l ivcs i '  
"^ i1" ,l i fc  on a r t l t t l l i t t rdc of  spacc s lu i ions i r r  t l rc  Sol l i  Sys lcnr .  ' l ' l rcsc:

the I I igh cokrnics, thc last,  trcst hopc of 'rnankincl.

l l igh C<l l t l l l ies is i t  rolc 'pl l ry irrg ganrc sct in 2l l l t l .  I ) laycrs asspl lc t i rer relcs 9l ' r rrcrr
attd wonren stmggl ing to st tccced in acl i l f icul t : rnd clungcrous socicty.  I t  rvorr ' t  l rc casy.' l 'hey 

face threats frot tr  al iet t  crcl l turcs, bio-cnginccrccl  rc-rrcgat lc sol t l icrs,  l l r rr : r t ic. l  tyrr ' r is
and desperate pirates. Only thc bold wi l l  survivc.

I runclrecl  ycars in thc l 'uturc,  I :ur th is a t lcacl  I  y wastr :  lancl ,  ravagcr l

I I igh Colott ies is att  c i lsy to lc i tnr,  playable ant l  rcal ist ic garnc systclp.  t iverythil n g
lrom character generation to rrrlc.s
sacri f ic ing real ism.

f i rrr  rolxt ts is dcsigncd to rnaxirrr izc case of pl i rv rvi thoul

I I igh Colonies includcs extct ts ive background rrrater ial  and a detai led future
history. This provides a fascinat i r tg el tv irol lnrcnt ior players to explore, and ganrer lasters
can be sure thl t t  they are deal ing wit l r  an intcl l igenrly pianrrecl  , . , i "n."- fo,r ta"sy world.

_ The I I igh Colott ics gart telxrok inclucles " l lard J ' i rnes at Lyr ic 3",  a reirrJy t91yr
adventure sceltar io t l tat  enablcs you to bcgirr  playing I I igh ( l<t lonies ulrnost inrruccl i : r tc ly.
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