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CSA Sector Adventure Scenario Pack

The purpose of this adventure pack is to provide the SM with a series
of connected adventures set in the CSA Sector and is meant g5 a lead-up
to the outbreak of the rebellion against the Kareilian Imperium there.
Though it may seem that the adventures are unneccessarily prescriptive
as to the course of action the PCs involved should take, it should be
remembered that the SM is the prime mover in any campaign, and there
is absolutely no reason why he cannot change details of the adventure
to suit the needs of his campaign and his PCs. Remember, these scenar-
los are only intended as guide-lines, and once you have purchased them,
they're yours to modify as you see fit. So, don't let anything about
them that doesn’t suit you be a problem, change it to suit yourself,

GOVERNMENT CENTER — OLDTOWN

1. Chamber of Deputiss

2. Senate

3. Prasidential Palace

4, Department of the President

&. Ministry of Justice

6. Ministry of Defense

7. Ministry of the Treasury

8. Prafecture of Police

9. Sky Harbour Hotel

10. Interplanet Spacelines Building

11. Kla'Ryllon’Ona (Colonial Police}

12. Alon'Ka'Ryilon"Hir' Taka (Imperial Sacret Police)
13. Ryllon’N"'T'Ran’Ona (Ministry of the Armed Forces)
14, Ryllon’N‘Toryu'Pnar {Ministry of Foreign Affairs)
15. Ryllon’N’Elik’Al (Ministry of Civil Affairs)

16. Sears, Rosbuck — Interstellar Provisioners

17. David Jones & Sons Stores

18. Plutocrat Arms Apartmants

19, Capitol Underground Station




BACKGROUND .
Your group of adventurers has mustered out on Mephistopheles hoping
that, on such & large and (relatively) well off world, that they will be
able 1o find suitable employment. Having a fair amount of money left
from their severance and retirerment benefits, they have chosen to stay
in the prestigious (and correspondingly axpensive) Sky Harbour Hotel
in the capital Outpost {rates are 50-260cr, per day for a room; 500-
2500cr. per day for a suite). Unfortunately, their decision does not
sesm to have been a wise one or, perhaps, their expectations are too
high as the majority of the work offered in the News Printers Is of an
almost uniform level of drudgery with low pay and even lower poten-
tial for job satisfaction, Of the few jobs that do seem interesting and
well-paid, almast all require skills not possessad {or not possessed at &
high enough level) by any member of the party, while the rest are for
only one or two applicants. For personal ressons, the party members
do not wish to split up and they have so far resisted the individual
temptations that have come their way. Even so, after several weeks of
fruitless job huting, their financial reserves are becoming quite strained
and they realize that they must find work soon, {SM Note: The individ-
ual SM may wish to, and should, embroider the above process by detall-
ing mvents on a week-by-wack or sven 8 day-by-day basis — but it must
be remambered that, at the time of tha adventures’ beginning they must
not be wanted, hospitalized, or in steady employment — and the nor-
mal day-to-day costs of lodging at the hotel and meals, transportation
atc. should have eaten heavily into their capital reserves).

Today is the marning of the 15th of December, and you have a seriss
of interviews with various potential employers both this moming and
this afternoon, Tha morning interviews ail turn out to be of the ‘don't
call us, we’ll call you' variety. You decide to lunch in the New Town
before going on to the interviews you have schaduled for the afternoon,
One of the party {an NPC, presumably) tells you of a great little restau-
rant down near the docks that he knows, and you all decide that it
sounds better than eating in the local SstanBurger or Stellar Chickan
takeaway franchise. {SM Note: You should, if you fesl it adds color,
personalize the Interviews etc. so that the suspense is maintained and
the PCs still don’t suspect what is in store for them),

The restaurant turns out to be an English style pub called the St,
George and does serve raally great counter lunches (cost is about Bcr. a
head for food, drinks are axtra). While you are eating, you note that the
St. George is really on the fringe of the warshouse and factory belt
surrounding tha Killie Bay waterfront area and is immediately across
the road from a rather large compound guarded by Korellian Imperial
troops (if a member of the party reads Kaorallian, or if you ask at the
pub, you will be told that the compound is actually an Imperial muni-
tions factory). As you are almost ready to leave, you are suddenly
blown out of your chairs by a violent explosion. Thoss with Military/
Paramilitary experience will manage to hit the deck split seconds before
the actual explosion, having heard, and subconsclously understood, the
warning siren that went off, Those who don't get to the floor in time
will suffer from 1d.3 Light Wounds plus 2d.10 points of stun damage
{recovering from the latier at the rate of 1 polnt per turn) both from
the shattered pub windows and the shockwave from the explosion.

As you plck yourselves up from the floor, and begin to tend your un-
conscious {?) companions, you see that the munitions factory across
the road lthe interior of it at least) is burning fiercely, punctuated by
smaller explosions, Sirens and alarm bells continue to add to the gen-
eral noise level, and one can hear the distant hee-haw wail of vehicle
sirens, Within minutes, firefighting appliances of both the MFB
{Mephistopheles Fire Board) and the imperial Forces have arrived and
are pouring water, faam, and fire-fighting chemicals onto the seat of the
blaze, though from a long distance off to avoid the flying debris from
the secondsry éxplosions, As you are watching the show, you may
notice (Streetwise rolt) that an incressing number of bystanders are
moving into the aree, despite the danger of the situation. As the min-
utes pass, you note that these bystanders are becoming increasingly
agitated,

St. George's Pub

3 Man I Jagues George's Electronics
g ager § pubonnet
(i Management 5
Consultants Display Area E
Public Staff Waiting & ]
Bar Office ﬁ
Office 2
Private e
Offica E 9
L
¢
SaBI::)n J Kitchen E Computer | Repair Stock
& | Room Area Storage
'. Lo .'AileduFiIs_ ' .

Ground Floor

i

Warehouse
Storage

il

Fire Escape

® Sewsr Accass

B

A

o

n

ST. GEORGE'S PUBLIC HOUSE AND SURROUNDINGS




I

[ ]
Koschei Strasse

H

Chemical Strest

ES
KORELLIAN €] KORELLIAN
MUNITIONS ; MUNITIONS
FACTORY [ FACTORY
— 9 » we
5] Public Parking Areas = = =_=_JBY
1. 5t. George's Public House
Commaercial Buildings 2. Quickdry Cement Factory
{vacent) 3. Mephistophalas Constabulary
Commercial Buildings Station House

{occupied] 4. Qutpost Warehouse Co. No, 19
Residential & 5. E-Z Garage & Lubricatorium
: Related Buildings 6. Outpost Electrical Goods Factory

== e —— - . " 4

if anyone in the group thinks to pull up one of these people, they will
be informad that the whole area has been sealed off by the Imperial
Colonial and Secret Police and that they are conducting a house-to-
house sweep in which all suspects are being carted away in paddy wag-
ons, No-one, your source tells you, in their right mind would wish to
be caught in such a sweep, as even the innacent often disappear forever,
He goes on to say that anyone with a justifiable resson to be in the
araa, such as & job, a regular appointment of some sort or anything

verifiable, may be let go eventually, This should make your PCs realize
that they are obviously in a bad position (the Korellians will quita ob-
viously suspect sabotage) snd maost of you have had recent military
training, and, furthermore, you have no logical reason for being in the
area! You may well be the prime suspects and don‘t want to aven think
about your chances of proving your innocence before Korsllian Interro-
gation procedures parmanantly impair you. Even agsuming that they
eventually let you go, and the chances of this are not good, you would
sensibly want to avoid this.

Once you have realized the predicamant you are in, 8 quick look down
Heimskring’s Gata and Rue de Dusesenberg shows that they‘re blocked
off at the #nds of this block {(see map of Loc, 3}; the sidestreet next to
the pub seems unblocked, but a8 check of Jotunsgata and Boulevard-
strasse reves| that they are blocked also, In fact, all exits by road to the
whole 1 km, square block are cut off.

There are, however, three possible escape routes that the playars might
consider:

e Over the rooftrops — keeping in mind the wide (20-40m.} roadways
that intersect the area.

@ Through the still burning {and still exploding} munitions factory
grounds — which are not cordoned off on the other side,

& Through the sewer network.

Any player who suggests that you try to fight your way out of the area
should be allowed to attempt this, but will find that a company (S'te}
of Colonial Police and a platoon {J’Apu) of Ei'Korell troops {with light
armored vehicles) biock sach of tha seven major road exits {Heimsking's
Gata, Rue de Pays, Chemical Streat, Koschei Strasse, Rue de Duesan-
berg, Jotunsgeta, and Boulevardstrasse}, while the minor exits are
blocked by a platoon (J'Apu) of Colonial Police and a squad {Ula} of
El'Korell troops, if, by some miracle, the players are not killed outright
in any firefight they start, there is a full batallion [llar'$'te) of Colonial
Police and & company (S'ta) of Ei'Kersll troops In reserve to deal with
just such an eventuality. It would be simpler just to tell any fool who
tries to do something this stupid that he/she is dead the moment they
seriously embark on it; or, if you prefer, yvou may decide thay ara mers-
ly critically wounded and captured by the Imperials.

The Rooftops

Of the three buildings in this block, only two have easy access to their
roofs, the St, Gaorga and Georgd s Discount Electronics, while the third
has none (Dubonnet Management Consultants) except through crawl-
spaces in the ceiling, Both the 5t. George and the Electronic Stors have
stairs leading to their upper floors, and from there to their fiat roofs,




though this latter information is not detectable from the outside, Of
course, ance the roof is reached, the PCs still have to find some way of
erossing over the 4 m. gap between the roof of either building men-
tioned above, and the apartment buildings opposite, On the roof of the
pub is a small maintenance shack {padiocked) which contains several
aluminum extension ladders, and several coils of rope (1d,6x5m, each),
and, hidden under piles of miscellanecus gear, a grappling hook, If the
PCs use the Electronics Store to gain access to the roof, or if they pass
it at any time, they will notice {an an Intuition CR if they only passed
by) that it advertises jump belts for sale in the display window, Only jl-
lustrations of them are in the window, however. Inside the shop, in the
maln display area, there is one demonstration unit {with 6d.10% of its
charge left}) in amongst the gear for sale. There is only the ene In the
display area and no weapons at alll

A search of the stock room on the ground floor will turn up §+2d.5
jump belt batteries {fully charged), but no more belts, while the repair
area contains a further 3d.5 fully charged batteries for such devices, In
the desks of the store's office are a bady pistol and an autoloading pis-
tol plus a box of ammunition for each, On the upper floor, in the ware-
housé area are several boxes of jump belt units {6+2d.6, in fact),
stacked next to the entrance to George's Bedsit. However, the batteries
packed with them are uncharged. If anyone thinks to search the Bedsit
itself, they will find the following possibly useful items: 2 further boxes
of ammunition for each the body pistol and the AutoMag, 4 empty BP
mags, 6 empty AutoMag mags, a laser pistol (fully charged, with two
spare fully charged powerpacks), a Hi-Power (TL/7) rifle with 100
rounds of 10mm ammunition, a forceknife {also fully charged), 2 vibro-
knives, 3 daggers, a 9m. length of wire ladder, a pair of ElectroBinog-
ulars {Type 1), 3 Com/PC-2s, a silencer for the AutoMag, a scopesight
for the rifle, plus standard househaold goods, Remember, however, that
the Imperials are moving qulckly and the PCs should feel pressed for
time so that not all the above will nacessarily be found, as it's not all
laying around in plain view.

Either by using the ropes and ladders to avoid the search, or by using
the jump belts for the same purpose, the PCs should be informed that,
though the Korellian potice and security forces are making a thorough
search of the buildings in the area, they are only searching those roofs
that havé easy access and they have no air cover assisting them, Thus,
as long as any PCs who decide to use this route are circumspect about
their escape atternpt, and as long as they aren’t spotted or heard by the
Imperials in the streets below, they will be able to mave with relative
freedom to a point where they will be outside the Imperial security
cordaon,

The Sewars

The only safe access to the sewers is in the back street behind the pub.
There are other manholes, but they are all too public, and would attract
too much unwanted attention if they were used. As far as the PCs can
tell, the Korellians don't seem to be searching the sewers at all, but this
is simply because {though the PCs will not know this} they are simply
pumping them full of a parcotic gas, and intend to search them later,
For details of the sewer system, consult the sewer map of the area,

All the flow tontrol gates are closed, though they can be opened man-
ually on the spot. Howeaver, doing this will alert the Korelliang to the
presence of tha PCs in the system, and they will respond by sending
patrals into the sewars to apprehend the suspects, As far as the narcotic
pas is concerned, because of the large volume to be fiiled, PCs will only
need ta check for ill effects every 10 minutes by simply rolling a Con-
stitution CR. if the PC in question fails, his CON will temporarily be
reduced {till he leaves the sewers) by 1d.6 {this effect is cumulative).
When CON is reduced to zero, the PC will collapse into unconscious-
ness, and will not be able to be revived untit he/she is moved out of the
sewers and into the open air.

Of course, sewers are not very savory places, The main séwer conduits
have footways built into their circular sides and, in normal eircum-
stances, these will be above the leve] of the sewage; secondary conduits
have no such facilities available and will be inormally} 1/3 full of wasta
{mostly, but not entirely, liquid). For this reason, the municipal sewer
technicians have subsurface depots at various points where they may
rest and clean up while still on duty. These ready rooms are set into
the sides of the sewer conduits and are entered through airdocks (for
those occasions when they are rapidly filling with stormwater etc.). All
of these locations contain frasher facifities, as well as certain supplies
appropriate to the technicians' tasks. These include {but are not limited
to) protective suits, respirators {sewer gas is sometimes a problem),
torches (sewers are dark}, rope, hand tools, protective helmets, shock

SEWER MAP

mmmm 3m. diameter conduit

I8 Sewer flow control gates

e 1.5m, diameter conduit [j Maintenance Ready Room

N\ Manholes

Note that the actual sewer conduits are not drawn to true
scale as none are anywhere near 20 meters in diameter, All

0.5m. to 0.75m, conduit

are circular, though the main ones have walkways

darts} for use ggainst hive rate {and other sewer denizens). (Note: The
sewer conduits in the immadiate vicinity of tha munitions factory have
sither already cotlapsed, or have been badly damaged by tha explosions,
putting them in imminent danger of doing sol.

Munitions Factory

This iz a viable routs, as only fire-fighting personnel are anywhere near
the arsa. Howaver, it is also very dangerous, as the explosives stored
here are still going off at random intervals. There is also the possibility
of some of the guards having survived, and these may attempt to block
your way or apprehend you. Exactly what explosions and guards the
PCs may encounter if they traverse this arés must be left to the 5M, as
It is of oo random a nature to ba dealt with effectively here. It should
be remembarad, howewver, that the aim of this whole serigs of adven-
tures is not to kill off the players, but to pravide them with as great an
amount of enjoyment as is possible. Of course, if the players raally
work at it, then they should by all means be allowed to kill themselves
— stupidity is, after all, the only universal capital crime!

ESCAPE

Once the PCs have eluded the Korellian net {and there is no reason why
one or two shouldn't be captured if they've been stupid enough) they
will find little difficulty in getting back to their hotel. When they arrive,
they will find that there is a great deal of coverage being given to the
fire/explosion and the detention of all the suspects, some several hun-
dred people, According to the news releases from the Korellian Colonial
Police, these suspects are being interviewed. No further details will be
available till the next morning (the 16th of December) when, while
eating breakfast in the hotel restaurant, the news on the video services
announces that all these suspects, though presumably innocent, have
been chosen as representatives of the citizens of Mephistopheles for the
Kne'shin'wa festival this year| Since you have bean away from home
for an extended pericd, you are quite perplexed at the proionged and
deathly quiet hush that results from this accouncemant, followed by
sobbing from several of the woman presant, Discreet enquiries will elicit
the fact that representatives Is a euphemism for sacrifices, and that,




normally, convicted criminals are chosen for these ceremonies, but the
crime rate has been significantly down over the last few years and this
is evidently the Korellian solution, Kne'shin‘wa occurs on the 22nd of
December this year.

While reading the newscomp printouts, you note that Alliance Starlines
have placed an ad offering employment to a small number {otherwise
unspecified) of troubleshooters wha should, preferrably, have Military/
Paramilitary/Police experience with either the various Colonial or Im-
perial forces. The base rate of pay mentioned is 25,000cr. p.a., with
higher salaries by negotiation for the right men, (NOTE — The SM
should not make this too obviously the ad for which the PCs have been
waiting; he may wish to include several other false leads for them as
wall}, When Alliance Starlines are contacted, they are quite happy to
give you an appointment for the next day {17th Decernber), and the
secretary takes down your names and addresses, The rest of the 16th
you spend (presumably) resting or following up other ads from the
newsfax printauts (the SM should make this as interesting as possible to

Shopping Malls &
Commercial Premisas

g“ IM

% Parkland

MAP KEY

. Alliance Tower - Corporate HQ of Alliance Star Lines
. Alliance Ground Transport Lines HQ and Depot

. Alliance Cargo Transport Depot and HQ

. Alliance Corporation Catering Depot

. Alliance Aerospace Lines HQ and Depot

. Alliance Warehouse & Storage - No. 1

. Alliance Warehouse & Storage - Na, 2

. Alliance Warehouse & Storage - No, 3

. Alliance Warehouse & Storage - No. 4

. Alliance Corporation Vehicle Pool & Garage

. Alliance Parking Company - Public Parking Station
. Alliance Corporation Security Services

. Allianca Corporation Maintenance Services

. Napoleon Towers Apartments

. Josephine Towers Apartments

. Fiensburg Towers Apartments

. Holger Danske Towers Apartments

el I B I L R
-0

[ Y
~ NG W N

ALLIANCE STARLINES HEAD OFFICES

avoid, as has been mentioned before, giving the game away). When the
PCs raturn to the hotel at the end of the day, the SM should allow each
of them an INTUITION CR on entering their rooms {this should be
made secretly by the SM} to note that thuy geot the feeling that some-
thing is wrong, If this feeling prompts them to search their rooms, they
witl realize that their belongings hawe been professionally looked
through. Though nothing has been takan, there has been an obvious at-
ternpt ta conceal the fact that any search has been madel | the police
or hotel security are called in, they will be singularly unhelpful and will
suggest that you have been imagining it all.

THE JOB INTERVIEW

Your eppointment at Alliance Starlines is for 10:30em at the Personnel
Saction in the Alllance Towers Building, on the 86th floor. When you
enter the elevatar to take you up, you will notice {if a PC has had ex-
parience as an Astronaut] hefthey will get the fesling that something is
wrong. If they make an INT CR, they will be able to put their finger on
exactly what is wrong — the gravity generators In the mechanism seem
to be slightly out of phase — and gives the tell-tale feeling of inertia as
the elevator moves, If you mention this to the Parsannel Director who
interviews you, then he will check with Maintenance, and will receive
an answer towards the end of the interview {(which goes quite well}, He
will tell you that you are correct, and that the maintenance crew has
found a minor imbalance in the grav compensators which the Director
says (gratuitously} is a commeon prablem with the etevator modei used
in this building {yes, SM, all this is significant, and will be explained
soon}. While all this is going on, the interview is proceading, and you
are being extensively guestioned an all aspacts of your career and quai-
ifications — even mors detailed gquestioning than you faced when you
joined up! Any crimetechs may notice (another INT CR) that thers is
an almost inaudible hum, similar to that given out by a polygraph when
in use, and it is coming from the chairs you are sitting in. If you ques-
tion the Director about this, he will deny it immediately, and the hum
will cease at about the same time, Psionically endowad PCs will also
note {if they make an INT CR} some highly skillful psionic probing,
which will be laughingly brushed off, and will abruptly cesse.

Once your interviews are complste, you will be told that the results of
your interview will be collated with those of the other applicant groups.
The final decision will ba made soan and you will be contacted in a day
or two. The SM should make this seem like a ‘don’t call us, we’ll call
you' situation, The only bright spot is that Alliance Starlines pays you
25cr. each to cover transportation costs incurred in attending the inter-
view. By this time it will be late afternaon, and there is no time to at-
tend further interviews. When the PCs return to the hotel for dinner,
they will receive a message during the meal from the Maitre'de that
there is & phone call for you {all of you) and you may take it herg at
your table or in private, Wherever you take it, you find it is from the
Personnel Manager at Alliance and he informs you that you have all
been hired. You are asked to report for work on the 22nd of December.
He also informs you that a complimentary bottle of champagne (s mag-
num} is to be delivered to your table/room,

QOf course, though the SM should give no hint of this, the champagne is
not drugged, though the gas in the hubbles is narcoticl The gas will be
enough to KO anyone drinking the champagna {unless it has been pre-
viously determined otherwise, assume that the PCs have the same drink-
ing habits of the people running them), after anly one or two sips. If
anyone amongst the group is a non-drinker, when his friands have col-
lapsed, a waiter will rush to assist and use a mini-dartgun with the same
narcotic tipping the darts on himl

When you regein consciousness, you will all find yourselves laying on
camp-style beds in a large, but windowless room. The room is quite
featureless apart from the bunks, and a desk and door at the opposite
end. After a few minutes, the door behing the desk opens and a masked
man, dressed all in black, walks in, He sits down behind the desk and
motions you to sit as well {anyone stupid enough to attack him will
find that he is really a very sophisticated holographic projection). Once
you ara all seated, he beging to speak,

THE MISSION

He informs you that he is a member of the Underground Alliance —a
resistance group all of you have hesrd mentioned — and he has a mis-
sion he wishes you to perform! According to him, all the necessary
equipment will be supplied by hit group, as well as much information as
is possible about the target, In return for completion of the mission,
you wilt be paid 25,000cr. plus a further 25,000¢r, if you complate it
within the scope of certain specified parameters which will be detailed
below. If you are Interssted, he requires an indication of this fact now,
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at this point. Crimetechs and psis will have the same chance as they did
earlier of detecting psi/truth detector probes.

The PCs should accept tha mission at this point, if they do not do so,
the masked figure will increase the success bonus in 1d.6x1000cr. steps
1o a maximum of 50,000cr. (that is, a total of 25,000cr. plus 50,000cr.
success bonus each), He will also offer partial payment of the success
bonus for psrtial fulfiliment of the conditions attached to it, and will
further offer the certainty of future missions for the group if they per-
form satisfactorily, at similar rates to those being offered now.

If the PCs immediately accepted, they will be offered the same fringe
benefits during the briefing period. tn any case, once the PCs have ac-
cepted, the holographic projection disappears {remember, the PCs may
not have recognized that it is a hologram), and a hatch in the ceiling
appears, from which stairs extand to the floor. A voice from above
invites the PCs to sscend.

When they do, they find themselves in the lounge they had waited in
during their interview that morning at Alliance Starlines and the people
present are the same staff as befora, The lounge has been set up for a
briefing session, and this is exactly what ensues,

MISSION BRIEFING

During the raid yesterday {remember, the one you were Involved in) an
important Underground Alliance scientist, one Jacques, Marquis de
Villemont, was detained by the lmperial Police in their raid yesterday
on the area around the munitions factory. There i5 no reason to suspect
that they have discovered his importance as he was quite innocently
visiting friends and is not a known rabel, Despite attempts to bribe de
Villemont out of Imperial custody by relatives, the Impaerial decree
sentancing all the detainees to effective death in the Kne'shin'ws fest-
ival has made this impossible.

As far as can be determined (98% certainty) he, and the other detain-
eas, are currently being held at the Outpost HQ of the Kla'Ryilon'Ona
{Colonia! Police) — Loc, 11, Location Ona map. Thay are, however, ex-
pected to be moved to the Imperial base on St. Gervase Island within
the next few days to be held in readiness for the ceremony — which is
being held there.

The UA can provide relativaly up-to-date flonrplans of the Colonial

Police buildings, and of the government area around it. They can land
do) also provide you with holophotos of the Marquis for eese of identi-
fication. The conditions which must be futfilled if you are to receive
the bonus payment are as follows:

{1} 1f the attempted rescue is made before the transfer to St. Gervase
Island, then as many prisonars as possible must be rescued to give the
operation the look of 8 mass breakout, and avoid the awkward asking
of gquestions regarding the Marquis,

{2) The Marquis must be taken either alive or dead if the formar is not
possible, However, if the Marquis has to be terminated, only half the
agresd bonus will be paid.

{3} Minimal imperial casualties are preferred if at all possible to min-
imize Imperial retaliation. PCs will lose 1000cr, {each) from their bonus
for each Korell killed.

{4) Any PCs taking part in the rescue attempt must agree to undergo
psycho-conditioning such that they will be unable to revaal any infor-
mation damaging to the UA if they are captured and interrogated by
the Imperials. This protection will be In the form of causing the PC to
die in a seemingly normal fashion while under interrogation,

{5} If the rescue attempt cannot be undertaken before the Marquis is
transferred to St. Gervase, then only the Marquis is to be rescued lor
killed), really being replaced by e specially programmed clone, and no
discoverable casualties leither CSA or 'mperial} must remain, In other
words, the penatration of the Imperial base must be unobtrusive.

Once the PCs have all this information, they should be presented with
the relevant maps and notss about the Colonial Police HQ Building, the
relevant areas of St. Gervase Island, and the budget limitations the PCs
will have to operate under, The PCs should have plenty of time to plan
their mission — and, they should make a list of the equipmeant they re-
quire, The UA will provide certain items, such as specialized EW/ECM
units etc. but all other itams will have to be totalled up ageinst tha
budget. The UA can provide equipment to the value of 150,000cr. per
man, Any equipment in excess of this will have to be provided by the
PCs out of their own funds (if the items are |egally available),

The actual flow of events that occurs once the attempt is under way is
up to the SM and the players within the framewaork of the information
provided here, the PCs plans for circumventing the Imperial security
measures, and the sucecass of those plans, allowing for such random
evants as the SM may decide as being appropriate,

KLA'RYLLON'ONA {Colonisl Polics) HQ BUILDING

Ground Floor

The Colonial Police HQ was orlginally the Ministry of Police Building
before the Imperial conquest, and was taken over for their use soon
thereafter. The building is in a neo-classical style, constructed of native
rock, facad with grey, polished basalt and is some five stories in height,
The UA has the original architects” drawings of the building, plus the
plans of the changes made by the rebal governments in the last two
rebellions. To supplement this, extensive interrogation of various
sources who have had access to the building In more recent times have
been used to build up what is generally an extremely accurate plan of
this floor, being some 90% accurate in general terms {though the sctusl
uses of some of the offices is uncertsin as far as specifics are con-
cerned), It is known, however, that little, if anything, of a vital or top-
security nature occurs on this floor as all the occupants are invalved
wlth civil crime, where they may contravena lmperial law leven the
SWAT team).

The building itself is set back 10 maters, on ail sides, from the sur-
rounding streets and has entrances on all four sides. The major en-
trance, with a neo-classical facade, is the west entrance, while the sast
side has access 1o the basement cells and garage, The main western en-
trance leads inte the large entrance hall with reception area {just out-
side the Duty Officers’ office). The floor is of mosaic — a black & white
geometric pattern with a multicolored rendition of the {(pre-lmperial)
Planetary Police coat-of-arms. The two flights of steps and a bank of
three elevators provide access to the Second Fioor,

The Duty Officers” Station is on the right hand side of the entrance,
and also includes the Operstion/Dispatch Room for the general police
functions of the CoPos. Because of this, it contains extansive commo
gear and &+ ComTechs to man it {the specialist squads stationed elsa-
where in the building have their own Commo centers as well). To the
rear of the DOs office is the ready-use armory which contains heavy
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KLA'RYLLON'ONA HQ (COLONIAL POLICE}
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ow Officer of the Watch -

‘arm Armory

“dee Detectwes

*'Ditto {sama as other
rootis in this section

Doors to roums in basement
G G_uards ’

weapons and specialist equipment to issue to the police in the guard-
room oppaosite jn time of difficulty theavmr weapons and armor than
they would norrnally be Issuad}

To the left of the entrance is a guardroom where a full $Te {84 man)
of ‘police will be on duty at all times lof which 30+6d.6 will actually be
prasent at any one time). They will normally be armed only with parsi-
ysis rods, stunners andfor tanglers, but will be quite alert. Opposite
thase two aress js the General Enquiry Desk where Mephistophelean
citizens and police may make complaints or attempt to gain informa-
tion as one would expect to be abie to get from such C20th police
organizations as the FBI, the Australian Federal Police, CI5, or the
Russian State Police. | .

Access beyond these areas Is quite restricted to non-police types and
most rooms are thus only labelled according tc their general function,

ll'lql.u Enqum&s

a

" the exact occupants and functions undertaken are not known in derail.

Those listed as general office seem to be only involved in general admin-
istrative duties involved in the running of any large police organization.
The other squads/departments have varying functions: Criminal Invest-
igation is basically invelved in intelligence style operations to ferret out

" erimes before they are committed; Detectives have an overall supervis-

ory role over the Mephistophetean constabulary, while SWAT teams
have an obvious role in the suppression of civil disorder of any sort. As
a note on the last, the SWAT armory has many military style weapons
in its inventory,

The other three entrances to the building are manned by Watch Officers
{who are subordinate to the Duty Officer), esch with a J'apu (16 men)
of police and a ready use armory to equip those men. Each of these en-
trances has a bank of three elavators, but, except for the east wing, they
only provide access to the upper floors.
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Basament (Garage & Holding Calls)

The basement was, in pre-Imperial days, given over entirely to garage
facilities, but the Imperials have walled off parts of it to convert them
1o holding cells prior to shipping off prisoners to St. Gervase Island, or
to other prison facilities. The two entry/exit ramps are monitored 24
hours a day from the Duty Officers’ station on the ground floor, as well
as from the main security area an this level — thay are normally sealed
off by a 10em thick macrosteel Toll a door’, and are only operated
when police vehicles require entry or egress. The basement area will be
described according to the keyed locations on the map.

{1) Garage Facilities (i.e. Parking): There will be 4d.10 patrol cars in
this large area, There will also be 2d.3 Police Officers entering/leaving
their cars at any given time. The vehicles are standard TL/7 groundcars
— in Imperial black with a white trim. The officers will be armed with
either tangle pistols or stun pistols as sidearms, while each patrol car
will also contain two StunRiftes {alongside each of the fromt bucket
seats, and two gyrojet rifles {with four C20's each) in the boot {as well)
as respirators and 4 narcotic grenades),

{2) Garage Facilities {Parking): Paddy wagons {Lt. Trucks — 2 Crew,
12 passengers). There will be 3d.6 here at any given time, normally
without any crew,

{3) Garage Facilities {Parking): Riot Control Vehicles — Lt, Trucks
{with Light Armor} and armed with watercannons and cone LMGs._
There are 2d.6.

{4) Workshop Facilities: full garage workshop. There will be 2d.3 vehi-
cles here at all timas, as well as 6+3d.6 mechanics during the day and
2d.3 mechanics during the night. While the meachanics are Issuad with
sidearms [stun/tangle plstols}, they wilt rarely be carrying them, though
they will be fairly close to hand,

{5-8) These two Guardrooms are virtually identical, and each is respon-
sible for the adjacent holding cells, The guards here have standard side-
arms, as well as the following emergency equipment available in the
guard-room — 4 tangle rifles, 4 gyrojet pistols, 2 gyrojet carbines, 100
rounds of ammunition for the above, 5 KMC spraycans (tanglestrand
anticatalyst), 20 Drug/2 sleepgas grenades, 8 respirators, and B paral-
ysis rods, At least four of the guards will be in this room at any given
time. Of the athers, 1d.4 will also be present. The remainder will be
‘checking the cells visually, The guards also have extensive videomon-
itoring facilities to cover the celis as well, The doors to the guardrooms
are not airtight, but are fairly close fitting, and will thus altow any oc-
cupants to don respirators before any significant amount of gas from

putside can seep in, The stairs in the room lead to the outside {ground
jevel) via 10cm thick macrosteel doors which may only be opened from
inside the guardroom,

The adjacent cells are usad only to hold prisoners on a temporary basis,
during questioning or before baing shipped to Re-Education Camps.
The cell doors are of solid macrosteel, but the opaning mechanisms are
located adiacent to them, not in the guardrooms. The machanism is
simply a button which opens and closes the doors.

{7-8} These Guardrooms are almost the same as the ones above, except
that the stairs to the surface located inside the former are located out-
side the latter,

{9} Lift Area — Deliveries: The lift here provides delivery reception
facilities for non-Korellian traders who are otherwise prohibited from
antering the garage security area. Large, bulky, items are delivered by
the lift, while less bulky items are brought in by the stairway. The
security post here is manned by 8 men and is identical in equipment
to the guardrooms above.

{10} Personnel Reception: For use by returning police who were on
foot patrol, The two security posts each have monitoring equipmeant
and are manned by 8 police, equipped identically as Locs. B/6.

[11) Main Security Area — Desks, Computer Terminals, stc. The main
information/data processing functions involved with the holding cells
are performed here. There will be 3d.6+46 police here at all times, as
wett as 1d.6 detainees,

{12 & 14) Guardrooms as per LOCs. 5/6.

{13 & 15) Interrogation Cells: Soundproofed, with Korellian interroga-
tion equipment,
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Second Floor

Since this ares is completely off-limits to CSA personnel, little is known
of its layout beyond what can be seen from the Main Entrance Hall,
The rest is conjectural, based on century-old colonial records, from the
last rebellion period.

Fourth & Fifth Floors

Nothing is really known about these floors, except the bald fact that
thay have been remodelled as barracks for the Imperlal police after the
last rebeflion. Also note that the roof-is used as a landing area for fliers
{Grav-vehicles). :

There are several possible ways to attempt the rescue of the Marquis
from the halding cells — these being:



A} Diversionary Riot etc.: If the characters ask for UA asslitance to
stage manage a riot, such assistance will be forthcoming and, if the SM
decides that it hat been handled successfully this will strlp most of the
possible reinforcements avallable to the basement sscurity erea from
the upper building lavel, Most of the vehicles will be absent, and the
actual parking area will be deserted,

8) Trojan Horse: The UA can, if requested, provide Korellian Police
uniforms, squipment, and svan vehicles (patral car or paddy wagon) to
disguise the initial entry of the rescue group.

C) Asssult: Surface: The UA can provide sxplosive charges 10 blaw
through any of the doors entering the basement from outside, though
someons with Demolitions Skill will be nseded to smplace them,
NOTE: Charges will be required to blow the doors apen to gain exit, in
any case, o8 all of them can be closed by ramote control from the Duty
Otficers’ Station on the ground floor.

D) Asssult; Subsurface: H any of the PCs think of it, old maps of the
sewers in the ares show that s ssaled off main sewer conduit (2.5m
dlamater} runs directly under the bazerment, OF courss, it will be neces-
sary to tunnel sbout 2m, through rock snd esrth 1o the actual base-
ment, To svold cremping the style of the SM, the sctusl plan of the
sewers, and where thay undercut the basemant is up to them.

The &xact outcome of the above possible mathods of gmining access
{and any othier ones inganious PCy may come with), and the overall suc-
cass of the rescue are all up to the 5M and, of course, the role playing
sbilities of the PCs involved.

FAILURE

Much 1o tha dismay of the PCs and the UA, the Marquis is not present.
He, and s batch of other detainess were transferred to St. Gervase
Island only minutes befors the raid! The UA will still pay tha 25,000¢r,
base rate, and wiil offer 8 further 25,000¢cr., plus the original bonus if
the PCs will attempt to rescue the Merquis from St. Gervase. The
amount of planning that is possibie, and the amount of equipmaent that
Is brought in, is limited by the time remaining — remambering that
Kne'shin'wa is on the 22nd! You may have days or only hours left] The
SM should underline in savery possibla way tha sene of urpéncy that the
UA regards the rescus sttempt with,

ST. GERVASE ISLAND

St. Gervase Island is the HQ of the Imperial Ground Forcat on Meph-
Istopheles and boasts extensive airfisld, berracks, command, and other
facilities. As far as the PCs are concerned, this means thet if they are
foolish snough to try 8 direct assault, thay will be met by extansive
fortificatlons, alert guards, and they’ll almost certainly be esught (or,
more likely, killed), Niot onty that, but they*il lose the bonus offered by
the UA (if you don't remsmber the conditions which went with it,
chack, they still apply), not that they'll be worrled about it — being
dead ar Imprisoned — before tortura and exscution.

The keynote hers !s infiltration, snd, strictly speaking, the anly real
chance the PCs have of succass is if they manage to follow this Idea,
This will be sasiest 1o achieve/carry out at night, but, might be pos-
sible during the daylight hours.

Attempting to assault/infiltrate via the airfieid area and the ciiffs sur-
rounding it Is not advisabla, as you will note (from the map the UA
can provide) that there are a largs number of forts spread around the
adges of the piateau, both to protect the airfisld and the axtensive
undsrground facilities at the bate (the UA can provide informarion
about this facility — as far as is known, they are capable of housing st
Isast 500,000 man and their equipmant}. Which is whare the massive
blast doors spread around the various areas of the base all lead to. The
ECM/EW defenses of the base is no better than Impaerial ECM/EW
usually is, but it is extensive, and Is becked up by large scale ground
surveillance,

The only realistic way of gaining access to the Istand s via & night infil-
tration mission aimed at the Imperial docks, or the above ground sec-
tion of the militery facilities thare. These ars mainly protected by tm-
perial foot patrals which, after 114 years of psace, have become rather
lox!

The sacrifices will simost cartainly (based on previous axperlance) be
being held in the holding Re-Education Camp near the Imperlal Secrat
Sarvice Building, The security in this whole sras Is specially lax at
night as no-one really expects anything to happen in the midst of halt

ST. GERVASE ISLAND
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a million troops, and certainly not anywhere the ISP HQI The security
measures consist of rendom foot and vehicle patrols throughout the
area (foot patrols normally consist of only one trooper, while vehicle
patrols consist of only two). The prison camp itself is protected only
by an slectrified fence (man-killing voltage) combined with videomoni-
tors and other EW/ECM devices as well as guard tawers with visible
light spotlights, the latter being aimed inwards to prevent escapes, not
outward,

inside the camp, the detainees are quarterad in prefab hutments, and
are locked in there at night. On the door of sach hutment is a list, in
Korell script, of the names of the detainees being held inside {so find-
ing the Marquis will not be too difficult!}.

There are, baslcally, two ways of entering the security srea of the Im-
perin[ base: by swimming in (presumsbly underwater), or by a para-
chute jump using flying belts, ECM to defeat Imperial sensors being
provided by the UA in both Instances. How successful the moades of
entry chosen by the PCs actually turns out to be is up to the SM and
the rols play of the situation.

As far as the above ground patrols are concarned, they ara fairly extan-
sive, taking place avery 2d.8 minutes, though this will generally mean
only that the patrol will pass through the general area in which the PCs
are concealed, This frequency is applicabie both day and night, During
the day, of course, thers will also baa large number of other personnel
around as there are about 100,000 Imperial troops stationed here at
present. Lights out is at 10pm and very few non-MP personnel move
around after it,

All MP/Security personnel will be armed with blaster sidearms and
NCOs and enlisted men carry blast rifles as well, while the officers have
nauronic whips and LaserSwords. Ail will normally be unarmored. Any
other troops ancounterad will be unarmed, except for officers, who will
be waaring a biast pistol, neuronic whip or LaserSword, Only tha MPs
will wear all of them while not an alert,
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Now, the news that you've been waiting for — the Marqguis is in the
holding campl So, no more waiting if you get to him successfullyl Since
the Imperials are not expecting an attack/raid, and have no reason to
suspect that the Marquis is of any importance, they will not be overly
prepared, Remembar, the UA wants no discoverable traces of this pena-
tration,

To help the PCs 1o attain this desired aim, they are able to provide two
Itams which will prove of some use, Firstly, they have a specially pro-
grammed clone which has besn altered to resemble the Professor and
will thus maka the escape less likely to be detected. Secondly, they can
provide you with one of their jatest developments of G Section — the
Immolator Button, a small device of negligible weight (100 to the kilo)
which, when placed on a dead body and activated, causes an axother-
mic reaction which converts the whole body into a greyish carbon dust
and various gases. The dust may be easily brushed into the ground so
that It does not even resemble the outline of a human body, and the
gases, of course, leave no trace,

ESCAPE!

Once the Marquis has either been rescued or killed, the PCs will be
obliged to exit from the {sland and, hopefully, remaln undetected while
doing so! No matter how successful their penetration was, and no mat-
ter how it was achieved, there is only one way for them to escape: by
swimming ocut to an awaiting UA surface vessel about 1km off the
shores of the istand, Unfortunately, as the group nears the boat {a large
cabin cruiser about 100 ft. in length), all hell will break lcose on the
base (either the missing patrals tha PCs have eliminated have been
noticed as having gone missing, or there js some other reason for the
alert), In any case, the boat is far too close to the Island for safety dur-
ing such an alert and starts off at a high speed without you, either with
the intention to pick you up later or to draw attention away from you.
Whatever the reason, they draw fire from the blaster batteries an the
Istand which soon score a direct hit, totally destroying it. This is not
the first time innocent bystanders have been killed by accident in Im-
perial alerts.

Intelligence Raid

On arrlval at Westernport StarPort on Marduk, you are met by the local
Alliance StarLines representative {who Js also, of course, the local UA
rep as well}, and he will convey you to the lodgings the StarLines have
arranged for you at the very exclusive ANZAC Society Clubhouse [op-
posite Hyde Pari in the city center} where you are to stay until, as your
guide states ‘a mission is arranged for you .

BACKGROUND
Marduk is the only colony of Abigor to have gained its independence,
which it has had virtually since the moment it was discoverad. It was

S0, here you all are in the middle of the bay and with nowhere to go!
You have saveral options as to where you swim to shoré, but your only
objective once you get there is to reach the Alliance Starlines Buiiding
as it is the only UA base that any of you know the location of, The
professor knows of several, but nane are in Outpost. Also remember
that Civil Police will have stepped up their activity due to your recent
raid on their HQ,

In any case, it would be unwise to go back to either your hatel or ap-
proach the UA Building openly, especially armed and armored as you
are. It will not, however, be difticult to find somewhere to hide until
the next evening, using the cover of a deserted building or the sewers,
to name onty two passibilities,

Even approaching the Alliance Starlines Building at night could be a
problem, as not all its employees know of its concesled importance,
Not only that, but the building security guards will have no reason to
admit the PCs - 50 they will be forced to break in and run the risk of
being discovered by the said guards. When you reach the 86th floor
[presumably having taken the elevator), you find that it is deserted and
there are absolutely no traces of the UA facilities you know should be
here. Also, unfortunately, your presence has been datected and the
guards are well on the way to cornering you, They will, of course, even-
tually do so, and the PCs should be reminded that it is a definite no-no
to kill possible fellow UA members, and they are only armed with stun-
ners in any case, ’

In fact, the guards will eventually capture ar stun all of the group. For-
tunately the guard CO, to whorm you will be taken, is a UA member
and will know of you, He will arrange your escape and you will be con-
ducted to the real UA facility, which is actually underground, hencsa the :
strange feeling your Astronaut PCs may have felt back at the beginning
of the adventure. At this point, the UA controller will make payment
for the completion of the mission and will suggest that things are get-
ting toa hot for you onplanet. In any case, he mentions that the UA
have & mission waiting for them on Marduk {transport will be provided
— First Class — as befits vour new status as Senior Investigators with
the Atliance Starlines.

settled by the Royalist Party from Abigor and was settled so that they
could restore the Monarchy ({the King of Australia and the UK), The
earty calonists poured millions {hundreds of millions, in fact) of credits
into the colony over a period of some decades to ensure its success and
many, if not most, of the royalists were wealthy. This is probably the
reason for its current solid economic position, despite the depredations
of the aceupying Korellians, Partly for this reason, the Mardukans had
a large military StarPort under construction when the Korellians in-
vaded some centuries ago, and they took it over for their own purposes.
It is currently one of the most important Military StarPorts in the



whaole sector, being the HQ of the 103rd (Monitor) Fleet, Recent sec-
urity lsaks have made the local UA branch aware that the base ¢ur-
rently holds copies of the basic Imperial ECM and EW computer codes
and the Imperial EW/ECM hardware blueprints for all their electronics
{also, unknown ta the UA, they aiso contain copies of the complete
list of Imperial control override codes for all naval vessels in the sector!

1 the EW/ECM codes and hardware blueprints are accessed by the UA
— by the penetration team they use — then the CSA/UA EW/ECM
versus Imperial units will be dramatically improved,

After several days at leisure in Westernport, which the SM may wish to
personalize (though nothing major should happen that might interfere
with the completion of this mission — even though the PCs do not
know they're on it yet}, the PCs will receive a summons from the UA
to be available for the following evening. The implication being that
there is @ mission In the works for them, and that they are going to be
briefed at this meeting. The instructions are to eat their evening meal in
the Gallipoli Room at the Club, and await further instructions,
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LOCATION KEY

1. St, Andrew's Cathedral

2. Royal HMistorical Society of Marduk

3. David Jones - Interstellar Pravisioners

4. David Jones - ‘Piazza’ - Interstellar Provisioners
5. ANZAC Memorial

6. Caledonian Cybernetics {Computers)

7. Woolworth's Depariment Stare

8. Royal Bank of Markuk

9. Royal Westernport Hospital

. Parliament Building - Commaonwealth of Marduk
. Alliance StarLines Building

. Grace Brothers Department Store

. Imperial Defense Ministry

. Imperial Colonial Police Ministry

. Telecom Marduk {Incorparated) Building
. Napoleon's Simulation Society

. Wales Banking Corporation

. Galaxy Trading Company

. New Buckingham Palace

. Royal Guard HQ (Horse Guards)

. ANZAC Society Clubhouse

. Multi-Story Carpark with Helipad on Roof
. Multideve! Underground Carpark

. Planatary Government Offices
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The Gallipoli Roam is a very expensively appointed dining room and
the meal there will cost about S0cr. per head {excluding wines), though
the food and service are superb, Formal dress is required, the vegy mini-
mum being a suit and tie {it should be noted that the accomodation at
the Club has been paid for by the UA, but meals etc, have not and are
the responsibility of the PCs, though, remember that they re being paid
regularly by Alliance Starlines now). When the bill is brought at the end
of the maal, a note is folded inside it, On the notepaper are the follow-
ing instructions: ‘Mave to the entrance to the kitchens and exit through
those doars, Move through the kitchen area to the fire exit, and use this
to move to the roof, Then take the external fire escape to the rear serv-
ice area and move down to the ground level, where you will be con-
tacted, Any application of moisture to this message will cause it to de-
compose to a fine ash within 30 seconds — please dispose of it’,

I the instructions are followed, the players will find themselves mao-
mentarily alons in the alley at the rear of the Clubhouse but, scon, a
large black limousine will silently pull into the area from the street. The
PCs will be hailed by the driver, whase face is hidden by the glare of
the headlights from the front, and by the tinted windows from the side.
On entering the passenger compartment, the PCs will find that the
driver’s compartment is sesled off from the pasgsenger area by a pane of
tinted glass as well, There is seating for about 12 people inside and,
once they have entered, they will notice that there are no internal door
or window controls in the passengar compartment and the windows ars
themselves tinted to reduce visibility from inside to practicalty nil
lespacially at night}, Also obvious is the fact that the passenger com-
partment has its own sesled cycle aircanditioning unit. However, de-
spite atl this, and despite the [normal?) paranoia of the PCs, they will
not be gassed, nor will they be harmed in any way, though you might
wel| play the trip for alt it is worth,

The trip will take about an hour and will, needless 1o say, be quite in-
direct, The limo is well fitted out with ECM devices specifically in-
tended to confuse any direction finding devices the PCs may be carry-
ing. It is, in_fact, a larger version of the Q Section triphib car and there
is no chance of damaging it with the tight personal weapons the PCs will
{at best) have braught with them. Those PCs with skill in flying will
natice that there is something funny about part of the wip. Allow them
an Intuition CR {with their Flying Skill as a positive modifier) at —5 to
determine that the car is flying,

When the PCs arrlve, the doors of the limo wilt open, and they will find
themselves in 2 large underground carpark where there are many varied
types of civilian vehicles {ranging from sedans, through sports cars, to
delivery vans in various liveries, as well as large semi-trailers} and scat-
tered military vehicles of unfamiliar {i.e. non-Imperial) design, kn sev-
eral places there are banks of vehicle Iifts indicating that this is only ane
of an unknown number of levels for this purpose at this site. You will
be ushered through several hundred meters of corridors, seeing tantal-
izing glimpses of offices of various types, all manned by personnel wear-
ing military style uniforms of unfamitiar design. Finally you will reach

‘vour briefing room, obviously used as a large auditorium under narmal

circumstances, and there you will be met by several civilian and military
officials. At this point, the briefing begins.

THE MISSION

Through several soft sources {overheard conversations, drunken ramb-
lings etc.} it has come to the attention af the UAs Intelligence services
that the Imperial computers at the local StarPort contain certain vitally
important items of information in their data banks, These include:

1. The Basic Imperial EW/ECM Codes: These are programmed into al}
Imperiat aquipment, It is from these that the regularly changed current -
codes (usually each remaining in use far 3-6 months before being
changed) are developed, !f these codes were gained, they would enabte
CSA researchers to develop special counter EW/ECM programs, adding
+5 or mare to C8A EW/ECM vs, the Korallians, Even if the Imperium ~
found out about the theft after the outhreak of the rebellian, they will
be unabie to make substantial changes for a number of years at the -~
best, both because they are so basic, as weil as duse to the fact that
Kareliian R&D is so pitifully slow. - -

2. Wiring Diagrams for Imperial EW/ECM Devices: These will enable
CSA researchers to further develop their own EW/ECM devices which
will be buitt around the Imperial hardware parameters, making CSA
electronics even more undetectable to Korellian equipment. ' ’
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3. Owvarride Codses: The UA does not know af these, but, since they are
associated with the files containing the above data, they will be gained
along with them quite by accident, The Override Codes for all Imperial
starships in tha sector will be made avaitable. These codes are held by
the Imperial High Command in case of rebellion or mutiny and they al-
low a ship's controls to be overridden in such vital areas as gunnary,
battlescreen control, EW/ECM etc. The effect of such control is obvi-
ously quite devastating, but once the Imperials know what is happen-
ing, they wili be able to change the codes. This will take several days
and will be of little use to the ships destroyed as the result of this in the
first encounters of the Reballion|

All of this information |s vital to the Confederate war effort, and must,
if possible, be accessed and the data returned without this being dis-
covared, Access to the StarBase s, of course, restricted to Imperial
troops and auxiliaries and, theoretically, no Colonial is allowed on the
base, with the exception of colonial troops being shipped offplanet, or
being returned home,

Since the StarBase was originally constructed by the Mardukan govern-
ment, before being taken over by Korellians, and has since twice been
taken aver in previous rabellions, the UA has at least some maps of the
internal arrangements available, and these have been updated when and
where possibla, The relevant maps will be supplied such that you will
be able to carry out any planning you may dasire to undertake for your
attempt to gain access to the computer levels. In connection with this,
it must be noted that the base has certain areas where there are the
equivalent to secret passages, leftovers from the original construction
days which have never been discovered by the Imperium. it must be
stressed that you must leave no trace of your penatration of the base
and especially of the computer leve!s, Again, because of these require-
ments, immolation buttons will be provided for your use an bath your
own and all mperial casualties, The next section details the relevant
arass of the StarBase and the Central HQ Complex.

Paymant for the mission will be the standard 25,000cr., with a
26,000cr. success bonus. From this 1000cr, will be deducted for each
Korell casualty caused and only the base 25 000cr. will be received if
the penetration of the StarBase is discovered. If, however, the penetra-
tion of the computer level is discovered, then no payment at all will be
received,

THE STARBASE

The StarBase was originally under construction for the planetary gov-
ernment of Mephistopheles when the Korellians took over, On the map
provided, the original outline of Tullamarine island is given, over which
the StarBase was constructed (the areas of water being filled in to pro-
vide the footing needed. The main features of the base or, at least,
those of interest to the PCs, are:

Outer Defense Perimeter

This is the boundary of the outer battlescreen field, when this is in
operation, On the large StarBase map, this is indicated, along with the
fort/NovaGun turret complexes emplaced at the points of the base
within, While the battlescreens are normally turned off, the whole peri-
meter is sealed off by triple fines of electrified wire, minefields, and
infantry/artillery bunkers and pillboxes and other prepared defenss
works are on the inner side of this. The weak points of this system are
at the starpoints, which is why they are strengthened by being the sites
of the NovaGun/fort complexes, There are normally only random hu-
man guard patrols of this area, as it is mainly maonitored by remote EW
devices from sites along the perimeter.

Starpaint Forts

The eight starpoint areas are divided into two groups: those which de-
fend ship repair/construction areas {(ships larger than 250,000 tons are
normally constructed in space) and those which defend warehouse/
naval stores/barracks areas. The major parts of each type of facility are
underground. Even so, because the defenses here cannot be dafended in
depth as elsewhere, they will be much inferior in overall strength than
elsewhere,

StarFightar Bays

These are hardened launch/retrieval bays for Korellian StarFighters
{realty equivalent to corvettes at 2500 tons each}. They do not have
above ground defenses, though they are monitored by the adjacent
fort/NovaGun complexes and by EW devices on a remote basis,

Innar Defonse Screan
This perimeter divides the main landing area of the StarBase from the

KORELLIAN IMPERIAL STARBASE

S Nt

E Ship Repair & Construction Berths
’% Main Landing Bays

Defense Command HQ, Landing
Central HQ, Main StarBase Command
Warehousing, Neval Stores,
Manufacturies, Barracks

—= Subway & Monorail Lines
-----+ Security Boundarias S BattleScraans
Hardened StarFighter Bays
A 2xN*S0Dand 4 x N*76 NavaCannons
& 2 x N*75 NovaCahnons.

& 2x68T*"775 StarTorp Launchers
® 2xMB*1000and4 x N*75

STARBASE FACILITIES
@ Repair Capacity: 30,000 points per day
& Main Landing Area: 8 million square meters
@ Repair Berths: 6 million cubic meters
& Hardened Launch Bays: For 4 tar.Ne'Sha of
Fighters - 266 total
e 16 x 2 N*SQO turrets
18 x 4 N*75 turrets
11 %2 N*75 turrets
B x 6 ST*775 turretsflaunchars
2 x M8*1000 MegaBolt launchers
# Triple BattleScreen rings

TECHNICAL DATA
® StarPort Personnel: 14,000
{3500 Command, 10,500 Technicsi)

# SterBase Defense Force: 3 Naval llar'N'Kya

® 2 AMC Ganerators {10,000t each)

# Fuel Storage: 1200 days for generators

» EW/ECM: 15/5000 LS Range

@ Damage Capacity: 300,000 {outer]
600,000 (Defense HQ)

o BattleScreens: 3 x 75,000 {+15)

& Armaor: +40

» Orbital Facilities: Half size of ground base;
+20 Screens, +50 Armor

above three areas. It is delineated by a triple line of dafanse similar to
those of the Outer Defense Perimeter {described above). Again, the
Inner battlescreen is normally off. The defenses hare are much less
strong than for the outer defenses. Again, there are 8 small number of
human patrols, supplemented by EW devices,



Main Landing Area

This area is of thick ferroconcrete, and is rated to take ships of up to
750,000dwt, few defense, but always heavily trafficked by technicians,
ships’ crews etc.

Inner-HQ Defense Porimeater

This is also the line of the final battlescreen defenses, which, unfike the
outer two, is always switched on, The whole hatched in area on the
map is heavily fortified and defended against ground, air, and spatial
attack, surrounding, as it does, the main HQ of the StarBase, Security
consists of both random and relatively infrequent human patrols as well
as EW scanning.

HQ Complex

This is heavily armared and protected, and is at the very center of the
StarBase. Security consists of electronic ID measures backed up by
human security personnel, Most personnel entry is via the StarBases’
subway system, though entry from the surface elevators linside and
outside the indicated structures], though it is, relatively uncommon,

PENETRATING THE STARBASE

There is, obviously, no ane suitable method for penetrating the various
levels of StarBase security and successful completion of this mission
will require the utilization of a combination of several different ap-
proaches at different stages of the mission. The PC should be presented
with the ‘options below as part of their briefing, though the conclusions
and estimates that go with them are purely for the SM's guidance, Suc-
cess or failure, after all, should depend on PC ingenuity, or lack of
samel

1. Airborne Insertion: The StarBase utilizes extensive radar and sensor-
scanning equipment to detect any flying or above surface penetration
of the security area around the base, The UA can provide EW/ECM
devices which will provide limited duration invisibility to Korellian
scanners {2d.6+6 minutes total, though the devices may be used in
spurts rather than non-stop to extend their usefulness). 5M Notes: Ob-
viously, due to the limited duration of the protection offered, this
method cannot be used to cover the whole distance from the outskirts
of the area to the Central HQ area. 1t will, however, allow the PCs to
jump over the defense rings and associated minefields.

2. Surface Penetration: This will suffer the same problems as above as
far as penetration by a surface ship is congerned, but will offer a much
improved chance of penetration once actually inside the Quter Peri-
meter, especially if the group is equipped with Scoutsuits/Sneaksuits
ete, to fool even visual sightings by Korellian foot patrois of the area,
SM Notes: If combined with the above (Airborne Penetration), this
shouid ensure at teast a reasonable chance of success.

3. Subway: The subway indicated on the StarBase map consists of
both a personnel transit system which is obviously out as far as the mis-
sion is concerned, as well as a cargo transit system. The subway runs
underneath the monorail routes indicated on the map, but is much
more extensive, having many spur lines, as well as connections to the
Central HQ Complex, Entry to the personnel tunnel js via stations
spaced every 100 meters or so; entry to the cargo system is only pos-
sible at special cargo handling areas or through access panels spaced
between each personnel station. Even the cargo transports are crewed
by a driver and assistant, making an attempt to board them quite risky,
However, the 2.5m diameter tunnel has 5 flat, false, bottom 0.5m above
the actual bottom of the tube, and on which the trains run, The space
beneath is partially filled with power cables etc., but also contains a
crawlspace for technicians which extends, unobstructed, for the whole
distance to the HQ bunker subway terminal. SM Notes: This is, obvi-
ously (or it should bel), the safest method of moving around inside the
StarBase, It should be noted that the distance from the perimeter to
the HQ Complex is 3.5km. So, crawling this distance would be quite
slow, If the players mention this, the UA briefers wilt be able to provide
thern with battery powered trolleys for the journey. {Of course, the
PCs still have to think of this requirement themselves, the UA staff will
not think of this unless suggested to them}.

Summation

 Obviously, the only way to penetrate the base with a relative degree of
safety is by jumping the cuter defenses, walking to the subway en-
trances, and then travelling through them to the HQ Complex.

HC COMPLEX

The HO complex |5, of course, almost entirely underground and con-
sists of a large number of levels, of which only a few are relevant to
this misslan. It is only these fevels that are actually mapped and keyed
below.

STARBASE HQ COMPLEX

&\\\\f Defense Bunkers

' {Ground Troops) "
L...i Cargo Lifts -
o 1 x N*75 Anti-SpaceCraft Mounted Turret

¢ 2 x B*250 Anti-Ground Mounted Turret

& 2 x B*200 Anti-Ground Mounted Turret

@ 2xN*75plus 2 x6 §T*775 Luanchers

A 1x868T"775 Anti-Space Mounted Launcher
A

v

o

2 x MB*1000 Turrets, Anti-Space Mounted

NOTES

® Cargo Lifts are tested to 5000t

® Personnel Lifts are situated in
the central building containing
the Megabalt Turrets

» Other personnel access is via
the subway system

SUBWAY ENTRY LEVEL
{1)  Subway Intersection.

{2) Offices: 2alc are general offices, 2d is security [responsible far
this sectian of the system].

{3-56) Offices: as abave.

{6-9) Lift Lounges: stairs down from the platform lead to these lifts,
which provide connections to all levels of the complex. These lounges
are actually beneath the cargo dock sections of the actual platform
level,

{10-13)  Lift Lounge: these are similar to the above locations, but dif-
fer in that behind the lifts here are (hopefully) undiscovered panels
leading to a ventilation shaft which will provide access to all levels of
the base. This was intended to be part of the pre-Imperial base, but was
sealed off by some far-sighted patriot before the actual occupation. As
far as it can be determined, the Imperials have never discovered it. It
will thus offer access to the computer level, Ladder rungs lead down-
wards {or the PCs can use their grav belts).

8BM Notes: Obviously, crossing from the cargo bays to the elevator
lounges is going to be one of the most dangerous parts of the mission
as, even at night, there is a good chance that a number of StarBase per-
sonnel will be en the platforms awaiting transport modules. The PCs
will obviously have to await one of the few moments when the plat-
forms are clear, The SM should play this situation for the maximum in
suspense possible, though he should not allow the PCs to be discovered
unless they make absolute assess of themselves. At worst, he might let
them be surprised by a small group of Imperials who will have to be dis-
posed of quietly, and whose bodies will have to be concealed,

Once they have climbed into the ventilation shaft, they have z climb
lonly unless they did not bring grav belts) of several hundred meters



down to the computer levels, There are access panels to all levels, con-
cealed fram the other side, but numbered an the inside.

COMPUTER LEVEL
{1) Personnel Elevatars and Elevator Lounge,

{2) Open Area,

{3-4) Open Plan Offices: Data Processing Terminals {input anly). Nor-
mally deserted at night,

{5-6) Lift Lounges and Lifts.

{7-8) Data Processing/Shift Supervisors’ Offices; There will always be
a few people in these rooms, even at night.

{9-10) Data Input/Qutput Terminals: Access to databanks is possible
from here,

{1112} Prograrmming Offices: for use by programming staff. Nor-
mally deserted at night.

{13-14) Main Programming/Access Terminals: in use day and night.
Access to the databanks is quite easy from here.

{15-18) Programming Supervisors’ Offices: At least one of these will
be occupied at all times, day and night, Access to the databanks is quite
easy from these points,

{19-30)  General Administrative Offices: Normally deserted at night.

SMsz Notes: Only certain locations, as noted above, will allow access to
the main data banks, and even these terminals will require a security ac-
cess code for the special security data banks where the data you require
is being held, The UA can provide a special defeater which has been
programmed specially to run through all possible combinations of the
right size and trigger the anti-tampering devices until the correct code is
hit. For it to be used, it must be attached to a data terminal or to the
attached coax cable. Unfartunately, such a program will take 8760
hours to run all the way through. However, a Computer Scientist aper-
ating it will be able to reduce the time the program will take by his SL
{i.e. — divide 8760 by the SL and muitiply this by the cémputer speed};
a Computer Tech will only be able to do half as weil {i.e, — divide the
time by half his SL), If more than ane Scientist/Tech is present, the
first uses his full SL, but all the others have their SLs halved before
they are added, Obviously, it will take some time 1o access the required
data. For this reason it would be unwise to leave the defeater in the
open for tao long and this will cause a definite conflict of interest:
leave 1t out where it can be detected or do the cracking in dribs and
drabs over a period of several days, increasing the risk of detection. The
UA has provided special storage chips which will record the informa-
tion, once found, in a matter of seconds.

Any PC successfully penetrating to the ventilation shaft should be ai-
lowed to make an INT CR to notice that some of the cables running
down the side of the shaft run off into the computer level, The INT CR
is not to notice the conduits but, actually, to realize that the one run-
ning off is a computer cable. It will thus allow safe access to the com-
puters for the defeater! Also, since the complink provides direct access
to the security banks, time required to access the data will'be reduced
by half,

Escape: Once the PCs have accessed the information they require, they
must exit the StarBase and proceed to a safe house at No, 23 Albanus
St. Of coursa, there is absolutely no reasen why the escape should be
uneventful. Remember the time limit on the UA provided ECM device
— let it run out just a tad earlier than the PCs would like,

NO. 23 ALBANUS STREET — UA SAFE HOUSE

No. 23 is a two story brick townhouse converted from what was once a
single large home into eight self-contained flats. In reality, ail the flats
belong to and are used by the Underground Alliance. For this reason,
access is possible to all of them via secret doors from the sewers and
fram the roof as well, all to enable unobserved exits and entries If re-
quired. Below is a general key for the building map provided.

Flat 1 .
{1a) Lounge room: carpeted floor, laser pistals hidden under coffee
table and inside the Tri-D set.

{1b) Bedroom/Study: carpeted floar, library access computer terminal,
and bookcases with real books, laser pistols hidden in the bedside table
and in the computer terminal.

{1¢) Kitchen/Dinette: Linoleum flaar, laser pistols hidden under table
and in micrawave oven.

{1d) Utitities: door to 1c is seemingly wooad veneer, but is actually
equal to A/AJA armor.

Flat 2

{2a) Entry is through what used to be the main hallway of the old
house, Stairs lead up to the second floor. Closets under the stairways
contain cleaning equipment as well as {each] 2 concealed laser rifles,
a box of sleepgas grenades, and 4 laser pistals.

{2b) Entry Hall to Flat No. 2: Coat racks on both walls and carpeted
fioor, There is a small fountain in the center of the room. ’

{2¢) Living Room: two laser pistols under the central table, one behind
a grandfather clock (in front of the secret door to 4b).
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‘ | {2d} Dining Room: carpeted floor, laser pistois under each chair,
] {2e} Kitchen and Utilities: Linoleum floor convering. Laser pistals con-
1 cealed in the fridge and washing machine,
- = {2f) Bedroom/Study: carpeted floor, door is A/A/A armor. Laser pis-
: ¥ % tols in bedside tables.
/ ' 2R . Fiat 3 Flat 4
] : A {a} Entry Hall/Day Room {a) Entry Hall
g {b) Lounge/Study {b} Bedroom/Study
& ic)] Bedroom {c) Dining Room
o o {d} Dining Room {d) Kitchen/Utilities
g @ {e} Kitchen
al— {f)  Utilities
5 - £L
[ l 3 g Flats 5-6 (Second Floor) Flats 7-8 (Second Floor)
E | {a} Entry Hall {a) Entry Hall
= Greyfriars Ave. g (b) Loungeroom {b} Loungeroom
/ g% {c) Kitchen {c) Kitchen
- — | . P AR ) Utllities {d} Utitities
/— David Street (e} Bedroom/Study {e} Bedroom/Study
ESCAPE DEEPLANET
Now that you have successfully (?) managed ta steal copies of the Im-
B A perial ECM/EW/Override codes, your naxt mission is to get them safaly
[ urns Avenup \ offplanet so they can be studied by the UA at its leisure.

Background

The UA has, of course, a number of concealed landing sites at varlous
points arcund the planet capable of handling at least the smaller classes
of interstellar craft and with the facilities necessary to canceal such
operations from both ground and aerospace search undertaken by the
Imperial forces, 1tis at one of these sites that the UA has arranged for a
starship to pick you up and transfer you to a transfer point where final
arrangements for your transfer to the secret baseworld of Anacrecn,

Public Parking Areas Of course, it everything was as simple and straightforward as all that,
3. UA Safe House — Na. 21 Albanus Street there would be no need of your services, Obviously, your spectacular
2. Planetary Police Precinct House escape from the StarBase will have had an effect on !mperial security

3. Planotary Emergency Services Building {Local Chapter} and this will mean that the relatively simple task of travelling from
4. Martin‘s Multimart {multi-story shopping center} Westernport to the secret landing port will become difficult, The Im-
6. Caledonian Cybernetics Warehouse No, 76 perial security services will be staging random searches all over the plan-

et. They have no idea what you did inside the base ar sven that you
successfully penetrated it, but they are after you, This means that the
mere transportation of the data chips is now a major mission. White alt
precautions for the safe passage of your party and the data chips will be
made by the local UA operatives, thare is always the chance of things

golng wrong.
[T e
[ wia ] |
Secret Doorway Trapdoor to Floor UNDERGROUND ALLIANCE SAFE HOUSE — No, 21 ALBANUS STREET
4 o Below

Sacrat Sewer Access Tri_!bdoor to Roof
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The particular sacret landing port you will be using is near the small
town of Jenolan (famous for the extensive limestone caves in the area;
Pop. — . 20,000). This is near ta the much larger metropolis of Twin
Forks, and its airport suburb, Kingsford (Pep. c. 2,000,000). This is a
distance of about 1200km. from Westernport as the crow flies or
1375km. by road, and Jenclan is some 80km to the NW. Both the roads
and the airport witl be under Imperial surveillance, though, perhaps, the
back roads will be less heavily watched than the main highways.

THE JOURNEY

The UA will provide transport, but, unbeknownst to either the UA or
the PCs, the driver {or one of the other bus crew) has had his cover
btown to Imperial Security. |f (when} their vehicle is stopped by Im-
perial security forces, he will be recognized. This will mean that the
PCs will be implicated as well, though there should be just engugh
bungling on the part of the Imperials to give smart PCs a chance ta es-
cape with the Imperials in hot pursuit. If the roadblock was relatively
near their destination or the PCs have been identified {they will be
sooner or later), then a planetwide APB wil! be put out by them, This
will make it effectively impossible for them to carry on with overt
operations using their own IDs. They will, In future, have to confine
themsgelves to covert operations, a much more dangerous way of life,

In any case, the chase should be played for all it is worth, The PCs
should have encugh of a head start 10 get to the forested area around
Jenailan and near to their actual destination, They will find the con-
cealed ops center from which their transportation will be called in eas-
ily encugh and will elude the Imperial units searching for them, The
landing of the spaceship that is to transport them to the rendezvous
will, however, force them to run the gauntlet again [the actual tanding
site Is several kilometers away from the concealed control Center for
security reasons). The actual starship will be either a CSA military mod-
el or a clvilian one from Seldon's StarCraft. Whatever the type, it will
touch down just long encugh 1o pick the PCs up.

LOCATION OF CONCEALED BASE NEAR JENOLAN, MARDUK

Forest

The base is concealed within the caves in the NE section of the map.

OPERATIONS BASE KEY

{1} At the end of the cave in the side of the cliff face is a deep pond
of clear water, seemingly bottomless. Actually, about 2.5m beneath the
surface, and invisible from above, is a ‘U loop tunnei leading to Loc. 2.

{2} Entry Airlock: there are always two guards {armed with blast rifles
. and blast pistols} who control the entry to the base from Loc. 1. There
_are no lift contrals an this level (see Loc. 3}.
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{3} Securlty Control: similar facilities to Loc. 2 {i.e. two guards equip-
ped with blast weapons), but also containing videa monitoring equip-
ment covering Loc, 2, and controls for the lift from Loc, 2. This room
is, in fact, some B0 t1. above Loc. 2.

{4) Mess Hall/Cafeteria.

{5-6} Accomodation (quad occupancy): at least ane in each area will
be unoccupied, reserved for visitors,

{7-8}) Recreation/Lounge Areas.

{9-12} Single/Twin Qccupancy Accomodation Modules: at least one
will be unoccupied, reserved for visitors,

{13) Operations Center: looks like a NASA ops center. There are
always about 5-10 operators on duty,

{14} Operational Commander’s Office: in emergencies, the functions of
the Ops Center can be over-riddan from here. Otherwise, it is anly used
by the commander ta monitor the running of the Ops Center,

{18} Computer Room: this allows access to the more easily accessed
parts of the base computer and to the master controls for it,

{16) Vehicle Barn: contains the varlous vehicles used by the garrison
imostly clvilian models, but with a few military ones),

{17) Camouflaged Vehicle Lift: to the surface of the mesa, and to the
lower levels (Power, Maintenance, and Storage).

{18-19) Barracks Accomodation: for use in emergencies, Each has
facitities for 40 men. They are not currentiy in use,

{20-21) Light Weapons Armory: each contains encugh man-portable
weaponry (inc. LBA/7 and ammo/powerpacks) for 100 men.

{22—23) Heavy Weapons Armory: contains various weapons of a non-
man-portable nature {inc, powerpacks/ammunition) for 100 men, plus
100 suits of CBA/TC,

{24-28) Armorers’ Workshops: fairly extensive light maintenance facil-
ity — each also is used to store 16 suits of PAPA ‘C’ armor.

LIFTOFF

Once the vassel, no matter what sort, lifts off, then the PCs will think
themselves safe at last. Unfortunately, due to the presence of Imperial
troops in the area, the CSA ship is visually sighted — 50 suparior CSA
EW/ECM: will be less than its normal superb state, as the imperial sta-
tions and ships in orbit will be putting an extra scans in the sector you
are reported in,

Fartunately, the Imperial ground-based anti-spacecraft defenses will not
have time to bear on you and of all the orbital defenses, only one will
be able to fire on your launch window. Even this base, being totally un-
prepared for your escape, will have only enough time to load and fire
her N*76s and ona 1x6 ST*775 (the orbital base is the equivalent of
the StarBase you penetrated in armament) before your ship has acceler-
ated beyond the maximum range.
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On top of this unwelcome attention, a unit of Korellian naval vessels
are close enough to attempt interception. These Include four Fiand
class Fightera and one Shacl class ‘Destroyer”. They are initially moving
at a uniform speed of 100 LS, and will be within 200+3d.100 LS of
your ship (which will ba moving at its maximum speed}. Your ship will
be within 10d.100 LS of the FTL transition point.

Whataver happens In this chase, the SM should ensurs that whataver the
demage the CSA ship takes it still manages to make it into hyperspace
and tha1 at leest one of tha Flands and the Sheol manage to follow.
Thus, the dogfight will cantinue Into the Kalahari system, Tha players’
ship should be getting by far the worst of thlz, belng outgunned and
outnumbered, and the rendezvous Is not for another 24 houry! How-
aver, according to your pilot/captain, thers is slweys some CSA pres-
snce in this system, normally 36 Starburst StarFightars and s similar
number of Supsrnova class StarRaiders {sll of which are carrying
8T*376 launcher modules), All thess will be close to your smergenca
point {say about 5d.100 LS} and will immediately come to your assist-
ance. Since they sre undetected by the Imperials, thair first salvo of
torpadoes whi get through unhipdered. This should take out the Fiend,
and at the least saverely damage the Sheol snd a second sttack run
should cause a destructive detonation aboard. Unfartunately, the Karal-
lian ships will heve managed to damage your ship aiso, to the point
whera It will only be able to cresh land on Kalahari Beta (tha rendez.
vous planet), The StarFighters will be too far away to see where the
crash takes place (and many of tham will be destroyed, quite probably).

Thus, you will find yourself on Kalahari Bata at the crash landing site
indicated on the map provided, #nd will have just managed to eject in
ths pinnaca before tha ship crashad and exploded. Unfertunately, the
pinnace is too badly damaged to do anything but provide a soft land-
ing. On board the craft are tha foliowing items of aguipment,

& 10 Survival Kits: sach containing 90m duraion rope, backpack
(60kyg, capscity), 100 food lozenges, personal madipak, extra drugs
{6 AB, 5 XAB, B PKO, 1 BSO, B ARD,'§ QRD, 10 Tempo, 2 Ex-
peditor]), an IRU/2, & glowbulb, a COM/PC-2, » rapair kit (basic
Mech and Electronic tools).

# Salvageable equipment from the pinnace: Mini-C/7, tield madikit,
Eleetro-B/1, 2 elactronic torches (six tpare batteries), 12 magnesium
fleres, COM/TV wideo camera (TL/B+) with one 380 minute holo-
tap#, ECM/RDF (7.6kg}, IML/V (with the planetary map provided),
peiger counter, Mech toolkit, Electronic toolkit, Lt, gravsled lwith
fuel for 500km — but, it has a leak and will use 2d.20 kms warth of
fuel par km travetied}, 1 AGF/2 (with 2 fully charged powarcelis).

& Pinnace Weapors Locker: 2 blast pistols (2 powerpacks esch), 1
blast carbina {2 powserpacks), 2 snergy stunner pistols (2 powsr-
packs aach),

e Cargo: 2 pressure tents (with 3 powercells), 500m synthelon A,
24x10 liter insulated/veccsested jerrycans of water, 80x100 pack
crates of field rations, mobile workshop (no fusl), 176 oxygen tanks
(2.5kg sach), ATV light truck {dismaniled — no fuel anyhow}, 2
gauss rifles {206 APDSV rounds}, 24 blast pistol powsrpacks, 24
blast carbine powarpacks, 48 bisst rifla powerpacks, 4 blest rifles,
6 blast pistols, 2 fusion rifies (4 powerpacks), 2x24 boxes of G gren-
ades, 2x24 crate; of flare "G’ grenades {none of the sbove are easily
accassible),

THE TREK

The players have praviously baen informad by the craw of the ship car-
rying them that the secret transfer point is near the abandoned mining
camp and this seems to be, according to your map, some 30km from
whare you have landed. With the gravsied, It ssems like an sasy trek,
but remambar the fuel leak {which the PCs will not discover in time.
The PCs should run out of fuei befare they reach the adgs of the larga
crater, the walls of which are unc¢limbable without the gravsled lany PC
foollsh enough to ignors the vertical walls will be glven a few subtia
hintt — before something regrattably finat If he parsists). .

In any cese, for some time before their fuel runs out, the PCs will have
been picking up weak radio signals from elsewhere, specificelly the
radio source site on the map. They should figure out that this Is their
only raalistic hope of survival, Subtly snourage them to Investigate if
they don't show overt sagerness to investigate,

[] (L]
sacnt =" AREA OF INTERMITTENT RADIO SOURCE

-

The trip will be relatively sasy, especially it you brought planty of sup-
plies with you from the ship, On the way thay will pass the site of Loc.
1 (see the iarge scale blowup of the area of the radia source and a par-
ticularly alert PC will note the inscription on the cliff-face {weatharsd,
but still visible; sse the detalled Loc. 1 area map). PCs should make
sither & video record of it, or copy it down by hand, otherwise they've

" Just blown the Intro to the next adventure in the series. Anyone who

climbs the cliff to sxamina the marks more closely will note that they

. wara cleanly cut {as with a laser rather than a chisel), If they then de-
cide to check the small caves in the face of the cliff around the letter-
ing, they will find the indicated one (1 on the map) contains some
rather strange and interasting itemas, '

e . [ 1 3
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Location 3

{Vertical dimensions not to scale)

Location 4
{Vertical dimansions not to scale}
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s A small dull-greylsh rod, about 5 ft. long and % inches in diameter,
with a mass of about 2.21b. {1000g.}. One end is solid grey material,
whila the other has a silvery sheen, giving a mirrorlike effect, About 2
while the other has a silvery sheen, giving a mirrorlike effect. About 2
inches from the solid end is a small slide control. Moving this forward
wil! cause the seemingly solid rear end to pop out leaving a hollow tube
at that 'end. The thing that has popped out is abaut 2 inches long and is
a whitish-cream color, except for the ends; one is grey, and the other is
whitish-cream, but with a tinge of yellaw at the center, spréading out-
ward and becoming lighter and lighter as it does so {over continued use,
this tinge will become more and more pronaunced — spreading to tover
the whole of the surface in question, thaugh this will take many years).
A small amount of thought will result in the conclusion that this is
probably the power-source. |f, however, the slide control is moved
backwards, a bright bolt of light will shoot out of the silvered and, the
bolt being equivalent to a 3mm laser pistol {+1 to penetrate at all
ranges, and with an extreme range of doubie normal, The beam will be
continuous until the slide cantrol is slid forward again. The focus may
be changed by sliding the control to the left/right. To the laft this will
increase the powsr and range {to laser carbine, then to laser rifle), while
to the right the power witl be decreased to that of a cutting torch,

® A small greenish pack, rather like a cigarette pack in genera! size and
shape with a slide catch at one end. Sliding this up will cause the top
end to flip open, revesling 20 small cylindrical slots in the interior.
Eighteen of these are empty, and two contain betteries identical to
those in the abgve cutter, though completely unused.

& A larger greenish pack about the size of a briefcase with hastily
Improvised straps for use as & backpack. The interior is completely hol-
low, and contains a red/brown box the size of a pack of cigarettes {this
one contains several pieces of crumpled plastic with varlous colared
designs on them), a light green box the size of a8 book (paperback), six
plastic cylinders {open at one end and with designs similar to those in
the box mentioned aboval, and a small case of yellowish cream calor
which containg an assortment of electronic and meachanical tools (TL/
20},

The light greenish box {the one inside the larger pack) contains a pen-
size medijector, a laser scalpel with an adjustable cutting head (from
super-fing to ultra-coarse), a pocket X-Ray viewar the size of a pack of
cigarsttes, and two ampules of something. The egquipment is all pow-
ered by batteries like those in the laser cutter and the ampules contain,
respectively, a dose of Immortality Beta, and a dose of Immartality
Alpha,

THE RADIO SOURCES .

As the PCs move closer to the evident origin of the radic signalg, thay
find that it actually begins to split into three sources at each of Locs,
2. 3, and 4. Getting to these presents some difficulty, as they are all at
the bottom of crevasses. However, climbing down the walls {about 30-
90m on average) is possible with the aid of ropes, and Locs. 2 and 3 are
accessible by arches from other, seemingly unconnected, crevesses.

LOCATION 2 KEY

When the PCs near the source of radio slgnals that Is Loc, 2, they will
begin to note that some of the rocks are too regularly shaped to be
natural, or so the PCs will think {no CR necessary, though they won't
be sure unless they check up close). As they get even closer they will
begin to notice that even the ground seems to be getting flatter and

o/

more regular {if they think to check, they will find that, scraping away
the rubble will reveal a badly pitted, but obviously plastic and relative-
|y smooth surface with obvious heat scars and projectile scarring).

By the tima they finally find they're within 10-20m. of the radio
source, they should be shown the map of the immediate vicinity of
Loc. 2. They will be allowed one Intuition CR {by the party leader) to
notice, from a distence, that the extant ruins/flat surface combine to
form a circular area hare. This circular area will bacome obviousky such
on a close examination, in any case. The problem is that theré is no ob-
vious source of the radio transmissions, though a search will turn up the
following areas of interest will be found:

{11 This flat slab is quite obviously worked, and locks very heavy, but
it is, in fact, ralatively light {only about 126kg, despite its large size)
and could be lifted without undue difficulty. If this is what the players
decide to do, they will find a half collapsed room beneath {3m drop
with no ladder} which contains much rubble, a great deal of (obviously
trashed) alectronic equipment of alien design. in one relatively undam-
aged corner is 8 flat plastic pallet {with a foam rubber like top) on
which rests a humanoid figure. Next to it is a solid greyish/metallic
plastic box which is obvicusly the source of the radio signals {the naise
can be heard at 8 much higher leval near it). It is, in fact, an 5SC/7
equivalent {but merely to discover this is a single science problem,
learning how to use it is a second $5P). The figure on the pallet is actu-
alty the preserved remains (deep frozen in the vacuum of space} of &
ForsRunner {though unless they take a video record of him or take him
along with them, this will not be known), The spacesuit worn by the
body is a very advancad design and the nuclear powercell powaring it is
solid lead lcareful measurament will give an age of about 4 million
years — around about the accepted date of the ForeRunner Final War
period).

{2} In the shadow of the shattered dome is a small greyish matallic/
plastic case containing a8 ForaRunner bookscroll, lightly damaged, and
still mostly legible. if the PCs (or whoever they give it to) succeed in
deciphering it {there are enough mathematical references in it to allow
this) — a five science problem {General Socl, Sciences, Lingulistics, His-
torical Science, Comp. Cultures and Xenology, and Xeno-Psychology)
— they will find that it is tha ForeRunner equivalent of an unabridged
dictionary. This wil! be vital in iater adventurss in this series.

{3} A close examination of this wreckage will reveal that it seems to
be a vehicle {or part of one). At the hack is a sliding section which
revesls a cylinder 12 inches x 2 inches {greyish at one end, whitish in
the body, and whitish with a yellowish tinge at the other end — a larger
duplicate of the SEC already discoverad at Loc. 1).

(4} Hidden amongst the dust and rubbtle here is a nova rifis {power-
beamer} with a full clip and a bandolier of 10 pouches, six of which
hold more full clips.




{6§) Concealad amongst the shadows and rubble of this section of the
dome ig a carton with 12 spherical holes — 8 empty, the rest containing
ForeRunner glowglobes.

LOCATION 3 KEY

As the PCs approsch this radio souree, they will similarly note that the
rocks here are timilac to those at Loc. 1, obviously artificial, There is
also another destroyed dome segment and tha following items of inter-
et

{1} Hidden in the lee of this segment is a battered metal foot-locker of
ForeRunnar date, which is quite intact inside. It contains the following
jtams: 8 ForeRunner sensor visor (powerad by a ForeRunner SEC for
100,000 hours), 2 glowbulbs, and 8 COM/FC-X {ForeRunner Com —
Type X — 125g, but charactaristics as a VC/8).

{2) Doorway set into the crevass wall made of AFV +10 armor. On
the righthand side of the arch is a keypad with a central button sur-
‘rounded by seven others in & circle, The key is quite simple; if the PCs
are able to figure it aut. Unless the cantral button is pressed, nothing
will happan; once it has been depressed, the surrcunding buttons light
up in multi-colors — orange, green, blue, rad, indigo, yellow, and violet.
All that has to be done is to depress them in thair order of appearance
in the spectrum (ROYGBIV) and the door will slide open. Inside are
the remnants of a large hangar, about 75% collapsed and containing the
crushed shapes of what wera obviously once vehicles scattered amongst
the rubble. Howevar, just nesr the doorway is an undamaged vehicle,
Unfortunately, as the PCs will find out, when they attempt to use it, its
powsr source is dead. A search will reveal a sliding panel similar to the
one in the destroyed wehicle from Loc. 2, and it will accept the power-
cell from that vehicle [and this will provide power for approximately 1
million kilomeaters), The ¢controls are very simple, and take only the ap-
propriata driving skill to master. The vehicle itself is equivalent to a
light grenade, excapt as follows: Spead = Gravsledx2; D, Cap = 20; Rad
Shield = =5; Armor = AFV/A; Breakdown = 1/5.

{3) Frozen body in spacesuit as per Loc. 1 from Loc. 2.

LOCATION 4 KEY
The surrounding terrain is similar to that from the above two locations.
The following araas/itams will be of interest.

{1} In the shadow of the dome the PCs will find the following items if
they carry out a caraful search: a ForeRunner microchip general refer-
ence library lequivalent to the Encyclopedia Britannica In length; and,
unfortunately, @ seven sclence problem to figure out how to get the
data out of the chip — as it's not designed for modern computers, also,

the PCs sbility to translate It will depend on the translation of the PC

baokseroll from Loc. 2, Loc, 2).

{2) If this is turnad ower, then the black centerpisce turns out 1o be a
niches, and containing a duplicate of the FareRunner SSC/7 discovered
{hopefully) alsewhere,

SM’s Notas: if the PCs successfully find both the gravsied and the
powercell, and alsc figure out the connection, they will have no trouble
gatting to the mining camp. If they mist the obvious, then thay will
nead & modification of the following section {and lots of luck) to get
tham there,
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IMPERIAL AMBUSH

Despite the destructive detonation of the Sheol DD, a cutter load of
Korellian Marines managed to launch just before it. The cutter carrles a
full $'Te of imperial Drop/Jump Infantry:

5'Te=4 x J'Apu
15t & 3rd J'Apu {15t Ule — 8 men, B CBA/7E, 8 Flying Belt A, 8
Laser Rifles, 8 Laser Pistols, 1 Light PML}.

{2nd Uls — as above, but with a Laser LMG instead

of the PML).

2nd J'Apu {15t Ule — as above, but with a Mdm, PML instead
of a Lt. PML). .
{2nd Ule — as abave, but with a Mdm, Lassr MG
instead of Lt, PML).

4th J'Apu {tst Ule — as above, but Hvy PML instead of Lt.

: PMLL.

{2nd Ula — as above, but with Laser HMG instead
of Lt. PML).

Thase troops were intended to tioard your ship when It was desd in
space and were thus not only able to escape the destruction of thelr
mother ship, but sre also fully equipped. However, they wara not pré-
pared for a long drawn out battle and carry only five |oads for their par-
sonal weapons, ten raloads for their PMLs, and 5 reloads for their MGs,
Not only that, but their cutter was also damaped by the explosion and
has crash landed on the planet as has yours.

With less than 2 days worth of consumables aboard the cutter for the
marine force, they ara making a forced march on to the mining camp,
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which they picked up on their screens from orbit. They heve no idea
anyone got off the C5A ship.

Depending on how well the PCs have been doing, the SM can throw in
these guys at any time he feels appropriate, aspecially if they haven't
found their way over the crater rim yet, The flying belts used by the
Imperial troops will be just the perfect, though getting a hold of them
is going to be quite difficult, to say the least.

For the sake of the party, they should not meet the whole unit at once.
Thay should start off with a scouting unit of a few men who wilt pro-
ceed to call in reinforcements. If the going gets too tough for them,
they will be rescued by the cavalry in the form of an appropriate num-
ber of CSA traops (wearing $8-VC/7's sand armed with blaster weap-
ons). This, then, will be the real end of the adventure,
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