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PREFACE:

The DSX Timethys flight plan called for a wide detour to carry out
some follow-up survey work while carrying passengers en route to Wil-
son's Planet. The Timothy has been overdue for more than eight stan-
dard days. Deep space scans from automated probes in the area have
revealed nothing. The last known position of the vessel is near the F2
main sequence star RSC B996-aug. That system is known to have six
planets, one of which is classed as marginally habitable. The system
is otherwise unsurveyed; what data is available is from a fly-by robo-
probe two hundred years ago. There is no known phenomena that
can account for the death or disappearance of the Timothy. No radi-
ation sources, gravity point sources ar other ship-killing stellar ob-
jects are nearby, and no record exists of hostile alien races in that
area of space.

Find out what happened to the Timothy and follow it up, A full report
is needed. Should you find out that aliens are involved, we need know
about their culture, their technology, and, above all, we must find their
homeworld. Attempt diplomacy if it seems possible, but do not en-
danger your ship, unless necessary to the missien. |f you do not return
within one month, a followup mission will be launched, Leave behind
marker bouys if at all passible.. Good luck,

This adventure scenario starts the ALIEN BASE adventure. This ad-
venture is designed to be played with the Space Opera rules system.In
this adventure, the intrepid adventurers will need to discover the reason
for the mysterious disappearance of a small starship in what was be-
lieved to be a safe sector. The wreckage of the ship, along with the
explanation of the cause, if not the reason, will ba discovered on the
surface of the fourth planet, The problem is: the local life forms are
still at a neolithic level.. How could they do this? The rather prosaic
answer is that the locals are being invaded. And they will not be the
last invaded.. 1t will quickly become obvious to the players that they
are facing a serious threat 1o the UFP.

This adventurs datails the alien post established by the ‘Slaverd. The
Slavers are a relatively new species, just beginning their galactic ex-
pansion phase. Full details on the Slavers, their pnarm slaves, and the
native thonne is presented in this scenario. While it can be played as
a stand-alone adventure, this scenario leads on to another,” Dbrelict .
From that point players may continue on through a series of five
seenarios forming an interlocking campaign.. The other scenarios
planned for this series include Slaveworld, Scoutship and Starmother..

The material presented is fairly straightforward.. The first passage is
a description to be read to the players upon entry and examination
of the location.. The information which follows is for the SM, it
provides additional details about the location. Information in that
section should not be revealed until the players have earned it,

All other data is presented using standard Space Opera corwentions,
or is detziled in the description itself, A scoring system is included
that will give players an idea of how thoroughly they have wrung out
the base. A 100% score means that your players never miss a trick, and
ara probably far ahead of you, or else they cheated and read the scen-
ario on the sly.

The objective here, is for the players to survey the planet, {thereby
finding the wreckage of the StarShip Timothy), determine what went
wrong, deduce the existance of hostile aliens, prove that the lacal
Thonne sre not responsible, find the base, survey the base, deter-
mine the extent of the threat to the faderation {requiring that the play-
ers deduce the npurth life-cycle), rescue the three NPC's provided,
and determine the location of the enemy home planet.

This sounds like a lot, but dod t be fooled. 11 1S a lot, and although
players may find the exploration of the base itself to be kind of homey,
they will still be called upon to carry out a lot of deductive thinking,
and MUST learn to use the tools available to them,

Two of the above mentioned objectives should be enlarged upon
before we plunge forward. First, the last objective, determining
the location of the enemy planet, is @ 'hook’ to the next scenario
in the series, Under the section marked ‘COMPUTER’ you will find
that you have a choice, You may either give the players the location,
or you may give them particulars regarding the Npurth Stardrive..
The first option is intended for a singleplay adventure, to be used if
you dordt want to buy the other scenarios, The second provides a
clue to permit the players to follow the last Npurth ship to leave

the system. The adventure at that point picks up an Derslict. You
should decide beforehand which is the one you want to use.

The second objective worthy' of further amplification is the require-
ment to ‘rescue the three NPC'¢. There are three nonplayers char-
acters still equipped with free will in the base, these are Johan, Tara,
and a pnarm named Chembles. These three are presented here for two
reasons. It seems players rarely have a good mix of equipment and tal-
ents to tackle them. The scenario is usually too essy, killingly hard,
or dependant on one little piece of equipment needed to survive.
The latter two often lead to toe much ‘deus ex machina' as the
(3Gamemaster whipsaws around trying to keep the game moving without
wiping out the players. Johan serves this purpose. As will be seen
from his description later on, Johan can be depended upon to have a
little bit of skill in just about everything, Of course, this is STILL
‘deus ex maching’, but it is now much less obtrusive. Properly played
by the Gamemaster, Johan will help players over rough spots in the
game without removing their awn initiative from play. The game is
still very much up to the players, but if your players get into a bind
wherein someone with Regulan Swahili/4 is REQUIRED to get
them out, Johan will be there to keep the game from ending at that
point. Lastly, note that this help is not free, As you will find in the
section on Johan, the players will LOSE one point from their over-
all score each time Jokan helps them. By this method, your play-
ers are pretty much assured of getting through the entire scenario
successfully {DON'T tell THEM thatl), but how well they did is
still reflected in the score. .

A second problem is lack of information, As often happens in 5-F
roleplay, players may go bushwacking around the answer for turns
on end without finding it. Again, in the spirit of keeping the game
moving without obtrusive help from the Gamemaster, you will find
hergin - Chembles,

Chemnbles serves several ditferent purposes. One is to provide hints
about the Slavers and the base, i.e. he is the local ‘rumour mill’, An-
other purpose is help. Some of the locations in the base are very
deadly, and Johan is merely ohe more sun, Chembles, on the other
tentacle, is provided with a formidabla skill in chemistry. Of course,

- chemistry is not often considered to be a 'combat’ skill, but Chem-

bles i¢ a great intuitive chemist, and very good at whipping up
wierd formulas on request. ON REQUESTI THAT is the opera-
tive word here. The players must ask for what they need and imagin-
ative use of Chembles’ talents should be rewarded. In contrast to
Johan, players will GAIN points from using Chernble’s skills, He
will never volunteer help. If your players use the pnarm as a resource 1o
help them, then Chembles is serving his purpose, Chembles’ final pur-
pose is that of example. Full particulars are provided for introduc-
ing pnarms as player characters, and how YOU play Chembles will
set the tone for pnarms in your campaign for ever more,

The last NPC of note is Tara. She serves no immediate purpose in
this scenaric other than for the introduction of psionic inertials,
Her main part will come in the NEXT scenario Derelict. If you are
running this scenaric as a stand-alone adventure, rather than as first in
a series, and you do not wish tg introduce inertials into your universe,
then Tara may be safely eliminated altogether from the adventure as
a needless complication.

That completes our cast of characters and the averview of this scenar-
ja. Alien Base remains one of my most successful adventures, and |
hope you will find it at least a useful source of ideas. Read the scenario
thoroughly before play, and pay close attention to YOUR charac-
ters — Johan, Chemnbles and Tara — and you will enjoy the scensric
ag much as your players. Maybe even mara . . . )

WILDERNESS

The planet can be conveniently broken up into sevaral different types
of terrain. Each of these will be detailed, along with their associated
encounter tables, in the lists that follow. The SM should determine
the hex the players will start in from their description of the terrain
in which they wish to land. Many players will try to discover the
hase from orbit. That is not possible, it is much too deep in one of
the dust seas and its small amount of infra-red is easily masked by the
furious activity of the lacal volcances, It also emits no detectable,
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radioactivity, although four radioactivity sources ARE detectable,
these ara noted by open circles on the map. One of these is the sub-
marine [detailed in another section}, and another, the one in deep
dust, is an atomic dump. The other two are merely natural cutcrops
of radioactive material, mostly thorium and uranium 235/238 in a
5%-15%-28% combination, with ordinary rock making up the bal-
ance. The players thus have no clue to take them directly to the base,
the best lead is the submarine, which is located on the map as the
radicactive pointsource nearest the base itself.

When running, the SM should use the map to decide if a special
encounter js called for, as the players enter each hex, Special encount-
ers would be one of the radioactive sites, the submarine, a native vill-
age, or the base itself. If no special encounter is indicated, the SM
should consult the appropriate terrain chart (listed below), using the
symbaols on the map. Mountain hexes are shown as pyramids, rivers
{of dust, of course) by lines. One unusual featura is the great fault,
a diagonal siash near the west edge of the largest continent, On the
west side of this fault line, the terrain is two kilometars higher
than the east side, It is quite impassible,

In the lists that follow, roll dice to determine what encounter in a
given type of terrain has been discovered. Since éach hex on the map
indicates 400 kilometers, it is likely that more than one thing of note
will happen to the wandering players in a given hex, so each terrain
type has an associasted nurnber which determines two things, first
the number of turns to cross that hex (also, for game purposes,
the number of hours), and the die roll needed each turn for an en-
counter,

DUST: - Dust is divided up into two parts, the dust sea itself, and the
quicksea, the dust and water combination that lies in the tower parts
of the dust sea. Thus, we will find ‘quicksea’ listed as an encounter
in the ‘dust sed sdction, since this means you have entered an area of
quicksand. Once within such an area, a ‘dust’ result means that one
" has found an upgrade leading back to the dust sea,

ENCOUNTER TABLES: 8Y TERRAIN TYPE:
PLAINS:

1: Flat ground. No significant events.

2: Event, Dice on events table.

3: Special animal. Dice on animal table for type.

4: Other animal, Use rulebook to generate animal encounter,
5. Dust pool, Detour is needed.

6. Natives. See "Villaged,

MOUNTAINS:

: No significant event,

: Sheer rock face, detour for one day. -
: Bridgable chasm, lose % day.

: Special animal. Dice as above.

: Other animal. Dice as above.

: Event, Dice on events table.

Lo I U

EVENTS:

. Rain - hot water & dust,
: Electrica! storm,

: Dust tide,

: Quake,

: Nearby eruption.

: Rockfall from eruption.

O O B L3 B =

DUST: a

1: No significant event,

2: Whirlpool {eruption nearby),
3: Special animal.

4: Other animal.

B: Quicksea.

6: Underdust voleano, Detour,

QUICKSEA:

. same a3 dust but for ‘dust’ on number 5.

For animals: We have ‘special’ and 'other’, Special animals are those
specifically included in this scenario, Other animals are animals
rolted up by the SM using the rules provided by the Space Opera
rule books, For either, use the following table to determine what
kind of animal encounter has occurred.

1: Fresh tracks.
2: Old tracks.

3: Far sighting.
4: Dead carcass.
B - &: The animal.

THE STAR SYSTEM

RSC {revised stellar catalog) number 8896-aug is an unremarkable F2
star with six planets. The outer two are Jovian worlds, quite unin-
habitable, and need not concern the players. The inner planets are more
interesting. The innermost has a mean temperature of 1200 degrees
Celsius and has some of the most spectacular molten metal rivers in
explored space. It has no life. The next planet is also lifeless, and
resembles Venus in the Sol system, The third and fourth planets
compose a binary. Both are violently volcanic. The smaller of the
two larbitrarily designated the third planet) is an airless desert. It
locks much like Sol s Mars. The other planet is an entirely different
kettle of fish, and is MOST interesting. It is about 14,400 km in
diameter, and over 45 000 in circumfaerence. It s density, and thus it's
gravity, Is low. Density is 0.84 EartH's mass, and ifs gravity is 0.93.
The atmosphere is mostly carbon dioxide and nitrogen, with a-
bout 2% oxygen.. The atmospheric pressure is about one-half normal,
giving an effective oxygen concentration of less than 1%. Another
5% is composed of various oxides of nitrogen. Of course, the at-
mosphere Is also laced with silica in the form of dust. It is certainly
not breathable in an untreated state, but a standard respirator/fil-
ter mask combination will clean it up. The filter will need to be re-
placed twice daily,

The planet s ‘atmosphere is loaded with dust. The hyperactive voi-
cances (kapt in constant activity by the close proximity of tha
third planet) are continually baelching out great quantities of ash
and dust, which is kept churned by high winds, The winds guickly
wear down the edges of the dust particles, resulting in a8 kind of dust
which does not compact like normal dust, but tends to act like &
liquid. The effect is enhanced by the lubricating action of the water
vapor put out by the volcanoes, Real water is to be found, but only
at the bottom of the world s dust seas.

Several different types of terrain can be found on the planet. First
and most ocbvious are the great dust seas themselves, which cover half of
the surface of the world. Unless the players have some form of agua-
tic transport {which WILL work here, with some problems) enclosed
against the environment, they will not be able to venture upon these
seas, The dust has a density of about half that of water, the quicksand
that turks in the deepest parts of the dust {*Quicksea’ - & mixture of
smooth sand particles and water), about one and a half times that of
water. Aquatic vehicles will ride differently by those ratios, twice as
deep for dust, half for quicksea. Any such aquatic vehicle, unless
specifically designed for this environment {as the Slaver submarine is)
is limited to speeds of less than 20 km/hr, due to the abrasive effects
of the dust it moves in. The mountains are quite rugged desplte the
enthusiasm of the eroding winds. This is due to the volcanic lava
flows constantly rebuilding the escarprments, Mountains will require
either flying or climbing squipment. The plains can be crossed easily,
either on foot, or by any of several types of ATV, Delaying terrain and
encounters will be covered by the ‘Wildernesd section.

Lying in a shallow dust sea lies the alien base itself. For this adven-
ture, the object is to find this base, explore it, and find out what
happened to the Timothy and why. Rescues should be effecied if
possibte, and such are not limited to members of the Tirnothy s &rew
and passengers. Many slaves are in the base, as well as several repra-
sentatives of species known and unknown, Players will want to re-
move as many examples as possible of physiology, technology, and
sociology of the slavers, in order to make a full report back to Starfleet,
and also to inform themsalves of what thay face if it becomes necessary
for the players to forge onward, fotlowing the trail left by the Slavers
to their homeworid,



sTASIS FIELDS IR

A stasis field is an electromagnetic effect developed by the npurth. It
stops all processes within it's domain, Machinery will not work, humans
seem to be dead. Whether machine or living, they otherwise appear
normal, they feel normal, scan as normal and look normal but for a
faint glow of green or blue. The field is quite undetectable, The field
does NOT stop time, as does Larry Niven's ‘stasid field, it puts things
INTO stasis, i.e. makes them stop moving or operating. They are still
subject to time. A machine may require fresh lubricants when removed,
people continue to age, thaugh more slowly .

The field is a bright blue glow when first placed an a person or object
and in this stage it is highly CONTAGIOUS, if anyone or anything
touches the bilue glow they, too, will go into stasis. About an hour
after being established the field turns green. The field has now stabil-
ized and it na longer is contagious,

In the green stage the field is quite stable, It has a half-life of about
five years, which is enough time for living creatures to starve to death,
However, the field may be disruptad and removed by a simple electric
shock, Saeveral of the npurth antistasis shockers are to be found in the
base, or the players can make their own. A 10 point bonus to the
player who first figures all this out.

THE PERSONALITY CRYSTALS NN
These little crystals are about the 3 cm in diameter. Humans' cry-
stals are a dull red, pnarm are canary yellow. Each ¢rystal contains
one camplete, adult personality of a type deemed useful by the npurth.

The crystal is actually crystalized protein. If placed under the skin
{not eaten, digestive juices simply break it up} it will dissolve and leave
the personality in the brain and fully functional. If done to a player,
this causes instant dual persanality and the SM can use the intelli-
gence of the two to determine who I in control of the body at any
given moment, . :

Normally, the crystais are used 1o give a blank-brained clone a complete
education prior to the insertion of the npurth larva. This is the means
of bypassing education discussed in the section on the npurth, The
crystals are not especially pretty and have no intrinsic value, though the
information they represent may have a value in the $M 's campaign.
Figuring out atl this is worth 20 points to the players.

BASE CONSTRUCTION I
The npurth base is constructed of macromolecules. Each individu-
ol wall or corridor section is really one, single, glgantic molecule held
together by the terrific strehgth of stomic binding. This type of con-
struction has a humber of important side properties.

It is very unlikely that the players would be able to blast or cut
their way through a wall or floor. In the former case the wall would
merely deform outward with the blast and return to if's normal shape
afterward, Cutting would be equally useless. Molecular monofila-
ment blades cannot pierce the wall and energy weapons merely heat
the entire wail. Even a light saber would heat up the whole wall even-
ly all round, even if held on only one spot. There IS a way to cut it,
it is device number 18 on Table A, 'the handle’ . This device emits
a beam of binding energy that cuts across atomic bonds, thereby
cutting the target,

Corridars within the base are a uniform three meters in diameter and
are perfectly circular in Cross section. A single ruddy lighting strip
runs down the top of the tube to provide illumination. Running a-
fong the bottom of the tube is black strip of some rough, pliable
substance (like a plastic skid strip), It is flanked by two identical strips
running parallel on either side of it, Each strip is one-half meter wide.
These are pnarmin runner strips. A pnarm can undulate along the
strips in total disregard of if's gravitational orientation. Robots usually
run on the lowermost {center} strip.

There are no sharp cdrners snywhere in the base, right angles are
smoothed out by macromolecular inserts, Hatches are always circuiar,
with a single handiebar that recesses into a small well to one side of

the hatch when opened, 4

NON-PLAYER CHARACTERS NN
TARA Seven {7-9674ab-) :

PLACE OF BIRTH: AURQRA

RACE: AURORAN ([HUMANOID TYPE 7}

Tara was a passenger on the Timothy when it was skyjacked by the
npurth. She is twenty-two standard years old and is already a well-
known computer programmer. She is an extremely striking member
of the Auroran race, one of the more unusual in the Federation, Tara
has the light, sky-blue skin that is characteristic of all Aurorans, Un-
like other Aurorans, Tara has bright blue eyes, in contrast to the more
normal green or hazel. Aurorans hair tends to be grey or white, and
Tara fits this qualification, as well, her hair is down to the small of her
back and is lusterous white. '

Aurorans tend to be robust, males are normally over two meters tall
and females not a great deal shorter. Aurorans also tend to be muscu-
lar, as Aurora has a surface gravity of 1.2, but Tara has been off-planet
most of her life, and sa possasses only normal strength.

Aurora was the seventh colony ‘rediscovered * in Federation history,
colonized about 200 years after the establishment of the Federation
end thereafter ignored. As with most such colonies, no attempt was
made to follow it up, a sensible policy considering the number of
inhabitable worlds that were being discovered at that time. As with
most colonies established then, the colonists were merely dumped on
the planet with some basic eguipment. Starflight technology, in fact,
ANY high technoiogy, was left behind. The colany, it was balieved,
had to live on what it could do for itself. Qutside help was not shunned,
it was just unavailable,

In truth, the colony never did slip into total savagery, as many early
colonies did. Although high tech was not availabie, the colonists did
bring along a complete and nearly indestructable library of records, in
the event a successful colony should find them useful. This piece of
thoughtful planning geve the Aurorans a great advantage later on.

But the Aurerans have not had an easy time of it by any means. Auro-
ra is classed ‘borderline inhabitable,’ meaning no one would want
to live there. 1t is a cold, icey world, with a very active biosphere.
The early Aurorans were competing against some formidable organisms,
All manner of predators exist on Aurora, constantly fighting each
other in a grim battle to get enough food.,

A number of novel tracking methods have evolved on Aurora and most
predators {and ALL successful ones) are telepathic to some extent.
Psionics were not well-understood in those times, and the early colon-
ists were very nearly wiped out. The net result was centuries of envi-



ronment-enforced selection for certain psionic traits. Perhaps, if
psionics had been bettar understood, or if the colonists had time to
toke out from living to plan a eugenics program, things might have
been different. But as things are, it is a littie-known, but well-estab-
lished fact, that the Aurorans are the most powerful INERTIALS
in the Federation,

More specifically, the Aurorans have the ability to reflexively neu-
tralize psionic powers, with no conscious effort or will. Although
inertialling was not unknown before {any psicnic can reverse a powar to
iry to cancei someone else using it), the Aurorans were the first race
ever discovered that specialized in it, aven 1o the axtent of never pro-
ducing psionic individuals - just anti-psionic inertials.

Most Aurorans are anti-telepaths. Fully onehalf of the population
specializes in negating the various telepathic talents. Of these, about
half also will negate clairvoyant talents, and of THOSE, a further
60% will also negate telekinesis.

The remainder of the population, the non-anti-telepaths, are distri-
buted thusly: 30% anti-clairvoyant, 20% anti-clairvoyant/fanti-
telekinetic. As an apgregate, the Aurorans are anti-psionic, indeed, but
no Aurorans ever negate two well.known disciplines. Neither the
force, nor the telurgic/self-awareness talents are negated by Aurorans.
We may speculate that this is because no local predator ever used such
talents against them, but we would be merely guessing. Aurorans are
NATURAL TALENT inertials, meaning they need not study or opt for
inertialling. They can NEVER be espers. Since Aurorans need not
study, they are assigned their inertial strength from their
PSIONICS score, Thus, an Auroran with a psionic of 4 who is an anti-
telepath would cause telepaths in the area to subtract four from their
skills as outlined below. Multi-discipline inertials have the same score
in all disciplines. An anti-telepath, anti-clairvoyant with a psionic of b
would cause five to be subtracted from BOTH telepaths AND clair-
voyants as outlined below. Such inertials can negate either discipline
OR EVEN BOTH AT OMNCE’ and can negate any number of espers, 50
{ong as his fatigue holds out, and the combined power of the espers he
faces does not exceed his own psionic power,

As a culture, Aurorans are outgoing and, at least amongst themselves,
boisterous. They are fond of drink, food and parties. Tara, in con-
trast, to this norm, is more withdrawn, She is also more used to stran-
gers and machinery, still a rarity on Aurora, Also, somewhat in con-
trast to the ‘norm,’ if such a concept can be easily applied to large num-
bers of the wildly variasble human animal, she is somewhat stuffy
about sex.

Tara is a polite young lady that will not usually volunteer information.
ghe is aware of her inertial abilities, but really never thinks of them.
She will not inform anyone of her inértial powers unless it is obvious
that the players are atternpting to use psionics, If they are hiding
their psionics, perhaps from habit or being from planets hostile to
espers, she will be unaware of the havoe she is wraaking. She will just
begin to get tired, and will eventually nead to rest. The debilitating
effacts of the constant need to neutralize local powers will be obvious,
although Tara |8 not normally a whiner she will begin complaining of
tiredness. The players should pick up on that clue themsalves, Tara,
hersalf, will put it down to nervous tension in a hostile environment,

JOHAN HENSLER {88750+}

RACE: TERRAN HUMAN

PLACE OF BIRTH: TERRA

The hale and hearty second engineer of the Timothy, Johan, is fourty-
three years old and was born on Terra, though he was raised on the
planet Zemiya (A, Carinius &), which accounts for his robust good
health.

Johan is an excellent engineer, and has had some cross-training. He and
Tara hetween them represent all surviving mambers of the crew of the
Timothy.

Johan is present mainly as a tool for the Starmaster to use to keep the
game moving apace. Any time the players show evidence of bogging
down, or have gotten themselves into a fatal situation, the Starmaster
can use Johan to keep the game going. In addition, to the skills listed
on his character sheat, Johan has many other skills, If any given skill is
needed by the players for a given anterprise, there is a 75% chance that

Johan will have it, at askill level of 1d6, He will, however, be reluctant
to provide help, since this IS the players ' adventura. |f his aid is re-
quired, he will provide it, but each tims he does the Starmaster should
assess @ one point penalty on the players bonus score, The Starmaster
should not infarm the players of this penatty unless he thinks it would
be wise to warn the players of over-dependence on a non-player char-
acter,

CHEMBLES - pnarm chemist par axcellance.

Chembles is the only nen-human NPC intended to become a par-
manent sddition to the adventuring party. Full rules for creating
and running pnarm player characters are presented in the third scen-
ario, ‘Slaveworld’, but the following will provide sufficient informa-
tion for the Starmaster to run Chembles.

Pnarme are intelligent mollusks; they run about 60 kilograms when
fully grown and have light blue or greenish coloring trimmed with
red. Internally, pnarms are organized rather like terrestrial nautiluses,
the spiral shell is chambared and the body occupies only the last
chamber. In normal pnarms, tha first seven chambers of ‘the shell
{starting from the smallest) house the airmaker and chlarine under
prassure. The airmaker is connected by hoses to the pnarms gills.
Thus, the pnarm is independent of the atmosphere, so long as his
chlorine holds out, The remaining chambers are used for storage, like a
built-in backpack, and hatches are cut into the shell at appropriate
places to facilitate this use. Pnarms normally move at 1/3 the normal
human walking pace, twice that when hurrying and they are equipped
with 24 tenticles,

Pnarms are trained for one particular discipline as they enter adult-
hold. These include chemistry, electronics, math, etc. These skills
ara INTUITIVE, l.e. the pnarm will never be able to explain just why he
doas something in just that way, or even be able to duplicate it per-
fectly. In this way thay are somewhat like truly great chefs.

Skeletal rules for running Chembles’ chemical skills are provided. Full
data including history, culture, technology and information for run-
ning pnarm as player character types it provided in *Slaveworld.’ For
the nonce, the only cultural information needed is this: Chembiles does
not trust robots, computers or other cyberintelligences,

Chembles is at the seventh level in his chosen discipline, and has, at
the time he is encountered by the party, a fully charged chamistry
kit *, The base Is not a mono-environment, and Chembles 15 familiar
with it, so Chembles has a base 85% chance of whipping up anything
asked of him by the players, After five such are made, however, his
chances drop 'to 75%, and after ten they drop to 60%. Chembles
will attempt to ‘recharge’ his kit whenever it reaches the latter state
from local materials, This requires an hour and has a 60% chance of
being successful, Chembles will also make use of local substances in
his actual alchemy, and the Starmaster can add quite a lot to play
by describing in great detail the process the pnarm goes through to cre-
ate a substance. He will use, for instance, human saliva, blood, sweat,
bits of fingernail, ear wax, hair, food, drink, paint off the walls, dust,
in short, any weird substance the Starmaster can imagine. These will



be analyzed, mixed up, sheken, and whatever {with Chembles all the
while pulling beskers, flasks, stirrers, etc. out of his shell compart-
ments) in 3 process that requires ten plus 1d6 minutes. At the end of
that time, if his roll is made, Chembles will have a flask full of the
desired chemical. Chembles can make most any kind of chemical, but
his poor knowledge of physics and human anatomy will preclude such
things as drugs, potions of invisibility and other such exotica, An ex-
ample of the proper sort of request t0 put to Chembles would be some
substance that, when dumped into a puppet cloning tank, will wake up
all specimens inside, Another might be to come up with a jellydike
slime that would crawl out in front of a radar-targeted blaster to draw
it's fire,

The Starmaster should award one point for each imaginative use of
Chembles’ chemical prowess, Keep in mind, however, that Chembles
will not volunteer any help, as it is his belief that it is insulting to
offer help where not asked or to refuse it when asked, For addition-
al aid in running Chembles see the section on Pnarms.

ineRTIALS NN

Tara represents a problem, embodying as she does, some new psionic
abilities. However, these are not as onerous as they may seem, and you
will likely find uses for the inertial psionic in your own campaign, Some
general rules for running this new class follow. These are designed for
CHOSEN inertials, who must LEARN each antipower the same way an
esper must learn sach powsr. As mentioned above, Aurorans are NAT-
URAL TALENT inertials, they have high initial inartialling power,
but cannot improve with experience and practice. Look on this sec-
tion as a general guide, with the Aurcorans as a special case.

If a psienic power is used in range of an inertial, subtract the level of
expertise of the power used (for example, truthtell/5) of the INER-
TIAL from the same expertise level of the PSIONIC, for example,
truthtell/8, A positive result is used as the psionics EFFECTIVE level.
A result of zero or less will mean that nothing happens, the power
is ugeless. Inertials can use non-imprinted PK erystals, it merely in-
creases the numbers and types of powars that can be neutralized, Any
power that requires a crystal for use requires a crystal for canceliation,
Otherwise, the crystal merely increases the inertial ’s endurance. Please
note: 'natural talent' inertials cannot USE PK erystals, but they CAN
impress them, rendering them quite useless to espers. Furthermore,
natural talents CAN nepate PK crystal powers, but it will cost TWICE
the number of fatigue points it would normally. This penalty is in
force at all times, even if the natural talent DOES have a crystal.
They just don‘t have the training to use it,

Note also that inertials are not harmed by IMPRINTED PK crystals,
even those imprinted by other inertials. Inertialling crystals may be
freely handled by any inertial. As for esper crystals, if picked up by an
inertial, it is the crystal that suffers, not the inertial. tt may shatter, if a
rall of GREATER than it's owner’s psionics score is not made, and if
it is then the crystal loses it's bonus for range and duration, although
it still makes possible powers that cannot be used without a erystal.
The inertial must hold a crystal for several minutes for this to happen,
however, A fleeting touch in combat is not enough, The number of
stamina points lost for neutralizing (partially or wholly) s psionic
powsr is the same as that that would have been used by the psionie.
Thus, a power that would have cost a psionic five points will cost the
INERTIAL five points, whether the psionic sets to use it or not. An
inertial with no points left will no longer neutralize powers, but psionie-
users in the area will still be peripherally aware of resistance, Killing
a PK erystal will cost a number of stamina points equal to twice the
crystal’s owner’s psionic score,

As a final note, it would also be wise to keep in mind that inertials
will also neutralize psionic MACHINES as well as characters, Devices
such as thought screens will suddenly refuse to work, or not work as
weli. This could prove embarassing in some situations. Treat the de-
vice as a person at talent level one for a power, but triple the stamina
point drain for the inertial.

GENERAL NOTES:

THE ULTRASOUND BLASTERS: IR
Scattered at various strategic points around the base, these weapons
provide for a deadly internal defensa for the main computer of the
base and its secrats. Each of these devices can inflict 10+1d6 paints of
damage on a character with each hit, making them fairly formidable
weapons. But hit damage is not all they do.

The ultrasound blaster is a8 sophisticated piece of engineering, delicate,
but deadly in application, It operates by beaming very high frequency
sound at EXTREMELY high amplitudes at it's target. The frequency
range is just above that of the human ear, but the lower frequency
harmonics maka the device more than audible as a terrifying banshee
wail, In addition, the blasters will zip the frequency up and down a
small range, causing the harmonics to change, as well, This effect gives
the weapon a totally unnerving ululation that makes the psychologi-
cal effects of the weapon as deadly as the physical, And the physical is
far from inconsequential. First, thera is a heating effect from the shear
volume of the sonic beam, This alone accounts for about five points
of the damage each blast can do. Secondly, the changing frequency
gives the weapon a chance to hit upon a substances’ critical frequency,’
which is the frequency of sound that sets up a superheterodyning effect
in an object that can literally blow it to bits, an effect similar in cause,
but much deadlier than the breaking of a wine gobtet by an opera
singer. The latter effect is mitigated by the fact that the critical fre-
quency is not maintained once found, since the weapon continues to
scan the sanic spectrum, but this effect still accounts for 6-11 points
of damage with each hit,
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The effect on carried equipment is not good, Starting the fifth round
after exposure to the effects of the ultrasound blaster {meaning IN THE
SAME ROOM as a fight with these devices}, all equipmant carried by
the players must begin making failure rolls on alternate rounds of com-
bat. For each succeeding round of combat, a further +1 penalty on tha
bredkdown class roll is in effect. This provision can lead to a lot of
bookkeeping if the players are carrying a lot of equipment, If that
is the case, keep track of the total accumulated time in uitrasound
blaster firefights, divide by ten, and use that number as a penalty on
the breakdown chance of a device next time it is used. This panalty
should be maintained and updated after each fight, and assessed
against a device whenever it is used next,

The psychological effects are formidable, as wall. Any character
that does not have some kind of hearing protection {such as a space-
suit helmet) while fighting these weapons will go totally deaf {at
least for the duration of this adventure) within three combat rounds.
If he takes a direct hit, in addition to normal damage, he will go deaf
instantly {and painfully}. Characters that DO have some kind of pro-
tection will still fight at a penalty due to the unnerving racket that
surrounds them, and they, too, risk deafness after thirty combat rounds
of exposure, total. While in firefights with ultrasound blasters, char.
acters will fight as if their agility, dexterity, intuition and intelligence
were all one point each lower than their actual value. The panalty is
not in force between such firefights, but is doubled if more than
four blasters (there may be more than ane blaster in a turrat) are
firing in the area. This provision may conceivably result in the players
going deaf partway through the adventure. This should not stop
the adventure, or even discourage the [presumably) fearless players.
Such medical damage can be easily repaired by a starship sickbay or
& starbase hospital. The SM SHOULD keep deafness in mind while
running the adventure, when the players confer or discuss {or argue)
about the situation, It may be assumed that the players will still be able
to communicate in much the same fashion as normal since they are
shipmates and know each other well. As a rule of thumb, assume
that each conference consumes twice as much time as normal and
adjust rolls accardingly.

The servos used in the turrets are guite good, Assume that any given
turret has a five in six chance of hitting in any given combat turn
if the players are all dodging around, The turret will always hit if they
are not dodging. Special hit probabilities should be kept in mind based
in the style of targeting used. For example, first level turrets fire at
infra-red sources. If the players start one or more fires, then the turrets



will divide their attack between the {warm) players and the {warm)
fires equally. If the targeting method is redar, however, players will
find it that much tougher to fool the mechanism,

On the plus side, thess weapons are physically fragile. They have
just ten hit points each per blaster. A turret may have one or several
blasters, 50 the individual blasters hit paints are addad up, and the
turret treated a5 & unit, with one or more attacks per combat round,
If all of a turrets or blasters hit points are gone, the blaster is usefess
junk, The probability of a weapon continuing to fire after being dam-
aged Is simply ten timas the blaster’s remalning hit points expressed s a
percent. A failure on the roll meshs the blaster will not fire THAT
RCUND. A new roll is made for each succesding round, and the
ilaster will fire if it is made. Three failure rolls in a row means that that
biaster 18 KAPUT, it will never again fire, but it can now be raided
for parts or information, since it is not totally destroyed.

GENERAL NOTES

FORCE FIELDS: i

On the map of the base you will occssionally find & fuzzy line, or a
row of dots, The fuzzy line is a force field thet is normally on, the
dotted line is one that is normally off. If the centrel computer is
aware of an invasion, all dotted linss will be active force fields. If it
is not aware, thay will be off. Active fields {fuzzy lines} are ALWAYS
active.

In sppearance, the force fiald is a flickering sheet of orange, with
yellowish streaks moving slowly across it's surface. Things on the other
side of the field are dimly visible as vague outlines.

Neither the npurth slavers, nor their slaves aver developed anything like
Earth‘s coherent light technology. Their expertise was in other areas,
electrical control, ultra- and hyper- sound, biological engineering and
biochemistry, to name a few, The npurth force field is 8 wonderful de-
vice. It is completely impervious to blast effects, it will conduet neither
sound nor heat, and is so simple and so rupged in construction that it
practically never breaks down. It has just one, slight problem, and the
npurth cannot be blamed for the oversight. The field will destabliza
and detonate if it is hit with coherant light. Actuslly, humanity dis-
covered this same field many decades ago, it sees limited use on some
tach/6 and tech/7 planets in such things as reactors, or as parts of de-
vices that need mechanical reinforcement, but it never saw widespraad
use due to the effect coherent light has on the field. So, the force
fislds to be found in the bese, instead of being the insuperable cbstacles
envisioned by the npurth, are really just annoyances, since any laser has
a five in six chance of detonsting the field, and even devices with laser
guides, like blasters ar comm geer, will detonate the field on a ona in
six. The problem arises during firefights with ultrasound blaster turrets,
since a miss when firing back at a turret may detonate active force
fields in the area. If a force fisld is in tha same general area s a turret,
and a character misses, the field was hit if a further 1d6 roll comes up
even.

A further problem arises if the techs with the party do not recognize
the field for what it is, and the party tries to biast its way through,
Whan the party first encounters & force field, each avowed tech in the
party gets an intujtion roll at —5. If he makes it, he will inform the
other membars of the party (if he wishes) of the fields peculiarities. | f
he misses by one or two, the tech wlil be aware of some nagging sus-
picion in the back of his mind, but will not be able to tell the others
anything but that he thinks he is forgetting something. He will, how-
aver remember all the relevant details the first time & force field blows
up. Other techt wiil know nothing of the field.

The damage done by a detonating force field is variable. For each meter
in width a field is the SM 'I.Nill roll 1d6. This total is now divided by the
distance (in meters) of the main body of piayers from the field, and
multiphied by three. This is the total damaga, in hit points, to be shared
equally amang sli players. Any players closer to the fieid than the rest
will take one additional six-sided die of damage for each threa maters
{1 square) he is closer to the field,

Techs in the party may attempt to deactivate a field, if some source of
cohersnit light is available to be modified. After 3+1d6 rounds, the laser
can be used to try to disrupt the field without detonating it. Only techs
who previously recognized the force field, or who missad tha roll by
one or two (the ‘that seems familiar but | can’t place it’ crowd} will ba
able to fabricate this device with any degree of assurance that it will
work. The skill used is ‘antigrav’, NOT ‘force field." If the player can
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roll less than one—half his GTA plus his antigrav skill on 1d20 then he
has his device. If he fails the roll he can try again at one—half of that,
but he won't know he failed until AFTER he blows up a force fiald.
Tachs that don’t krow about the field will be able to build the de-
activator if they can roll less than the avarage of their GTA and their
intuition MINUS {that's right, MINUS} their force field skill, Thus,
a tech that has not recognized the force field, but who has just watched
the captain get blown into a wall after he put a laser bolt into it will
add his GTA to his intuition, divide by two, subtract his force field
skill, and roll less than that number on 1d20 to build the deactivator.

Once the deactivator is built, it may be used by just pointing it at the
field to be zepped and pulling the trigger. The field will flash and go
away, leaving little splashes of melted plastic running down the walls
where the field was. The deactivator is useless as 8 weapon once it is
modified, and it is subject to breakdown rolls during ultrasound blas-
tar firafights. The single system breakdown number for the deactivator
is 10/2, and is chacked AFTER every use, since it is a cobbled-up device
and can be prasumed to be less than fully reliable. Using a broken de-
activator on a force field will detonate the field if a 1d6 roll comes up
a 1, otherwise nothing happens, :

As a final note: Blowing up or desctivating force fields is a sure way
of alerting the central computer to your presence.

GENERAL NOTES: . .

THE SUBMARINE:

The npurth submarine is a marvelous device. Atomic-powered and com-
puter-controlled, it can sail seas of dust, quicksand, air and aven nearby
space with equal aplomb, with great speed, and with amazing smooth-
ness,

The submarine, called by the npurth slavers ‘the submarine’ end by the
local natives 'Punisher From the Evil Country,’ is a parfect axample of
the control of alectricity, both inside and outside wires, that the npurth
hava, .

*Punisher,’ is powered by a simple atomic reactor, but the mathod used
to convert that power into forward motion is unusual. The submarine is
actually an ‘lonocraft,’ using a drive principle Inventad by Igor Sikorsky
{yes, the same one that inventsd the helicopter) in the 20th century, It
was suggested as & viable substitute for both rotor and jet propulsion,
but was never developed due to the tremendous headstart snjoyed by
other forms of propulsion. It languished and eventually expired on
Earth,

Not so the npurth. They were and are masters of elactricity, and they
weare able to take the ionocraft principle and make from it 2 useful
means of propulsion. The best example of this skill is the ‘Punisher.’
Close examination of the submarines bow and stern will reveal a large
number of short, stubby antennag, No screw is visible, nor are any jet
orifices to be seen. |n motion, the forward antennae wlil emit a blast of
positive lons, while the rear antennae will turn their charge negative.
The positively charged dust will be pushed backwerd by the combina-
tion of the like charge to the front and the unlike charge to the rear,
pulling the sub forward, The antennae on both ends now switch polar-
Ity, {to prevent the dust from accumulating on the rear antennae) and
the process repeats. This unlque method of propulsion can drive the
submarine at speeds of up to 100 kph through the turbulent dust seas,
and up to BO kph through the quickseas underneath. With enough of a
takeoff run, tha sub can sctually become airborne, travelling at speeds
of 2000 to 5000 kph. While airborne, additional lift is provided by
retractable wings, built-in to the submarine. Do not confuse the ‘Pun-
isher’s * jonic drive with 8 space ion drive, lonic drive MUST have soma
working fluid to operste. This method of propulsion cannot work in
a vacuum where there are no particles to charge and use for repulsion,

The submarine is of modular design. 1t is reelly a flatbed vehicle which
can take various modules into a large equipment bay on top, rather like
the Space Shuttle. The only integral systems are life-support, bridge and
tarpedo controls. What the players find in the equipment bay depends
on which module {if any) is |oaded. Initially, no module is loaded.

The bridge is a simple, delta-shapad room with several contral panals.
The main ¢ontrol pangl 18 just under the viewport. No switches are
marked, but a small screan is visible next to several switches, Under the
screen is 8 hole, The hole |3 the pnarm equivalant of a joystick {(a joy-
hole?), and it is meant to take the tip of a tenticle, althcugh a finger
will likely serve, 1nserting a finger into the hole will cause the screen to
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light up with a map of the planet, Moving the finger around in the hole
will cause a small flashing image of the submarine to detach itself from
the sub’s picture on the screen and begin moving around on the screen.
If the final resting spot of the flashing image is not the same as the
current position indicator, then the sub will start up, moving with great
speed towards the point indicated, The on-board computer takes care
of ali calculations needed, and will pilot the vessel. Tha computer will
always take the shortast routs. This may rasult in the sub taking to the
air for part of the trip.

The first of the buttons next to the screen will abort the mission,
returning the sub to normal command mode. Moving the flashing
indicator off the screen will result in the flashing image coming back
onto the screen from the opposite direction (it ‘wraps. afound’), The
second button overrides the computer entirely, and the joyhole be-
comes, in effect, a steering wheel, giving the player full contral of up,
down, left, right and speed. The next button will open the equipment
bay doors, It will not function while in motion. The last button will
launch the sub into the air under MANUAL control. It WILL NOT
function unless a finger is present in the control hole,

On another panel one will see a small screen with a picture of the view
forward, and a target reticule etched into the surface of the screen. This
is torpedo control, and if the scraen itself is touched a single torpedo
will go shooting forth, Next to this is an obvious intercom,

The last panel in the room is sealed. It provides full, vaive by valve
conirol of the reactor. it cannot be activated without tha proper
code, which of course, the players do not have. It does have an easily-
activated computer tie-in which the players CAN use. |f they DO,
hoewever, the on-board computer will be immediately aware of the
fact that its normal crew is not in control, It cannot ba fooled except
by someone lssuing orders in npurth in an authoritarian tona of
voice. |t seems unlikely that any player could do this, if the players
do alert the computer, two things will happen. First, the main base
computer will be contacted and informead of the sltustion. The base
will now be aware of the problem and will deal with the invaders if
they should escapa the clutches of the Punisher's on-board computer.
Next, the local computer will begin a countdown, which will last
4.3 minutes. At the and of thst time, the onboard computer will
flood the intarior of the Punisher with atomic waste from the reactor,
After about 32 minutes, the interior will be flushed out, and the
vessel will return to it's original parked position without supervis-
ion, The playars, unless they are wearing powered armor with extra
red shielding, will likely be killed by this procadure. They can, if they
wish, usé the countdown time to disable the main computer, Any
tech of computer/3 or better or elec/5 or greater can sccomplish this
within the alloted time with ease, but the players will no longer
have a functioning computer, and will have ta fall back on thelr own
resources to find the base. The sub can still be driven in ‘dumb’ mada,
however, 30 atl hopa is not lost.



Below decks, under the equipment bay, the intrepld adventurers will
discovar the crew quarters and life support machinery. A brig 1s also
present. The rooms contain little except for the pnarm bed and
lockers, but the second-to-last cabin has a small electronic map (roll
less than GTA on 1d20} which will indicate the atomic waste dumps,
the base and about 20 of the major local villages. |t does not dis-
tinguish between them, though, so the players still have their work
cut our for them.

In any event, for the adventure 1o continue, the players will eventual-
ly reach the base hanger, a large dome of grey material on the floor
of a dust sea. It opens at the subs approach automaticslly, revealing
the hanger. It appears to be a simple docking tube, with a dock to one
side. No weapons are visible, but a number of spy cameras are to be
seen. The players may disembark, and will find no controls but a 1/3
meter-high post bearing two buttons. The lower button will activate
an elevator, which will drop the players down to level one of the
base (and the adventure proper), The second button is more spec-
tacular,

If the second buttan is pressed, one entire side of the docking tube
will roll up, revealing a gigantic space on the other side. Hanging
in grapples from the ceiling are four equipment madules, with cat-
walks twining around them. Below is dust, so that the sub may
easily scoot over under a module and lower it into it's equipment
A ramp up to the catwalks is now available, if the players elect to
investigate,

One is a weapons module, a bristling array of sensors and weapons
that would chill the blood. It very effectively turns the sub into a
fighting vessel. This moduia is locked up, it will nat yield to any of
the players efforts to get in short of blasting their way in, If they do
get in, they will find that the module is intact - except that the arming
cireuits for all weapons and sensors on board have been removed.
Since these circuits also contained an imbedded electranic key which
the players cannot duplicate, this module is quite useless. The next
module, the second, is a lab, with large numbers of canisters which
are really storage containers for locals, who are stuffed inside and
refrigerated until needed. Most of the equipment has been stripped
from this one. The third module is a flatbed "truck’, with several
tractors parked on it. For descriptions, see ‘Tractors.’ |t is tough
to tell what the last module is, it has been completely gutted of all
equipment.

The only useful things here are the tractors, and the various labels on
the eguipment, which are in both pnarm and npurth and will go a
long way toward deciphering the languages if recorded. Give the play-
ers one point for recoarding the labels. Note: if your players decide to
load a module and leave at any point, it is quite possible, the controls
on the winches are guite distinct.

NPURTH

The npurth themselves are relatively young as a spacefaring species,
only just beginning their galactic expansion phase. The npurth have a
pressing need to build an empire, to expand, since they are a slaver
species - dependent on the labors of subject races. To data they have
subjugated just two planets - this one, and the home planet of the
pnarmin which share their home star. This driving need is a result
of the npurth reproduction cycle.

Physically, npurth are to be large insectoid beings generally running
around ten to twenty kilograms and up to one-half meter in length,
They have elght triple-jointed Jegs and four chelae. Unlike many of the
crestures on thair planet npurth have only ane head with a eombined
esophagus/windpipe like Earthly animals, although the brain {in keep-
ing with the norm of the npurth world) is housed in the chest.

Internally, npurth are mammals, They have a sophisticated internal
boney skeleton, a closed circuiatory system, and lungs. They are
oxygen breathers. Reproduction is accomplished through eggs.This
means of reproduction tends to be incompatible with either intelligence
or mammal habits, but the npurths have developed a unigue means ot
bypassing these difficulties. Eyes are high-resolution, and cspable of
discerning much the same spectrum as humans. They can also be inde-
pendently contralled, like the Terran chameteon they much resemble,
Hearing is not as acute, and there is but one auricle 50 ranging via sound
is not possible,
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Mammatoid creatures are successful in part because of parental care
for their young. This is not supplied by npurth, who are recently
evolved {in evolutionary terms} from insect-like ancestors whose repro-
duction method closely resembles the Terrestrial digger wasp. Instead,
the npurth has made a virtue of this to solve the problems of reproduc-
tion, training of young, and control of slaves. These various factors
come together to produce the above-mentioned need for slaves. An
adult npurth extends it's ovipositor into position and inserts an egp
into a host creature, nowadays usuglly a pnarm. The larva then grows
into an auxiliary nervous system, gradually taking over the host and
destroying the host’s personality which, of course, objects to the
process. This procedure leaves the host's brain intact, and the npurth
larva will access the information stored there. In this manner, the larva
spends it's entire juvenile period, usually about five years. It is during
this period that the larva will grow to emotional maturity, reaching
effective adulthood while still immature physically. Thus, the npurth
larva, fueled by the knowfedge gleaned by it's host. leaps to inde-
pendence in the matter of food and care within weeks, and with the
data and attitudes of it’s host as a springboard, can reach the equi-
valent of a human age of forty in one-eighth the time.

When tha larva has completed it's development it turns on the host
body, eating it out from the inside to provide the nourishment need-
ed for the larva's metamorphosis into adult form, One would think this
process painful for the host, but by this time the host is a mental vege-
table and cannot sense the pain, it's entire mental functioning has been
subsumed by the larva now sbandoning the body for adulithood.
Finally, the new adult rips it’s way free of the old host body and
emerges. The old host is dead, and in its place is a full adult npurth, no
schooling, training or maturing of any kind needed, All this was ac-
complished while the larva controlled the host, living an entire life
by proxy befare beginning its own.

It is clear, then, that npurth MUST have other species in order to
repraduce, in fact, they must be INTELLIGENT spacies or the de-
veloping larva will heve no culture, no intelligence, no data other than
the basic animal-level, dog-eat-dog information of a mindless beast.
Clearly, this is not suitable, Unversed in the srts of schooling as they
are, npurth require a steady supply of sapient hosts. In fact, npurth
tend to view all such suitable hosts as ‘females’, the word ‘pnarm’
MEANS ‘female’l 1t ALSO means ‘expendable’, as in ‘a pnarm
booster,' Pnarmin call themselves “Jiansgib.’

Npurth are carbon-based oxygen breathers. They are able to repro-
duce using pnarmin, who are carbon-based chlorine breathers, only by
use of drugs and a special strain of chlorine-tolerant npurth. Tha
original strain is still around, but much restricted due to over-harvesting
of the original npurth hosts. The local thonne, being oxygen breathers
of some Intelligence, are being developed for reproduction. This ex-
periment was showing some success when humans showed up. Humans,
regrettably, are ideal hosts for npurth. Carbon-based, oxygen-breath-
ing, intelligant and technologically advanced, quick of reproduction
and, most importantly, numerous, humans are viewed by npurth es
God's gift to the npurth, Npurth don't even need drugs to mature in
humans. Thus, the discovery of humans through the skyjacking of the
starship Timothy was a boon to the npurth. They cancelled opera-
tions and began to pull back preparatory to launching a series of
raids against human colony worlds in the area. At the time the play-



ars arfive on the scene the base has been largely abandoned and shut
down. Only a skeleton crew of robots and pnarmin remain, along with
several farva-inhabited clones of the Timothy's crew and three adults.
The npurth plan to return to the bese and refurbish it for raiding.

NPURTH DUELING TRADITION

The npurth settie all major policies by dueling. Only adults are par-
mitted to duel (it is considered cowardly to fight when no harm can
come to onesalf). Dueling is a cultural holdover from very ancient days.
In those early times the npurth tribes lived on the seashore, occupy-
ing a niche that was not very attractive to other ecreatures. When gues-
tions of chieftain succession arose, or when it was decided to migrate,
or some other major decision had to be made the proponets of each
major position on the matter {howaver many there were) would dive
into a deep inlet near the shore, The objective’of these duels (not all of
which were to the death} was to elude predators in their own environ-
ment, to kill opponents, and to gathar as many pretty shells and stones
as possible, Whoever survived with the most shells and stones decided
policy for that issue. The dueling tanks provide a somewhat ritualized
facsimile of that inlet, It is complete with a deadly predator {vardeen],
and ‘shells’ {privilege cards and even the wand of command).The pro-
tagonists simply plunge in and try to kill each other while eluding the
vardeen and capturing the goodies on the bottom. The tank is always
kept stocked,

It is not likely that players would want to take advantage of the facil-
ities for dueling to decide their own policy, but the verious ‘objects on
the bottom would be of tremendous aid.

Einal note: the bottoms of both tanks are littered with npurth skele-
tons in disarray.

THE BASE COMPUTER

References are mads throughout the entire scenario to the 'main corm-
puter’ or ‘base computer.’ This is the machine located on the fourth
level of the base. This section will detail the various actions this ma-
chine will take during play.

The main computer is normally in passive mode. This means that it
will take no notice of the players at all. They may move freely
throughout the base without fear of attack. The computer is interested
only in maintaining the base. To this end, the computer will cantrol
the various robots and androids in the base, maintain the ‘normally on’
forcefields, and tend the clone tanks on the fourth level. It will routine-
Iy verify |.D. cards for access to restricted areas, run the life-support
system, and control the alevator. Only two things can rouse the main
computer from this state, The first is damage to the base itself. If the
players blow down a wall, destroy a force field, or petform some other
act of vandalism, the main computer will go from its passive mode to
its active defense mode. The second is the intruder alert from the sub-
marine. This immediately triggers the active mode. In this mode, the
computer becomes an adversary, an active, physical presence that
willfully seeks to destroy the enemy intruders, To this end the main
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computer will employ all the guile and resources at its command. The
following section provides information on what the computer will
do In defense of the base, Nothing can stop the offensive mode once
activatad except for the main control wand, located in the main dueling
tank on level three.

The computer's first line of defense consists of the large number of
ultra-sound blasters scattered about the base, Each is individually con-
trollable by the central machine and it witl use them, ruthlessly, to
try to kill or wound the players. If they manage to get down to the
second level the computer will supplement the blasters with its sec-
ond line of defense.

The second line consists of 24 security robots. Each has fifteen hit
paints and is equipped with a standard ultrasound blaster. The units
run on rubberized treads in a caterpillar-like motion that is a rabotic
analogue of pnarm locomotion, They are low slung and armoured. The
computer will use all of the machines, if necessary, but if moere than
half are destroyed the computer will begin adapting the 24 repair units
in tha base for combat. This will require the use of the robot labs on
the third level and, if the players move fast enough, may be caught in
the act by the piayers. Repair units have the same locomotive means
as the security units but have just 10 hit points and are not armoured.

The third line of defense involves warming up the larva-controlled
clones of saveral members of the crew of the Timothy. These consist of
three of the captain, two of Hensler, four of Tara, and ane of the ship’s
engineer, Blackwell, {gun/7, fatigue=25}. These will fight to the death
in defense of the base and will use all their guile and skill in deing so.
Their knowledge of Terran methods, ships, and people will give them
a deadly advantage that shouid be exploited by the gamemaster to the
fullest. If they, too, are defeated, the main computer will fall back to
its last resort.

The fourth and final defense the computer has consists of warming up
the three adult npurth in the base and requesting instructions, These
adults will first attempt to attack the players. f they are successful,
then the players will be dumped into the cloning tanks for later pro-
cessing. |f not, they will attempt to flee in the submarine, In the latter
case they will first try to loed the weapon module as it contains a
lifeboat in which they can try to get home with the warning.

Note that at any time the base computer can ‘panic’ and activate all
its anti-intruder measures at once. An exampla would be the destruc-
tion of the robot control complex on level two, or the successful
deactivation of all robots in the base from that room. If that happens
activation of the npurth supervisors is just a short time away.

TABLE A — 306 Dice for cne item per pair of searchers per turn of
search,

{3) SHOCKER - this little device is a simple tube about 8 cm long and
2 in diameter. It does not have a battery but, like the handle, it can
be powered by @ robot's battery. In this case it merely administers
s mild electric shock, just enough to joit a person OR MACHINE out
of igreen) stasis.

{4) PACKET OF TOOLS - several small rod-like tools looking rather
like nutpicks, these are actually pnarm eating utensils.



{5) COLOR SPHERE - a 2 cm diameter sphere that changes colors
in a totally random fashion, It is an art object contemplated for re-
laxation, much as a human would stare at the stars.

{6) UNIDENTIFIABLE PIECE OF EQUIPMENT - as it says, It is a
block of some crystalline substance whose use cannot be fathomed.

{7) UNIDENTIFIABLE PIECE OF EQUIPMENT - as above. This one is
a block of some kind of monolithic electronic assembly whose use
is & mystery.

{8) COLLECTION OF SMALL CUBES - These blocks might be chil-
dren’s toys. They are of many colors and stick together in whatever
shape they are given, In fact, these are repair modules, but they are
useless to the players.

(8} INDUSTRIAL DIAMOND - a one kilogram piece of cloudy dia-
mond of apparently artificial origin, useless for jewelry, value about
1000 cr. :

{10} INDUSTRIAL DIAMOND - 3 ten kilogram piece of cloudy dia-
mond of apparently artificial origin, useless for jewelry, value about
10,000 cr.

{11} VALVE - control valve for chlorine tanks on first level.

{(12) FLAT CAN - full of a thick, oily, yellowish fluid. This is a
lubrricant for npurth joints.

{13 PNARM POWERSLED 1 IN CRATE - in knocked-down form,
Part 1 is drive and motor assembly, One point to players who record
the directions for translation purposes.

{14) PNARM POWERSLED 2 IN CRATE - in knocked-down form,
Part 2 is unit control assembly. One point to players who record
the directions for translation purposes,

{15} PNARM POWERSLED 3 IN CRATE - in knocked-down form,
Part 3 is & trailer unit. One point to players who record the directions
for translation purposes. :

{16} SMALL BUNDLE OF STRING - actually a neuristor network of
considerable sophistication.

{17} BLANK CARD - a blank 1.D. card. Give players one point for
bringing it along for counterfeiting use, but it will be useless in this
scenario.

{18) THE HANDLE - this device looks like a simple screwdriver handle,
1t emits 8 tight beam of atomic binding enetgy that can neutralize and
sever atomic molecular bonds. The units found have no power cells in-
sarted. Federation power cells cannot be adapted, but a suitable cell
may be removed from a damaged robot 50% of the time. If powered
up one need only push the side panel to turn on the beam. The beam is
silent and has no visible manifestation of operation but for a thin black
line where it cuts. Note: this device ¢an be EXTREMELY dangerous to
use without proper supervision and experience. Chembles has this ex-
periance. if he is not doing the cutting then there is a five out of si%
chance per round of use that the device will destablize the entire
macromolecule, which will then break up into smallar parts. Violently,
a wall thus erupts as a bomb 1o do concusslon damage to all rearby.
The handle can cut 10 ¢cm per round.

LEVEL | .

1-1:.TEMPORARY STORAGE AREA

This room is 24 meters in each dimension, a perfect square. The center
is occupied by the elevator itself. Four exits are visible from the ale-
vator, one at each of the cerdinal points. They are all six mater-wide
metal doors, pleated in an accordian style to split in the center, and
roll to each side. An activation lever is visible next to sach. Four
ultrasound blaster turrets are visible near the top of the room, one
in sach corner. Several open crates made of some kind of vegetable
fiber are visible and there Is quite a lot of trash lying around, as if
a great deal of material passed through in a hurry and the remnants
have not been cleaned up yat.
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¥ the main computer is aware of the invasion, the four turrets will
open fire. These are infra-red targeted, they can easily be fooled
by, say, burning paper, if the players try. |f the players are using any
kind of heat weapons, and if one or more miss with them during the
fight, they WILL notice the hypersonie blasters firing st bits of burning
garbage in the room. This will reduce the strength of the attack on
the players by 1 or 2 per turn) but the smoke will cause players
to hit at a penalty - medium range, rather than close range.

There is nothing valuable in the trash, but closer inspection will re-
veal bits and pieces of metal,

1-2: SMALL PARTS AND MACHINERY STORE

This large room is six meters high and divided into four levels by
catwalks spaced at 1.5 meter Intervals sbove the floor. Suspendad
at various points within this frame you see many boxas and crates, most
apparently made out of bound vegatable fiber,

This is a storeroom for small parts and machinery. tf the players be-
gin to examine this room, they will be able to set descriptions of ona
item per two searchers per turn spent, with the usual likelihood of a
robot blundering in if the main computer is NOT aware of them, and
a guarantee of a squad of seeurity units in three turns if it is. For
descriptions of the objects found, see Table A.

1-3: BULK STORAGE ROOM

This room is a large chamber about six meters high, It is almost empty,
but some large drums can be seen to the north side. A considerable
number of bound packages can be seen to the west, and threa small
cart-like vehicles, with trailers, can be seen parked to the east,

The drums contain liquid chlorine for the pnarm. It is not under
pressure, but is liquid from the temperature, which is maintained
by a small cooler at the base of each drum, The more astute players
{those who maka an intelligence roll} will notice a very slight, warm,
breeze coming from the end of each drum. The players will not have
the equipment to tap the drums properly without having first visited
1-2, If they try to crack a drum without proper equipment they will
succeed in flooding the room with highly toxic chloring gas, forcing
them to resume their helmets if they were doffed earlier to conserve
oxygen. This would also alert the main computer to the fact that
SOMETHING is amiss, if it does not know already. If it does, a squad
of security robots will be dispatched (two turns till they arrivel, and
the entire base hlerted. If it does not, one repair unit will be sent to
inspect the dan-iag_e. It will need three turns to arrive, and will alert
the base {as above) if the players are still there. |f they are gone, then
the main computer is still in the dark. If the players do have the
valve, it may be fitted easily onto any drum and a sample of gas
taken. Anyone with any chemistry skill at all will be sble to identi-
fy the gas at once. :

The packages to the west are easily broken open to reveal a pink-
ish mass of fiber of vegetable origin. Eating it will prove to be fa-
tal, analysis will reveal large amounts of hydrogen cyenide, with many
lesser chemicals in which chlorine figures heavily. The obvious con-
clusion here is the correct one: the players are dealing with a chlorine-
breathing life form, and the pinkish mass is food. They still do not
know why the alr here is intended for oxygen breathers, Both pack-
ages and drums ara clearly marked, but the language is pnarm, which
nona of the players know,

More interesting are the wvehicles, which are actually pnarm powser-
sleds, intended to aid in moving material in and out of the feur stor-
age areas on this level. Each of the sleds is one mater long, sech trail-
er is also ona meter long. The sleds are quite flat, with only a ‘joyhole’
for control. Mone of the three sleds works, they heve all been dis-
charged of all power. They can be repowered if the right voltage is
supplied to their battery terminals. Any tech with elec eng of 2 or
greater ¢an determine what that is. ANY player can do this if he asks
you what the main power cable is made from, {aluminum) and tells
you he is computing the proper voltage from that and the area of the
cables cross section, Give the player one point for uging his elec eng
skill, five if he knew the proper method of determining the voltage,
Give the players ona point for having the chlorine valve from 1-2,
and one for corract identification of the pink stuff,

-
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1-4: FOOD STORAGE

Like all the rooms on this level, this is six meters high and the usual
shape. |t containg a hugh variety of paper and metal packages. There
i$ a bewildering array of different shapes and sizes, but all are the
same color: blue.

On claser axaminatlon, it will be noticed that all the containers in the
north, and a few in the other parts of the room have had a small green
tag stuck on, It is obviously not part of the package for it often ob-
scures part of the writing on each package. Again, the writing ¢annot be
deciphered on any package, but a large anough sample of different writ-
ing is presented that it will make a good start toward understanding
the language. Give the players one point for recording the writing in
some rmanner, To do this thoroughly would require one hour for two
people, but due to the nondisruptive nature of the work only three
encounter rolls are calied for,

The packages all contain food. 1f your players persist in opening pack-
age after package, just give them different combinations of color,
fragrance, and consistancy. In doing so keep in mind the following
paragtaph. This food is intended only for adult slavers, it is bland and
missing some essential vitamins, but is edible by humans,

A cornparison between identical packages will reveal that in every
case the contents of the package with the sticker is either a differant
color, is splotched with anather color, or smaells differently, One point
for the group if they correctly deduce that the packages with stickers
are spoiled, Five points should go to the player who first speculates that
‘green’ means ‘danger’, as this is the first clue that this is so.



1-8: GAS/LIQUID STORAGE

This chamber is the same shape as all tha others on this level. This
room is dark, and it is quite cold. It is also almost complately empty,
but closer examlnation reveals tubes coming out of the ceiling and
walls at varlous points. There are many marks on the floor and walls,
and quite a number of twisted brackets on floor, ceiling and walls are
vigible,

This room was originally used to store the various gases and liquids
needed by the base. Everything of value is gonae, the supplies needed
are all circulating through the base's ecosystems or else have been
spirited away. The only gases ieft behind are stored in room 1-3,
maved there to consolidate supplies, and to permit shutting off power
to this room. The brackets are twisted and useless, apparsntly as a
result of over-hasty removal of the tanks they were connected to.
Evidence abounds here that the base was "decamped’ with a great
deal of speed. The fact that this storage room, obviously used for stor-
age breathing gases and other such needed chemicals, was the most
thoroughly jooted is a clue that the base has been abandoned. Five
points ta the playars if thay propose this now. Two points for carrectly
deducing what the purpose of the room was,

LEVEL 2

2-1: ELEVATOR RECEIVING ROOM

This room is- twelve by twelve maters. The ceiling is three meters over-
head. Four ultrasound blasters cover the room, one in each corner.
To the east and west force fields can be seen. Equipment of some sort
can be vaguely made out through the fields.

This room has nothing of value or interest in it, and investigation will
reveal nothing, The turrets will, of course, open fire if the main com-
puter knows about the invasion. These are infra-red targeted, give the
players a bonus point if they brought along some trash from upstairs to
fool the waapons. No greater detail can be made out by peering through
the force field of the eguipment on the other side. There is an inter-
com here, but no other equipment at all,

2.2: PRELIMINARY PROCESSING ROOM

This room is nina by twelve maters, with only one other exit visible, a
pair of pleated steel doors on the opposite wall. Saveral pieces of
equipmeant can be seen standing around, each plentifully supplied with
various probaes, sensors and monitors. Panels are open in one of the
machines and tubes with some fluid in them can be seen, Some tubes
have odd-looking objects floating in them, The clearance of the ceil-
ing here is twa meters, none of the devices standing around is mora
than a meter high. It locks sort of like an oparating room, but the
equipment looks like it would be more at home in a body-shop,

The two rooms labeled 2-2 are identical in all major respects but for the
mirror-image reversal. Once past the force field, both exit through the
six-meter, pleated-steel doars. The aguipment hying around is, indeed,
surgical jn nature, but is meant for exploratory and exparimental
medicine, not far helping the sick, Most of the stuff has been can-
nibalized, with parts ripped out, wiring removed, and various modules
pilfered, The floating objects are human organs, heart, liver, and three
kidneys. The stand they arg in has been ripped open for parts, and tha
organs are quite dead. At first glance none of the various stands of
equipmant ig In working order.

One stand is intact, it is near the back of the room {one in each 2-2)
and will not be found unless some sort of search for intact machinery is
undertaken, This is because it does not LOOK complete, but closer
examination reveals that the missing parts are only from the support
devices, not the main device. This is a biostasis maching, used on liv-
ing crestures to reduce them to a state of suspended animation. In
appearance, the machine is 2 flat platform several centimeters off the
floar, with a somewhat higher bank of instrumeants at the end. It seems
to have no controls, but this is not really so, it is calibrated and set
from another unit not present. The biostasis unit in the east room is set
for humans, the other Is for the local life-forms. In oparation, one mere-
ly places the subject on the platform, After about two seconds, the
device will zap the subject, The unit set for natives will instantly kill
a human, the other will appear to do so, as well. Examining a creature
in stasis will reveal an apparently dead corpse, wall gone in rigor mortis.
No breathing, heartbeat or brainwave activity can be detected at any
level. The difference is, a dead body will rot, one in stasis will not. {t
is not obvious, but anyone in stasis can be roused in moments by
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a simple electrical shock, If the party has some means of determining all
this {they brought along & native, say} and do so, they get a 10 point
bonus. A further three point bonus is applicable jf they discover how to
break the stasis, This will prove to be very useful later on, For further
data on the stasis field see the section dedicated to them.

The only other equipment ot note is a stack of wheeled platforms
about one meter in diameter, They are not powered, and can be spun or
pushed easily once liftad from the stack. They are merely equipment
skids, but their lower surfaces bave been treated somehow for lower
friction. Give the players a point for taking along a disk for further
analysis in labs at home. The steel doors visible may be opened in the
normsl manner, by activating the control next to them.

2-3: DECONTAMINATION
You see before you a corridor about nine meters long, and about six in

" diameter, it is terminated by 2 force field generator, and beyond you

see 8 T-intersection. Nothing is present in the corridor, but it is glowing
softly with a pinkish light, and seems warmer than the rest of the base
thus far. The light is coming from tiny projectors looking somewhat
like small dentist drills.

A check of the radiation gauges will reveal nothing, checks of sensors,
tricorders, etc. will alse reveal nothing. Nothing the players have can
aven detect the pink glow, and only living mambers of the party can
see it, Robots will report no sources of illumination present, and will
detect nothing else. A tech with alien drives/3 or better will be abla to
dismount ane of the projactors without damaging it. It will be seen to
be some sort of Cherenkov light projector, but its purposa Is not ob-
vious, It actually will kill any bacteria from the npurth homeaworld,
which are very sensitive to this radiation, which tends to denature their
proteins, It is quite harmless to humans and humanoids, but may make
felines and insectoids dizzy if they do not make a constitution roll,
Award two points for determining the type of radiation, and sn ad-
ditional one for taking along a projector for analysis back home.

24: THE 200

You see before you a great room, not all of which can be seen from
where you are standing. The room is filled with a large number of the
small circular piatforms from the room outside the elevator room on
this level, Each js parked in & column of some clear substance, and on
each platform is a creature. Some of the columns, especially near the
edges of the room, seem to be untenanted, and at |east one is broken
outright, A bank of equipment can be made out at the western end of
the room, and several of the ubiquitous blasters are here.

The blasters will, of course, open up if the base computer orders,
but these are radar-targeted, and will not be fooled by burning trash.
They can be fooled by leaping into a ¢olumn and keeping relatively
still. The resolution of the radar is low enough that, if this is dons,
none of the turrets will see the players taking a careful bead on each
turret and blowing it out with no danger. Three points to whoever
thinks of that tactic, Dtherwise, you’ll have a normal firefight. It is
possible to hide among the columns in the room, since the half-dozen
turrets still cannot cover the whole room and will not shoot through
the columns, In this room, If the players are dodging among the col-
umns during the fight, the normal penalties do not apply, although the
racket is still incredible, It will be noted that the clear substance is
not only breskable {as witnessed by the broken tubes visible) but are
also vary soft, as they seem to absorb and attentuate a lot of the
noise from the blasters,

The control panel is quite useless, It has been cannibalized, liter-
ally ripped apart, and some modules damaged by this process litter
tha floor at that end of the room. It cannot be repaired,

The various columns are tagged ‘A’ to ‘X’ and are listed in the sec-
tion below, If the players go browsing, simply read off the major de-
scription {in capitals) along the path of the players, using the letter
key an the map. An in-depth exam|nation gets the description that fol-
lows the capitals. The players may, if they wish, easily break open any
column to remove any specimen, but this will not, as noted in the de-
scription of the biostasis unit in 2-2, break the stasis, A clue to the
electrical shock that is needed can be obtained by examining the floor
under each platform, which has an electric probe. One point to whoever
thinks of that.

One other door i8 visible, it is a bathroom,
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BIOSTASIS CHAMBERS
THE BIOSTASIS Z0O and carries a helmet, His identification tag shows him to be Johan
A — A SMASHED TUBE. Some circuitry is visible in the center, but Hansler, sacond enginesr on the Timothy, {SM: see NPC's section),
it’s damaged. K —~ EMPTY.

B — AN INTELLIGENT NATIVE frozen stiffly in position. A number
of surgical scars cen be seen.

C — SOME SORT QF PLANT is in this tube. Judging from the root
structure, it's a good bet it is mobile, and also carnivorous.

D — EMPTY, but there is a platform in the bottom,

E — A LOWSLUNG HEXAPED. It has a long, lgonine form, and is
plentifully supplied with claws, testh and other natural weapons.
{SM: this is @ 'vayna,’ see "Animals’),

F — A TINY WALLABY-LIKE CREATURE, whose three glaring eyes
shine oddly, and cover its entire head but for the beak. {SM: this
is a ‘lonu,’ see "Animals').

G — A DEAD AND ROTTING NATIVE, it looks like the stasis didn't
take.

H — EMPTY, several electrical contacts can be seen in the bottom.
{ — BROKEN.

J — A TALL, GOOD-LOOKING, BLACK MAN. He is in a spacesuit,

L — BROKEN.
M — BROKEN.
N — EMPTY.
O — EMPTY.
P — BROKEN.

Q — A YOUNG EARTHLING, Closer examination raeveals that his
suit has been breached in many places, underngath the suit can be
saen many incisions. Removing him from the column reveals that many
organs have been removed and that his skeleton is riddled with holes
where bone samples have been taken. Soms indication of the npurth
concern for aliens can be had by doing a quick blood analysis. There
is no trace of snesthatic at all. The suit tag reads 'Emerson Garvey,’
and he is quite beyond help. '

R — BROKEN.,

5 — A LOVELY YOUNG WOMAN WITH BLUE SKIN. She is wearing a
standard-issue suit, it has no identification. Her facial skin is a light



sky-blue, her hair is very white, but thick .and curly, and goes down to
the middle of her back. The bluish color seems to be normal, she just
is not caucasion, though just what she is, none of the players know.
{SM: this girl is Tara Seven, the ORIGINAL Tara Seven, and she is
listed under NPC's).

T— A YAYNA,
U — ANOTHER {ONU.
V — BROKEN.
W — BROKEN.
X — BROKEN.

2.5: CHLORINE BREATHER'S LAB

This large room is filled with equipment, but it is a complete
mess. Machinery is flung around with total disregard for property,
cabinets pulled open and contents tossed about, total confusion reigns,
There are two other exits from this room.

Evidence of quick departure abounds. Clearly, this place was ransacked
for useful items when the place was abandoned. Nothing seems to be
in order but everything has one thing in comman: it is useless. All has
been broken, or has parts missing. There is nothing here of any use to
the players, but data is here in carloads. A dozen ‘magazines’ llooking
more like scrolls read from (left-to-right}, are here and a number of
books {larger versions of the same} are stacked on a shelf. Moving the
clutter about will reveal several more serolls, this time hand-written,
which seem to be lab notes. IF ADDED TO THE RECORDINGS
FROM LEVEL 1, THE PLAYERS NOW HAVE ENOUGH DATA FOR
A MINICOMP/7 TO BEGIN TRANSLATIONS, If so, players should
now get all [abelling information, and should now be able to handle
equipment and the like with a +1 to their skill, due to the partlal in-
structural nature of the labels.

Way in the back of the room, concealed behind a stand of glassware,
will be found a biclogical display. A living pnarm in an ‘axploded’
view like the exhibit in room 2-6. The entire creature has been taken
apart and put back together, with spacers and retainers added, The
creature has been expanded to three times normal size, and all inter-
nal organs are visible and can be watched at work, for the being is a-
live. It is a trermendously effective biological display, but it is obvious
from the size of the brain that the creature is intelligent, and it is
equally obvious from the eyes that it is conscious. It is watching the
players. The creature is starving, it has not been fed since the base
was abandoned and it does not have very much strength, but it can
respond 1o questions phrased in npurth. It will not be able to answer
more than two oOr three guestions before passing out. lts name is
‘Chembles’ {not the ‘Chembles’ listed in NPC's}, and it doas not know
about the Timothy, nor does it know why the base was abandoned.
If pressed, it can remember a computer access code it overheard one
day, and can guess where the psople from the Timothy are, It will
tell the players about the stasis 2oo at 2-4, the oxygen lab at 2-8 and
the puppet cloning tanks on the battom level, if it is asked. If ques-
tioned by more than one player, it will seem surprised that the various
players have different personalities, but will not be able to explain why
befare its time is up. When its strength runs out, the pnarm will pass
out, and quietly {and thankfully) die several turns later. If asked,
has been an exhibit for eight human years. Give the players one pomt
for each piece of information gained from the pnarm.

25: THE OXYGEN BREATHER'S LAB

Like the chlorine lab, this lab has also been cansiderably knocked
around, broken bits of glass, packing materials, several scrolls, and some
broken pieces of equipment, none of which will function or even pro-
vide any information. Unlike the other lab, this one's biological ex-
hibit is quite obvious. In the center of the room is a living human
being, a man, who has been flayed and his organs have been removed,
to be placed in plastic carriers suspended in the air providing a living
‘exploded’ view of the human anatomy. )

‘This is Richard ‘Dingo’ Denton, captain of the DSX Timothy, A quick
examination will reveal that the captain is unconscious, but can be
brought around, Ha is suffering from uremic and chloring poisoning,
and he will be dead in less than a day. The players will not be able to
help him, trying to remove the plumhing will cause fatal blood clotting,
The captain will be glad to see the players, since he has a report that he
would like to deliver. Denton will tell the players that the npurih are
a slaver species, that samehow convert intelligent creatures to their
side. The captain is sure no brainwashing is involved and his seience

officer had believed the npurth to be completely non-psicnic, that
some other means than these two was employed.The science officer
did not have time to tell Denton anything further before he was vivi-
sected. Denton also knows that the npurth were euphoric over finding
humans, and can also inform the players that the npurth had decidad to
wind down the local project, in favor of an all-out invasion of human
space. If he is asked what the ’local project’ was, he will be able to tell
the adventurers that the npurth were trying to breed a new intelligent
species to enslave on this planet. Asked about the evacuation, the
captain will tell the players only that they were responding to some
kind of emaergency at home. Asked about the base, the captain will
be able to tell about the sub, the stasis zoo at 2-4 and the biocomputer
at 2-6, which can only be reached by panels in this lab. 1 asked about
the electronic paralysis field, the captain will tell the players that
that was how his own ship was captured, but he doesn’t know how
to deactivate the field, He does now that the main control computer
below is an information repositary, and perhaps the answer can be
pried out of that. The captain will not be able to teli the players any-
thing else,

2-7: MAIN BIOCOMPUTER
A confused mass of circuitry greets you. It has been raided for parts,
and is quite helpless,

1t will be immediately apparent that this machine also has been can-
nibalizet. Howevar, some of its memory elements are intact, these
can be removed and returned to the ship, they are worth several mil-
lion credits each and there are four of them. WARNING: these things
are FRAGILE! They will not survive even one round of an’ultrasound
blaster fight.

2-7: EXCAVATION

It looks like the base was being expanded when it was abandoned, this
is a rough, new extension to the existing base, Nothing new is here, but
four pnarm power sleds are parked here.

This section is just what it appears to be. There is little to be gained
here but the knowledge that the basa was a going and important con-
cern whan it was abandoned. This is little more than a cave. The sleds
{wonder of wondersl), ere in operating condition,

2-8: CHLORINE CLONING TANKS
A long corridor with a row of horizontal tubes on the east, Each tabe is
about a meter in diameter, and about two meters long. Ail are empty.

These tubes were usad for cloning of experimental beings with chlorine
matabotisms. Production eloning is lower down in the complex.

2-9: OXYGEN CLONING TANKS

A long corridor with horizontal tubes on bath sides, suspended about
1/2 mater above the floor and about two meters long, each, Most of
them are filled with an odd, bluish mass,

These are cloning tanks for oxygen breathers, All of the tanks are in
use,

_ At the moment all the tanks are involved in growing humans from the

Timothy. All members of the crew are represented, but nana of the
tlones is even past the fetus stage. The biuish color is really visible
in ohly half of the tubes, close examination raveals that fully one-half
of all clones in the room are of Tara Seven, Opening any of the tubes
shows clearly that none of this batch of clonas will ever make it. All
of them are dead.

2.10: SERVICE CORRIDOR :
A short section of corridor leading 10 both cloning suites and to the
main biocomputer, It seems to be some sort of service accessway.

Nothing unusual, just more evidence of a hasty departure.

LEVEL 3m
3.1: ELEVATOR RECEIVING ROOM

This room is twelve by twelve meters. It has thres exits, north, south
and east. Aside from the elevator itsslf and its control pillar, there
is nothing here.



The exits will be blocked with forcefields if the main computer Is
aware of an Invasion, otherwise six-meter wide corridors will be visi-
ble leading away from the elevator table. The northern one turns to
the wast, and has a door visible going further north. The sastern one has
hatchways and forcefields visible, the south has ultrasound blaster
turrets visible, hatchways and forcefields.

3-2: EASTERN CORRIDOR

There are three exits from this wide corridor, a hatchway to the north,
a forcefield to the south, and an ordinary sliding door, also to the
south,

The northern hatch opens easily if the base is not alerted, it will
otherwise be locked and must be blasted open (it has 100 hit points).
It leads to the main monitoring complex, which includes conference
rooms {3-4) and a planatary globe (3-5). The forcefield and the double
turret will defend this area if need be, but access is normally free,
Nonetheless, the turret has twice the normal hit points, and has almost
twice the damage (18+1d6}.

The sliding door to the south leads to a security check arsa. Visitors
MUST show proper i.d. to gain admittance as this corridor leads to the
control center for all android spies on the planet, Any attempt to blast
through will lead to heavy resistance from forcefields and heavy blast-
doors {which are NOT under the control of the central computer but
which come on automatically if any attempt is made to defeat the
security checks), The turrets are the final defense, they have normal hit
paints but twice normal {20+2d6) firepower. Note that the arrange-
ment of the fields means it is impossible to blow them out with an
ordinary laser without sustaining great concussion damage. Note
also that hlasting the forcefields will force the doors off their run-
ners, and will make it gquite impossible to force them open. They
will have to be cut open, and each door has 300 hit points,

The fina! forcefield leads to the android/robot repair and fabrication.
This should be protected, but examination of the security area guarding
it {between the forcefield and the blastdoar) will reveal that it has bean
jimmied open, apparently since it was used so often that repested
chacks were dismissed as counterproductive.

3-3: ANDROID/ROBOT CENTRAL CONTROL

This room contains a graat bank of switches, dials and microphones on
the eastern wall. A number of low desks, of two different designs, are
scattered about, Ona desk is crescent-moon shaped, the others are
rectanguiar. Forms and papers with hand-written notes can be found on
all but the crescent desk, which is clean.

This room is the central robot control station. Here, all base robots
and android spies can be overridden and taken aver from internal pro-
gramming, or remote operation by the central computer, Any tech with
cybernetic/5 or better will be able to discover how to shut down all
robots/androids on the planet in about an hour, If this room is
breached, the central computer will send wave after wave of robots, all
that it has, in an attempt to prevent deactivation of the robots under its
control. If it fails to kill all players, and if tha players shut off the
robots, or if it runs out of robots, it is at this point the main computar
will begin warming up reinforcements from the maat tanks on the

fourth level {including the remaining npurth), Nothing else of note may

be accomplished from this room {as if paralyzing the main computer
wasn't enough) and the turrets cannot be deactivated from here. |f
the players do shut down the robots, give them a ten-point bonus.

3-4: ANDROID/ROBOT REPAIR & FARRICATION

There is a large number of androids lying arcund this room on low

tables, all of them built to look like Thonne, and all of them in vari-
ous states of disrepair, '

There is nothing here of any use to the players except for the know-
ledge that the npurth are able to build androids of considerable sophis-
tication. No local robots are here.

3-6:GLOBE RODM

This rgom has only two exits, one to the east, the other to the south.
Occupying the center of the room is a globe, haif-sunk into the floor.
It is three meters in dismeter, and depicts this planet. On it you see,
clearly marked, the base, the various villages, and the atomic waste
dump, C . t

Closer examination of the rooem will reveal a small control panel.
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Manipulation will cause the giobe to rotate back and forth, turn aver to
show the southern hemisphere, and may cause strange patterns to go
marching across the surface, bending around natural features of the
landscape and converging on the Thonne villages. It is apparently a
tactical display, but of what it is impossibla to tell.

36: ANDROID REPORTS ROOM )

This room consists entirely of banks of monitors. Each shows a scene
of village life amongst the Thonne, Activity is going on in all of them,
hunting, cleaning kills, fishing, some farming, and many other features
of native |ife on this world. No controls of any kind are visible,

Nor are there any. This is a display only bank, controls are located
at 3-3.

3-7: CONFERENCE AREA

Each of the three conference rooms are identical. As players enter one
they should get the following description:

This room is three meters by six meters, and 1.5 meters high. The

- ceiling glows with a soft, pinkish glow that is rather hard on the eyes.

A large screen is visible on the western wall, but it is blank. On a low
table under the screen is & speaker grille, 8 microphone pick-up, and a
two position switch in the 'up’ position, There is no sign of damage,
and no loose articles lyving about,

In addition, in the last room players should get the following adden-
dum, preferably in the same breath:

. . . except for a disk lying near one edge of the table, which has a
large pile of spongy, yellowish substance

The exception noted is a left-over lunch:forgotten in the hasty de-
partures, It is covered with the npurth equivalent of mold. Otherwise,
the following data holds true for alt three rooms.

This area consists of three identical rooms plus a bathroom. Each area
has a computer terminal, which consists of a microphone and spsaker
arrangement. It is identical to the computer access panel on the sub-
marine. Qne additional switch is visible. This will switch the terminal
betwean the main computer on the fourth level and the biccomputer
on the second. At present, all are set to the biocomputer, Of course,
the biocomputer has been cannibalized and cannot be used. If the main
computer is invoked, it may be conversed with if a8 minicomp/7 is
present to translate. In any event, if a priority key is available it may be
used to put the main computer into passive order mode. Only two
such keys are in the base, one is the verbal key overheard by the pnarm
exhibit in the chlorine lab an the second level, the other is the blue
hexagon found on the fourth level, To use the latter, it must be pressed
up against the speaker grille, In any event, once the computer is in
passive mode the players can do pretty much as they please. For more
details see ‘Computer.’

3.8: AUDITORIUM FOYER

This reom is unguarded and unprotected. Two doors are visible, one
small one to the north, and a large double door, eight meters wide,
to the west.

This room has virtually nothing of interest, it merely serves as a

" general gathering area for the auditorium at 3-9.

3.9: AUDITORIUM )

This is the largest room seen so far, with the possible exception of
the E-T zoo on the second level. The entire room, 27 by 33 meters, is
strewn about with one meter by 1/2 meter pillows. The floor slopes
up toward the west as does the ceiling ten meters above, the entire
room feals like it has been tilted 15 degrees from true. A computer
terminal can be seen in the floor near the far end, and a gigantic s¢reen
dominates the western wall, :

The terminal is identical to all found thus far but for the fact that it
WILL NOT accept priority ¢odes, 1t 1S conngacted to the main com-
puter on the next level, Give players a point for appropriating a pillow,
later ansalysis will reveal that it is a body product - produced in a fin-
ished form from the body of a biological artifact created by the npurth
and this is a clue to the ease with which the Slavers can do this.

The terminal can be used to talk to the main computer if a trans-
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3-17

lating minicomp is available, but it cannot be reduced to ordar mode
from here.

The remaining rooms are all dedicated to recreation. 3-10 through 3-14
are greenhoyses full of insects and small animals which adult npurth
are fond of hunting. A number of species in these rooms, while nothing
but good clean fun to an npurth that is immune to the poisen or which
cannot be snared by their attack methods, are deadly to Terrans and
other members of the Federation. 3-16 consists of a marine ’play-
ground,” where npurth may sport and hunt shellfish and other aquatic
creatures, 3-17 has a grimmer purpose. This tank contains B number of
items valuable to npurth, some of which would bs valuable to the
piayers. It also contains several dangerous life-forms. The tank serve
the purpose of resolving ‘dares’ (very important amons npurth} and
duels {also very important, Each of the remaining chambers Is dealt
with saparately,

LEVEL 3 - HUNTING PRESERVES

Rooms 3-10 through 3-14 are reserved for recreationsl hunting by
adult npurth. 3-10 is the eagiest, 3-14 the hardest. The chambaers
are heavily planted to simulate & homey |ungle, so it is quite impos-
sible to see more than one or two meters In any direction. The small
width of the chamber is a clue to the npurth's size (six meters wide
Is not very much) but it is mislsading. Each chamber has besn cun-
ningly stocked with a veriety of creatures and plants which are all
mutuslly compatable, but which still provide a challenge for the hunter.
Each turp, roll 1d6. On a 1 thru 4, something has been found. On a
five, a bare patch has baen found. Here, tha players may safely rest for
a breathar. If they do stop, continue to roll 1d6 for wandering hunters.
Some mobile creature from the list below has found the players if it
comes up a one, Lastly, a six means to roll on the remedial table which
follows the list of alien creatures. The remedial table dstails spacial
encounters.



In the below list, roll 1d6 for 310, 2d6 for 3-14, ete., on up to 5d6
for 3-14. Index into the list below with that number to determine what
has been ancountered.

This particular section of the base is intended as a ‘catch-up® section.
In this section are several ‘things’ that are also to be found slsewhera
in the base. If you have a super-smart group that neveér misses a bet,
they may safely ignore this entire section. If, on the other hand,
your group has failed to get hald of some vital device or piece of in-
formation, then this is their chance to substitute brawn for brains. By
fighting their way around the hunting {and dueling, |ater on} chambers,
they can pick up everything they need. This should cost heavily in
non-player characters, aquipmaent, fatigue and hit points but try to
go easy on the built<in NPC’s, they will be needed lower down in the
base, and in the next adventure,

1: FERN - a small, harmless plant. The “fern” has spikey |eaves colorad
with a rusty, reddish sort of hua. It smells rather like lime, It merely
obscures vision,

2: FISHER - this creature looks like a plant, but is raslly an animal,
rather like the Earthly sea anamone. It leaves long, snakey tendrils
Ilying about itself waiting for something to blunder into them. |f some-
thing does, the tendrils will constrict, trying to strangle the victim. The
idea is to kill the animal and let it rot, by which time it has softened
enough that the tendrils can pull it apart and digest it. Each tendril has
a strength of 10 and five hit points. A fisher has 5d6 tendrils, The ten-
drils are never more than a meter long.

3: DIGGER - this unpleasant beast is built much like a terrestrial
crab. It is fond of lying on its back just under the surface of the dirt
waiting for something to step on it. The digger runs about 40 kilos and
has a reach of just under a8 meter. It has no poison, but its fest aré
razor sharp and it will try to cut off some part of any large animal
such as a human) that steps on it. Anyone not in somg sort of armor
will lose a foot if an agility roll is not made when first stepped on,
Diggers have 10 hit points.

4: DRIPPER PLANT - this plant is a low to the ground specimen that
requires deep shade, It grows UNDER other plants. Tha broad leaaves
are bright orange and constantly sweating out drops of watar brought
up by the roots. This continuous circulation of water keeps the ground
under the half-meter wide plant too damp for taller plants to grow well,
hut not too damp to kill them and bring in too much suntight. It
emits & gas if disturbed. The gas smells like roses and is harmless to
humans, but is over 180 proof, If anyone breathes the gas for more
than five turns total {not necessarily consecutive) begin dropping the
various requisites, he's drunk . Note: humans can absarb more alcohol
faster when administered in 8 moist gas, the players should not have
any warning until they are thoroughly soused,

5: BUTTERFLY' - actually a mammaloid, this ¢ritter is quite harmiess
unless psionics are used in the area. Use of psionics will unbalance the
central nervous system of the beast, killing it. They will drop dead
befare the players very noses, Thay are harmless, Nota: thasa butterflies
are a clue, in case the players need one, that psionics are not responsi-
ble for the npurth’s success as slavers. One point to the group if this
suggestion is voiced,

6: SPEEZER - this creature is arboreal, and looks like a six limbed
otter. The head and face resemble an Earthly lamprey but for a single,
eyclopian, compound eye. The creaturs is harmless unless provoked
and if provoked it will begin spitting a potent alkali. It will hit the
playar aimed for on four out of six and ANY hit will hole the suit.
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After hitting a couple of players this creature will attempt to disengage
unless it has a nest nearby (50% chance).

7: FAKER - this harmless vegetarian looks like an ordinary turtla but
for two particulars. First, there are six legs exiting UNDER the shell,
not from the sides, so the creature loaks like it is moving on a ground
effect cushion {you have to look twice to see the legsh. Second, it has
two, flat, brainless heads each of which are equipped with a single
compound eye. The brain is housed under the carapace. The catch is:
the creature sees by salf-generated laser light. If frightened or surprised
it will immediately generate a HOLOGRAM. This hologram occupies
the space the faker stands on thus rendering it invisible. The hoio
itself may be of enything, but the following rules should apply, 50%
of the time, a faker will 'becorme’ a npurth, and 24% of the time a
pnarm. For the remaining 25% it will become something on this list
{choose one). Fakars have five hit points and are quite harmiess but for
shock value, the laser eyas are quite useless as weapons, One clue the
players may find helpful. Faker hologram may be quickly indentified
by the fact that it is done antirely in shades of red, none of the normal
colors can be seen. Be sure to mention that.

8: SPINER - the spiner looks like a lowslung turtle, It is heavily cara-
paced and about half a meter long. 1t moves on two parallel rows of
belly plates at speeds up to 20 kph, leaving behind & tank-tread-like
spoor, Three holes in the front and one in the rear can fire poison-
ous spines at a fair speed. A spiner cannot penetrate armor, but a
pressure suit, or ordinary clothes will be pierced with ease. The poison
is almost identical chemically with curare, and will cause paralysis and
death if not countered. A spiner has thirty hit points and will try to
disengage {firing parting shots from the rear tube) if it loses more than
half of them, Spiners can hit 2 motionless target 5/6ths of the time, a
moving target half the time, and a rapidly dadging target I/6 the time.
8: CLUBBER - this meter-wide plant can deliver a very nasty blow to
the leg of anyane who steps on or near, breaking bones if a strength
SR is not made. It looks like a small pile of ropes with swelled endings.
Coiled in the center are tendrils that will drag anything beaten to death
into a pitcher-shaped container of digestive fluid. It has six clubs and
4 hit points,

10: SPARKER - a very small {1/4 meter} creature locking like a six-
legged cat. 1t will throw electrical shocks at the party until it either
runs out of current (3d6 rounds}, loses 1/2 its hit points {20) or kills
a party member. |t can be bought off by tossing rations at it. The
sparks do 2d6 damage and will always hit due to tha amount of metal
the players have, ) ) )

11: VIRPRIN - hairless and bright red in color, the speedy, six-legged
virprin is deadly, It is about 1/4 meter long and moves in packs of 3d6.
They move with tremendous spaed, zooming past players and slashing
with bonay crests on either side of the head, The mouths are toothless,



designed to sttach to and leach the blood from wounds inflicted by the
crest. They will not try to attach until some player has gone down,
then they will cluster over the failen player enthusiastically sucking
his blood, Virprin are so fast that players fire at them with a =5 to
their hit probability. Each virprin has 1d6 hit points.

12: SIHM - Social Insect Hive Mind. Rather like army ants in organi-
zation and_disposition, the sibm will track and evaluate the players
before attacking. They will wait until they have stoppsd moving and
atternpt to surround them. They will attack from all sides, tearing up
unarmored players, getting into delicate equipment and jamming blas-
ter muzzles with their bodies. AH items of equipment in the party at
the time of the attack must make 2 breakdown check. The attack may
be aborted by scouring the underbrush nearby for the royalty. Attack-
ing the royal party will pull in the fighters to protect the hive. Hit
points are not given since nothing the players are likely to do will kill
an entire hive, ] :

13: IONU - this creature and its hypnotic power have been described
elsewhere.

14: YAYNA - this creature has been described elsewhers.

15: TERKLE - this beast has an oblong body armored in chitinous
plates, a flat head, with a single plate on top, and two thick legs, with
plates on the front. When the head and legs have been fully retracted,
a terkle gives a convincing imitation of a small (10 kilo) rock. Itis a
harmless herbivour, but if panicked will begin making a great deal of
noise which will bring predators (who normatly cannot get through the
shell) from all over the room hoping a terkle has fallen and broken its
shell. Note that the players may get to the vety center of a sleeping
‘bank of terkles {there are 4d6 in each bank} before waking them.
Also note, if a terkle wakes up with strange creatures in the middie
of the bank it will panic and begin making noise.

16: VEED - a shimmering mound of leaves of many colars, it emits
the smell of banana. It is capable of slow but quite visible movement,
While it itself is harmless, there is a 50% chance that one of the more
active hunters from this list will be moving with it, under the leaves.
It will strike with surprise if the players are not suspicious of the vead,
17: STRIKER - this fast-moving trapper will give players a lot of
troubte, It hides in a camouflaged hole, like a trapdoor spider. When a
character moves within a meter it will zip out, clamping razor-sharp
talons into the prey, Since the beast weighs 35 kilograms and is dis-
proportionately strong this ¢an be a problem, It is heavily armored,
as weall. This beast will take 40 hit points of damage but will never let
go, If attacked by other characters while trying to subdue its prey, the
striker will begin making the sound of a panicked terkle, drawing
other predators to attack players, Meanwhile, it will continue to
strike at its chosen victim for 2d6 hits per turn with its four powerful
‘chelag, all the while maintaining an unbreakable grip with its six legs
on whatever part of the anatomy It grabbed. A striker will never let
go, even if killed. A surgical pack is required to cut it off without
ceusing the unfortunate victim an additional 3d6 in hits.

18: SKETLEH - this creature is a small, carnivousous fiyer. It gen-
arally runs about two kilograms and is equipped with a long curving
hook trailing just behind the legs. This creature will kit each round
for 1d6 of damage unless the target character makes an agility roll {ha's
ducking), If the character so attacked does not dyck {taking damage
automaticatly} but swats at the creature he will be able to disable or
kill if a roli on dexterity is made. A character may duck AND swat
in the same move if both rolls are made at a —2, These beasts fly
in packs of 3d6 and have 1d6 hit points,

18: SLASHER PLANT - this unpleasant little plant is squipped with
1dé tendrils tipped with bonedike blades that can do 2d6 each, 1d6
to anyone in heavy clothing or light armor. Armored characters will not
be harmed. The plant is slightly mobila (making a loud scraping sound
while in progress}, but moves at only half the normal human waiking
pace. Any tendril can be ripped off by any hit {they have only one
hit peint each). A plant denuded of tentrils is quite helpless, Vindic-
tive players may kill the plant outright by inflicting 10 hits on the
central part, N
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20: ‘MICRQ-DRAGON’ - this flying lizard much resembles a very
small [l kg} dragon of Terran myth but for the lack of front fegs. It
has 4d6 hit points, but cannot fly if more than half its hit points are
lost. The beast can inflict nasty wounds with teeth and claws. Claws are
poisoned, but this is merely a mild (to hurnans) alkali poison (save at
+2) which can be easily neutralized by a standard medical kit. Of
greater import is the ‘breath weapon,’ actually an alkaloid vapor, which
is EXTREMELY corrosive. The acidity of this’ vapor is —1 on the
standard scale {water is 7 and hydrochloric acid is 14 on this scale).
The beast will exuda this vapor when entering the battle, Thereafter,
exposed skin will take 1d6 hits per round. After three rounds of expo-
sure, players equipment, especially suits and armor, must begin making
breakdown rolls on alternate rounds, The ‘dragon’ is a solitary crea-
ture, but if the first is killed another, the local ‘second banana,’ will
attack three rounds later,

21: TREAKE - the treake is a bird-like creature of rather unusual
anstomy. Like several other creatures from this planet, this bird has
two heads, Each head has one eye, and the brain is housed in the chest,
The treaks runs three to five kilograms, It will not attack, but will
folow the party for 2d6 turns, shrieking at a very high volume. This
will, of course, bring in predators from all over the room. If attacked,
the treake will spray the scent of buttered toast at the party. Local
animal find this ocdor to be quite obnoxious, f any further animal en-
counters occur for the players, roll 1d6. If it comes up odd the animal
takes a sniff and leaves. Quickly,

22: ALKALOID POOL - a3 pool of some substance that looks like
water, 1t is a powerful base or alkali, Anyone falling in will sustain 5d6
damage to person and equipment per round until pulied cut. This pool
is really an anjmal, rather rgsambling an earthly pitcher-plant, Anyone
approaching within a meter will cause buried tendrils around the pool
to flex. He will not be grabbed, but if he fails an agility roll be will be
pitched into the pool. Rescue operations will be hampered by the
writhing ground, requiring the forewarned rescuérs to make agility rolls
EACH ROUND at +2, to avoid joining their comrade.

23:GAPER - this animal resembles mothing so¢ much as a very small
Tyrannosaurus Rex. !t stands about a meter and a half high. Like
many other creaturas on this list, a gaper is equipped with two heads,
both armed with a mouthful of teath. As is normal {?} the brain is in
the chest area. Gapers are solitary hunters, they have 35 hit points each.
tn battle, they leap at their pray, striking with hind feet and heads.
Feet do 2d6 each and hit if the player fails an agility roll. Teeth do
3d6 (per heed} and hit on 4 out of 6. If possible, the gaper will attempt
to leap BETWEEN two characters, using one foot and ore head on
each, If beaten off {more than 1/2 hit points lost), the gaper wilt begin
tracking players. It will also leave a blood spoar, drawing other preda-
tors.

24: SPITTER - this animal resemblas nothing on Earth. Its soft body
rides along on a salf-ganerated cushion of air, axactly like a ground-
effect vehicle. [t moves at very high speed, its low-slung body siiding
UNDER local foliage. It is armored in plates of some hard, chitinous
substance and has 40 hit points, It will attempt to close on players and
squirt a deadly neurotoxin at them. This poison will drop agility and
dexterity down to zero if a hit to exposed skin is taken. The spitter
has a flat fifty-fifty chance of hitting a character. Poisoned characters
will go into a coma if a constitution SR is made, otherwise they will
die. if later restored to life the victim will lose 1d3 from all physical




and mental stats permanently. Notes: A spitter's toxin can be refined
into a ‘slow’ drug. If a spitter nails a victim it will {1-5 on d6) attempt
to insert an egg. This egg will hatch in less than a day, with predict-
able results if not removed.

25: SCREECHER - this plant looks like the bieached skeleton of some
kind of alien being. It is very harmless, but if it is molested it will
begin pumping air through heoles in its bony integument causing the
most unearthty wailing to split the air. The noise will upset virtually
every animal in the rooms AND WILL NEGATE ANY SECOND
THOUGHTS CAUSED BY THE ODOR OF TREAKE ON THE PARTY
FOR ANY NEW ENCCOUNTERS IN THAT RQOM they are so stirred
up that the smell is ignored, {t may be silenced with a few blaster balts
into its soundmakers, but the plant itself lives underground and cannot
be killed easily.

26: DIGGER LICE - if these are rolled up then 1d6 characters have
picked up near microscopic lice. The acidity of human skin witl kill
them but they will cause a really bad rash before it does, Rail 1d6. On
1-3 the lice are into the equipment {check breakdown rolls) and on 4-6
the character has the rash. They can be thankful. To npurth, digger lice
are a sure and lingering death.

27: A TINY POOL - this pool has a yellowish tinge and smells much
fike lemans, 1t is, in fact, chemically similar to lemonade but it
wouldn’t be wise to drink it. Hidden under’the sand around the pool is
a 'bumper,’ 50 called because his method of 'hunting’ is 1o find one of
these pools {the lemonish chemical is from a mald) and hide near it. |f
a likely victim comas by, the bumper will try to ‘bump’ the prey into
the pool. For other creatures from the npurth homeplanet, that acidity
is near-instant death, and a most unpleasant ane at that, To characters
the acidity is about that of lemonade and it is quite harmless, The
burmper has a 8080 chance of leaving humans alone {they're much
larger than his regular prey) and, if he attacks, he will oniy get a char-
acter into the juice if he fails an agility roll. Forewarned players cannot
be toppled, they are much too heavy. Players may get a great deal of
amusement from this creature, a deadly and feared hunter on the
npurth planet, banging its head into their kees ingffectually. It Jooks
like an iguana, but has heavy, curling horns like a ram. It stands 1/2
meter high, weighs 40 kilos and has 25 hit points.

28: BURNER - the burner is probably the single most dangerous
plant in the entire hunting area. |t looks like a giant, meter-wide rose
with a single stalk sticking up from the center. It fies facing straight
up. If it is molested in any way, the central stalk cuts loose with a
bolt of electrical power, This bolt will do 8d§ damage to any char-
acter hit. So much of the plant's energy is used up by this weapon that
it may only be used 1d6 times before the plant is exhausted and help-
less. Shoating out the central stalk {any hit will do so) will result in
the same number of dice of damage anyway, as the charge now bleeds
toward the leaftips and is directed in four 2d6 ‘sparks’ per round.
Note: since the players are carrying much metal, electrical equipment,
etc., the plant will always hit.

29: BOMBARD BUSH - this fancifully-named plant has a most unusual
method of attack. 1t normatly grows in rocky soil, and itself often
grows THROUGH 'a rock, shattering it. This leaves a large number of
sharp stones handy in the vicinity of the piait. If it detects prey near-
by, the bombard bush wil suddenly extrude 3d6 tendrils. In themselves
harmless, thesa tendrils immediately snatch up small stones (up to 25
grams each, up to four tendrils for larger stones) and snap them at the
party. The plant's marksmanship is not good {50%), but the moade of
the attack means dodging on the players part is not a help, there are
just too many stones whistling through the air. Assign damage per
stone st your discretion {I assume 1 point for small stones, 1d6 for
larger). If any of the tendrils are hit, more will comea snaking out to
replace them, Each tendril has three hit points. The plant has a total
of 10d6 tendrils. The plant itself is inaccessable, it is hidden under-
neath the rocks in the area. A prenade hit within a metar will kill it,
however. This formidable bush can track players from up to 10 meters
away. It even has wit enough to aim OVER intervening obstacies.
Players will not often see exactly what is attacking them, as the plant
will open fire as soon as they are in range.

30: SPINEY MURDERER - thare is only one spiney murderer in the
base, He is a two meter long, eight-legged, heavily armored juggernaught
that shrugs off blaster fire like it was nothing, The beast is not carni-
vourous (wonder of wonders) but it 1S highly territorial, 1t was used
by the npurth adults as a test of courage, not as a target. The idea
was to bait the monster into charging, then to stand ona’s ground
as tang as possible before running like hell out of the beast's turf. Like
the Earthly rhino, the spiney murderer kills by ramming to death,
8 successful rar doing 20 dice damage. It is highly unlikely that the
murderer can be killed, but grenades WILL stun it long enaugh to
permit players to leave the area. They fose nothing by this, there are
never specials in murderer territory.
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REMEDIAL TABLE:

1. Computer access key on a npurth body.

2. Dead pnarm with npurth larva partly protruding.

3. Dead npurth with small computer. The computer has details of the
npurth language and can be decoded rapidly for use by any minicomp
the players have [and (God help them if they don’t have one},

4, Dead pnarm. Nothing of value.

5. Dead npurth, Examination reveals the ovipositor and a clue to the
npurth reproduction system.

6. Nothing, {eh-eh),

THE DUELING CHAMBERS

There are two chambers set aside especislly for dueling between adult
npurth. These are 3-16 and 3-17. They are essentially identical but for
size. Each is a large tank of water surrounded by a three meter wide
dock. The water is ten meters deep and is somewhat murky. It is pos-
sible to see clear to the bottom, but only vague blobs can be made out.

The smaller chamber is for practice. The larger is for deadly serious
duels fought over questions of honar and policy, Both contain a single
‘vardeen’ an aguatic hunter, The vardeen in the smaller tank is smaller
{500 kg) than its counterpart and its poison spines have been removed.
The other is 1100 kg and has fully functional poison spurs on sach
tentacle.

A vardeen resembles a Terran squid though its habits are closer to the
octopus. 1ts temper and method of hunting resembles nejther, in this
respect it has all the finesse and subtlety of a rabid jackal with an
abcessed wisdom tooth. Vardeen have a bodypod like a squid, but it
has an internal boney skeleton. There are five tentacled arms terminat-
ing in boney ridges. The mouth is located in the center of the tenta-
cular span and consists of a parrot-like beak. The smaller specimen has
had its beak trimmed to the point of being useless. The small vardeen
has BO hit paints, the largar has 1S0.

Each room has a turret on the wall facing the entrance. Unlike turrets
elsewhere in the base, these are STUNNERS, not blasters, They are
intended to help subdue the vardeen after combat to the victar in the
duel may get out of the tank {see ‘Npurth Dueling Customs').

The.smaller tank is littered with various geometric shapes. Dueling
npurth try to grab up these shapes during practice, while avoiding
the attention of the vardeen in the tank, In this they are helped by the
near-crippled nature of the smaller vardeen. The larger vardeen guards
a number of other things, including computer access keys, special
library keys, tins of favorite food, memory cubes of copulating npurth
and even a wand signifying command of the base. While fighting the
smaller vardeen for his geometric shapes would be pointless, players
would have a lot to gain fram fighting the larger ane. The wand, in
particular, can override any lock, shut off any turret, and even force the
main computer to shut down entirely. This device simplifies matters
considerably.

The following list is a complete index to all ‘prizes’ in 3-17. Note
that ANYQONE going inta the water to fetch one of these WILL be
attacked by the vardeen. Particulars on the larger vardeen follow the
prize list.

I: Computer Access Kay - as mentioned elsewhera,

2: The Wand - this device is the override for all locks, turrets, robots,
androids, and other equipment, INCLUDING THE MAIN COMPUT-
ER, in the base, Any tech with an alien science skill can figure it out.
Note that it cannot change programming, it merely activates or de-
activates. It was really intended as an aid 10 a coup for the new com-
mander of the base.

3: Lighted Green Cube - the npurth find the light restful.

4: Jewelled Dueling Sword - actually about dagger-sized. This weapon
is the traditional one for dueling within the tank. It is not really a
‘prize’ but it IS found in the tank, eheh.

5: Small Tin - a small tin full of recreationai drugs. It is full of
pilts, little blue squares, red triangles, green sphares, purple lozengas,
etc. The red triangles, when refined, are vary affective at strengthen-
ing one's fingernails.

etc. The red triangles, when refined, are very affective at strengthen-
ing one's fingernails,

7: Shocker - as explained elsewhere.

8: Cut Jewal - a small cut jewel of whatever type the SM has in his cam-
paign that is of middlin® value. Used for decoration by the npurth.



9: ‘Redia’ - really an intercom receiver, this little device picks up
the antertainment bank, normally not available to the basa garrison.
Human listeners will find the ‘entertainment band’ an irritating caco-
phony of squeels and beeps.

10: Small Card - this card is good for ‘one ticket home,’ it commutes
the length of assignment to the planet to time served.

LEVEL 4 - MAIN OPERATIONS NN
44: ELEVATOR TABLE ROOM

This reom is guarded by two single turrets on the south wall, and a
double or the north. The west wall has a six meter wide forcefield
in it, another forcefield can be seen to the south. Two hatches are
also vitible, one to the north, the other to the east.

The western forcefield is the first of a series of turrets, forcefields
and blast doors intended to secure the main control room at 4-15
from sttack. If the players begin bashing their way through to the
control room the main computer will pull out all stops. It will use
every remaining resource at its command in this final attempt to
thwart the players because if it fails, all is lost.

Likewise, the south is also heavily defended with the turret, force-
field and blastdoor combination, as this way leads to production
cloning and storage of slaves, including the programming chambers,

The nor‘th'Is not as heavily defended as that way leads to the engineer-
ing complex. The computer will move to defend this area as well,
although not as desparately since it has an emergency power supply.

4.2: BARRACKS

You see before you a long corridor that switches back on itself several
times. One side (both on ane limb) of the corridor consists of two rows
of meter-wide doorways. All seem to be closed. At the very end of the
corridor is a single door,

As can be seen from the map, we are dealing with three connacted
corridors. The individual doors lead to small cubas, each of which is
one meter by one and one-half meters by one and one-half meters. Each
is lined with a soft, silky covering that cannot be cut with anything less
than a lightsabre or 8 monomolecular edge sword. Each cubicle has a
single light in the eastern wall, and a small locker, The door at the end
leads to a bathroom, Al! cubes are empty. This section is ungunned and
unmonitored, and the players may rest easily here as long as needed
as long as all persons and equipment are in the cubas and all cubes
are shut. It will not occur to the main computer that the invaders are
barracking in the barracks, although it WILL send a robot or two
through [if any are left) 1o check the corridor (but not the cubicles)
just on ganeral principles,

4.3: EGG STORAGE CHAMBER

This round chamber is divided inte four parts and guarded by a single,
triple-strength biast turret, Hatches lead through clear walls into rooms
full of golf-ball sized ovoids of a light pink color. The ones to the east
are pure in color, the onas to the west are speckled with blue and yel-
fow spots. The room is very much warmer than the rest of the base,
almost uncomfortably so.

This is an egq brooading chamber, used to mature eggs in quantity for
insertion into hosts. The north and sastern pert of the chamber holds
eags develupad for ingertion into pnarms, the gouth and eastarn part
those developed for this planet. The northwest part has normal npurth
eggs and the southwestern part has eggs developed for humans, Closer
examination of the hatcheries reveal that the bins of vggs are cushioned
in some foamy substance. Note: the foamy substance is an electrical
heating conductor for incubation purposes and it is violently inflam.
mable. As a final observation: the turret will not fire Into the egg
chambers.

4-4 and 4-5: CLONE TANKS

All these chambers are identical. Each is & twelve-meter diameter
sphere, half full of some substance that looks like mercury, although it
is not as heavy and is partially transparent. In each, forms can be seen
beneath the surface.

These are production cloning tanks. The forms are clones being grown
in the cheaper and easier to maintain production cloning tanks, rather
than the expensive individual units in labs upstairs. If players 'go fish-
ing’ roll on the below table to see what they have pulied up.
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|. Bluish fetus - a clone of Tara.

2. Bluish baby - as above.

3. A young woman with blue skin and white hair, A Tara clone ready
to be harvested.

4, Normal fetus - one of the other ecrewmembers’ clones.

5. Normal baby - as {2) for ather crewmember,

6. Young man - a crew member ready for harvest.

None of the clonas in these tanks has heen programmed and, though
they have heartbests and breathe, they show no other signs of life.

Note; the preponderance of Tara clones is because Aurorans are
slightly better suited to npurth uses than normal Terrans, As a race,
Aurcrans are slightly superior to Terrans in most attributes due to the
terrific selection pressure on Aurora and the weeding effect this pro-
duces.

4-6: PROGRAMMED CLONES
This chamber 5 identical to 4-4 and 4-5.

This chamber Is full of programmed clones, There is a 50% chance an
adult Tara clone will be removed and a 50% chance some other crew
member. Keep the following in mind. First, the clene has besn pro-
vided with a full personality {details in the personality crystal section)
and each has a npurth larva imbedded. These clones will show signs
of life {movement, change of breathing rate, ete)) and will become
conscious in three rounds. It is from this tank that the npurth computer
eslls vp reinforcements so the revived clone will immediately com-
mence hostilities. Note: if any purpose will be served by doing so,
these clones are quite capable of acting normal and will claim that they
ara the originals, Note also that these clones have all the abilities,
training and memories of their original intact.

4.7 through 4-9: CHLORINE BREATHERS PRODUCTION TANKS
The description of these tanks is identical for 4-4 through 4-6.

All these tanks contain are pnarms in various stages of growth, All are
inert but for the fully grown ones in 4-9, which are 'occupied’ and
programmed (with crystals from 4-13) with the ‘Chembles’ person-
ality,

4.10: PNARM PROGRAMMING CHAMBER

This room is six by six meters and has a single hatchway going east.
In the center of the room is a slightly raised pallet with narrow drawers
underneath. The top of the pallet is equipped with straps. The room
is otharwise bare and shows none of the signs of hasty departure visible
in the rest of the base.

This room was used as an operating theater for the placement of npurth
larva and personality crystals in pnarm clones. The drawers contain
a variety of oparating instruments.

4-11: PERSONALITY CRYSTAL STORAGE

This roam is long and narrow and has 3 1.6 meter high ceiling. Both
walls are covared with little racepticals looking slmost like a great
many little tiny filing drawers, Al are closed,

Thera is a 5% chance per drawer of there being a crystal inside. 95%
arg empty, The crystals have been described alsewhere.

4-12: HUMAN CLONE PROGRAMMING ROOM

This room is six by six metars and has a single hatch going west. In
the center is a low pallet with narrow drawers in it. The pallet has
straps on it. Imbossed into the soft material of the pallet is the out-
line of a prone human body.

As may be expected, this room is the human counterpart to 4-11.
These drawers also contain surgical instruments,

4-13: This room is identical in every particular to 4-11.

4-14: MAIN CONTROL ROOM

This chamber i$ twelve meters by twelve meters. A heavy pleated-metal
blast door goes north. The room is full of equipment, all of it oper-
ating. A number of screens are visible, some arg biological displays,
others tactical and at lsast one Is unmistakably showing your ship’s
orbital track. That one has crosshairs.
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In actual point of fact, that screen means little since the weaponry it
requires is in the submarine sun module. Some analysis of the equip-
ment will quickly reveal turret and robot overrides, will identify ali
programmed clone tanks and the players will be able to find the con-
trols needed to reprogram the submarine’s computer to. They will have
its full cooperation in their escapa, if that is needed, Neither the main
computer, nor any controls for it, can be found here, both are in 4-15,
Note: if the players ‘come in shooting,” and get into a firefight with
the turrets in the room, there is an excellent chance they will wreck the
control room, The chance of hitting one of the above-mentioned pieces
of useful equipmeént is 2 plus the number of people firing times two
rofled on 1d20. If there are nine or more people in the party, a valuable
piece of equipment will be snuffed each turn. Not more then one piece
of equipment should be destroyad per turn no matter how many peo-
ple are shooting.

4.15: MAIN COMPUTER ROCOM
This room is entirely filled with half-meter diameter tubes running
from floor to ceiling, A small bank of controls can be seen on the
aast wall. The room is guite dark.

The tubes contain synthetic brain material from pnarms, They are
cross-linked together to form a single enormous brain of great in-
telligence and jndependence of thought, Once the local guns are
out of the way the players will find that the control panel will entirely
override the main computer and, through it, everything in the base.
At this po}nt the players have ‘won’ this scenaric, and may loot the
base, collect the surviving Timothy personnel and return for con-
gratulations on & job well done, The party shares a 25 point bonus for
reaching this point. |f the gamemaster contamplates continuing with
the series then the following information may be gleaned from the
{now) compliant computer:

1. The npurth homeworld is under attack.

2. Some of the passengers aboard the Timothy were transfarred to the
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npurth home planet for further study, including a local senator who
was taking a ‘working haliday’ on Wilson’s planet,

3. The computer’s tentative track of the menace indicates that it will
pass very near, or gven through, human occupied space,

4: The computer has a distress signal from the last ship to leave this
planet, That ship was carrying the senator and it last reparted that it
was being attacked by a totally alien ship. The computer does not have
a description of the ship or the aliens manning nor does it know if
they are in any way connected with the trouble at home.

4-16: POWER CORE CONTROL
This room contains 8 number of blank, seemingly useless walls. A
single hatch painted bright green leads north.

The walls are really accumulators and this room controls all power
in the base. Cutting into a wall will result in a truly impressive explo-
sion that will ‘confetti-ize’ everyone within 20 meters and inflict
1d20 DICE (that's 1d20 of d6’s) on everyone in the room. Controls
can be found on the base of each wall. By adjusting all of these, players
can shut off power to the whole base. Turrets will then be limitad
to stored power {three shots each] and the robots {which run off of in-
ducted power from buried (ines in the floor} will stop, The computer
can run for weeks on its backup power supply and it can still warm up
clones from 4-6 and 49,

4-17: GEOTHERMAL WELL

You have reached this room through a narrow access corridor, At the
end you are assailed by nearly intolerable heat. You are at the top of a
deep shaft and below you can see a yellow glare but littte else. Pipes
can be seen going down (or coming up} but you don‘t know what is
within,

The base is run by an ‘earthtap,’ the shaft goes through the crust and
into the mantle. The working fluid is boiled by this heat just as in 8
conwventional reactor.

THONNE VILLAGES

The native Thonnes are not truly germaine to the flow of the adven-
ture, but merely serve to fully demonstrate, along with the unfortunate
pnarms in the base, exactly the inteniions of the npurth slavers. But it
is the nature of players to investigate exhaustively, so this section is
provided to ‘flesh out' the Thonne for use as NPC’s,

Physically the Thonne natives resemble rather large stingrays. The
mantle is about one to one and a half meters wide, with a sharkdike
head. The tail is about one meter long, with a membrane on the lower
edge to improve propulsion in the dust seas of the planat. Unlike the
Terrestrial stingray, the Thonne have no stinger. They DO have a
cluster of tenticles on the lower part of the body, just in back of the
head. There may be anywhere frbm four to a dozen of these tenticles,
sivways in multiples of two. The species has two sexes, but most mem-
bers of a tribe will bé neuter due to lack of sexual partners {see below}.

The Thonne were just emerging into intelligence and civilization when
the npurth landed. Genetic manipulation has produced several new
strains. In ganeral, the intelligence of a Thonne picked at random is
reiatively low, 8s is their science and technology. But there are enclaves
of ‘experiments’ scattered about the planet. These "experiaments’ hava
not yet been proved to be ganetically stable, but they HAVE made
things very hot for the npurth, despite the low technology.

Thonne villages are invariably found near the shores of a dust sea.
They are not fond of quicksea, but can swim in it without harm, Thay
five on tha land, moving about with the tenticles and tail in a manner
similar to an Earthly seal. They can swim with great quickness and
agility in the sea, where they hunt ‘kthia,’ jelly-fishdike creatures in-
vested with symbiotic and parasitic plant life, Kthia form a complete
diet for Thonne, but ‘spacials’ maintain rough farms around their vil-
lages. These farms can be readily datected from the air and they form
absoiutely reliable indicators of the village status,

Villages are of two types. 75% are ‘normal.’ A primitive collection
of Thonne living in mud domes. Fire is known and one always burns in
the center of the village. The language is very limited, They use no
tools, These 'normals’ will be quite unable to help adventurers in any
way. They can provide anly two piecas of information, First, they are

occasionally visited by “other’ gods. They, of course, believe in the
players divinity, but they do know of the npurth and they fear them.
A landing near such a village will scatter the Thonne inta the bush; they
will not come out for any reason, If the players manage to catch some
that aren’t too scared to talk, they will also learn of the ‘favared’ ones.
Only 25% of the Thonne villages are 'favared,’ Note: visiting a 'normal’
village and doing ANYTHING, poking around, talking, whatever, WiLL
TIP QFF THE BASE COMPUTER. It will now be alerted. Remember,
the local npurth have spy androids in the form of Thonne watching the
villages. The ‘favored’ can detect and destroy these {and do) but the
‘normal’ villages do not. Alien bipeds walking around will alert the
base computer, Nota: a quick scan of the area will reveal the robots
easily,

‘Favorgd” villages are very different. These are genetically modified
Thonne, ALL INHABITANTS OF THESE VILLAGES ARE IN THE
GENIUS CATEGORY, You will not be able to find an intelligence less
than 16, and the AVERAGE is 18. This is due to a policy of expelling
‘normals.’ ‘Favored’ villages do, indeed, know of the npurth. Also of



mechanics. Also of a lot no savages ocught to know, All members of the
village are armed with stone-tipped spears. These are used for jabbing.
They also carry flint and steel, Surrounding the village can be found
4-24 ‘pillboxes,” These are actually powerful ballistas, They cannot
penetrate the hull of a lander or tank, but can go through powered
armor for 10 dice of damage to the occupant (wearer?). The Thonne
gunners will hit 50% of the time at medium range, 75% at close ranga.

The town is surrounded by ‘fields,' actually shallow pools full of
kthia. Inside these are the pillboxes, then the village proper. Where
normal villages bave 4-24 Thonneg, *favored’ will have two to five HUN-
DRED. They, too, know of the npurth, They use the word ‘demon’
and they will attack npurth on sight. They will also {50% of the time)
attack humans unprovoked, but they may decide to talk first. The
language shows its roots, it is.extremely complex and very irregular.
Only an expert linguist will ever be expert in it and even he will need a
full vear. However, a working ‘pidgin’ dialect can be picked up in less
than a week. If peaceful contact is made, it will be discovered that 95%
of the population is male, but sterile due to lack of opportunity. 3-18
males will dominate the females, but it is the ‘queen,’ i.e. the oldest
female, who makes palicy for the village.

The 'favored’ can be hired as mercenaries. They will form parties of
3-18 sterile males 10 accompany the players to the base. |f nacessary,
they can provide up to four parties. Each party will be armed, in addi-
tion to what the warriors carry in the way of spears, with one ballista
in a2 mobile fork mount, removed from a ‘pillbox.' The payment re-
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quired is knowledge, The ‘favored’ have no fesr of learning and can
adapt with great flexibility. Within two weeks of contacting the players,
most members of the village will be able to speak a pidgin dialect of
the players language, They wiil be fluent in just a month, In addition
to languages they want other knowledge - and it doesn’t need to be
immediately useful either, One could read tham the repair and main-
tenance manual for a starship and they will accept it {but will want
more). WARNING: that sort of knowledge will have dire consequences,
Within days the Thonne will be rigging parts of starships, They will not
work, but they will be close enough to operating to scare the hell out
of any rational being. After all, these are stone-age people! f no
knowledge is forthcoming from the players {through caution or a non-
interference law), the Thonne will revesl themselves to be master
thieves. Weapons, personal equipment, parts of vehicles, even parts of
the starship if they can reach it, will vanish for several days and re-
appear later, sometimes still in working ¢ondition {60% chance}. The
Thonne will not keep something, but they WILL copy it. Their small
knowledge of metallurgy helps, but no copies will work unless the
object is very simple - like a colt .45 or a Luger, In that case, the
meres hired by the party may carry guns,

These natives are provided as ‘cannon-fodder’ for undermanned parties,
but their lack of fear of new things and the very high intelligence
should be kept in mind. PLAY WITH CAUTIONI| These beings can,
if they aren't watched, unbalance the game. Keep in mind that, bright
as they are, they still need weeks or months to do anything useful -
and they cannot build starships lor even good-quality replacement
parts for equipment) without many more years of work. But they
will try, and for a neolithic culture, it will be a good tryl



CHARACTER RECORD SHEET
Name TARA 7-9674AP

Rank/Grade _none

Physique _\¢

Height ___IBO

Mass £ ica o I
Strength __ 8

Constitution _\8

Agility [} 4

Dexterity 17
Intelligence 1S

Intuition 12

Leadership

Bravery |

Empathy Iz

Psionics ]

EXPERTISE

. irCav

Science g:)rmbat Copter

Ganeral Physics
Mathematics -3
Chemistry
Geography
Pianetology
Astronomy
Nuclear

Force Field
Hyper-Dimension
Temporal
Metallurgy

Gan, Biology
Biochemistry
Botany
Xeno-Botony
Zoology
Ecology
Xeno-Ecology
General Social Sci,
Linguistics
History -2
Comparative Cult,
Psychalogy-2
Native Medicine
Xeno-Medicine
Medical Practice
Medical Scientist
Physician

Mech. Eng.
Elect. Eng.
Computer Eng.-5
Power Eng,
StarDrive Eng.
Armament Eng,
Armgman
Combat Training
Street Combat«]
Para. Assault
Jump Belt
ContraGrav
Airborne

Combat Driver
Armored Forces
Combat Pilot
Alien Environ,
Arctic Survival
Desert Survival
Jungie Survival
Marine Survival
Forest Survival
Steppe Survival
First Aid+2
Space Orient,
Space Combat
Mobile Inf.
Field Fort,
Military Const.
Bomb Disposal
Demaolitions
Space Engineers
Projectile Art.
Missile Art.

Hv. Energy Wpn.
Arch, Dir, Fire |
Arch. Dir. Fire |}
Arch, Dir, Fire Il)
Shotguns
Handguns
Sport Rifles <7
Mil. Smail Arms
MGs

Recoiless

Gauss

Stat Arms
Lasers

Blasters

Fusion
Needlers
Stunners
Disruptors
APROBDIF

Carrviﬁg Cap. _4L

Race HUMAN/Z? AMRORA  Sex FEMALE
— Service veone

Pay CR 18000 CR/ur

Hand-to-Hand:

Special Weapons
Grenades, etc.
Rocket Launchars
Daggers

Swords

Foils

Sabres

Katana

Battle Ax
Spears/Bayonet
LaserSword
Vibroblade
Coagulator

Unarmed Combat
Astronat:t

EVA -}

Advanced EVA
StarShip Tech.
Qrbital Pilot
Combat Orbital Pilot
Interplanetary Pilot
FTL Pilot
Astrogator

StarShip Battle
Spacs Armament
Techs

Ground Vehicles
Aircraft

Marine Craft

Mil, Ground Vehicles
Mil. Aircraft

Mil. Marine Craft
StarShip Machinery
Alien Environ. Vehicles
Gen, Mech, Equipment
Elact. Systems
Vehicle Elect, Systems
Aireraft Elect, Systems
Com, Systems
Detection Systems
ECM

StarShip Elec.
Sub-Light Com,
MiniComputer-9
Computer (-1}
Computer |V-V9
Computer VI+7
Computer |X.X-2
Civ, Program

Mil, Program

Sci. Program-3
Cybernetic Brain*3
Cybernetic System-2
Atien Computers:2
Thermal Power
Portable Power
Vehicle Power
Nuclear Power
Anti-Matter

Ground Transmission
StarShip Power
Beamed Power
Rocket Engines
Anti-Gray
Sub-Light

Hyper Drive 10
Hyper Drive 20
Hyper Drive 21+
Jump Drive

Alien Drives
Armour Tech,
Powar Armour
Archaic Melea Wpns,
Modern Melee Wpns,
Firearms

PML Tech,
Slugthrowers

Lasers

Blasters

Fusion

Energy Small Arms

i Unarmed 1
3 Dagger
1 Foil
Damage Factor __29 — Katana
Shock Resistance CR & Spear/Bayonet
Stamina Factor ___ 84 Swords
. Wind Factor 92 Battle Axes
Sabre
Vibrablade, etc.
Coagulator
LightSword
Flamers EVA Systems Artillery

Heavy Missiles
Heavy Energy Wpns,
StarShip Weapons
BattleScreens
Explosives
Bomb Disposal
Personzal 1.D.
Crime Analysis
Forged Documents
MediTech
General Skills
Motoreycle
Groundcar:7
ATV, 4wheet+ 2
ATV, tracked
Single Body Truck
Semi-Trailer Truck
Hovercraft+%
Construction Unit
Single-Engine Prop <%
Multi-Engine Props &
Helicopter-7
Single Jet.77
Mufti-Jet
Supersonic Jet
Parachute-5
Sail/Motor Boat+§
Jetboat/Hydrofoil
SE Boat
SE Ship
Submersibles
Swimmings10
sCUBA 5
Streetfighting.{
StreetwiseT
Alien Languages
Forgery
Counterfeit
Gambting+ 8
Merchant
Administation
Scout



CHARACTER RECORD SHEEY
Name SOWAN HENSLER B6750+

Race HUMAN /NEGRO

Sex _MALE

Rank/Grade _6 (Z"Y ENGINEER)

Service WM. EX.CW. SVG,

Pay CR EZO_DQ[P

Physique _19 _ Carrying Cap. _U Hand-to-Hand:

Height _ 205 cm GTA g Unarmed _ . _.
Mass 130 ko MechA 7 Dagger .. ... .
Strength __18 ElecA [ Faoil _% .
Constitution _17 Damage Factor __46 Katana

Agility 6 Shock Resistance CR __18 Spear/Bayonet
Dexterity _16 Stamina Factor ___VOS Swords

Intelligence _18 Wind Factor 135 Battle Axes

Intuition s Sabre

Leadership __ ) Vibroblade, etc,
Bravery ! Coagulator

Empathy ha | LightSword

Psionics e

::::;E:TISE AirCav Flamers EVA Systems Artillery

General Physics+2
Mathematics *
Chemistry
Geography
Planetology
Astronomy
Nuclear +'7

Force Field +5
Hyper-Dimension+2
Temporal +:2
Metallurgy - 3
Gen, Biology
Biochemistry
Botany
Xeno-Botony
Zoology

Ecology
Xeno-Ecology
General Social $ci 'L
Linguistics *
History *1
Comparative Cult. +}
Psychoiogy

Native Medicine
Xeno-Medicine
Medical Practice
Medical Scientist
Physician

Mech, Eng.*11
Elect. Eng.r 12
Computer Eng. +8
Power Eng.
StarDrive Eng. 9
Armament Eng. «d
Armsman

Combat Training
Street Combat
Para, Assault
Jump Beit
ContraGrav
Airbarne

Combat Copter
Combat Driver
Armared Forces
Combat Pilot
Alien Environ,
Arctic Survival
Desert Survival
Jungle Survival
Marine Survival
Forest Survival
Steppe Survival
First Aid +5
Space Orient,
Space Combat
Mobile Inf,«§
Field Fort,
Military Const. +6
Bomb Disposal
Demalitions
Space Engineers +&
Projectile Art.
Missile Art.

Hyv, Energy Wopn,
Arch, Dir. Fire |
Arch, Dir, Fire 1]
Arch, Dir. Fire {11
Shotguns
Handguns

Sport Rifles

Mil. Small Arms
MGs

Recoiless

Gauss

Stat Arms

Lasers «3
Blasters+5
Fusion

Needlers
Stunners +5
Disruptors .7
APRCBDIF

Special Weapons
Grenades, etc.

Rocket Launchers
Daggers

Swords

Foils &

Sabres

Katana

Battle Ax
Spears/Bayonet
LaserSword
Vibroblade
Coagulator

Unarmed Combat
Astronaut

EVA:T7

Advanced EVA +2.
StarShip Tech. -5
Orbital Pilot -1
Combat Orbital Pitot
Interplanetary Pilot
FTL Pilot

Astrogator

StarShip Battle

Space Armament
Techs

Ground Vehicles
Aircraft

Marine Craft

Mil, Ground Vehicles
Mil, Aircraft

Mil, Marine Craft
StarShip Machinery *&
Alien Environ, Vehicles
Gen. Mech, Equipment=5
Efect. Systems 5
Vehicle Elect. Systems *2
Aircraft Elect, Systems.2
Com, Systems
Detection Systems
ECM

StarShip Elec. «k&
Sub-Light Com,
MiniComputer + 2
Computer |-} 9
Computer 1V-V-8
Computer VI S
Computer 1X-X *2
Civ. Program

Mil. Program

Sci. Program
Cybernetic 8rain
Cybernetic System
Alien Computers
Thermal Power
Portable Power +#
Vehicle Power - 4-
Nuclear Power + 5
Anti-Matter
Ground Transmission
StarShip Power *9
Beamad Pawer
Rocket Engines »2
Anti-Grav *&
Sub-Light

Hyper Drive 10 *8§
Hyper Drive 20 «7
Hyper Drive 21+
Jump Drive *22
Alien Drives
Armour Tech,
Power Armour
Archaic Melee Wpns,
Modern Melee Wpns.
Firearms

PML Tech.
Slugthrowers
Lasers

Blasters

Fusion

Energy Small Arms

Heavy Missiles
Heavy Energy Wpns,
StarShip Weapans *q
BattleScreens « &
Explosives

Bomb Disposal
Personal 1.D.
Crime Analysis
Forged Documents
MediTech

Genaral Skills
Motorcycle
Groundcar

ATV, 4-wheel
ATV, wracked + 3
Single Body Truck
Semi-Trailer Truck
Hovercraft
Construction Unit
Single-Engine Prop.
Multi-Engine Prop,
Helicopter «3
Single Jet
MultiJet
Supersonic Jet +2
Parachute
Sail/Motor Boat
Jetboat/Hydrofoil
SE Boat

SE Ship
Submersibles
Swimming * 1
SCUBA
Streetfighting
Streetwise « 2
Alien Languages
Forgery
Counterfeit
Gambling +4
Merchant +#&
Administation + 2,
Scout
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ALIEN BASE

The DSX Timothy has been missing for 8 days and has apparently dis-
appeared in the neighborhood of an F2 main sequence star. N i

Mission: Learn what happened to the DSX Timothy. Learn the intentions
of any new cultures contacted. Rescue any surviving crew members or ‘-
passengers from the DSX Timothy. |

ALIEN BASE is a complete adventure/scenario for use with the SPACE e J{
OPERA game system. It is also the lead scenario of a five adventure series, l
each of which is fully self-contained. |

|
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