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The Tournament Finalists
These people made it to the final round and played in the second part of this adventure scenario.
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so that the players in your campaign may see how they compare to these tournament winners. They
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Larry Schroeder: 30
Chris Townsend: 20
Daniel Senn: 15
Joel Doner: 10
Dean Strobel: 5



INTRODUCTION

This adventure was originally designed for use as a tournament ad-
venture at Origins 82 in Baltimore, It is in two parts. The first was
run as an elimination round to select the top five players from various
sessions of the first round. The second part was run to select winners,
s0 it is more difficult and involves more thinking than the first part,

In order to select winners, a point system was devised to reward in-
genuity and good role-playing. Throughout this adventure certain acts
are given point values for either the action or the thought process.

THE HIJACKING

BACKGROUND

The interstellar terrorists of Regula VI are the equivalent {if not worse)
to the 20th Century PLO or Bader-Meinhoffen of Terra. They have
been responsibie for more than one hijacking in the sector and are con-
sidered to be extremely dangerous. They recently were involved in
the takeover of a small StarPort and managed to kill five hostages be-
fore being overrun and captured by BOSS agents,

Most recently they have been working with the Ranan Horde and
assisting the horde in piratical raids and helping to steal weaponry
plans and other top secret documents from the Federation and UFP
couriers, It is for this reason that the player characters have been hired
by StarFieet (or assigned if they are still in the military or related ser-
vice) to escort Doctor Kendra Morioff from a deep space research
station to his home on Actaeon 1ll, He is carrying with him a com-
puter chip with the plans for a new, experimental laser-sighting Blast
Rifle that he has just developed for the Special Service Commandos.
The last leg of the journey is aboard a Fasolt Class passenger liner,
bound for the Actaeon system. One player character will be rooming
with the scientist in a middle passage cabin on deck three, while his
companions will have neighboring cabins. The ship has been in hyper-
space for two days at the time the adventure commences.

THE SITUATION

Unfortunately for the player characters, an informant aboard the liner
notified the Regulan Terrorists of the presence of Doctor Morloff on
board ship. In response, the organization sent a team of fifteen men
to hijack the ship and bring it back to Regula V1| with Morloff alive
and unharmed,

After boarding the liner at one of its many stops, the terrorists set off
sleeping gas grenades in the ventilation system of the ship (with the
help of their inside man to circumvent ship’s security), Then, while
wearing respirators (filtering systems), they simply took control of
the bridge. In doing this, the navigator was killed, the communicator
was damaged beyond repair, and the captain was severely wounded,
thus being rendered unable to run his ship. Doctor Morloff was re-
moved from his cabin and is held captive in the hijackers headquarters,
located in the low passage recreation area {rec) on deck two of the
Fasolt Class liner.

The player characters wake up nauseated, dizzy and feeling like they
have been drugged. One player also notices that his roommate (Doctor
Morloff) is missing. If any player makes use of Chemistry or Military
related skills to recognize the funny smell in the cabin as being caused

by the sleeping gas (standard military issue), he should be awarded
five points.

The player characters will soon discover that they are the first to
awaken and no other passenger will awaken before one hour has passed.
After that, there is a 1% cumulative chance each turn for each other
passenger or crew member to awaken,

Thus, the StarMaster may score the players and compare them to the
tournament finalists listed in the dedication. Not all of the material
that follows was actually used in the tournament due to time restric-
tions and the omitted sections are so noted.

It is recommended that the StarMaster personalize the first part of the
adventure and flesh it out a bit more. The situation lends itself to many
variations and additions, so feel free to add your own twists and make
it fit better within your own campaign.

THE HIJACKERS

The head of the Regulan hijacking team is a transhuman who once
served in the commandos. He will either be on the bridge or in the
terrorist headquarters in the deck two low passage lounge. In order
to succeed in this part of the adventure and save the scientist, the
transhuman must be captured and the bridge secured. The stats of
the transhuman are: Damage Factor = 46; Stamina = 110; Shock = 1-16
Bravery = 15; Laser/7; LightSword/9. He is wearing CBA/SE armor
(C/B/C protection).

The rest of the hijackers are listed below. Each has a LaserPistol at
skill level 5, in addition to the melee weapons listed. The skill level
for each with his melee weapon is 7. All of the hijackers are wearing
CBA/3E, giving them armor protection E/C/D. The ship is sporatically
patrolled by two man teams since the terrorists are not overly con-
cerned with the drugged passengers. Each turn that the player char-
acters move about the ship 1D6 is rolled. A roll of a 1 on the D6 will
indicate that a patrol has been encountered.

Number Race DF SF Shock Weapon Location

01 Human 30 60 11 VibroSword  Bridge

02 Pithecine 50 95 17 MonoFilament Bridge

03 Human 30 60 11 Sabre Patrol

04 Humanoid 30 54 11 Broadsword Patrol

05 Human 26 45 9 MonoFilament Boat Bay

06 Human 30 60 11 VibroSword Boat Bay

07 Human 26 45 9 Sabre Boat Bay

08 Human 35 80 13 Broadsword Patrol

09 Human 32 70 12 Sabre Patrol

10 Human 32 70 12 VibroSword Headquarters
11 Canine 32 70 12 MonoFilament Headquarters
12 Human 22 30 8 VibroSword Patrol

13 Avatar 43 78 14 GreatSword Patrol

14 Human 40 95 17 Broadsword Elevator to

Bridge



_ASC“_T CLASS

The Fasolt Class represents one of the smaller of the true Passenger Liners in service. It is commonly seen in all sectors as its size does not pre-
clude use in less densely settled regions. Offering all classes of passage, the Fasolt Class is found at virtually all StarPorts.

Specification Mass (t) Volume (m3) Deck Area Comments

Hull 5000t 16,000 7500 4 decks

Controls 150t 450 225 Computer Mk. V

Powerplant 100t 300 150 Type is AMC. 560 fuel units per 20 days.

TISA Drive 600t 1800 900 Rating = 120 LS. Acc. = +20 LS. Max. = 220 LS.
FTL Warp Drive 500t 1500 750 Rating=20 LY. Cruise = 13 LY. Max.=35 LY.
Fuel Capacity 30t 90 45 3000 unit capacity. 50 fuel units/100 LY

Crew Quarters 400t 1200 600 80: 10 Astro; 30 Tech; 40 Pursers

High Passage 400t 1200 600 40 passengers

Middie Passage 400t 1200 600 80 passengers

Low Passage 400t 1200 600 160 passengers

ColdSieep 100t 300 150 100 berths

Recreational 400t 1200 600 75t High, 100t Middle, 75t Low, 150t Common
Sick Bay 100t 300 150 Hospital Facilities + Dispensary. 10 patient capacity
Cargo Hold 700t 2100 1050 Would be Cargo Manifest

Boat Bay 305t 915 4575 x4 Pinnaces, x2 Launches

Damage Capacity 2500 Damage Points

BattleScreens 200t 600 300 +10 for 2500 Screen Damage Points
BattleArmor +3/+13 screened

Main Battery 175t 525 2625 4 x 2 NovaGun N*125

Hardpoints 28t 84 42 4 x 2 NovaGun N*25

StarTorpedoes 12t 36 18 2 x 4 StarTorp ST*157

Total Cost is MCR 288.7. With standard discount the cost drops to MCR 260.

Options:

EW/ECM at MCR 1.25 per factor plus MCR 1.5 for installation. Maximum EW/ECM is 11 at Tech/10.
Sensors and Communications as given in Space Opera.

StarShip Workshop at MCR 0.5 for 50t/75m< to be installed in cargo hold.

Colonial Low Passage at MCR 4 for a 100 passenger biock to be erected in cargo hold at 250t/375m2.
Atmospheric Streamlining at MCR 25 for a maximum speed of 15,000 kmh with maneuvering to 5000 kmh.
+10 LS TISA Drive at cost of +3 MCR for 50t/75m?2 reduction in cargo capacity.

—10 LS TISA Drive will save —2.5 MCR and add 50t/75mZ to cargo capacity.

+1 LY FTL Drive at +4 MCR at 25t/37.5m2 used from cargo hold.

—1 LY FTL Drive saves —3 MCR and adds 25¢/37.5m?2 to cargo hold.

Naval Drives cost +16 MCR for +20/+60 LS acceleratioh-and +10 LS over engine rating.

Comments:

The Common Recreational Area, forward on decks two and three, has a
spiral staircase to connect the two decks. All cabins are on decks two and
three, with the crew quartered in the sternmost section. The forward sec-
tion of the passenger decks are for High Passage with the High Passage
Rec located on the port side. In the next section toward the stern is the
Middle Passage cabins with the Middie Passage Rec located {(with their
galley) next to the Rec Area for High Passage. The Low Passage Cabins
begin at the Rec in the center of the ship and continue toward the stern
where they meet the Crew Quarters. The center rec is for Low Passage
use.
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Whenever a patrol has been encountered, roll again on the following
chart to determine which of the many patrols has been encountered,
Adjust accordingly for any patrols that have already been met and
dealt with (i.e. killed or rendered inoperative).

Die Roll Patrol Encountered
1-2 Patro! A: Terrorists 3 and 4
3-4 Patrol B: Terrorists 8 and 9
5-6 Patrol C: Terrorists 12 & 13

If the player characters manage to secure the hijacker headquarters,
they will notice several unused sleeping gas grenades and respirators
stored there, Five points should be awarded to the player who iden-
tifies them and ten points to the player who thinks to use them in
retaking the ship.

THE INSIDE MAN

As previously mentioned, there is an informant aboard who has already
helped the Regulan terrorists to capture the ship. He is the Chief
Engineer of the liner. If he encounters the player characters on one of

LOST!

and

his patrols, he will act as if he has just awakened from the sleeping gas.
He will attempt to gain the confidence of the PCs and then lead them
directly into the hands of the hijackers. He is not wearing body armor
but is equipped with a LaserPistol and a VibroSword. His stats are:
Damage Factor = 13; Stamina = 60; Shock = 1-11; Bravery = 13;

Blaster/5; Laser/4; ViborBlade/7. Fifteen points should be awarded
to a player who unmasks the engineer as the inside man.

IN THE EVENT OF CAPTURE

If the player characters are captured, they will be locked in their cabins
and their weapons will be taken and stored in the hijackers’ head-
quarters, The doors can sustain ten points of damage from any weapon
and have an armor equivalent of H.

If the player characters escape and are captured a second time, they
will be bound and gagged, and thrown into the common recreation
area in the forward section of deck two.

Should they be captured a third time, they will be put into ColdSleep
and must be rescued later on.

THE RESEARCH BASE

LOST IN SPACE

This begins the second part of the adventure. In the tournament, only
the top five players from the earlier rounds were to participate. For
the sake of continuity, the two sections are designed to flow together
using the following link,

Once the player characters gain control of the Fasolt Liner, they find
themselves in another bad predicament, The shigs communicator
and the navigator are dead, so they are on their own. The captain is
wounded, so an astronaut in the party must pilot the ship. Once out of
hyperspace, however, they discover that they are in an unfamiliar
StarSystem that does not show up on any of the computer StarMaps.
it is apparent that the ship is no longer on the plotted course, In effect,
the party is lost in space. They must find a communicator that is
operable and call for help or rescue.

There are four planets in- the StarSystem, and the second planet out
from the star looks like it might be habitable. Five points should be
awarded to the player who thinks to use the respirators taken from
the terrorists on the planet — thus avoiding the danger of the D4 in
the atmosphere. Five points should be awarded to the player who
thinks to run a complete planetary survey before landing on the sur-
face of this unknown planet.

PLANETARY BACKGROUND

The planet in question was discovered over one hundred years ago by
a MekPurr scout ship searching for planets to industrialize. Later, a
research and development base was built on planet by the MekPurr
Cybernetics Corporation to design and develop new models of robots,
free from the watchful gaze of industrial spies and saboteurs. Not only
did they come up with bigger and better Household Meks, Servant

Meks, etc., but on their lowest levels, shrouded in deepest secrecy,
they were able to develop androids that were complete duplicates of
MekPurrs and other sentient races. Needless to say, this was a major
breakthrough in robotics.

Unfortunately for the MekPurr engineers on the planet, an android
prototype was built - with the appearance of the base commander -
that was fully sentient, and this android subsequently led the other
androids in a take-over of the entire base. Most were able to flee, but
the five top scientists, including the base commander, were captured
by the androids and placed in cryogenic tanks for safekeeping. This
was three years in the past, and in that time the androids have been
planning a master race of droids to take over the region (and anything
else they can get their hands on).

Before the android takeover, the base residents spent their leisure time
hunting on preserves that were built for them; this being a holdover
from their Avatar heritage. These preserves are fenced in and contain
many of the planetary life forms, especially those considered to be
very dangerous. There are two such preserves scattered on the planet
and each of them looks roughly the same from the surface as the
main base itself. There is a landing strip and a small building in a
clearing in the rain forest. Both of the two hunting preserves and
the research base look alike when viewed from the air.

It should be noted that the hunting preserves were not used in the
tournament version of this adventure due to time {imitations. They
should, most certainly, be used by any StarMaster not running a formal
tournament to get the fuil effect of the exotic atmosphere and the
indigenous life forms. The animals in the preserves are listed below,

along with encounter tables. It is advised that SMs use them to the
utmost.
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THE HUNTING PRESERVES

Gintar: The Gintar is a very primitive pithecine life form that is al-
ways ravenously omnivorous. He attacks with his claws and teeth
(both are Weapon/E) and is similar in appearance to a Terran ape.
A Gintar weighs 200 kg., has a Damage Factor of 40, a Stamina of
74, a Shock of 11, and an HTH of 46. Gintars move at slow to average
speeds and their hides are the equivalent to armor K,

Kisanu: The kisanu is a primitive feline life form similar to the Terran
leopard, but with only one eye in the center of its head. It is light
green in color which allows it to blend in with its surroundings and
surprise its prey easily (—6 on PC Agility roll). It weighs 75 kg., has a
Damage Factor of 30, 8 Stamina of 90, a Shock of 13, and an HTH
of 26. Klaanu are carnivorous and attack with their teeth and claws
(both are Weapon/G). Movement is fast to very fast and the hide is
armor K squivalent.
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Sorval: The sorval is a stalker that resembles the Terran lion and is the
most ferocious life form on the planet. The most prominant features
of the sorval are its large mouth and two rows of gleaming white, razor-
sharp teeth. The saliva is poisonous to most life forms (p10) and the
bite is treated as Weapon/C. The sorval can also attack with its massive
paws as Weapon/C, Its fur is very shaggy and it has a horn of about
20 cm in length (in the center of its head). Sorval weigh about 300 kg.,
have a Damage Factor of 46, a Stamina of 68, Shock of 10, and an
HTH of 42, They are fast to very fast and their shaggy fur give them
an armor equivalent of K,

Trelkoth: This huge omnivore runs a close second for the most dan-
gerous animal on the planet. Considered to be a cousin of the Terran
rhinoceros, this creature has three horns on its head and very heavy
hooves (the horns are Weapon/A and the hooves are Weapon/B). It
prefers to charge its prey and gore it before engaging in melee with
its hooves. Trelkoth weigh 4000 kg., have a Damage Factor of 108,
a Stamina of 92, a Shock of 15, and an HTH of 70. They are slow to
average in movement speed, but the tough, leathery hide protects the
trelkoth with the armor equivalent of I,

Bolok: The bolok is a primitive saurian life form that looks like a
bipedal salamander. The hind legs and tail are well developed and
very powerful, while the forelegs have evolved into rather dangerous
claws. The main weapon is the ability of the bolok to spit acid at its
victims (Weapon/D). It can also attack with its claws (Weapon/H).
Boloks weigh some 100 kg., have a Damage Factor of 40, a Stamina
of 80, a Shock of 13, and an HTH of 35, Movement is of average to
fast speed and the hide is equivalent to Armor/K.

Preserve Encounter Table

Die Roll Result

01-30 No Encounter
31-456 Gintar

46-60 Klaanu

61-75 Sorval

76-84 Trelkoth

85-00 Bolok



THE MEKPURR BASE

The research base itself is built below fround, beneath a StarPort of
Class D. The landing field is built in a clearing in the rain forest, and it
looks almost identical to the ones at the two hunting preserves. There
are two buildings visible, one much larger than the other, but both are
single story structures. The larger one, should the PCs choose to enter
it, is a combination warehouse and StarShip hangar. There are several
crates with strange markings on them and no sign of a StarShip. Those
characters who can speak and read the MekPurr tongue will recognize
the crate markings as being in MekPurr glyphs. They simply label the
crates as to what they contain; droid models. Any characters who are
Avatars or who read the Avatar language will think the markings to
be somewhat familiar. Five points should be awarded to any PC who
finally translates any of the MekPurr markings in the base.

On one wall the PCs will notice large steel doors - elevator doors - with
a button on a panel next to them. This is a freight elevator that services
the first, third and fourth levels of the complex below. It will take the
PCs to Level One, but will not proceed lower without the proper
sequence being punched on the button panel inside the elevator. The
buttons have MekPurr numerals, another clue to the language of the
writing and markings in the base area.

If the player characters insist on going down further than Level One,
the doors will seal the characters in and will take 30 points of damage
before opening, thus wasting time on the respirators. To work the
elevator, the proper code must be found.

If the player characters explore the smaller building, they will find it
to be an office. There are three rooms in the structure, connected by
a hallway. In the hallway there is a much smaller elevator with a button
on a panel next to it. This elevator services all four levels below. A
single button inside controls it. Every time it is pressed, it will lower
to the next level of the Research Base. Once it reaches Level Four, it
will begin to rise to the upper levels again.

All three rooms are filthy with dust and jungle undergrowth. Empty
desks sit with useless computer terminals on top of them. The power
for the keyboards was shut down from an external source. It does not
look as if anyone has used this StarPort for some time.

LEVEL ONE

LEVEL ONE

The first level of the research base was used for general storage of all
packed and finished droids waiting to be shipped away on the next
StarShip shuttle back to the MekPurr systems. In short, it is a below
ground warehouse for the finished product. There is no power or
lights on this level,

1. Storage Room: This is the outer warehouse storage room for all
packed and finished Household Meks. All of the crates are clearly
marked in MekPurr - more hints for a linguist - and cannot be opened
without the proper tools, which the party does not have. All of the
robots in the crates are devoid of power packs, so they cannot be
activated once they are unpacked. In and among the crates can be
found machines that resemble fork lifts for the conveyance of the
crates to the freight elevator in the next room.

2. Storage Room and Freight Elevator: This room also contains crates
and fork lifts, but these crates contain Servant Meks, devoid of any
power packs. They seem to be of a model that the PCs have never
seen before, They look bigger and better, new and improved.

3. Shipping Office: An office used by the shipping foreman of the
warehouse. It contains a battered old desk, a chair, and a filing cabinet.
The desk and the cabinet are empty and ook to have been cleared out
in a hurry. Nothing interesting is here.

4. Inventory Office: This office was used by the MekPurr inventory
clerk to keep track of the flow of merchandise. This room is in the
same condition as Room 3, but there is an inventory sheet in a desk
drawer, written in MekPurr, and a device for opening the crates out-
side. Five points should be awarded to the player who figures out
what this device is used for. The inventory sheet will help a linguist
to crack the language if he has a MiniComp/7.

5. Storage Room: The last storage room on this level. It has crates and
forklifts, but these crates contain MechTech Meks without power
packs. Should any player figure out the purpose of the research base
at this point, he should be awarded ten points.
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LEVEL TWO

This level provided living and sleeping quarters for the MekPurr tech-
nicians and scientists. They spent their off-hours here eating, sleeping,
and relaxing. This level is also no longer used. The power has been
shut off and there are no lights, only dust and a deadly silence.

1-5. Sleeping Quarters: These five rooms are typical sleeping quar-
ters for the scientists and engineers, In each there is a bed (of the
couch variety often found in StarShips), a chair, and a chest of drawers
of storing clothing and other personal possessions. Other than that,
there is nothing here of interest.

6. Special Sleeping Quarters: The base itself is under the constant
protection of a MekPurr +4 APROBDIF generator. This screen must
be turned off for the player characters to attack the androids with
any robotic weapon of any kind. This is the room that was used as the
sleeping quarters by the APROBDIF officer of the MekPurr research
team. The room looks like rooms 1-5, but if searched, an object similar
to a 20th Century Atari game cartridge will be found in one of the
drawers in the chest, it is the key that turns off the field generator
which is located on the Fourth Level. Ten points should be awarded
to any player who thinks to search this room {even a cursory search
will turn up this key).

7-10. Sleeping Quarters: These rooms are identical to rooms 1-5. There
is nothing special about them and searching them is a waste of time.

11. Toilet/Fresher: Even a MekPurr has to use a bathroom sometime
and toilet facilities are provided throughout the base. The player
characters will run into such facilities from time to time.

12. Recreation Room: This room was designed and equipped solely
for the amusement and relaxation of the base personnel. The room is
very dark and filled with many tabletop and upright electronic games.
They are covered with dust and dirt. The power has been cut off and
they are quite nonoperational. It might be suggested that the Star-
Master simply describe the objects in this room and allow the players
to figure out on their own what the designed function was for this
room. This will eat up more valuable time on their respirators.

10

13. Recreation Room: This room is identical to room 12, except that
a Servant Mek is near one of the games. It is rather rusty and looks
quite beat up. In appearance, this Mek resembles R2D2 with two
humanoid servo-arms. This one, however, has a power pack and is
quite operational — for about an hour. The pack, like any battery,
loses its potency over time. Also, this one got quite a bit of use in
its day. Five points should be awarded to a player character who
uses cybernetic skills to turn it on. It moves with the aid of an anti-
grav field. The Mek is programmed to be a ‘gofef and understands
basic fetch and serve vocal commands. Any other commands will
not compute and will be ignored.

14-15. Toilets/Freshers: No more need be said.

16. Private Library: This room is sealed by a locked door which can
only be opened by the key cartridge from room 23 on this level. There
is a slot to the left of the steel door in which the cartridge fits. This
door cannot be opened in any other way. Five points should be the
award for any player who figures out how to open this door. Inside
the room is a small library of technical manuals on cybernetics and
positronic brains. They are, of course, written in MekPurr. If any
character has skills in those areas and can read MekPurr, he will notice
that they contain material never before encountered in any book by
that PC. It is far beyond, in fact, anything presently under develop-
ment in the UFP, More clues to the true purpose of this base are
thus revealed.

17. Library: This is simply a room for the storage of recreational
reading material. The shelves are crammed with all of the biggest
sellers in the quadrant in several languages. There are also some reading
tables and chairs arranged about the room. Nothing here is of real

use to the player characters unless they simply wish to curl up with
a good book.

18. Recreational Computer Room: In designing the base, the MekPurrs
included a room to satisfy their needs for recreational computing. It
contains a complete and independent Mark IV computer for personal
experimenting and fun, Unfortunately, it cannot be used since the
power has been shut down, Many dead terminals sit on tables that are
covered with dust, as were the tables in the offices on the surface.

19-22, 24-28. Sleeping Quarters: As with the rooms on the other side
of this level, these rooms contain a bed, a chair and a chest of drawers.
Nothing else is here, except dirt, and searching these rooms will only
waste valuable time and respirator efficiency.

23, Special Sleeping Quarters: This room was once occupied by the
base librarian. He maintained ali of the books and literature in the
library, and this includes the reference manuals in the locked room,
In fact, one of the drawers in the chest in this room contains the key
cartridge that will unlock room 16. This key cartidge is similar to
appearance to that found in room 6. Five points should be awarded
to a player character who thinks to search this room.

29, Dining Hall: This is a room used by the personnel of the base
for the eating of meals. Large steel tables and benches fill the room
and all are covered with dust. Nothing else adorns the room and it is
typical of MekPurr Spartan decor.

30. Food Storage Room: This room was used to store foodstuffs for
the kitchen. In it are several crates of rotting and spoiled food that is
inedible. Anyone who is foolhardy enough to attempt to eat any of
it will have to make a Constitution saving throw {(at —4) or become
violently iil with food poisoning.

31. Automated Kitchen: Here the food was prepared for the table.
Many ovens and other kitchen equipment fill the room. They are,
of course, useless without power, In addition, there are three Servant
Meks and a Household Mek sitting in one corner. They are quite useless
since their power packs went dead a long time ago. There is nothing
else of interest here,
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