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This adventure is designed for characters
that are starting out at 1st level. The adventure is
long enough that it’s expected that they will reach 3rd
level by the completion of the adventure.

This adventure is designed to be a trade
mission, so a Trader with a Trading Vessel is required to play it.
Any other character classes can be included, and there are no
requirements as to what species should be used by the
players…although it could be helpful to have one or more
Melanathee, as the end of the adventure involves a lot of this
species.

It’s important to keep in mind that a lot of
gear that is taken off of the bodies of slain enemies will only fit
characters that are of the same species. For example, Level One
Body Armor taken off of a Melanathee Bandit will only fit a
Melanathee character.

The adventure begins with the characters
being summoned to a space station orbiting the Melanathee colony
world of MurE. They’re to be hired for a small trade mission, and
since business has not been good lately, the characters are more
than happy to take any commission at this point.

The colony world is nine light years away, so
it will take the Trader Vessel two jumps to get there, and this is
a dangerous part of space, so they probably won’t be
uneventful.

The crew should not be rushed to make a jump
to hyperspace, so the CS for the jump should be 10. The game master
needs to keep in mind that there will be a lot of jumps into and
out of hyperspace during this adventure, so whichever character is
piloting will be forced to make quite a few Hyperspatial Mechanics
skill checks…and all of the characters will be required to make a
lot of Sanity checks.

 


1) During the first jump the
characters encounter a Hyperspatial Eddy. Alarm claxons will echo
off the walls of the ship, and the computer will scream for the
immediate attention of the pilot.

The Eddy has a strength (CS) of 7, and the
pilot must make a Piloting check against that CS in order to
escape.

Experience: 1 pt.

 


2) After the first jump out of
hyperspace, the character’s ship is set upon by pirates. The
pirate’s ship will be 100 KM away and they will immediately start
to fire upon the character’s ship. The pirates don’t want to
destroy the character’s ship, however. No, they want to board it,
and as the pilot and navigator continue the attack on the ship,
they will also make an attempt to close the distance. The pilot has
7 skill points in Piloting, so these should be taken into account
during the ship to ship combat. If the pirates are able to get to
point-blank range, they will send a boarding party to the
characters’ ship and try to take control…either by subduing or
killing the characters if they have to.

THE PIRATE SHIP

Class 1 Personal Cruiser

Shields: Ablative Hull

Weapons: 1 Plasma Cannon & 1 Missile
Launcher

Attack Dice: 1

Defense Dice: 2

Sensors: 3 AU

Health: 75

Jump Capability: 3 light years

Speed: 300,000

Maneuverability: 9

THE PIRATES

CAPTAIN

2nd Level
Melanathee Bandit

INT: 9 CS: 12 CHA: 6 SAN: 8 STR: 7 AGIL: 6
END: 6

Health: 23 No attack bonuses No defense
bonus

AD: 2 DD: 2

Skills: Appraise: 3 Astrophysics: 2 Balance:
0 Bluff: 2 Celestial Mapping: 3 Climb: 0 Concentration: 0 Decipher:
6 Diplomacy: 2 Disguise: 8 Encryption: 2 Etiquette: 0 EVA: 5
Fitness: 0 Forgery: 3 Gather Information: 2 Hand to Hand Combat: 1
Hide: 0 Hyperspatial Mechanics: 2 Innuendo: 4 Interrogation: 0
Intimidate: 0 Jump: 0 Listen: 4 Micro Gravity Survival: 5 Mining: 4
Navigation: 2 Negotiation: 0 Piloting: 5 Science (Physics): 3
Search: 4 Sense Motive: 4 Spot: 4 Stealth: 1 Survival: 5 Swim: 0
Weapon Skill (Plasma Pistol): 2

Gear: Plasma Pistol (+2 attack due to Weapon
Skill), Knife (no attack bonus), level one ablative shield (+3 vs.
laser, +2 vs. plasma, +1 vs. other weapons), breather, computer
system, 3 plasma caps, translator, 40 credits

PILOT

1st Level
Human Bandit

INT: 12 CS: 12 CHA: 7 SAN: 11 STR: 8 AGIL: 7
END: 9

Health: 12 No attack bonuses No defense
bonus

AD: 2 DD: 2

Skills: Astrophysics: 5 Balance: 0 Bluff: 1
Celestial Mapping: 5 Climb: 0 Computerese: 5 Concentration: 3
Decipher: 5 Diplomacy: 1 Disguise: 5 Encryption: 4 Engineering: 5
Etiquette: 0 EVA: 5 Fitness: 1 Forgery: 4 Gather Information: 1
Hand to Hand Combat: 2 Hide: 0 Hyperspatial Mechanics: 6 Innuendo:
4 Interrogation: 0 Intimidate: 0 Jump: 0 Listen: 4 Micro Gravity
Survival: 5 Mining: 4 Navigation: 6 Negotiation: 0 Piloting: 7
Search: 4 Sense Motive: 4 Spot: 4 Stealth: 2 Survival: 5 Swim: 0
Weapon Skill (Flechette Pistol): 3

Gear: Flechette Pistol (+3 attack due to
Weapon Skill), Knife (no attack bonus), breather, 3 flechette
bundles, translator, 21 credits

NAVIGATOR

1st Level
Culthan Bandit

INT: 11 CS: 12 CHA: 8 SAN: 9 STR: 9 AGIL: 6
END: 7

Health: 11 +1 attack bonus with handheld
weapon No defense bonus

AD: 2 DD: 2

Skills: Astrophysics: 4 Balance: 0 Bluff: 0
Celestial Mapping: 4 Climb: 1 Concentration: 1 Decipher: 5
Diplomacy: 0 Disguise: 5 Encryption: 3 Etiquette: 0 EVA: 5 Fitness:
0 Forgery: 3 Gather Information: 2 Hacking: 4 Hand to Hand Combat:
1 Hide: 0 Hyperspatial Mechanics: 4 Innuendo: 5 Interrogation: 0
Intimidate: 2 Jump: 1 Listen: 4 Micro Gravity Survival: 5 Mining: 4
Navigation: 5 Negotiation: 0 Net Running: 4 Piloting: 5 Search: 6
Sense Motive: 4 Spot: 6 Stealth: 1 Survival: 5 Swim: 1 Weapon Skill
(Flechette Pistol): 2

Gear: Flechette Pistol (+2 attack due to
Weapon Skill), Knife (+1 attack due to STR), breather, 3 flechette
bundles, translator, 15 credits

GUARD

1st Level
Arbonix Mercenary

INT: 9 CS: 7 CHA: 10 SAN: 9 STR: 9 AGIL: 12
END: 12

Health: 17 + 1 attack bonus with handheld
weapon +4 attack bonus with ranged weapon +4 defense bonus

AD: 2 DD: 2

Skills: Balance: 4 Bluff: 2 Climb: 1
Concentration: 1 Decipher: 0 Diplomacy: 2 Disguise: 0 Encryption: 1
Etiquette: 2 EVA: 2 Fitness: 4 Forgery: 1 Gather Information: 3
Hand to Hand Combat: 3 Hide: 4 Innuendo: 0 Interrogation: 3
Intimidate: 2 Jump: 1 Listen: 0 Micro Gravity Survival: 3 Mining: 0
Negotiation: 2 Search: 4 Sense Motive: 0 Spot: 3 Stealth: 4
Survival: 1 Swim: 1 Weapon Skill (Plasma Pistol): 3 Weapon Skill
(Knife): 3

Gear: Plasma Pistol (+7 attack (+4 due to
AGIL, + 3 due to Weapon Skill)), Knife (+4 attack (+1 due to STR,
+3 due to Weapon Skill)), Level One Body Armor (+4 defense bonus),
breather, 3 plasma caps, translator, 11 credits

THE BOARDING PARTY

If the pirate’s ship gets close enough to
launch a boarding party, these 3 pirates will attempt to board the
characters’ ship:

1st Level
Human Mercenary

INT: 8 CS: 7 CHA: 7 SAN: 7 STR: 10 AGIL: 9
END: 10

Health: 16 +2 attack bonus with handheld
weapon +1 attack bonus with ranged weapon +1 defense bonus

AD: 2 DD: 2

Skills: Balance: 1 Bluff: 0 Climb: 2
Concentration: 0 Decipher: 0 Diplomacy: 0 Disguise: 0 Encryption: 0
Etiquette: 0 EVA: 5 Fitness: 2 Forgery: 0 Gather Information: 1
Hand to Hand Combat: 3 Hide: 1 Innuendo: 0 Interrogation: 0
Intimidate: 0 Jump: 2 Listen: 0 Micro Gravity Survival: 4 Mining: 0
Negotiation: 0 Search: 2 Sense Motive: 0 Spot: 2 Stealth: 1
Survival: 1 Swim: 2 Weapon Skill (Plasma Pistol): 3 Weapon Skill
(Knife): 3

Gear: Plasma Pistol (+4 attack (+1 due to
AGIL, + 3 due to Weapon Skill)), Knife (+5 attack (+2 due to STR,
+3 due to Weapon Skill)), Level One Body Armor (+4 defense bonus),
breather, EVA Suit, 3 plasma caps, translator, 12 credits

1st Level
Culthan Bandit

INT: 7 CS: 11 CHA: 6 SAN: 8 STR: 8 AGIL: 10
END: 10

Health: 17 +2 attack bonus with ranged weapon
+2 defense bonus

AD: 2 DD: 2

Skills: Appraise: 1 Balance: 2 Bluff: 0
Climb: 0 Concentration: 0 Decipher: 4 Diplomacy: 0 Disguise: 4
Encryption: 0 Etiquette: 0 EVA: 5 Fitness: 2 Forgery: 0 Gather
Information: 1 Hacking: 3 Hand to Hand Combat: 2 Hide: 2 Innuendo:
3 Interrogation: 0 Intimidate: 0 Jump: 0 Listen: 3 Micro Gravity
Survival: 5 Mining: 3 Negotiation: 0 Search: 7 Sense Motive: 3
Spot: 5 Stealth: 3 Survival: 4 Swim: 0 Weapon Skill (Plasma
Pistol): 2

Gear: Plasma Pistol (+4 attack (+2 due to
AGIL, +2 due to Weapon Skill)), Knife (no attack bonus), breather,
EVA suit, 3 plasma caps, translator, 14 credits

1st Level
Tulmath Cyber Wizard

INT: 11 CS: 8 CHA: 8 SAN: 9 STR: 7 AGIL: 9
END: 7

Health: 7 + 1 attack bonus with ranged weapon
+1 defense bonus

AD: 2 DD: 2

Skills: Balance: 1 Bluff: 0 Climb: 0
Computerese: 4 Concentration: 4 Cybernetics: 6 Decipher: 0
Diplomacy: 2 Disguise: 1 Encryption: 3 Etiquette: 1 EVA: 3 Fitness:
0 Forgery: 3 Gather Information: 1 Hacking: 4 Hand to Hand Combat:
1 Hide: 1 Innuendo: 0 Interrogation: 0 Intimidate: 0 Jump: 0
Listen: 0 Micro Gravity Survival: 3 Mining: 0 Negotiation: 0 Net
Running: 1 Search: 1 Sense Motive: 0 Spot: 0 Stealth: 1 Survival: 0
Swim: 0 Weapon Skill (Cyber Wizard Staff): 1

Gear: Cyber Wizard Staff (+1 attack due to
Weapon Skill), translator, breather, EVA suit, 12 credits

Cyber Points: 5

Spells: 1st Level: Enfeeblement
Burst, Increased Defense, Sleep

Experience: 1-3 points depending on how
successful the characters are and how well the players role play
their characters. Even if the party flees, they should be given 1
point for successfully escaping a dangerous situation.

 


3) Assuming the crew has survived the
pirates and survived their jumps through hyperspace, they will
arrive at the space station. Docking at the station should not be a
problem. The characters will have a little time before they go to
their meeting, so they’ll be able to do some shopping if they’ve
picked up any credits from defeating the pirates.

If the party has a Cyber Wizard and they have
gained a level, they won’t be able to upgrade their cybernetics
until after the meeting…but the game master should make sure they
have time to do it before they leave the station (assuming the
character has advanced.)

Space Station Gravity: 1.4

Once they get their shopping done, they’ll be
taken to the Melanathee Trader, NicOsaN.

2nd Level
Melanathee Trader

INT: 8 CS: 10 CHA: 8 SAN: 6 STR: 7 AGIL: 6
END: 8

Health: 25 No attack bonuses No defense
bonus

Skills: Appraise: 2 Balance: 0 Bluff: 0
Celestial Mapping: 1 Climb: 0 Concentration: 0 Decipher: 2
Diplomacy: 3 Disguise: 2 Encryption: 0 Etiquette: 0 Fitness: 0
Forgery: 0 Gather Information: 2 Hacking: 1 Hand to Hand Combat: 0
Hide: 0 Hyperspatial Mechanics: 3 Innuendo: 2 Interrogation: 0
Intimidate: 0 Jump: 0 Listen: 2 Micro Gravity Survival: 3 Mining: 0
Navigation: 3 Negotiation: 5 Piloting: 5 Science (Bilogoy): 2
Search: 2 Sense Motive: 3 Spot: 2 Stealth: 0 Survival: 2 Swim: 0
Weapon Skill (Plasma Pistol): 1

Gear: Plasma Pistol (+1 attack due to Weapon
Skill), Knife (no attack bonus), Computer System, Translator, 4
plasma caps, breather, scanner, 38 credits

NicOsaN will inform the characters that it
wants to hire them to carry a load of specialized breathers to an
Arbonix base. The breathers don’t have a lot of value, but they are
important to the Arbonix, and given recent tensions between the
Arbonix and the Melanathee in this sector of the galaxy, it’s hoped
that this will be a grand gesture that will settle some of the
differences.

NicOsaN will offer the characters 1,000
credits to undertake the mission. 20% up-front, and the other 800
due when the characters return from the Arbonix base. At this
point, the characters should feel free to attempt to negotiate with
NicOsaN, but the game master should not suggest this. For the
record, NicOsaN has 5 skill points in Negotiation.

Experience: 0-3 If the party does not attempt
to negotiate, they should receive no experience for this encounter.
A failed negotiation should result in 1 experience point being
rewarded. The additional points are based on whether or not the
characters succeed, and how well the players role play the
negotiations.

 


4) The characters will only need to
make one jump to reach the Arbonix base, which is a space station
just inside the Oort Cloud of an Arbonix star system.

Arbonix Base Gravity: .8

The characters should be able to dock
successfully, and there should be no problems in talking to the
Arbonix Trader, Tilatheee. Before or after delivering their cargo,
the characters should be able to shop and if any Cyber Wizards need
to upgrade their cybernetics this would be a great time to do
it.

Tilatheee

2nd Level
Arbonix Trader

INT: 6 CS: 9 CHA: 10 SAN: 6 STR: 6 AGIL: 9
END: 8

Health: 21 +1 attack bonus with ranged weapon
+1 defense bonus

AD: 2 DD: 2

Skills: Appraise: 2 Astrophysics: 1 Balance:
1 Bluff: 2 Celestial Mapping: 2 Climb: 0 Concentration: 0 Decipher:
1 Diplomacy: 5 Disguise: 1 Encryption: 0 Etiquette: 2 EVA: 2
Fitness: 0 Forgery: 0 Gather Information: 2 Hand to Hand Combat: 0
Hide: 1 Hyperspatial Mechanics: 3 Innuendo: 2 Interrogation: 2
Intimidate: 2 Jump: 0 Listen: 1 Micro Gravity Survival: 2 Mining: 1
Navigation: 2 Negotiation: 7 Piloting: 3 Search: 3 Sense Motive: 3
Spot: 3 Stealth: 1 Survival: 1 Swim: 0 Weapon Skill (Flechette
Pistol): 1

Gear: Flechette Pistol (+2 attack (+1 due to
AGIL, +1 due to Weapon Skill), Knife (no attack bonus), Computer
System, Translator, Breather, 3 Flechette Packages, Scanner, 34
credits

Since the characters are coming to deliver a
product that has already been negotiated on, there shouldn’t be any
need for further negotiations. However, if the characters think
they can try to negotiate a better deal, and try to take the excess
credits for themselves, it should be noted that Tilatheee is a very
good negotiator. He has 7 Negotiation skill points.

If the characters try to negotiate with him
and their Negotiation skill check is more than 5 lower than what
Tilatheee rolls, the deal has been broken. Either the characters
have to cough up some of their money to make the deal go through or
they have to return to NicOsaN and tell it that the deal has fallen
through. If that happens, they must return any advance, and
depending on how they deal with NicOsaN, they may face further
penalties…including being forced into the next phase of this
adventure as opposed to being hired to complete it.

The characters will be given a secured credit
chit to take back to NicOsaN that holds the payment. Some less
scrupulous characters might decide that they should try to steal
the money. If they do this, it will require a Decipher Skill Check
against a CS of 25. If they roll 15 or lower, the credit chit will
be permanently damaged, and they will have to explain why they
don’t have the money they’re supposed to be bringing back.

Experience: 0-2 If the characters choose to
not negotiate with Tilatheee and simply drop off their cargo and
leave, they should receive 1 experience point. If they choose to
negotiate and fail, then they should receive no experience, but if
they succeed in their negotiations, they should receive 2
experience points…and keep in mind that each character receives
that amount, not just the character doing the actual
negotiating.

 


5) The characters make one jump to get
back to MurE. Provided they get back safely and they didn’t screw
anything up in their discussions with Tilatheee, NicOsaN will greet
them at the airlock of their ship, informing them that a plague has
broken out on one of the Melanathee colonies, and it needs them to
deliver a vaccine that will hopefully work on the plague.

NicOsaN will pay them whatever is left of the
money they are owed for the first trade missions and offer them
1000 credits to immediately take the vaccine. If they’re
successful, it will pay them an additional 3000 credits. Success
means that they return with a secured credit chit containing
100,000 credits.

It is possible for the characters to
negotiate their payments, but since it’s a mission of mercy, it
will be in very bad taste, and NicOsaN will receive a +2 bonus on
its Negotiation skill checks.

NicOsaN will try to insist that the
characters need to leave immediately, but it will understand if
they need to use their credits to upgrade their gear, or if a Cyber
Wizard needs to upgrade their cybernetics.

Experience: 0-2 If the characters accept the
mission without negotiation, they should receive 2 experience
points. If they choose to negotiate, but still take the mission,
they should receive 1 experience point. If they don’t want to take
on the mission, they should receive no experience, and this
adventure is pretty much over.

 


6) The Melanathee world (VilAthET)
that the characters are going to is 15 light years away, so it
should take 3 jumps through hyperspace for the
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