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PLOT SYNOPSIS

In this adventure, which precedes Star Trek
Ill: The Search for Spock, the player characters
are Klingon spies who have been ordered to steal
Admiral Kirk's report on the Genesis Project and
get it back to the Empire. to do so, they must
infiltrate a heavily—guarded Star Fleet installation,
take passage aboard a rickety, old tramp freighter,
the SS Eileen, and make it past whatever obstacles
fate or Star Fleet throws in their path.

In The Genesis Theft, the player characters
are introduced to their superior on the planet,
Valkris, a female Klingon spy. She briefs them on
their mission, and gives them the documents necessary
to infiltrate Star Fleet's Space Dock. Once onboard
the Space Dock, the player characters must steal
Kirk's report from the Communications Center computer
and escape undiscovered.

The Tramp Freighter describes both the SS
Eileen and her rag-tag Captain and crew. It also
A provides information on events during the first days
of the Eileen’'s voyage to the Federation border,
including an unnerving sighting of a Star Fleet
destroyer, an unfortunate poker game, and a dangerous
shipboard control systems failure.

Incident on Tanar IX contains information on
the Federation colony visited by the Eileen in order
to make repairs. The Starport facilities and personnel
are described, and the players may be forced to stop an
escape attempt by one of the SS Eileen's crew without
attracting undue attention.

Interception at the Border provides the players
with a final challenge - an unwanted and dangerous
encounter with the USS Anderson, a Star Fleet Grayson
Class Repair Tender. Confronted by the impetuous and
overeager Lieutenant Jerome Maynard, the players will
either have to fast-talk their way past him, or find a
way to destroy the Anderson and all her crew.




| THEGENESIS THEFT |

BRIEFING

Valkris, the Klingon Empire’s top agent on Terra, sum-
mons all the player characters to a clandestine meeting in
San Francisco — the site of Star Fleet's Simulations Com-
mand. Her current residence, a rundown hotel room near
the waterfront, is only dimly lit by the fog-shrouded twilight
outside.

After ushering her agents into the sparsely-furnished
room, Valkris sits in the one comparatively comfortable chair,
that closest to the door. A Mark Il Hand Disruptor rests con-
spicuously on a side table nearby, and Valkris’ hand never
strays from it. Before speaking, she removes the veil covering
her face and hair, revealing the characteristic Imperial
Klingon crest.

“Now that we are assembled, | can tell you that your
long, dark years of lurking among the Humans are ended.

We are called to a mission of the utmost urgency and impor-
tance. Success will bring your lines great honor and glory.”
Valkris’ voice is soft, but it contains the sharp edge and tone
of one accustomed to command.

Valkris informs her subordinates that she has learned of
a Federation research effort with enormous military poten-
tial: the Genesis Project.

One of her sources, a foolish Star Fleet Communications
Officer stationed aboard the Space Dock, gave her the infor-
mation, This officer, Lt. Samuel Skinner, allowed his romantic
interest in the exotic Valkris to override both his common
sense and his service oath. In an attempt to please her, Skin-
ner soon found himself feeding Valkris information about
Star Fleet communications. She explained her interest in
Star Fleet dispatches by telling him that she worked for a
merchant cartel with extensive operations along the Federa-
tion frontier. Needless to say, the hapless Lieutenant never
got close enough to Valkris to discover her alien nature.

Fortunately for Valkris, Skinner was on duty when Kirk's
subspace radio report on the Genesis Project arrived. He
only caught a portion of the message, but even those few
details were enough to set Valkris in motion. Naturally, the
unfortunate Skinner died in a ‘freak’ aircar accident shortly
after passing his information along.

Valkris has been ordered to steal a copy of Kirk’'s original
report and get it back to the Empire. She has been informed
that a Klingon warship will be waiting to receive the data at
a rendezvous point just outside the Federation.

By using every contact, favor, and blackmail victim she’s
accumulated in years of service on Terra, Valkris has been
able to obtain Star Fleet uniforms and forged identity cards
allowing access to the Space Dock ComCenter. One of the
forged documents authorizes the bearer to conduct a routine
memory test on the ComCenter computer. Valkris believes
that it should be possible to break into the classified sections
of the computer’s memory bank while carrying out such a
test, though she warns the characters that it will be difficult
and that failure at any point will trigger alarms of increasing
magnitude. It should be obvious to the characters that Valkris
is destroying a painstakingly built-up Klingon spy apparatus
on Terra in order to give them a chance to infiltrate this
heavily-guarded Star Fleet installation.

Because she is a member of the Imperial Race, Valkris
herself cannot participate in the infiltration of the Space Dock,
leaving the characters with the responsibility for the actual
theft of the Genesis Proect tape. She has, however, arranged
transportation to the rendezvous point aboard a tramp freigh-
ter, the SS Eileen. The Eileen’s captain knows their real iden-
tity, but none of the others onboard have been told the truth.
Instead, the mostly non-Human crew believes that they are
picking up a group of merchants bound for a world just
outside the border. A small shuttlecraft from the Eileen will
be waiting for them at one of the Space Dock’s smaller hang-
ars once they have made a copy of the Genesis tape.

THE GLORIFIED RADIO SHACK

The characters will find the corridor leading to the Com-
Center blocked by an unusually large contingent of 20 Sec-
urity guards. Their farged |.D.s will be carefully scrutinized
(make the players sweat a little), but they will be allowed
inside.

The Space Dock’s ComCenter is big — really big. (Given
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the size of the Space Dock .itself, that should not be any’
surprise.) The room is filled with dozens of communications
consoles and computer terminals. The ComCenter’s ceiling
lights, and the faces of the roughly 100 Star Fleet Officers
and meninside are strangely illuminated by the multi-colored
lights on their instrument consoles. .

Once past the door, the characters will be met by Com-
mander Phillips, the ranking officer or duty in the Center.
He's been told that they’re here to conduct a routine check-
out of the Center’s computer memory bank, and he has ar-
ranged for them to use a secondary console for the test.
Phillips, a gruff little officer in his late 40s, is somewhat curi-
ous and will stay around to watch them work. Naturally, the.
character working at the console will find it impossible to
break into a restricted memory section with the Commander
looking right over his shoulder. It should be obvious to the
other characters that they will have to find a way to distract
Phillips while their companion works. If they decide to try
distracting him by talking with him, they will discover that,
unfortunately for their racial pride, Commander Phillips likes -
to tell Klingon jokes. If they can survive his humor, they will
have earned the Genesis Project tape. If the players can’t
distract him, after the playercharacters have suffered enough
and before direct confrontation, the curious Commander will
be called away for an important message. The object in this
encounter is not to kill the characters; merely to make them
nervous.

The character who's running the ‘memory test’ will be
able to break into the alassified section and make a copy of
Kirk’s report by making three separate Skill Rolls against his
rating in Computer Operations. If he fails the first roll, his
terminal will be cleared automatically by the main computer
and a small alarm will be triggered at the duty officer's desk.
Phillips will notice the small warning beep emitted by the
terminal. If the characters can explain away this ‘uninten-
tional’ security breach, another attempt can be made, but it
will take at least 5 minutes to set up another-‘test’ as cover
for the theft. Of course, the other characters will have to
occupy - Commander - Phillips’ attention during ‘that time
(something that should qualify as hazardous duty, given the
“quality” of his jokes).

If the character fails his second Skill Roll while at the
same console, a louder alarm will sound. This alarm will be
noticed by Phillips and by several of the nearby communica-
tions techs. At this point, it will take some pretty inspired
role-playing to explain the apparent attempt to break a top
security code. If the characters thought to move to another
terminal for the second attempt, a failed roll will only set off
the first alarm.

A failed third roll from the same console likely will end
the adventure. It will set off an alarm throughout.the Com- .
Center and at the nearest Security station. The characters
will be arrested and interrogated. Even if they can somehow
manage to escape, a near impossibility, they will have .no.
chance watsoever to get near the Genesis Project informa-
tion. (Klingon spies who are this unlucky and unskiliful prob-
ably wouldn't have survived very long as deep-cover agents
anyway.)

Three successful Skiil Rolls, however, will gain them the
data they seek. Once they have gotten the Genesis Project
tape, the characters will have to make their way to the SS
Eileen’s waiting shuttlecraft. The trip through the Space Dock
should be nerve-wracking, but not really dangerous.

THE SHUTTLE RIDE.

The old, battered shuttlecraft belonging to the SS Eileen
occupies the far end of one of the Space Dock’s smallest
hangars. The airlock door is open, and its drives are warmed
up for takeoff. Hans Markheim stands in the doorway, waiting

impatiently for the characters. If the characters don‘t re-
member to change out of their borrowed Star Fleet uniforms,
they will still be wearing them when Markheim sees them.

Markheim is tall, well-muscled, and blond-haired. He
wears a tight-fitting black tunic and a shoulder holster con-
taining an archaic .45 caliber pistol. Anyone looking him in
the face will notice the barely-suppressed maniacal glint in
his grey eyes.

Even though Markheim is very evidently ready to go, he
will insist on looking closely at every character’s identifica-
tion. If they are still wearing Star Fleet uniforms, they had
better show him their forged Star Fleet IDs, and they had
better have a good explanation for chartering the Fileen.

Markheim'’s takeoff is abrupt and violent, though he is
obviously a competent pilot. Once enroute to the Eileen, the
characters will notice that the shuttlecraft’s artificial gravity
generator is on the blink. As a result, they will be subjected
to variable gravity, ranging from .5 G to 1.2G; shifting every
couple of minutes. Markheim won'’t even appear to notice
the changing gravity. In fact, he'll be close-mouthed through-
out the entire half-hour trip to the Eileen. Anyone trying to
sit in the empty co-pilot’s chair will be greeted with a fierce
scowl and a muttered “Passengers and cargo in back!”
THE TRAMP FREIGHTER -

The SS Eileen lends new meaning to the phrase “old
rustbucket.” It is a minor miracle that the ship is still licensed
since it has obviously been years since the Eileen has been
as close to a dockyard as it is now. The ship’s airlock will
take twice as long to open as it should, and it will groan in
metallic protest at the unexpected labor. The air wafting out
of the Eileen smells of sweat, oil, smoke, and various spiced
foods.

Captain Harry Price will be waiting for his passengers in
the corridor just beyond the airlock. He is a short, rotund,
unshaven man in his mid-50s with bleary, bloodshot eyes.
Price is balding, and the thin, grey strands of hair left to him
are tangled and greasy. His shipboard tunic is stained and
unbuttoned, and anyone standing within 3 meters of him
will immediately be aware that Captain Price has been drink-

-ing heavily.
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He'll stagger forward, saying, “Welcome aboard the SS

" Eileen, gentlemen, welcome aboard! She may look like she's
on her last legs, but she’ll hold up for you. Won’t you, you

lucky little lady?"” With that, he will pat the bulkhead affection-

ately, pull his hand away, and wipe the grease and oil off

‘onto his tunic. He'll offer the same hand to the characters in

greeting. “Miss, ah, Valkryie is waiting for you in her cabin,

and I've had some of the hands moved to make room for
the rest of you. Hope you’ll be comfortable. The Eileen’s a
good ship, but she’s no soft-bottomed passenger-liner, you
understand!”

After mumbling a farewell of sorts, Price will turn toward
the ship’s bridge. Markheim will escort the characters to their
cramped rooms and then to Valkris’ somewhat more spa-
cious cabin. He will NOT be invited inside.

Valkris is again veiled to conceal her Klingon features,
and she keeps most of the lights in her cabin off to aid in
her disguise. A tray of food on the cabin’s small desk makes
it plain that she has been having her meals brought in, She
will ask for the Genesis Project tape and lock-it away inside
a small, metal case. After the characters brief her on their
. mssion to the Space Dock, she will warn them to keep an

eye out-for Markheim.

“lI managed to get a look at his personnel file. He's been
classified by Human psychologists as a psychotic, but worse,
he trained in Security at Star Fleet Academy! That pig, Price,
is attached to him, or | would have eliminated him before
we left. Be warned, though, he could be a danger to us.”
She will also inform the clyaracters that she intends to remain
in her cabin for most of the voyage, to avoid alerting the
Eileen’s crew.

ENROUTE TO THE BORDER
When the SS Eileenis seven days out from Terra, driving
- toward the frontier at Warp 3, her sensors will pick up a
Larson Class Destroyer proceeding on a parallel course. One
of the characters should be on the bridge when the Star Fleet
warship is detected by Markheim. When he hears the First
Mate’s report, Captain Price will turn pale, start sweating,
and ask the character, “Should we change course?”

Naturally, Markheim will be surprised by Price’s re-
sponse to a friendly ship. After the Captain gives him a stam-
mered, confused, and somewhat convoluted excuse involv-
ing rumors about pirates in disguised ships, broken-down

. sensors, and “a little too much to drink last night,” the First
Mate will turn back to his bridge console with raised eyeb-
rows. The destroyer will continue aralleling their course for
at least 24 hours before turning away.

The warship is NOT following the Eileen. It is merely
outward bound from Terra on a routine mission to the fron-
tier. However, Price’s reaction to it will be another indication
to Markheim that “something is very wrong here.”

THE CARD GAME

Shortly after Eileen’s unwelcome close encounter with
the Federation destroyer, Captain Price will invite all of the
characters to his cabin for “a little poker soiree.” Not all of
them will have to attend, but at least two or three should in
order to avoid offending the unpredictable Price. The game
is timed so that it will begin when the puritanical Hans Mar-
kheim is on watch.

The floor in Captain Price’s cabin is piled high with as-
sorted debris accumulated over a long period; dirty clothes,
empty liquor bottles, and half-smoked cigars. A small, bat-
tered table and several chairs have been planted in the midst
of this muddied mess. A bottle of cheap whiskey, several
dirty glasses, and a pack of tattered playing cards occupy
most of the table’s surface, and an old-fashioned set of plastic
poker chips rests in the center.

Price will invite his guests to have a drink and make
themselves comfortable. He is already well on his way to
being drunk, and he’ll wipe away a tear from one bloodshot
eye when he apologizes for the condition of his stateroom,
“It's just a last resting pace for an old bachelor like myself,
you understand.” He wants to play poker for what he consid-
ers ‘gentlemanly’ stakes: a minimum bet of 50 credits. A
system for fleshing out the ensuing poker game is contained

“in the Gamemaster’'s Notes section.

SUSPICIONS AROUSED

.AN UNFORTUNATE INTERRUPTION

Midway through the game, Markheim will stalk into the
Captain’s smoke-filled cabin. He is obviously upset that Price
is gambling with his passengers, and, if the Captain has been

losing (as is likely), he will be even more upset. Markheim
~ will move to confront his red-faced superior, “How can you

engage in these childish games now! You know that we need
every penny for the Eileen now that the banks are after us!”

Then, with lightning-speed, he will whirl around to con-
front the characters, “Vipers! How dare you take advantage
of an old man in his cups.” Markheim’s eyes are narrowed
and his face is distorted by rage; the characters should see
his hand moving siowly up toward the antique. pistol in his
shoulder holster.

Before anybody can start shooting, Price will lurch up
from his seat and grab Markheim’s gunhand. “Stop it! Stop
it, my lad. These are my friends, my guests. Don’t you worry
about the money...don’t you worry at Il. Why, this voyage
will pay what the banks need a dozen.times over. We're free
and clear after this job!”

Eventually, Price’s frantic babbling will get through to
his enraged First Mate, calming him down. Markheim will
want to know, however, just how much they are being paid
for this voyage. When Price quotes the exorbitant figure
promised by Valkris, the tall, grim-faced Mate will stare
openly at him for a moment, glance swiftly at the assembled
characters, and then nod his agreement that “it's a fair price.”

After this tense scene, Markheim will excuse himself to
return to his post on the bridge. If one of the characters
accompanies him, or if one of them was already on the
bridge, he should notice that the First Mate appears pre-oc-
cupied and inattentive to the normal watch-keeping routine.

Back in Price’s cabin, the inebriated and embarrassed
Captain will try to get the card game going again. He will
apologize for Markheim’s rude behavior and attribute it to
overwork. “Besides the engineer, Hans is the only one | can
depend on in this whole blasted ship!” The poker game
should continue until either the characters give it up, or until
Price has lost his initial stake. By this time, the Eileen’s Cap-
tain, who has been fortifying himself regularly with whiskey,
should be ready to collapse onto his unmade bunk.

THE SCAN

Later that same night, one of the characters should hear
a low, oscillating whine just outside his stateroom door. If
he rushes to the door, he’ll hear the sound cut off abruptly

“
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and footsteps hurrying away around the corner. The
gamemaster should make a secret Saving Roll against the
character’s INT score. If the roll is successful, the gamemaster
should tell the player that the noise sounded like that made
by a tricorder scan.

The tricorder scan has been conducted by Markheim. It
will reveal that the character is a Klingon, which will convince
the psychotic First Mate that he must take steps against the
group.

SABOTAGE

Early the next day, while he is off-duty, Markheim will
attempt to sabotage the Eileen’s warp drive control circuitry.
If any of the characters have been keeping an eye on him,
those outside his cabin will see him leave and walk aft toward
the engineering section. The Eileen is a small ship, and it
will be impossible for them to follow him without being spot-
ted.

If he is stopped and questioned, Markheim will show his
irritation, “What do you mean, what am | doing? I'm inspect-
ing the ship, in case you hadn’t noticed! Now get out of my
way!”

He will push past anybody in his path and go though
the hatch separating the crew section from engineering. Any-
one trying to follow him will discover that the door is locked.
A faded sign on the compartment wall next to the door reads,
“Off-limits to passengers beyond this point.”

If any of the characters tries to get permission to enter
Engineering from Captain price, they will find that the Captain
is indisposed; that s, he is lying in his cabin in a drunken
stupor.

Markheim will come back out through the hatch within
half an hour, and he will continue forward, apparently con-
ducting a genuine inspection. Unbeknownst to the player
characters, Markheim has made good use of his thirty mi-
nutes alone in Engineering. He has been able to rig the warp
drive control circuitry so that it will begin to fail within the
next 12 hours, forcing the Eileen to make port at a nearby
Federation colony. Markheim hopes to contact the authorities
during the Eileen’s enforced stopover.

BREAKDOWN

Within 24 hours of the unfortunate card game, the
characters will notice that the sound from the Eileen’s warp
drive is diminishing; accompanied by flickering and dimming
lights throughout the ship.

Anyone on the bridge will overhear the frantic report
made to Captain Price by S’lith, the Eileen’s alien engineer.
“Something iss wrong with the drive control circuitry. We
are losing power from the warp drive at an extreme rate,
and | esstimate that we will be unable to ssustain both warp
sspeed and our life Ssupport ssystemss within twelve
hourss."” Price will be panic-stricken and incapable of making
a coherent command decision.

Within minutes, Markheim will appear on the bridge,

allowing S’lith to go aft for an on-site inspection of the main
drive control circuits. After being briefed, Markheim will in-
stantly recommend that the Eileen try to reach port and make
repairs at any suitable nearby planet. His clear, concise advice
will seem to stiffen Captain Price’s spine, and the Captain
will order his First Mate to plot a course for the nearest
possible starport. .

After a quick computer check, Markheim will announce
that only one planet appears close enough: Tanar IX, a small
Human colony. At this point, Valkris’ imperious voice will be
heard over the intercom ordering the ranking player charac-
ter to her cabin.

Inside her darkened cabin, Valkris is unveiled and clearly
agitated. If the Eileen is delayed by more than 24 hours by
this breakdown, it is possible that they will miss the rendezv-
ous with the Empire's warship. It is essential that the repairs
be completed as quickly as possible. If the characters have
kept her up-to-date on Markheim’s movements, Valkris will
be extremely suspicious, and will order them to ensure that
he does not succeed in alerting anyone on Tanar IX.

Back on the bridge, S’lith will report that many of the
most important control circuits are completely fused, and
that he does not have the materials and spare parts needed
to replace them. S’lith will not directly answer questions
about the cause of the accident. “The sship iss old and an-
cient.lam ssurprissed that thiss has not happened before.”

INCIDENT ON TANAR IX

Tanar IX is an Earth-sized planet marked by vast, blue-
green oceans and one densely-forested continent. Heavy
cloud cover is visible over much of the world, and three
small, asteroidal moons can be observed racing across the
planet’s dayside. A solitary homing beacon indicates the lo-
cation of the colony’s starport.

TANAR STARPORT

Tanar Starport occupies a large clearing in the midst of
avast, continent-wide jungle. The port contains three landing
pads, a few sheet-metal warehouses, and a small contro|
station. Several wheeeled cargo carriers are parked near one
of the rusting warehouses. A narrow road, overshadowed
by tall trees, dense brush, and hanging vines, leads out of
the clearing toward the colony’s main settlement, New
Bougainville.

When the ship’s airlock is oened, those onboard the Ej-
leenwill be nearly overwhelmed by the hot, humid air outside
and by the shary exotic scents that it carries. High-pitched
cries and bird calls from the jungle around indicate a teeming
animal population.

S'lith will ask Captain Price’s permission to visit the Star-
port station in order to find the parts he needs. If Markheim
is still free, he will volunteer to accompany the Engineer,
and price, suffering a colossal hangover, will agree to his
suggestion. Any or all of the characters may join the dour
First Mate and the alien Engineer, but an unusually large
number (more than 2) of his fellow travellers will alert Mar-
kheim to the fact that he is under suspicion.

THE PORTMASTER

The Portmaster, John Davoreaux, is a burly, middle-aged
man wearing a civilian tunic with a large handkerchief tucked
carelessly in one pocket. Although his small, cluttered office
is air-conditioned, he periodically wipes the sweat off his
brow. On the other hand, his scarecrow assistant, a sallow,
cold man named Rigg, seems both passionless and efficient.
Except for two colonial policemen on duty at the main

T
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warehouse, Rigg and Davoreaux are alone at the Starport.

Davoreaux wiil be disappointed that the Eileen isn’t car-
rying any cargo for Tanar, but he will be glad to sell them
the parts needed to repair her, at a suitable markup, of course.
“Afterall, it could be weeks until our next supply ship getsin.”

After some friendly bargaining, Markheim and S'lith will
accept Davoreaux’s price for the replacement parts. The
portly portmaster will dispatch Rigg to show S’lith to the
right warehouse. He will offer drinks to Markheim and any
of the characters staying behind. Interestingly enough,
Davoreaux’s small office freezer contains some of the coldest
Altairean Suzies that they have ever had the good fortune
to taste.

ESCAPE ATTEMPT

If more than one of the characters stays with him, Mar-
kheim will stay inside the Portmaster’s office for as long as
he can, hoping that Davoreaux will invite him back to New
Bougainville as his guest. A visit that lasts more than an hour
will prompt the Portmaster to do just that. If the characters
let matters go this far, Davoreaux will invite them to come
along as well. He will set off with them down the jungle road
toward town in his personal groundcar. Once he gets into
town, it will be extremely difficult to stop Markheim from
escaping with his information without alerting the planetary
authorities that something is very wrong onboard the SS
Eileen. On the other hand, an attempt to seize Markheim and
Davoreaux on the road will leave the characters with the
difficult task of covering up the Portmaster’s disappearance
while the Eileen’s repaiys are completed.

if, however, only one character is left with Markheim,
the First Mate will make his farewells to Davoreaux and leave
the Portmaster’s office. He will abruptly stop by Davoreaux’s
personal groundcar and try to take the character prisoner. A
successful Saving Roll against Markheim’s DEX score will
enable him to get his pistol out of its shoulder holster. If the
character makes a Saving Roll against his DEX score, he will
be able to take a Combat and Emergency Evasion action. If
he fails the Saving Roll, the character will find himself staring
down the end of Markheim’s .45 caliber pistol. The gamemas-
ter should judge any combat according to the rules contained
in ST:RPG2. Any shots will be heard by everyone outside
the Eileen, including the two colonial policemen watching
Rigg and S’lith sort through parts in the main warehouse.

If the character surrenders or is beaten without anyone
else noticing, Markheim will take Davoreaux’s groundcar and
his prisoner and head for New Bougainville. Neediess to say,
if he succeeds in getting away, the Genesis Operation has
been blown and the Eileen will shortly be surrounded by
Tanar IX's colonial police force.

A prolonged and noisy fight will attract the attention of
the two policemen on duty at the Starport, and they will rush
over to intervene while calling for assistance on their com-
municators. If they get off a call for help, a police groundcar
carrying 4 officers will arrive at the Starport in approximately
15 minutes. Once again, the Genesis Operation will have been
ruined, regardless of the characters' victory or defeat in the
ensuing firefight.

If, however, the characters manage to stop Markheim or
sitence all of the Federation officials at the Starport before
anyone in New Bougainville is alerted, they should have a
chance to complete their repairs and get off-planet before
the strange occurrences at the Starport are discovered. It will
take S’lith at least 10 hours to fix the warp drive control
circuitry, and, during that time, a pair of colonial policemen
will arrive to relieve the men who were on duty when the
Eileen landed. if the characters can prevent them from report-
ing back to the headquarters in town, the Eileen will be long

gone before anyone finds out that something is wrong at
Tanar Starport.

If the player characters don’t destroy the Portmaster’s
records before they leave Tanar IX, the colonial authorities
eventually will put out an alert asking Star Fleet to intercept
“a merchant ship called the SS Eileen, whose Captain, crew,
and passengers are wanted on Tanar for questioning.” This
alert will make it impossible for the player characters to talk
their way past the USS Anderson in the next encounter.

INTERCEPRTION AT THE BORDER

CONTACT

Within a week after leaving Tanar IX, the SS Eileen will
benearing the Federation’s border with the Klingon Empire.
At Warp 3, the battered tramp freighter is scheduled to arrive
at the all-important rendezvous point within 15 hours. Sud-
denly, the Eileen’s sensors will pick up a ship moving on an
intercept course at Warp 7, or Warp 8 if Tanar IX has put out
its alert. Once again, Captain Price will ask the characters if
he should try to evade the interception, though it should be
obvious that it will be impossible to run away.

When the approaching starship is at close range, the
Eileen’s sensors will identify her as a Grayson Class Repair
Tender. At the same time, the Eileen will receive a transmis-
sion from the other ship: “This is Lieutenant Maynard, com-
manding the USS Anderson. ldentify yourself and conform
to my course.” The screen shows a square-jawed Human
male in his mid-30s with short-cut hair and a belligerent
expression.

THE INTERROGATION

After identifying the Eileen, the sweating Captain Price
will turn Maynard over to one of the player characters. The
Star Fleet officer wants information about the Fileen’s desti-
nation and mission, and Price justisn‘tup to telling a coherent
series of lies.

If no alert has been sent from Tanar IX, conversation
will be possible. If the character(s) talking to the officious
Lieutenant give him a convincing cover story, he will let them
go. Have the character make a Skill Roll against his rating in
Negotiation/Diplomacy, with a bonus of up to 20 for good
role-playing. A successful roll will persuade Maypard to let
the Eileen proceed oh its mission. A failed roll, however,
indicates that something in the character’s story has aroused
the Lieutenant’s suspicions. “Stand by to receive a boarding
party. | don’t want any more phony stories; | want some
answers!”

——_—L
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If an alert from Tanar X! has reached him, Maynard won't
even bother to listen to the characters. Instead, he will im-
mediately order his security team to board the Eileen.

THE BOARDING PARTY

The Security team from the Anderson will beam aboard
the Eileen within 5 minutes of Maynard's warning. It consists
of 5 security guards and Lieutenant Maynard himself. All are
armed with Phaser lls initially set on stun.

If the characters allow them out of the Eileen’s transpor-
ter room, the Star Fleet boarding party will move immediately
to the bridge in order to examine the ship’s log and papers.
At the same time, the Lieutenant will want to interview ALL
of the Eileen’s passengers and crew. It should be obvious to
the characters that they cannot afford that thorough an inves-
tigation, especially with Valkris (and possibly Markheim) on
board ship.

If they have let matters go this far, the characters are in
BIG trouble. Maynard will have becoe suspicious enough so
that he will be in constant communication with the Anderson,
and Captain Price's nerve will be visibly slipping under the
strain. Under these circumstances, it may be possible for the
characters to eliminate the boarding party, but it will be im-
possible to eliminate the fully alerted USS Anderson, with
her shields up and phaser at the ready.

If, however, the characters can kill or capture the entire
boarding party before it can contact the Anderson, they will
have a chance to get aboard the Federation ship and dispose
of the rest of the Star Fleet crew. While the gamemaster
should not give the Blayers a plan to accomplish this task,
he should give them several pieces of information that could
help them concoct a workable scheme:

l. Sensor scans show that all of the Anderson’s 10 re-
maining crewmembers
are gathered in one spot within the hull; on the bridge.

2. According to data from the Eileen’s computer, the
transporter room on Grayson Class Repair Vessels is located
adjacent to the bridge. This information should not be given
to the characters unless they ask the computer for copies of
the deck plans.

3. The Anderson’s screens are currently up, and it will
be impossible to beam aboard until they are lowered.

The Anderson will not lower her screens unless Lieuten-
ant Maynard issues the appropriate order. If one of the
characters tries to imitate Maynard'’s voice while ordering
the Anderson to drop her screens and beam the boarding
party back, the gamemaster should have the character make
a Skill Roll against his rating in Forgery with the following
die roll modifiers:

FORGERY SKILL ROLL MODIFIERS

For Other Skills:
Language: Galacta

(the Federation language) + Skill Rating
Federation Law

Rating 20 or less No modifier

Rating 21 to 25 + 5

Rating 26 to 30 +10

Rating 31 + +15
Human Psychology

Rating 10 or less -10

Rating 11+ No modifier

For Other Factors:

Lt. Smithfield's INT score - 65
Intentionally creating static

on the communicator +20

A successful Skill Roll indicates that the Star Fleet officers
and men on the Anderson have fallen for the trick and that

they will beam the Klingoi spies and would-be assassins
aboard. If the character fails the roll, Lieutenant Smithfield,
Maynard’s second-in-command, will demand their im-
mediate surrender, and he will send a priority message to
the nearest Starbase requeting assistance; a Larson Class
destroyer, the USS Scipio, will arrive within 12 hours. The
Anderson will fire on the Eileen if any attempt is made to
escape.

BOARDING THE USS ANDERSON

All of the Anderson’s remaining crew is gathered on the
ship’s bridge. With the entire security detachment aboard
the Eileen, only the bridge personnel are left. Grayson Class
ships are highly automated and the Anderson’s crew has
been below strength for some months. Because the ship is
on defensive alert status, all crew members are armed with
Phaser Is set on stun, but none have their weapons ready.

Once the Klingon attack begins, the Anderson’s Com-
munications Officer will start trying to broadcast an
emergency distress signal. This activity will be obvious to
the attacking characters. It will take 3 combat rounds to com-
plete.

The gamemaster should resolve the resulting firefight
using the rules contained in ST:RPG2. If the characters suc-
ceed in wiping out the Anderson’s crew, they will be able to
either destroy the ship or send it off on a course to nowhere.
It is doubtful that the Federation will be able to connect the
mysterious loss of the Anderson to the SS Eileen unless the
Communications Officer was able to send his distress call.

OTHER SCHEMES

Lieutenant Smithfield, Maynard's second-in-command,
will not allow a small craft to approach the Anderson, and
he will not allow the Eileen to escape, even if Maynard and
his men are being held hostage. If need be, he will order his
men to disable the tramp freighter so that it can be taken
under tow or held until a Star Fleet warship arrives on the
scene. Under NO circumstances will he order any more of
the Anderson’s crew to board the Eileen.

If the SS Eileen makes it past the Anderson, the ship wili
make it to the rendezvous point on time. A Klingon warship
captained by Kruge, Valkris' former lover, will be waiting at

T ‘ e -]
\ I ‘} |

% R g o P2 ool
the rendezvous. Anyone who has seen STAR TREK Iil: The
Search For Spock knows the fatal outcome of this meeting.
Nonetheless, the characters’ Family Lines have gained great
honor with the success of the mission, and a true Klingon
would understand and appreciate the Empire’s need for com-
plete secrecy in its theft of the Genesis Project secret.

ﬁ—_
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Cast Of Characters

THE PLAYER CHARACTERS \

The character spent five years as a private security guard for an
important corporation headquartered on the Space Dock.

Personality: Player decision

Name: Player decision Significant Skills Rating
Rank/Title: Commander /qu;)mmstrauon g;
Current Assignment: Terra Intelligence Network C” ery 29
Position: Undercover agent Sex: Player decision Ca:‘)usmg i Syst Operati 36
Race: Klingon/Human Fusion Age: 42 o mum.ca fons ystems Uperation
Communications Systems Technology 18
Attributes Electronics Technology 21
STR —64 CHA —40 Forgery 28
END —68 Luc —28 Interrogation 52
INT —64 psi —01 Language, Galacta 60
) DEX —73 Leadership 32
Combat Statistics: Marksmanship, Modern 62
To-Hit; Modern: 67 Bare-Hand Damage: 1D10+8 Negotiation/Diplomacy 12
HTH: 62 AP — n Personal Combat, Knife 3
Knife: 52 Personal Combat, Unarmed 53
Distinguishing Physical Characteristics: Personal Weapons Technology 23
The character has been surgically altered to look Human. Security Procedures 37
Brief Personal History: Social Sciences
This agent spent two years working as a junior clerk in the Office of Federation History 15
Star Fleet Research and Exploration. He {(or she) served as an interrogator Federation Law 19
and assassin for the Klingon spy network on Terra. Personality: Player decision
Name: Player decision Significant Skills Rating
Rank/Title: Lieutenant Comm¥nder Ac!mlmstranon ;g
Current Assignment: Terra Intelligence Network Bnbery_ 27
Position: Deep-cover Agent Age: 43 Carousing . 61
Race: Klingon/Human Fusion Sex: Player decision Computer Operations
Computer Technology 22
Attributes Forgery 36
STR —71 CHA —37 Interrogation 3,
END —52 Luc —36 Language
INT —71 psi —01 Galacta 67
DEX —61 Leadership 20
Marksmanship, Modern 58
Combat Statistics: Medical Scienzes
To-Hit; Modern: —59 Bare-Hand Damage: —1D10+7 Psychology, Human 1%
HTH: —53  ap: —10 Negotiation/Diplomacy 10
Personal Combat, Unarmed 46
Security Procedures 39
h Pilot 29
Distinguishing Physical Characteristics: g o::lit ;:e;;::; c ;:
The character has been surgically altered to look Human. Federation History 17
Brief Personal History: Federation Law 26
The character spent four years working as a computer operator in Surveillance 22
the Space Dock Cargo Handling segtlon. Personality: Player decision
Name: Player decision Significant Skills Rating
Rank/Title: Lieutenant Commander gd_zwmlstratlon ;2
Current Assignment: Terra Intelligence Network C:r ery 31
Position: Deep-cover Agent Age: 37 Con‘:uzlt‘;g Operation a1
Race: Klingon/Human Fusion Sex: Player decision p P ons
Computer Technology 10
Attributes Forgery 42
STR —72 CHA —32 Interrogation 33
END —61 we —41 Language, Galacta 71
INT —76 Psi —10 Leadership ~ 20
o . DEX —64 Marksmanship,Modern 51
Combat Statistics: Negotiation/Diplomacy 22
To-Hit; Modern: —58 Bare-Hand Damage: —1D10+9 Personal Combat, Unarmed 62
HTH: —63  ap: -—10 Security Procedures 42
Distinguishing Physical Characteristics: Shuttlecraft Pilot 20
The character has been surgically altered to look Human. Social Scienf:es )
Brief Personal History: Federat!on History 21
Birthplace: Federation Law 39
Surveillance 26

———————'L
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Name: Player decision Significant Skills Rating
Rank/Title: Lieutenant Commander gnbery. 22
Current Assignment: Terra Intelligence Network Ela;;lrlg;?cg Technol 22
Position: Deep-cover Agent Age: 40 " s lec Sn(') ogy
Race: Klingon/Human Fusion Sex: Player decision Environmental Suit Operation 39
Forgery 23
Attributes Ground Vehicle Operations - 19
STR —68 CHA —35 Interrogation . 30
END —72 Luc —4g Language, Galacta - BS
INT —60 psi —01 Leadership 23
) DEX —66 Marksmanship, Modern 51
Combat Statistics: Medical Sciences
To-Hit; Modern: —59 Bare-Hand Damage: —1D10+8 General Medicine, Human 17
HTH: —58 AP: —10 Klingon 27
Personal Combat, Unarmed 50
Distinguishing Physical Characteristics: Security procedures 35
The character has been surgically altered to look Human. Shuttlecraft Pilot 36
Brief Personal History: Social Sciences i
The character spent six years working in the Space Dock Repair Facility Federat,on History 15
- specializing in EVA repair work. Federation Law 20
Personality: Player decision
L
Name: Player decision Significant Skills Rating
Rank/Title: Lieutenant Commander Admln:;tratlon 5
Current Assignment: Terra Intelligence Network Carousing . 23
Position: Deep-cover Agent - Age:38 Computer Operatlons N 32
Race: Klingon/Human Fusion Sex: Player decision Ground Vghlcle Operations 12
Interrogation 38
Attributes Language, Galacta 59
STR —70 CHA —36 Marksmanship, Modern 53
END —59 we —31 Medical Sciences
INT  —62 psi —01 Psychology, Human 19
DEX‘— 70 Negotiation/Diplomacy 29
Combat Statistics: Personal Combat, Unarmed 45
To-Hit; Modern: —62  Bare-Hand Damage: —1D10+7 Social Sciences
HTH: —58 AP: —11 Federation History 17
Distinguishing Physical Characteristics: Survf;?l‘ljaer:izon Law i?
The character has been surgically altered to look Human.
Brief Personal History: - Personality: Player decision
Spent four years as a civilian clerk in the Colonial Operations Com-
mand headquarters aboard the Space Dock.
I
KLINGON INTELLIGENCE OFFICER \
Name: VALKRIS Significant Skills Rating
Rank/Title: Commander Alennstratlon 48
Current Assignment: Terra Intelligence Network Bnberyv «
Position: Network Leader Age: 44 Carousing . 46
Race: Klingon, Imperial Race Sex: Female Computer Operations 37
K Forgery 34
Attributes: Interrogation 47
STR —65 CHA —50 Language, Galacta 68
END —62 Luc —50 Leadership 32
INT —80 Psi —35 Marksmanship, Modern 64
DEX —77 Medical Sciences
Combat Statistics: Psychology, Human 22
To-Hit; Modern: 71 Bare-Hand Damage: 1D10+7 Personal Combat, Sword 55
HTH: 59 AP: —1 Personal Combat, Unarmed 4|
Sword: 66 Social Sciences
Federation History 23
Distinguishing Physical Characteristics: Federation Law 32
Valkris is 510" and, from the neck down, appears a beautifully prop- Surveillance 5t
ortioned Human female. As a member of the Imperial Race, she has the Personality:
Motivations/Desires/Goals: -

characteristic crest. She conceals it by wearing a number of elaborate
veils or hoods. She has the dark complexion and dark brown eyes of all
Klingons.

Brief Personal History:

Birthplace: The Imperial World

Valkris was born into a Family Line whose reputation had been dis-
graced by the incompetence and cowardice of two relatives. Determined
to erase this stain, Valkris has climbed steadily upward through the ranks
of Imperial Intelligence by using her wits, courage, and utter ruthlessness.
For the last few years, she has served as the Empire’s top agent on Terra.
She and Kruge were once lovers.

Valkris is interested only in the success of this mission. Aithough she
knows that she wilt die, she also knows that success will restore her Line’s
honor throughout the Klingon Empire. She will sacrifice anything and
anyone to complete the Genesis mission.

Manner:

Valkris is normally gold and arrogant. She is conscious of her complete
superiority to all of her subordinates. However, when it is necessary to
persuade rather than to order, she can use her comparative beauty and
charm to great advantage.

Special Knowledge/Powers:
Valkris is fully aware that she, and all her companions, will be killed
by Kruge after transmitting the information on the Genesis Project.

- .
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Name: PRICE, Harry

Rank/Title: Captain
Current Assignment: SS Eileen
Deep Space Freighter

Position: Captain Age: 54
Race: Human Sex: Male
Attributes
STR —51 CHA 54
END —65 tuc —18
INT —59 psi —03
DEX —45
Combat Statistics:
To-Hit; Modern: —29 Bare-Hand Damage: —1D010:3
HTH: —27 AP: —8

'Distinguishing Physical Characteristics:

Harry Price is a short (5'6"), fat (170 Ibs.), unshaven man. His brown
eyes are almost always bleary and bloodshot. He is balding and the little
hair he has left is grey, tangled, and greasy.

Brief Personal History:

Birthplace: Terra United Sl'mes of America

Price has had a tough life; a very tough life. After barely graduating
from the Merchant Academy, he drifted from company to company com-
piling a record of unsurpassed mediocrity with an occasional side-trip to
outright incompetence. Shortly after being fired by TransSolar for ship-
ping 3 cargo of computer software in a non-temperture controlled hold,
Price had the only lucky break he has ever had. in a poker game on Rolan
I, he won the SS Eileen with a full house. (Unfortunately, the ship had
ten years of payments left on its financing.) In the four years since, Price
has wandered throughout the Federation, desperately trying to make ends

-meet. He has always been behind on his ship payments, but the bank is

unwilling to foreclose on the Eileen  knowing the difficulty that it would

have in finding another buyer.

CREW OF THE SS EILEEN. \

Significant Skilis Rating
Administration 35
Bribery 33
Carousing 20
Computer Operations 16
Computer Technology T
Deflector Shield Technology 10
Forgery Fal
Marksmanship, Modern 13
- Medical Sciences .

Psychology, Human 10
Personal Combat, Unarmed 09
Shuttiecraft Pilot 10
Small Vessel Pilot 36
Social Science

. Federation Law 20
Space Sciences, Astrogation 34
Starship Helm Operation 30
Starship Sensors 10
Streetwise 23
Trade and Commerce 34
Value Estimation 26
Warp Drive Technology 14

Personality:

Motivations Desires Goals:

Price is desperate. He 1s now 5 months behind on payments to the
bank, and Vatknis has promised him enough money to pay off all his debts
with a substantial sum (1 million credits) left over. While he knows that

. Valkris and her associates are Klingons, he has convinced himself that

they are no real threat to the Federation. That belief, however, will be
strained by events as the adventure unfolds

Price has also convinced himself that Hans Markheim, his First Mate,
is actually his illegitimate son. Naturally, Markheim 1s nothing of the sornt;
Price’s belief is merely an alcohol-stimulated illusion. The Captain has
never told Markheim about their ‘relationship,’ but he looks after the ‘boy’
nonetheless. He will NOT willingly cooperate with the Klingons if Mar-
kheim is killed, thbugh he can be tortured into piloting the Eileen.
Manner:

Price is a friendly slob who is usually drunk. The drunker he gets, the
more sickeningly sentimental and affectionate he will become. At the
same time, his nerves are not in good condition, and he cannot endure
suspense or pressure without cracking.

Special Knowledge/Powers:

None.
Name: S'LITH Significant Skills Rating
Rank/Title: Chief Engineer Artistic Ability, Dance n
Current Assignment: SS Eileen, Deep Space Freighter Computer Operation 27
. Computer Technology 15
Race: Sorvaio Electronics Technology 22
Age: 58 Language. Galacta 23
Sex: Male Life Support Systems Technology 18
Attributes Marksmanship, Modern 12
STR —67 cHA —25 Mechanical Engineering 21
END — 48 e —28 Small Vessel Engineering 27
INT —59 PSI  —05 Transporter Operation Procedures 28
DEX — 63 Transporter Systems Technology 37
Combat Statistics: Warp Drive Technology 43
To-Hu; Modern: —38  Bare-Hand Damage —1010-3 Personality:
HTH: —32  ap —10 v -

Distinguishing Physical Characteristics:

S’lith s roughly 58" tall and weighs approximately 135 Ibs. He has
a humanoid body and a greyish-white (?} bulbous head with protruding
eyes.

Brief Personal History:

Birthplace: Sorvalo Vi

S’hth was a scholarship candidate to the Merchant Marine Academy
and the first of his race to live and work off-planet. His appearance made
1t dhfficult for him to find a position until he came to the SS Eileen, whose
Captain is far too poor to be picky.

Motivations Desires Goals:

S’lith is an engineer who enjoys his job. Keeping the antiquated and
decaying Eileen in running condition has become an obsession with him
He has no loyalty to the Federation, only to the ship. He will obey the
orders given him by Captain Price or by anyone in authority over him -
unless they will endanger the Eileen.

Manner: ¢

S’lith speaks Galacta very poorly and with a thick accent. He is brusque

and often rude when dealing with ’biological mechanisms

Special Knowledge/Powers:
None.
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Name: MARKHEIM, HANS

Rank/Title: First Mate
Current Assignment: SS Eileen, Deep Space Freighter

Race: Human

Age: 27
Sex: Male
Attributes
STR —80 CHA — 66
END — 66 we —21
INT —49 Pt —27
DEX —72
Combat Statistics:
To-Hit; Modern: -—56 Bare-Hand Damage: —2D10:+4
HTH: —58 AP: — 1
Knife: —51
Pistol: —54
D

Distinguishing Physical Characteristics:

Markheim is 6’3" tall and brawny, weighing roughly 215 pounds; he
has blond hair and grey eyes. He always wears a tight-fitting black tunic
and a shoulder holster with an archaic .45 caliber pistol. In addition, Mar-
kheim carries a knife in a boot sheath and owns a Phaser | in the Eileen’s
arms locker.

Brief Personal History:

Birthplace: Terra Germany -

Markheim entered the Star Fleet Academy when he was 18 and choos-
ing the Security Branch School. He had great difficulty at the Academy
and was given a Section 08 Medical discharge while on his third cadet
cruise. Fortunately, he met Captain price shortly thereafter, and Price, for
his own reasons, immediately hired him as the Eileen’s First Mate.

Significant Skilis Rating
Bribery ) "
Carousing 19
Computer Operations 30
Damage Control Procedures 10
Environmental Suit Operation 20
Forgery 15
Language, Klingon ' 15
Life Sciences, Exobiology 10
Leadership 10
Marksmanship, Modern 40
Marksmanship, Archaic 37
Medical Sciences

General Medicine, Human 10
Personal Combat, Knife 29
Personal Combat, Unarmed 40
Security Procedures 32
Shuttlecraft Pilot 25
Small Unit Tactics 20
Social Sciences

Federation History 15

Federation Law 27
Space Sciences

Astrogation 10

Astronautics 21
Starship Sensors 14
Zero-G Operations 18

Personality:
Motivations Desires Goals:

Markheim is a centified near-psychotic  a condition that prompted
Star Fleet's Medical Review Board 10 recommend his immediate dis-
charge. The Eileen’s First Mate nurses a lasting sorrow at his ouster from
Star Fleet. He loved his job as a Security Officer and has impossible
dreams of regaining his position. He will seize any opportunity to thwart
the plans of Valkris and her Klingon spies, unless it puts Captain Price’s
life in direct jeopardy.

Manner:

Markheim is always tense and on the edge of losing his temper. He
detests ‘civilians’ and will be openly contemptuous of the Eileen’s passen-
gers. He regards Harry Price with a mixture of pity and affection.
Special Knowledge/Powers:

None.

Rank/Title: Standard-issue Crewman
Current Assignment: SS Eileen,
Deep Space Freighter

Race: Various, but no Humans or other major Federation races
Attributes

STR —60 cHA —40
END — 65 we —25
INT —45 psi —O01
DEX —55

Combat Statistics:
To-Hit; Modern: —33 Bare-Hand Damage: —1D10 -5
HTH: —38 AP: -9
Significant Skills ) Rating
Marksmanship, Modern 10
Personal Combat, Unarmed : 20

—“—'—L
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Name: DAVOREAUX, John

Rank/Title: Portmaster
Current Assignment: Tanar IX Starport

Race: Human

Age: 39
Sex: Male
Attributes
STR —54 CHA —53
END —52 Luc —43
INT —68 pst —O
DEX —46
Combat Statistics:
To-Hit; Modern: —38 Bare-Hand Damage: —1D10+3
HTH: . —23 AP: —8

Distinguishing Physical Characteristics:
Davoreaux is 510" tall, and he weighs more than 190 pounds. He

sweats profusely in Tanar IX’'s hothouse climate, and his brown hair is .

usually matted down by the heat.

Brief Personal History:
Birthplace: Terra/United States of America

.Davoreaux graduated from the Merchant Marine Academy by the:

skin of his teeth. His poor test scores and grades made it impossible for
him to find a more prestigious post, and, as a result, he has been Tanar’s
Portmaster for nearly 16 years now.

TANAR IX STARPORT PERSONNEL \

Significant Skills Rating
Administration 40
Bribery 20
Carousing 42
Communications Systems Operation . 18
Ground Vehicle Operations 14

- Language, Orion 41
Marksmanship, Modern 29
Negotiation/Diplomacy 30
Social Sciences .

Federation Law 45
Streetwise 28
Trade and Commerce 33
Value Estimation 30

Personality:

Motivations/Desires/Goals:

. Any ambitions that Davoreaux once had have been sublimated by a
fondness for food, fun, and drink. He still tries to outbargain visitors to
Tanor, but he does it more out of habit than anything else. He is a firm
believer in discretion as the better part of valor, and he will vanish into
the surrounding jungle the moment any firing starts.

Manner:.

Davoreaux is a bluff, open, friendly man. He likes to be liked, and he
will welcome any visitor to this lonely Federation colony with an out-
stretched hand and an open refrigerator.

Special Knowledge/Powers:

None.
o
Name: RIGG, Simon Significant Skills : Rating
Rank/Title: Assistant Portmaster édmnm'strauon ;2
Current Assignment:-Tanar IX Starport arousing .
Computer Operations 34
Race: Human Language, Vulcan 40
Age: 34 Marksmanship, Modern 37
Sex: Male Medical Sciences
Attributes Psychology, Vulcan 10 )
STR —44 CHA —42 Negotiation/Diplomacy 30
END —58 e —37 Social Science
INT —72 Pl —24 Federation Law 53
DEX — 66 Value Estimation 40
Personality:
e, Motivations/Desires/Goals:
?TizftMs';““'.c" 52 8 Hand D . 1D10 Rigg is determined to get off Tanar IX and to obtain a more suitable
o-hit: H"?H'em. :33 A:"e‘ andUamage: - 10 posting. He has set out 1o be even more efficient than he already is, with

Distinguishing Physical Characteristics:

Rigg is a talt (6'2”), thin man. He has an awkward stride and might
almost be taken for an ‘Ichabod Crane’ figure-of-fun, were it not for the
cold, forbidding expression he always wears and his icy blue eyes. His
whitish blond hair is cropped close to his skull.

Brief Personal History:

Birthplace: Terra Great Britain

Rigg grew up in a foundling home and won a scholarship appointment
to the Merchant Marine Academy. Despite his obvious talent, his utter
inability to make friends resulted in an assignment to Tanar IX.

predictably irritating results. If Markheim makes an escape attempt, Rigg

-will jump at the opportunity to win a name for himself by foiling the

Eileen’s ‘criminal plot.’ First, he will try to get to the nearest communicator
in order to summon police assistance and he will then use his personal
sidearm, a Phaser |, to help fight off the Klingon spies.

Manner:

Rigg’s prim efficiency is obvious and it is obviously annoying 1o
Davoreaux, his superior. He does not smile, laugh, or show any emotion.
In fact, Rigg appears to be trying very hard to emulate the Vulcans, whose
language and psychology are virtually his only hobbies.

 Special Knowledge/Powers:

None.

Rank/Title: Standard-issue Colonial Policeman
Current Assignment: Tanar IX Starpornt

Race: Human

Attributes
STR —65 CHA —50
END —65 tuc —50
INT —50 ps1 —20
OEx —65

Combat Statistics:

To-Hit; Modern: —58 Bare-Hand Damage: —1D10+7
HTH: —55 AP: —10
Significant Skills ‘ Rating
Marksmanship, Modern 50
Personal Combat, Unarmed 45
Security Procedures 25
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STAR FLEET PERSONNEL

Name: PHILLIPS, Randolph

Rank/Title: Commander
Current Assignment: Space Dock
Communications Center

Position: Duty Officer Age: 46
Race: Human Sex: Male
Attributes
STR —61 CHA —48
END — 65 Luc —58
INT —67 PSI —02
DEX — 64
Combat Statistics:
To-Hit; Modern: —48 Bare-Hand Damage: —1D10+5
HTH: —46 AP: —10

Distinguishing Physical Characteristics:
Phillips is a short, wiry man. He is only 5’6" tall and weighs just over
125 Ibs. His curly black hair is now more than hatf grey.

Brief Personal History:
Birthplace: Terra Canada

AN

Significant Skills Rating
Communications Systems Operation 72
Communication Systems Technology 43
Computer Operations 39
Marksmanship, Modern 32
Personal Combat, Unarmed - 28

Personality:
Motivations/Desires/Goals:

Phillips is bored by life aboard the Space Dock, and he longs for an
assignment with the Military Operations Command, hopefully facing the
Klingons.

Manner:

Phillips dislikes Klingons and will seize any opportunity to tell a ribald
Klingon joke. He is also a curious man filled with great energy, and he
finds it difficult to sit or stand still.

Special Knowledge/Powers:
None.

Name: MAYNARD, Jerome

Rank/Title: Lieutenant
Current Assignment: USS Anderson,

Position: Captain Age: 34
Race: Human Sex: Male
Attributes
STR —56 CHA ~71
END — 63 tuc —59
INT —60 PSt —40
DEX ¥—61
Combat Statistics:
To-Hit; Modern: —53 Bare-Hand Damage: —1D10+6
HTH: —46 AP: —10

Distinguishing Physical Characteristics:
Maynard is 6' tall and weighs 180 Ibs. He is square-jawed and keeps
his dark brown hair cut short.

Brief Personal History:

Birthplace: Terra United States of America

Maynard has been unlucky throughout his Star Fleet career. He has
long dreamed of serving as a dashing officer aboard a large warship or
exploration cruiser, but he’'s never gotten closer than the Merchant Marine
Division. He has been the Anderson’s commanding officer for almost two
years.

Significant Skills Rating
Computer Operations 20
Language, Kiingon 29

Leadership 32

Marksmanship, Modern 44
Medical Sciences

General Medicine, Human "
Negotiation/Diplomacy 14
Personal Combat, Unarmed 30
Social Science

Federation Law 41
Space Sciences

Astrogation 27

Astronautics 24

Astronomy ) 10
Starship Combat Strategy Tactics 28

Personality:
Motivations Desires Goals:

Maynard is extremely ambitious and extremely zealous in the pursuit
of his duty. His loyalty to Star Fleet and to the Federation is almost fanat-
ical. Maynard has become so bored with tending navigation buoys aboard
te Anderson that he will leap at any chance for action and the SS
Eileen’s suspicious appearance will rovide him with that opportunity. If
he is captured by the characters, he will not betray his ship or crew into
their hands.

Manner:

Maynard always attempts 1o act like the hard-bitten, experienced
naval officer that he would like to be. His voice is harsh, and its arrogant
tone makes everything he says sound like an order.

Special Knowledge/Powers:

Name: SMITHFIELD, Bartholomew

Rank/Title: Lieutenant
Current Assignment: USS Anderson,

Position: First Officer Age: 31
Race: Human Sex: Male
Attributes
STR —71 CHA —59
END —56 e —64
INT —65 PSI —12
DEX —61
Combat Statistics:
To-Hit; Modern: -—48 Bare-Hand Damage: —1D10- 6
HTH: —47 AP: —10

Distinguishing Physical Characteristics:
Smithfield is just over 510" 1all and weighs 160 pounds. He s red-
haired and has a freckled complexion.

Brief Personal History:

Birthplace: Terra New Zealand

Smithfield has been in the Merchant Marine Division since leaving
the academy, and, in fact, he has always requested reassignment within
that Division.

. Motivations Desires Goals:

None.
Significant Skills Rating
Marksmanship, Modern 35
Personal Combat, Unarmed 33
Starship Combat Strategy Tactics 23

Personality:

Smithfield 1s content 1o be a serving Star Fleet officer. He actually
enjoys the slow, quiet routine involved in maintaining and repairing the
Federation’s navigation buoys
Manner:

Smithfield is a cautious, slow-moving officer. Although he is of shghtly
above-average intelligence, he will seem to ponder every decision for a
very LONG time, a habit that should prove nerve-wracking to any Klingons
preparing to beam aboard the Anderson

Special Knowledge/Powers:
None.

-—/—‘
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Rank/Title: Standard-issue Security Guard Combat Statistics:

Current Assignment: USS Anderson, To-Hit; Modern: —55 Bare-Hand Damage: —1D10+8

Race: Human HTH: —55 AP: —10

Attributes Significant Skills Rating
STR —70 CHA —45 Marksmanship, Modern 50
END —65 Luc —50 Personal Combat, Unarmed 50
INT —50 psi —15 Security Procedures 30
DEX —65 R

Rank/Title: Standard-issue Crewman Combat Statistics: )

Current Assignment: USS Anderson, To-Hit; Modern: —45 Bare-Hand Damage: —1D10+5

Race: Human HTH: —43 AP —10

Attributes Significant Skills Rating
STR —60 CHA —56 Marksmanship, Modern 30
eno —60 Luc —50 Personal Combat, Unarmed 25
INT —60 pSI —20
DEX —60

SEER—

Background

Information

PLAYER CHARACTER KNOWLEDGE

CHARACTER BACKGROUNDS

All of the player characters are Klingon ‘agents-in-place,’
planted on Terra years ago. They have been surgically altered
to enable them to pass for Humans, and they have been
placed in ordinary jobs in strategically important Federation
installations. In wartime, their missions would include every-
thing from industrial sabotage to assassination. Their ac-
tivities in peacetime, however, have been restricted to routine
intelligence-gathering.

Although they are ail part of the same intelligence net-
work, they have never met each other. Before the meeting
in San Francisco, their only contact with Valkris has been by
message drop. None of them has spoken with a fellow
Klingon for years.

VALKRIS

The characters know that Valkris is the Empire’s top sec-
ret agent on Terra. Since each of them has worked for her,
however indirectly for a number of years, they are well aware
of her complete ruthlessness and competence. Whereas the
characters know that she will not hesitate to sacrifice their
lives, they also know that she will only do so if itis absolutely
necessary. They have also heard that she is regarded as one
of the top duellists in the Klingon Empire.

TANAR IX

WORLD LOG

System Name Tanar

Number of Class M Present o ron

1

PLAYER CHARACTER EQUIPMENT

Valkris will give each character an easily-concealed Ph-
aser | to use as a personal sidearm. Furthermore, she keeps
acase containing high-powered Phaser lls inside her cabin.

She will give each character 1500 credits ‘for contingen-
cies.’ Valkris, herself, has another case with 50,000 credits
inside for use along the way.

In addition, the gamemaster should allow the players to
carry small common articles with them when they board the
Eileen.

THE GENESIS PROJECT

None of the characters knows exactly what the Genesis
Project is, and they will not know even if the data theft is
successful, since the memory transfer will take place in
microseconds. However, they have heard certain rumors that
indicate that the project is biological in nature and that it has
a vast military potential. Valkris will NOT brief them on the
nature of the Project unless it appears likely that she will not
make it alive to the rendezvous point.

World Name Tanar X

Position in System s
Number of Satellites oo ron

Planetary Gravity ({23*%)

Planetary Size:
Diameter 14,300 km
Equatorial Circumference 44,000 km

3
1.1

Total Surface Area 561,000 km?
Percent Land Mass owosan 22
Total Land Area 112,200,000 km?
Planetary Conditions:
27

Length of Day .20
Atmospheric Density 1o ron

hours
Terrestrial

General Climate o100 ron Tropical
Mineral Content 1o rom: ag%
Normal Metals
. Special Metals None -
Radioactives 07%
Gemstones None
None

Industrial Crystals

*“—
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Tanar IX is a small Human colony, established 46 years
ago and located near the Federation’s border with the
Klingon Empire. The colonial government is headquartered
in New Bougainville and maintains a small police force used

primarily to keep the peace inside the town.
Although several thousand people live in New Bougain-

ville, most of Tanar’s 50,000 settlers live on plantations scat-

tered across the single continent. These labor-intensive plan-
tations are its main industry, provide its only export crop,
and provide its only source of off-world income. The planters
cultivate and harvest the sap of the Trinchos plant, which is
used to make several important anibiotics after off-world
processing.

*

Gamemastenr’s Notes

/

THE CARD GAME

Although the game system given below should be used
to help flesh out the poker game in Captain Price’s crowded
cabin, it cannot provide all of the intricacies and suspense
of a real card game. The gamemaster should describe the
die rolls used in the system as if they were authentic poker
hands (“a pair of Jacks, three 10s, a Full House!” and so on).
INITIAL STAKES

Captain Price has 1000 credits in ready money available
to him. Each of the player characters should still have the
1500 credits of contingency money given to him by Valkris.
THE GAME
Ante Up!

Each character who desires to play antes up by placing
60 credits in the pot.

The Deal

To simulate the cards dealt in the game, each player
rolls D100, keeping the result secret. To this roll, modifiers
for luck or skill are added, as shown in the table below. The
gamemaster rolls for Captain Price, who is also the dealer.
POKER GAME MODIFIERS

For Skill In Carousing:
Add Skill Rating

For Luck:

LUC Score Modifier
01-10 -30
11-20 -20
21 -40 -10
41 - 60 No Modifier
61 — 80 +10

81+ +20
Place Your Bets, Gentlemen

Starting with Captain Price and moving clockwise around
the table, the poker players announce their decision either
to fold (not bet on this hand) or to bet. When it is his turn
to bet or fold, each player may add 50 credits to the total
amount bet before him, he may to match the current bet, or
he may fold. The maximum bet on any hand is 250 credits.
As players bet, they should subtract the amount bet from
their initial stakes.

Price is a pathetic gambler and he will follow a predict-
able betting pattern, as shown in the table below. His skill
and his bad luck cancel one another out, and so his dice rolls
are unmodified. If one of the characters raises Price’s bet,
he will fold his cards in disgust unless he has a 61+.
CAPTAIN PRICE'S BETTING PATTERN

DiceRoll Bet
30orless Fold.

31 -50 Bet 50 credits more.
51-70 Bet 100 credits more, total.
71 - 90 Bet 150 credits more, total.

91+ Bet maximum.

Winning The Pot

If a player folds, he loses his ante and whatever money
he has bet. After all betting is complete, or after the 250-credit
limit is reached, all players reveal their hands (modified dice
roll). The highest modified roll takes the pot.
Play Another Hand?

if Price still has money left, repeat the entire process. If
he doesn’t he will angrily close the game down.

VALKRIS’ ACTIONS
Valkris is a tough character, and the gamemaster should

make sure that the players don‘t rely too heavily on her to
get them out of tight situations. Because she plans to stay
in her cabin guarding the stolen copy of Kirk’s Genesis Project
report, she will expect the characters to deal with the Captain
and crew of the SS Eileen and any outsiders they might
encounter on the way to the border. Remember, Valkris will
not have any patience withincompetents and shiftiess lay-ab-
outs who cannot deal with simple situations. She does not
suffer fools gladly; she makes them suffer.

If, however, the players are unable to come up with a
plan when confronted by a hostile USS Anderson, the
gamemaster could use Valkris to feed the players hints about
the only workable plan of action. Since she must survive to
reach the rendezvous point with the stolen tape, she will not
join the player characters in any assault on the Anderson.
Instead, she will remain behind to insure Captain Price’s con-
tinued cooperation.

At the gamemaster's discretion, Valkris may tell the rank-
ing player character that all are on a suicide mission.
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