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When questioned further, Sondar w1[l o
- explain. The Twelve Crystals have been the its ai

treasures of Korellios for several millennia

natural treasures have been stolen— by the
crew of Trelaine’ Luck, a Federation mer-

_ Although kept in the Vault of the Kadar, will
n- they have been occaz,ronally removed and
e-  studied by scientists and art lovers from all

_over known space. Now, these priceless

chant ship. The guards at the Vault were

stunned by phaser fire, and the small cases
containing the Twelve were melted open.
One of the guards recovered conscious-
ness long enough to see four humans run-
ning out of the Vault. He alerted the plane-
tary defense command in time to stop the
ship from fleeing Korellios.

Treen explains that, although Captain
Falconer of the Trelaines Luck insists that
he and his men are innocent, he has sealed
his ship and refused to allow the Korellian
authorities onbhoard. The ambassador
wants the characters to discover the truth,
recover the Twelve Crystals, and take
Falconer and his crew into custody if
necessary.
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The Trelames Luck
To get to the ship safely, the characters
will have to persuade Sondar to provide

and his men‘ won". ;

that they re going' 'to

that Smr Fieet and :
gard action of tha_t__

them with a safe-conduct and an armed es- ¢

cort. He will be hesitant, fearing new

Federation treachery; and one of the char-
~ acters will have to use his diplomatic skills:

~ Average the character$ Skill Rating in Ne-

gotiation/Diplomacy with his Charisma

~ (CHA) and subtract 10, If he makes the roll,

_ Sondar w1l1 agree to their requests. Also
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Korellios VI, Political Notes: The Korellians
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are governed by an elected council, the Ka-

dar (literally, “the Geologists”). With their

early astronomical experiments frustrated

by the planets near-constant cloud-cover,
~ the Korellians opted to refine and pursue

the earth-sciences instead. As a result, they
have a high level of technology, but no in-
terest in space travel. Consequently, they

_have refused to join the Federation, prefer-
ring to retain complete sovereignty on

their single world.

The Korellians: The Karellians are a short,
heavily-built race descended from reptiles.
Their thick, gray skins are covered by
scales in early childhood and shedding
scales are a sign of maturity Most
Korellians are blunt in speech and single-
minded in thought (Cultural Note:
Korellians regard the color green as a sym-
bol of hostility and imminent conflict,
Federation citizens visiting Korellios are
cautioned to avoid wearing this color.)

The Twelve Crystals of Korellios: The
Twelve are among the most prized trea-
sures of the Korellian people. According to

legend, the first Kadarin (“Geologist”)

found them floating in a pool of molten

Jlava near the site of an active voleano. Sup-

tor. This island is the only land mass on
- Boreas 11 The planet has no mining indus-

- out the UFP for decade .
nent collectors are known to h
10 pay fantabhc sums for th

| Boreas I Boreas ll is Eocated 0uts1de the
~ UFR The entire human populanon lives on _

a small island just above the pianets eq

try or manufacturmg fac1ht1es

Gamemaster Informatzorz e
If the players need a hint, remmd thern

- where the Twelve Crystals were found.

Ambassador Treen: STR 43, END 58, DEX
- 46, CHA 66, INT 69, LUC 68, PSI10, Admm
istration 62, Negotlauon/Dlplomacy 69.

Captain Falconer: STR 62, END 59, DEX
49, INT 62, CHA 51, LUC 53, PSI. 30, Ne-

 gotiation/Diplomacy 47, Unarmed Per-
sonal Combat 47, Starship Combat
Strat/Tactics 48, Ieadershlp 59, Street-
wise 65, Marksmansth/Modern Weap
ons 43.

Sondar: STR 57, END 46 DEX 45, CHA 31
INT 58, LUC 22, PSI 18, Armor4,
- Damage 8, Leadership 55, Admlmstra
tion 53, Negouauon/mplomacy e

Trelaine’s Luck Crewman: STR 70, END 71,
DEX 68, CHA 46, INT 48, LUC 49, PSI 18,
Unarmed Personal Combat 54, Marks
manship/Modern Weapons 55. ey

Patrick Larkin bas authored severa! Star

Trek pieces for FASA Corp, as well as. other
FASA Conp. products, mcludmg
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