The characters used by the players should be
senior officers of a Constitution class heavy
cruiser. Although the Enterprise is used this
may be changed to suitthe circumstances of a
campaign. This scenario was written using
first edition Star Trek rules.

PLAYERS'
INFORMATION
Captains log,

Stardate 7734.2,

11.00 hours:

The Enterprise is

on a routine sur-

vey mission in

the Organian ®
Neutral Area.We

have just .
received distress -
signals from a

Klingon civilian freighter, claiming

that their reactor has developed
antimatter instabilities and will

detonate in a few minutes. The

crew are abandoning ship. If this
message is genuine we are bound

to rescue them, if false we are likely

to enter a trap. | have decided to "
investigate.

Captains Log Supplemental, 11.45
hours:

At 11.25 hours we detected a mat-
ter-antimatter explosion near system KA-1102. Sen-
sor readings confirmed the destruction of a Klingon
freighter, and records show that it is on an
authorised route. We are now in touch with a
lifeboat, and will scan itsfor hidden weapons and
explosives before we beam the survivors aboard.

Captains Log Supplemental, 12.15 hours:

Nine survivors, the full crew complement of the
freighter, have been rescued. The captain has
requested transport to Kh‘ngo;r territory.

Captains Log Supplemental, 12.35 hours:
One of the Klingons, named Zalthat Maalaax, has requested
political asylum.

REFEREE'S INFORMATION

Maalaax is a deserter, a Klingon Navy Lieutenant, who used false
papers to join the merchant fleet. He supports an outlawed extrem-
ist political and religious faction which favours an immediate all-out
war with the Federation. Most of this faction were killed in recent
purges within the Klingon fleet; Maalaax fled to avoid execution.

Maalaax's faction considers the indirect tactics currently favoured
by the Klingon rulers to be an insult to the warrior spirit of the Klingon
race. He asked for political asylum because he knows that the freighter
survivors will be interrogated when they return to Klingon space. He
will pretend that his faction wants peace with the Federation. He is a
skilled politician, and can defeat voice stress analysis and conven-
tional lie detectors, unless questions are worded extremely carefully.
The following questions and answer session shows his technique:

Q: Why do you want political asylum?

A: | was being persecuted by the Klingon government.

Q: Why are they persecuting you? '

A: | oppose their military policies.

Q: Which policies do you mean?

A: | don’tthink that we should be attempting to sabotage
Federation activities (Maalaax means that he would prefer all-out war,
but doesn't say so).

O Which Federation activities do you mean?

. (Maalaax describes a Klingon subversion attempt which he
knows has failed. He has successfully diverted attention from his polit-
ical goals.) &

]

Maalaax will not voluntarily submit to Psycho-Tricorder interrogation
or truth drugs. He intends to escape on a neutral world, and make his
way back to the Empire to resume an underground political career.

If Maalaax istaken at face value he will escape sooner or later, doing
as much damage as possible before he leaves the ship. If he is ques-
tioned properly when he defects, or after an abortive escape attempt,
he will reveal the following information:

The freightercarried five Klingon agents on its last trip, three weeks
earlier, and met a Federation shuttle near System KA-1102. The agents

boarded the shuttle carrying several equipment cases. Maalaax does
not know what the agents planned; and didn't see the registry number
of the shuttle. He believes that they intended to sabotage the Federa
tion colonies in system KA-1102.

The spies were members of an infiltration squad who spent some
time determining the weak points of the colonies and have now taken
over automated mining facilities, reprogramming the equipment to
bombard two colonised class M worlds with 500-ton ore cargoes.
Once the main cities are destroyed the Klingons will say that the Feder-
ation colonisation effort has failed, and will claim the system for the
Klingon Empire.

SYSTEM KA-1102: PLAYERS' INFORMATION

This system is midway between Federation and Klingon space, and is
notable foritstriple suns, a close trio less than two million miles apart.
They radiate powerful gravitational waves and electromagnetic
pulses, making Sensor and Transporter operation unreliable.

SYSTEM SURVEY

KA-1102/1 Hell ' Type: V(Venustype)
Satellites: 0 Planetary Rotation: 814 hours
Gravity: 0.9G Land: 100%

Atmosphere: Thick/Corrosive Climate: Hot(250-4007C)

Mineral Content: Normal metals 97%, special minerals 5%,
radioactive 35%, gem stones 73%, industrial crystals 19%

KA-1102/1l High Sierra Type: M (Vulcantype)
Satellites: 2 " Planetary Rotation: 27 hours
Gravity: 1.2G Land: 95%

Atmosphere: Thin Climate: Hot(30-45°C)

Mineral Content: Normal metals 79%, special minerals 44%,
radioactive 75%, gem stones 42%, industrial crystals 39%

High Sierra is a hot dry world with 1247 inhabitants, mostly Vulcans.
Principal activities are mining and operation of a solar observatory
and other scientific facilities. There are no native lifeforms.

KA-1102/lll New Sussex Type: M (TerraType)

Satellites: 1 ) Planetary Rotation: 24 hours

Gravity: 0.9G ' Land: 45%

Atmosphere: Normal Climate: Temperate (16—257C)
Mineral Content: Normal metals 88%, special min-

¢ erals 9%,
e ;aédioactive 31%, gem stones 46%, industrial crystals

%

New Sussex has 7568 citizens, primarily Terrans,
Most inhabitants are involved in agriculture and the
development of a viable industrial base. There is an
extensive ecology, but no intelligent life forms. Sev-
eral automated mining projects are based on the
maon.

~ Gas giant with six moons, none
] habitable.

¥ KA-1102/V  {Unnamed)
Ringed gas giant with four moons,
none habitable.

SYSTEM KA-1102. REFEREE’'S
INFORMATION

The gravity waves and electro-
magnetic effects in this system
cause all Sensor and Transporter
operations to be made ata +5%
penalty at short
range, +15% at
medium or long
range, +25% in
the inner system
(near Hell and
closer to the
suns).

The Klingons
are based on the
moon of New
Sussex, occupy-
ing one of the
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mine installations. The mining operations create static which disrupts
Sensorscans and Transporter operations in a 5 km radius. Within this
radius there is a +45% modifier on operation of these systems. Out-
side this area operation is narmal for the system.

There are no immediate clues to the Klingons' location, and the
Enterprise will probably investigate the entire system. The referee
may wish to run some or all of the following encounters: '
Planetl(Hell). Duringthe exploration of this system, two Federation
instrument packages were dropped onto this planet’s surface. Both
are detectable from space but have corroded to an extent which
makes accurate identification difficult. They can be beamed aboard
but nothing significant will be learned. The planet’s intense heat, cor-
rosive atmosphere, and high pressure are far beyond the specifica-
tions of normal life support equipment. If anyone beams down to this
planet their equipment will start to malfunction in 5+ 1D6 minutes, fail-
ing and killing the wearer approximately 30 seconds later; anyone
without life support will die instantly. Since this planet is close to the
triple suns, all Transporter operations are made with a +25% penalty.
If the first roll fails nothing will happen, and it will take
3D10 seconds to re-energise the Transporter. If a second roll fails the
Transporter will ‘scramble’ and kill the person being beamed.

Planet Il (High Sierra). The colonists will extend a normally cool Vul-
canwelcome to visitors. The climate of this world means that mirages,
sandstorms, and other dangerous weather conditions are likely.
Characters who insist on exploring without local guides should be
exposed to these conditions. There are no native life forms, but the
colonists have imported a few familiar species. Many of the local
homes have Sehlats as pets. There are a few Le-Matya roaming in the
deserts, but explorers would have to be very unlucky to meet them.

Ifa Vulcan crew member (or a crew member who has visited Vulcan)
lands, make a luck roll. If this roll succeeds the party will be met by a
Vulcan who knows the crew member and will invite the group to his
home. This Vulcan is a mining engineer who helped build the auto-
mated installations on New Sussex’s moon. He isn't particularly
interested in talking about his work, preferring to concentrate on news
from home and intellectual discussion. N

Note. Thisencountershould be used carefully, mentioning the instal-
lations during extended conversations about science, philosophy, art,
and other topics. Other events during the evening, such as a tense
4-dimensional chess game or encounters with a pet Sehlat, should be
made to seem more significant. If the players have discussed the min-
ing installation this encounter can be omitted.

The solar observatory on this planet is working at the forefront of
Federation scientific knowledge. The central star trio is very odd, by
normal astrophysical standards, and the scientists are re!ul:taml\_.nr
coming to the conclusion that they were moved into a stable equilat-
eral triangle by an unknown force. They also suspect that there is an
interdimensional warp between the suns, but this is untrue.

The shuttle which carried the agents wasn't seen or recorded by this
observatory. Klingon freighters routinely pass near the system, and
have been recorded on several occasions.

L ] |

Planet lll (New Sussex). On approaching this planet the Enterprise
will receive traffic control signals, assigning the ship to a polar orbit.
If the order is questioned traffic cantrol will explain that equatorial
orbits are reserved for robotic freighters and ballistic ore shipments.
If the Captain has further queries the material on the moon mining
facilities (The Apocalypse Plan, below) should be quoted briefly, with-
out hinting that anything is wrong there.

Firstimpressions will be of a pleasant world with a near-Terran ecol-
ogy. There are three small cities, all in various stages of construction,
and a number of farm communes. The capital, Doylesville, has already
evolved a few seedy bars and nightclubs — the sort of places Starfleet
engineers visit when they don't have to repair their engines. The arri-
val of the Enterprise will be known to everyone, and all the crew are
likely to encounter hero-worshipping children, drunks buying drinks,
salesmen, and colonists with bther personal and commiercial propos-
itions. The Captain will be invited to appear on the planetary video net-
work; other officers may expect similar treatment. If the Captain explains
the reason for the visit to local authorities, they will try to find any
record of visits by strangers, eventually coming up with two small
trading vessels, a supply shipment, and a research ship which stop-
ped to pick up mail. None of these vessels are relevant to the scenario,
and all can be eliminated through Starfleet channels.

The following encounters should be used while characters are on
New Sussex:

Day 2. The police call the Captain, to report that a woman living in
one of the farming communes has seen an unidentified flying object,
possibly a starship shuttle. She is a-harmless crank, who has heard
gossip about the Enterprise’s mission and put her imagination to
work. Her version sounds like a mid-twentieth century flying saucer
sighting, complete with 8' tall aliens with glowing eyes and haloes.

Day 4. Dr McCoy (or any medical officer) is asked to visit the
planet's main hospital and give some advice on a baffling case, aman
found unconscious near the city airport which adjoins the planetary
spaceport). His vital signs don't make sense, and the local doctors
need help in diagnosing his condition. The ‘man’ is actually a surgi-
cally disguised Klingon, suffering from a rare and invariably fatal dis-
ease which attacks the central nervous system, causing insanity and
1Q loss. He developed the symptons while the Klingons were sabotag-
ing the mining facility. The other Klingons intended to kill him, buthe

Planets IV and V (unnamed). There are no interesting features
(apart from the normal hazards of gas giants and rough airless

moons). 3
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~ to make the incident look like an accident or a Human rebellion.
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escaped. A medical treatment roll at a 45% penalty
will cure the disease, but brain damage is already
irreversible. The patient is a ‘'vegetable’, and won't
respond to Psycho-Tricorder scans. The disease does not
affect Humans or Vulcans.

Police forensic scientists (or characters with Tricorders set to
enhance faint patterns, such as footprints) can trace the Klingon
backto a hole in the port perimeter fence, but no further. The portis
serviced by a robot cleaner every night, and all evidence has been
removed. Eight aircraft, two ore freighters, and an in-system passenger
shuttle (from High Sierra) visited the portin the 24 hours before the Klin-
gon was found. The Klingon travelled from moon mining base 4 in the
unused manual control compartment of a robot ore freighter; finger-
prints and other traces can be found if the vessel is searched.

Itis likely that characters will want to visit this base if they find out that
the Klingon came from the ore freighter. if they stay on New Sussex an
additional encounter can be used:

Day 5. [Use if James T Kirk (or similarly charismatic Captain) is a
player character.] While visiting government offices Kirk meets Alice Vil-
kyo, a girl who was in his class at school before he entered Starfleet
Academy. They were friendly until she decided that a Navy career would
conflict with her pacifistic ideals, and joined the Colonial Service. Kirk
has always thought of her as an old flame. She regards Kirk as a war-
mongering savage, and will try to convert him to her philosophy. This
encounteris amusing butirrelevant to the adventure; however, Vilkyo
will be killed if the Klingon plan succeeds, and the Captain will have to
live with his conscience.

If players make no progress by day 6 the following incident should
occur:

An engineer making a routine visit to moon mining base 4 reports
that someone took a shot at his shuttle as he was landing. His pressure
hull was punctured. Fortunately he was wearing a life support suitand
managed to fly the shuttle out of range. Tricorder examination of the
damage suggests that an energy weapon was used. .

THE APOCALYPSE PLAN

The mining complexes on the moon are standard automated Federa-
tion designs, requiring no human supervision apart from occasional
inspections. The illustration shows part of site 4, which actually
spreads over a much wider area, with more pitheads (see below) to
the South, East, and West of the mapped section. The complex is pow-
ered by a buried matter/antimatter power plant, with emergency
backup from solar panels. The installation is built over remnants of a
metallic asteroid which collided with the moon a few million years ago.

Ten-kilometre deep shafts are dug by Phasers set to disintegrate,
then atomic heaters are lowered to the shaft base to melt the ore. A
permanent tractor beam installation (usually called a ‘Pithead’ ) pulls
the molten rock up the shaft. It cools asitrises, and hot slag is eventu-
ally dumped on a conveyor belt. These belts carry the ore to an auto-
mated smelter which purifies and refines it. Valuable components
(eg radioactives) are shipped by robot freighter. Useless components
are dumped on a spoil heap. The main metal content is refined and
formed into 500-ton cylinders, usually called slugs. The slugs travel
down another belt to the main control centre, where they are loaded
into a magnetic mass driver and fired to New Sussex. Ground-based
Tractorand Pressor installations catch the slugs and bring them in for
slow landings at equatorial sites. There are usually several dozen
slugs stored in the control centre for firing as needed.

Plans of the mining installation (large area scale) and control centre
(area scale) may be shown to players if requested, since they are filed
on New Sussex. e ;

The terrain is extremely rough; the 50-metre contour lines shown
onthe map are a guide to the general lie ofthe land, and sharp ridges
and stones are very common. The zero altitude onthis map is an
arbitrary contour line passing through the floor of the control build-
ings. Gravity is .25G, except on the upper floor of the control building.

Note. It is assumed that the Klingon plan begins 18 days before the
team’s visit to the mine, regardless of the player's rate of progress. As
the Federation team arrives it is the lunar morning. The sun is to the
East, 45° above the horizon. Temperatures range from 250°C in
exposed areas to —150°C in shadow. The referee must keep a close
watch on time once the players arrive; seconds are vital towards the
end of the scenario. g o

When the Klingons took over the complex they reprogrammed the
computer to fire most of the spare control centre stock into space,
targetted on High Sierra. The first slugs hit exactly five hours after the
Federation team arrives on the moon, falling randomly over the sur-
face of the planet. The Klingons have reprogrammed the mine compu-
terto increase the number of slugs on hand, and will start to bombard
New Sussex in exactly one hour (or if they are sure the mine is under
attack). Time bombs have been planted at the planetside installations,
to destroy their Tractor/Pressor units at an appropriate moment. The
slugs take four hours to reach their destination. At this range their
accuracy is high, and the Klingons can place slugs on cities and indust-
rial centres.

There are fifteen Klingons in the complex, six outside the control
centre (two in cover near each landing pad, two on patrol) and the rest
inthe building. All Klingons wear armoured life support suits, capable
of absorbing —5 points from an energy attack (or —8 points from a pro-
jectile attack), for the loss of one AP. The troops outside carry stolen
Phaserrifles, those inside carry Phaser lI's. They have been trained in
their use. Rifles are set to disintegrate, Phaser II's are set to disrupt. All
the Klingons have been surgically disguised to resemble Humans.

Note. IfKlingonweapons capable of operating inavacuum are used
in a campaign, they must not be carried by the saboteurs. The aim is
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Federation personnel can land by shuttle or beam down to an area
outside the static field of the main complex without difficulty. If they
choose to land or materialise on either pad they will immediately be
exposed to heavy fire. If they decide to beam into the control building,
place the Klingen troops before asking the players where they intend
to arrive.

Most of the mining equipment is inaccessible; the shafts, pitheads,
and smelter unit are automated, radioactive, and extremely hot, Major
excavation is required to reach the buried power plant.

The mass driver is a huge magnetic accelerator, designed to induce
strong electrical fields in conducting objects entering the West end
and throw them to the East. By the time objects leave the track they are
travelling at 25 kilometres a second. The track is supported on pylons
up to 150 metres tall, to give a horizontal line across the crater. The
only section touching the ground is immediately East of the control
building. The pylons carry uninsulated high-voltage superconductors,
and anyone touching them will take 50 points of electrocution dam-
age. It is necessary to cut the cables on eight adjoining pylons to put
the mass driver out of action. The driver may also be destroyed by
starship Phaser fire or explosives, but this will disrupt New Sussex's
industries and probably lead to a Klingon victory.

The solar panels are 50 metres tall, with the area behind each panel
inshadow. Destroying them will not affect the Klingon plans; they are
an emergency supply only.

Thetwo landing pads are made of rubble, melted flat by Phaser fire.
Each is fitted with a beacon and bright landing lights (shown as
crossed lines on the map). If a shuttle approaches within 5 km,
automatic proximity detectors will switch on the beacons and lights,
warning the Klingons that a vehicle is approaching. The smelter
robots will not emerge with cargo unless a freighter lands on the
larger pad. There is no manual entrance to the smelter building; the
belts into the smelter lead directly to ore crushers, the belts out are the
final stages of automated production lines with little room for intrud-
ers. For maintenance the system would be powered down and decon-
taminated by remote control, but this takes 45 hours.

All the conveyor belts follow the land contours, supported on cause-
ways where they cross difficult terrain. They move at 10 kph. Where
belts meetthe ore falls down a chute, landing on the belt which moves
towardsthe smelter. Characters could ride belts if they avoided falling
down a chute. The final belt before the smelter is visible from the area
around the freighter pad, and characters riding it may draw fire from
the Klingons.

The control centre is a huge block, with walls and roof built to with-
stand up to 11 points of damage by starship weaponry (for the pur-
poses of this scenario, 1100 points of hand weapon fire):

Lower Floor

1. Causeway and road from the landing pad.

2. Vehicle airlock. Doors can withstand 300 points damage.

3. Pressurised hangar holding two shuttles. Both are Starfleet units
belonging to small ships which are believed to have been lost in the
treaty zone. This discovery may be the start of another adventure, to
trace the whereabouts of the missing ships. Both shuttles hold Klingon
homing beacons, but this isn't obvious unless the players spend time
searching them.

4, Lift rising 50m to the control section.

5, Airlock to the warehouse section, which is in vacuum.

6. Conveyor belt from smelter to control building.

7. Powered rollers, used to carry the slugs from the belt into the
warehouse. The tunnel between the belt and the warehouse is fitted
with blast doors, which take 4 seconds to close. These doors can
withstand 300 points of energy or projectile fire.

8. Two cargo-handling robots. These robots are fitted with
contragravity lifters, and lock onto a slug then fly it to any part of the
warehouse. Because the mass driver equipment produces massive
electrical static, their computer brains aren’t particularly bright. They
will not recognise Humans or respond to verbal commands unless a
special control console (in compartment 20) is used. There are four
emergency stop buttons around the base of each machine; pressing
one of these buttons makes the robot stop moving until reset. Both
robots have manual control cabins (5 metres above the ground,
reached by ladder), and can be flown as normal atmosphere flying
vehicles, maximum speed 25 kph, maximum altitude 250m. Robots
can take 150 points of damage before they are punctured, the inner
mechanism is delicate and will start to malfuction after another 25 points
of damage are taken.

9. Slug racks. Slugs are stored on steel racks, supported at 7-metre
intervals above the floor. The lowest rack of each unit (at floor level) is
shown, there are another five racks above them.

10. Powered rollers feedings slugs into the first stage of the mass
driver (11) a machine which generates a powerful Pressor beam which
pushes the slug forward through a non-metallic barrel (12) into the
main mass driver (13). The powerful fields generated by the coils of
the driver induce a powerful electriccurrentin the slug, which can then
be moved by the magnetic fields of the mass driver.

Upper Floor

Note, The facilities shown on this floor should be mapped out in tactical
scale, complete with furniture and other equipment. This floor is fitted
with artificial gravity generators, giving a standard gravity throughout.

14. A large lobby containing crated machinery and parts, none of
immediate use but vital to any attempt to repair the installation after
combat.

15. Four workshops, containing an assortment of tools and parts.
Use of this equipment gives a —15% modifier on the use of all
engineering and technical skills.

16. Sick Bay. An emergency operating theatre and dispensary,
intended for visiting work crews: It has never been used, since
workmen injured on the site have always been ferried to New Sussex.
This is fortunate, because the diagnostic bed is faulty. There is a +25%
penalty on medical skill rolls using this bed, but all other equipment
gives the normal —25 modifier for sick bay use.

17. Galley. Equipped to feed up to 25 personnel (with some
crowding). The food synthesizers have been reprogrammed to
produce Klingon rations, which are unpleasant but edible.

18. Recreation compartment. A typical Federation facility, fitted
with game and sports equipment, hologram projectors, musical
instruments, etc.

19. Life Support equipment. A complex machine, similar to those
in use on Starships. There is a cumulative 10% chance that any shot
fired into this compartment and missing its target will damage the
equipment, with the following effects:

1-3 Airpurifier failure. 6 Gravity failure (reversionto .25G).

4-5 Water purifier failure.

MINING
COMPLEX
LARGE
AREA
SCALE

SHUTTLE
PAD =

CONTROL
CENTRE™

N

BURIED
POWER
PLANT

150m 2 e MASS DRIVER —

CONVEYER|
50m
: 100m
r m
SMELTER __ PI]’HEAD 150m
1
100m . PITHEAD
FREIGHTER 12
CONVEYER PAD
50m
PITHE%) o
CONVEYEH CONVEYER CONVEYER

s

P

[~

18




LOWER FLOOR

MINING INSTALLATION
CONTROL ROOM

KEY:
A: ARMOURED DOORS
B: CEILING GRILLES
C: RAMPS
D: DESKS
E: FOOD SYNTHESISER
F: COMPUTER UNITS (BANKS)
G: COMMUNICATIONS
CONSOLE
H: ROBOT CONTROL
CONSOLE
I: CABINETS - ELECTRONIC
EQUIPMENT
J: MAIN CONTROL DESK
K: FRESHER
L: HOLOGRAM DISPLAY
SCREEN
M: HOLOGRAM DISPLAY
SCREEN

AVERAGE
fﬁ HUMAN 0 15
SIZE METRES

MINING COMPLEX
CONTROL CENTRE

23

25

UPPER FLOOR




L

7 Gravity malfunction (increase to 1.25G).
8-9 Lightfailure (all compartments except 20).
10 2ofthe above (ignore further rolls of 10).
Each damaged system requires 1-3 hours repair work, spare parts
from compartment 14, and an engineering skill roll without modifiers.

20. Control compartment (see pfan). This area is the heart of the
control building, directing the operation of the mass driver, the mining
equipment, the power plant, and other installations. If the Federation
attack is a complete suprise it holds the Klingon commander and two
technicians, otherwise it also holds 3 troopers. The entrance is fitted
with armoured doors capable of withstanding 350 points of small-
arms fire (5 shots at 'disintegrate’). The external controls are disabled
and require 5 minutes work and an Electronics skill roll to open them.
Theroom can also be entered by ventilation ducts from compartment 19,
which lead to ceiling grilles. .

The compartment is built on two levels, with a 1 metre high deck
around the rim of the room. The area underneath is packed with
microcircuitry, sealed in plastic blocks and armoured against hand
weapon attack. This equipment handles power distribution and other ’,
peripheral functions.

The lower area holds nine desks used by engineers in the event of a
breakdown of the installation. Some desks are covered with plans of
the installation, many of which are amended by notes in Klingon writ-
ing. These are good evidence of the Klingon plot.

The stage holds several items of interest including two hologram
display screens. Screen L shows the approximate orbits of the slugs
fired at High Sierra, screen M shows the orbits planned for slugs fired
at New Sussex. Several are targetted on the Enterprise, if it is still in
orbit. Rapidly changing numbers show computer updates of this data.
A Tricorder scan of screen L, or data from the main computer, will give
a —20% modifier on navigation and sensor operations if the Enterprise
attempts to intercept slugs before they strike High Sierra. The Klin-
gons will switch these screens off before the team can see them, if
possible.

15 Limpet mines have been fixed to units F-J, L, and M. The Klingon
commander is seated at the control desk, holding a detonator box. If
the intruders seem to be winning he will announce that he can destroy
the installation at will. This isn’'t a bluff —the control desk operates the
main power plant, which can be detonated in a 3.5 Megaton explo-
sion. If shot or stunned he will release the detonator, setting off the
charges (but not destroying the power plant). If the detonator box is
destroyed the charges will explode.

The Klingon leader will attempt to bargain for a safe passage to the
shuttles, taking the detonator box with him. The other Klingons have
witnessed his failure and are expendable. As the shuttle takes off
(approximately 8 minutes after he leaves the control centre) he will
detonate the charges. If the shuttle is allowed to escape see
End-Game, below. -

The charges can be disarmed in 20 seconds using an Electronics »
skill roll, with a cumulative —10% modifier for each charge success-
fully disarmed, or can simply be pulled off and thrown into the centre
of the room, detonating 5 seconds after they are pulled free. A failed
Electronics roll will not detonate the charges, but will waste
3D10 seconds. The charges do 30 points of damage to anyone within
a4.5m radius. It is possible to be this close to several charges when
they detonate, and damage will be cumulative.

Destruction of control room installations will shut down the mining
installation for 1D6 days per unit destroyed, but will not affect the
long-term success of the colonisation effort.

Detonation of the power plant will destroy the complex, and cause
the long-term failure of the colonisation effort through loss of vital
mineral resources.

21. Cabins. Eachisfitted for one person, with folding beds for two
more, and has its own WC and shower. If the Enterprise attack is a
complete surprise 1-3Klingons will be asleep in these rooms (choose
rooms randomly).

22. Airlock leading onto an unpressurised catwalk [23] over the
warehouse area. Another airlock [24] gives access to an observation
deck [25] overlooking the mass driver and mine installation. This deck
offers another entry to the building, if characters descend from the roof
and break in. However, this will sound an alarm and alert the Klingons.

-
SLUG INTERCEPTION AND DAMAGE o
32 slugs were fired at High Sierra. If the Federation team realises that
this has happened, the Enterprise can attempt an interception. Their
orbits are curved above the plane of the ecliptic, and the slugs are cold
and unpowered; difficult targets to locate. To track the first slug make
Computer and Navigation skill rolls at +20% penalties, and a Sensor
roll at +30% penalty. A failed Computer or Navigation roll means that
the Enterprise is in the wrong area, wasting 2D10 minutes, otherwise
manoeuvering takes 5 minutes between interceptions. Afailed Sensor
roll wastes 1D10 <30 seconds. 1-6 slugs will be found at each intercep-
tion point. For each subsequent interception after the first, thereis a
—10% cumulative bonus on all skill rolls. Slugs are destroyed &
automatically by Phaser shots; skill rolls aren’t necessary.

If players are unusually slow or careless, some or all of the slugs will
reach High Sierra, striking with damage equivalent to a tactical atomic
weapon, Each slug will kill D10xD10 inhabitants. 250 or more deaths
will lead to the abandonment of the colony, with the Vulcans
requesting evacuation to another system.

If the players fail completely, the Klingons will bombard New
Sussex.Ten slugs will be aimed at the Enterprise (if it is still in
orbit), another 50 are targetted on the cities and installations
of New Sussex. If the attack comes as a complete surprise,
the crew of the Enterprise should be allowed one Sensor ®
roll. If this roll succeeds the first slug aimed at the
Enterprise will be detected, otherwise it will strike for
2 points of damage. Subsequent slugs arrive at 30-
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second intervals. Any manoeuvre will take the Enterprise out of danger,
with the slugs aimed at it burning up in New Sussex’s atmosphere. The
other slugs are aimed directly at planetside installations, and the Enter-
prise must attempt to destroy them as they arrive, using the interception
rules above. The first 15 slugs are aimed at cities, and each will kill
D10x500 people if they penetrate. The remainder are aimed at farms and
industrial installations; each will kill D10 20 people.

In this case the Klingons will have already left the moon in their shut-
tles before the first slugs reach New Sussex, detonating the charges as
they leave. . 3

END GAME
IfKlingons escape, they intend to flee to a D-7 battlecruiser, which is sup- ¥
posed to pick them up near the outer gas giant. At this point the referee
has three options.

1. The battlecruiser is present, and will pick up the Klingon agents. It
will then fight the Enterprise.

2. There is no battlecruiser. When the Klingons switch on homing
beacons they will explode, killing everyone in the shuttles. Thisisn't nice,
but is the sort of thing a Klingon chief might easily do.

3. The battlecruiser is present but will flee at the first hint of trouble,
firing on the shuttles to silence their crews. Again, this is a typical Klingon
contingency plan.

Particularly clever players may capture the Klingon commander and
learn about the rendezvous plan. It is possible that they might then T
attempt to impersonate the agents and capture the battlecruiser. Roll a
ten-sided dice. On aroll of 26 plan 1isinuse,onaroll of 7-10plan 3is
inuse. Onaroll of 1the ‘homing beacons’ are bombs. Players should be
allowed luck rolls before switching them on, and will realise that some-
thing is wrong if the roll succeeds.

The long-term consequences of a Klingon success include the aban-
donment of this colony, and its acquisition by the Klingon empire. The
Captain of the Enterprise will be court-martialled and possibly relieved
of his command.

Ifthe Klingon plan fails and the Federation can prove that they attemp-
ted to destroy the colony, the Organians will confiscate a Klingon colony
world and give it to the Federation. The Captain will be decorated.

Intermediate results (partial failure or success) should be handled

accordingly.
L ' ¥
KLINGONS

There are 16 NPC Klingons in this scenario, of whom 12 are typical
Klingon Soldier/Guards as described in the Star Trek game. All have
beentrained to use Federation weapons, and wear the armoured life-
support suits described above. All Klingons, apart from Maalaax, are
surgically disguised as Humans.

Significant skills: Leadership 41; Negotiation/diplomacy 33; '
Interrogation 77; Starship Cmbt Tac/str 36; Marksmanship 68;
Personal Combat (unarmed) 75; Transporter Ops 63; Computer Tech 45;
Language, Terran 37.

Zalthat Maalaax: Former Klingon Lieutenant, deserter;
STR:67; END:73; INT:68; DEX:55; CHA:44; LUC:28; PSI:07.

Maalaax carries an Agonizer (concealed under a bandage on his left leg)
and two plastic daggersin his boots. The daggers won'tshowupon a
normal Tricorder scan.

Galizar Halroth: Klingon Captain (Intelligence); STR:72; END:65; L
INT:70; DEX:60; CHA:32; LUC:26; PSI:18.

Significant skills: Leadership 65; Negotiation/diplomacy 36;
Interrogation 73; Starship Cmbt Tac/str 27; Env suit op 73;
Marksmanship 53; Personal Combat (unarmed) 52; Shuttle Ops 43;
Computer Tech 25; Language, Terran 65.

Phaserll, Communicator, Agonizer, Detonator (see above), armoured
life-support suit.

Slaad Slixiix: Lieutenant (Intelligence, Technical Branch); *
STR:56; END:45; INT:78; DEX:78; CHA:14; LUC:18; PSI:10.
Significant skills: Electronics 87; Personal Combat (unarmed) 52;
Transporter Ops 63; Computer Tech 45; Language, Terran 39; Mech
Eng 69; Disguise (Surgical) 47; Env suit op 31.

Phaser I, Electronics tool kit, Tricorder (Federation model),
Communicator, disguise kit, armoured life-support suit, Agonizer.

Zilviik Kolan: Sergeant (Intelligence, Technical Branch);

STR:62; END:59; INT:84; DEX:77; CHA:12; LUC:03; PSI:21;
Significant skills: Electronics 45; Personal Combat (unarmed) 41;
Computer ops 84; Computer Tech 67; Demolition 86; Language, ‘
Terran 19; Mech Eng 21; Env suit op 45.

Equipment: Phaser Il, Electronics tool kit, Tricorder {(Federation
model), Communicator, Explosives kit (contains 3 limpet mines,
detonators, a spare radio-detonator, etc), armoured life support suit.

NEWS SKILLS .

Disguise (Surgical). The ability to use automated plastic surgery
instruments for disguise. Not available to player characters, who must
use Medical skill instead.

Demolition. The effective placement and use of explosives.[]

SOURCES
While the events of this scenario were not directly suggested by any
one source, the following references may be useful to referees:
The Moonis a Harsh Mistress  Robert AHeinlein
The High Frontier Jerry Pournelle

The Fountains of Paradise Arthur C Clarke
The Web Between the Worlds  Charles Sheffield
Warin 2080 AD Dave Langford
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