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INTRODUCTION:
HERE’S HOW IT IS
There's nothing quite as fun as haulin' grain.  Especially when that grain is going to make whiskey!  So taking a load from Santo to Stoketown Station seemed like a good idea.   But as you know...things just don't go smooth. 
You're not a gorram fed officer, but when push comes to shove you'll need act like one. Who is guilty and who is innocent?  Old friends and older enemies make for a volatile mix, when the man who hired you ends up murdered. Be cautious and trust no one, or you could end up behind bars (or worse).  
WHAT THE GORRAM HELL ARE YOU PLAYIN’?
"Blood of the Innocent" is a Serenity Role Playing Game Adventure designed as a murder mystery, in which the adventurers seek to unravel clues to discover the murderer of a wealthy businessman with a questionable past.
The Game Master must have complete understanding of the information contained herein.  It is essential for the game to work.  He or she should read through this adventure and be familiar both with it and the rules for Serenity RPG. 
This adventure takes place in a fictional universe created by Joss Whedon and which has been extensively described in other products. However, there is additional information included for new locations and characters not previously seen in Firefly or Serenity.  The adventure takes place on the asteroids outpost of Stoketown Station, located in the Motherlode asteroid belt.
The Game Master (GM), is strongly encouraged to read and become familiar with the adventure before attempting to run it. Players may choose to stray from pre-arranged plotlines, and the only way to respond to such circumstances is to know the adventure thoroughly.
CHARACTERS
This adventure is intended for use with any crew you can muster up. You should have the following characters at the very least:
· Captain
· Engineer
· Doctor
In this adventure, a wide variety of skills may come into play, as the characters try to determine who the killer is.  Some preferred Skill Categories and Traits include:
Skills:
· Covert
· Craft 
· Discipline
· Guns
· Heavy Weapons
· Influence
· Knowledge
· Mechanical Engineering
· Medical Expertise
· Melee Weapon Combat
· Perception
· Performance
· Pilot
· Ranged Weapons
· Scientific Expertise
· Survival
· Technical Engineering 
· Unarmed combat
Traits / Assets:
· Allure
· CompTech
· Friends in High Places
· Friends in Low Places
· Highly Educated
· Intimidatin’ Manner
· In Plain Sight
· Math Whiz
· Mechanical Empathy
· Military Rank
· Moneyed Individual
· Nose for Trouble
· Reader
· Talented
· Things Go Smooth
· Total Recall
· Tough As Nails
· Trustworthy Gut
· Wears a Badge
The GM should keep the Skills and Traits of his Crew in mind when he/she sets up the adventure.  Each player should have a significant role to play.  Characters driven by intellect will make better investigators, while characters with technical skills will be useful in gathering evidence.  Muscle-bound characters will make useful interrogators and intimidators.
BASIC GAME VS. ADVANCED GAME
Include in this adventure are two versions of the game.  A Basic Game is defined for GM’s who want to play a ready-made adventure.   It is outlined with a specific set of circumstances and Suspects and is a fixed game plot which circles around the murder of a local businessman. The Advanced Game is partially laid out by the author, but also relies heavily on the GM to choose the Suspects and plan out the murder.   
THE LAYOUT OF THE BASIC ADVENTURE
This adventure is laid out in scenes as a Serenity adventure should be.  It is a murder mystery in which the murder is pre-defined by the writer of the adventure.  As in standard murder mysteries everyone is given a set of clues discover, and a set of Suspects to match the clues to. 
The Prologue is a standard Serenity RPG Prologue with clues and back-story. Scene 1 is a typical Scene 1 with the beginning of the job and some lead-in to the murder.  However, the included Prologues also serve a secondary purpose in this game.  They give motive to the PC’s that might make one or more of them suspects in the case.
Scene 2 is different. Instead of providing many specific events or encounters, this scene is largely devoted to the GM's presentation of clues and information. The GM creates a specific timeline for the murder and presents the players with clues that should allow them to solve the crime.  There are a number of predefined Suspects with means, motive, opportunity, and clues spelled out.  The author has provided a murder timeline, and the Suspects to be investigated.  In this way the murder scenario can be played out in a neat who-dun-it fashion, with the killer being the same person each time.
Scene 3 would be unmasking, and capturing the killer, and the Epilogue would be a standard epilogue, but based on the events in scenes 2 and 3.
THE LAYOUT OF THE ADVANCED ADVENTURE
This adventure is unlike most other Serenity adventures.  
It is laid out in scenes as a Serenity adventure should be, but it has some serious flexibility built in. It is a murder mystery in which the murder is not pre-defined by the writer of the adventure.  In standard murder mysteries everyone is given a script to read from and the murder(s) are determined by the author. 
With "Blood of the Innocent", the GM is responsible for determining who the killer is.  This makes the play of the game a little different from standard Serenity and murder mysteries.  
The Prologue is a standard Serenity RPG Prologue with clues and back-story. Scene 1 is a typical Scene 1 with the beginning of the job and some lead-in to the murder.  
However, the included Prologues also serve a secondary purpose in this game.  They give motive to the PC’s that might make one or more of them suspects in the case.
Scene 2 is different. Instead of providing many specific events or encounters, this scene is largely devoted to the GM's presentation of clues and information. The GM creates a specific timeline for the murder and presents the players with clues that should allow them to solve the crime.  There are a number of predefined Suspects with means, motive, opportunity, and clues spelled out.  The GM can use any combination of them, with any combination of extra clues.  Members of the Crew can even be Suspects.  In this way the murder scenario can be played out in a nearly endless combination of situations, with the killer being a different person each time.
Scene 3 would be unmasking, and capturing the killer, and the Epilogue would be a standard epilogue, but based on the events in scenes 2 and 3.
The materials contained herein allow the GM to set up a variety of different murder scenarios, based on different situations. The fact of a man's murder is a constant in the game; however the GM determines how the murder was committed, who did it, and what clues are available for the PC's in the course of their investigations. 
The murder might only involve 1-2 persons. It might be more complex and involve 3-9 persons.  It might be that a member or members of the crew are responsible for the crime.  The final decision will be left up to the GM. If the murder is actually a player, it is up to the player to separate from the other members of the party during the times worked out for the murder. 
In this way the GM and Players are provided with a good variety of situations, in which the murderer can prove to be any one of the numerous Suspects.  The murderer could be someone bent on revenge, they could be motivated by greed, they could have killed accidentally, or they could be a hired assassin.   The GM can even use multiple Suspects, each with a different or similar motive.  The GM has the ability to create as complex a situation as he believes his PC’s can handle.
THE SHARED STORYLINE
The prologue, the first scene, and half of the second scene are shared between both adventures, so the author will only be listing this game data once.  When the players reach the middle of scene two the GM will need to present the clues about the crime as the pre-defined Basic Game, or the GM  defined Advanced Game.   Included are details for running either.   Scene 3 and the epilogue are also very similar, so their data will be combined.   
PREPARATION IS KEY
Being familiar with the process of creating the mystery and advance preparation by the GM is very important for this adventure to work.  
Before beginning the adventure, the GM should:
1. Read through the entire adventure 
2. Determine the details of the crime, as explained in "A Wicked Man Shall Die" and the Appendix.
3. Determine which of the PC's shall be involved in which part of the investigations, as there will be limiting factors to who and what the characters will have access to.


PROLOGUE
In this adventure there are multiple prologues.  One is designed for the entire crew as a hook for getting them into the adventure, while the others are designed as back-story enhancement and possible other motives for getting the PC’s involved in the events unfolding at Stoketown Station.  These side prologues can be shares with the entire party or with the specific Player-characters they apply to. 
STRANGE DAYS
This prologue plot hook is for anyone on the Crew that grew up a core world, or has a background where they come from an aristocratic family, and were able to get a good education.
The Way It Is
Another day on board ship between jobs can be dull and d daydreaming while on duty is the least of your troubles.  Besides, memories of your youth are full of strange and wonderful stories. 
Your family had always been rich and your father had been a collector of things from “Earth That Was”.  Some of the things he’d brought home made you ponder their uses. 
When your father brought home the vacuum sealed box with the book inside you were fascinated by it.  It was an original copy of Mary Shelly’s ‘Frankenstein’.  The book was easily 600 years old.  The leather binding was beginning to crumble away, but it was beautiful nonetheless.   He never let you touch it, but proudly displayed it in your home for all to see.  
It shouldn’t have been a surprise when the thieves broke in that summer.   What was a surprise is that they only took the book.  The rest of your father’s collection had remained untouched; strange to say the least.   
The authorities investigated, but your family never regained possession of the masterpiece. After that your father stopped collecting.  He spoke of the book often.  It was the only thing your father ever regretted losing.  What wouldn’t you give to get the book back for him?
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How Things Got This Way
The stolen book is just a small part of your character’s history, but it made a big impact on your life.  Getting it back is something you’ve always dreamed of.
New Way of Things (Results)
This prologue plot hook is designed to give the PC a history that ties into Carson Beckett and his book collection. 
The original copy of Mary Shelly’s ‘Frankenstein’ is part of Beckett’s collection, and should be used as a plot hook to enhance the Suspect list and the clues related to the upcoming murder. 

OLD WOUNDS
This prologue plot hook is for anyone on the Crew that has a history of being a Browncoat during the war, and being traumatized by the horrors of being in a prison camp.
The Way It Is
You are typically not a nostalgic person, but when news reached you of the death of your friend you took pause.   
Clayton Talbot was one of the strongest men you knew.  When his personal effects arrived by post you almost didn’t open the box they came in.  A foot-locker sized chest filled with memories you thought had been long since forgotten.   
You locked yourself in your quarters and sorted through the mementos, until you came upon Clayton’s journal.  Tentatively, you opened it and read it.  Your eyes were greeted with page after page of war stories.  They all made your kinship with Clayton feel so much stronger.  But when you reached one certain entry, your heart skipped a beat. It strikes you so deeply because you endured this horror with him.  
 January 23rd, Abernathy Prison
I hesitate to write about this as it was so painful to me, and I fear I might get some of the details wrong.  But I feel it must be written down for posterity so that our children will remember it.  
 I write now of the time we arrived at Abernathy Prison.  Our platoon had been captured during a skirmish on Hera, and we had been shipped off to hell.
 As we entered the place, our eyes were met by a sight that nearly froze our blood with horror.  Throughout the prison yard before us were forms that had once been strong and stalwart men and women.  But were now nothing but mere walking skeletons, covered with filth and vermin and disease; each of these poor souls suffering from malnutrition, dysentery and scurvy.  "Can this be hell?" I thought; could God even protect us from the evils of this terrible a place?
The prison was open to the sky with only a few tents and buildings for the prisoners’ shelter; and with the cold of winter having set in we knew that this would not be enough to protect us. Running through the camp was a small creek which formed a swamp in center of the whole area.  This marshy place had been used by the prisoners as a sink and a toilet for so long that excrement covered the ground; the foul smell which rose from it was sickening and suffocating.  The ground allotted to our platoon was near the edge of this plague-spot.  
The women of the camp had a small out building of their own where they slept and washed.  This however was not a kindness provided by the Alliance pigs running the camp.  It was instead for the benefit of the guards, who would take the women of their choice and defile them time and again.  The cleanest ones were chosen first, as the soldiers did not want women who stank. 
Then there was the commander of the camp. A square jawed man with an icy stare and voice that was heartless as cold steel.   His word was law, and he ran the camp with the expectation that every Independent soldier’s life was worth less that of a stray dog’s life.  He was a cruel coward, who fled from the camp at war’s end so he would not be punished for his deeds.   
I cannot begin to put into words the other numerous horrors I witnessed there, but having survived this ordeal, must share it with all, so we can make sure it does not happen again.  
But what of the commander of the camp? Should he not pay for his deeds?  I can only hope that one day he does, for on his hands is the blood of the innocent.
As you close the journal you think to yourself, “This man must pay!”  --your mind intent on finding a way.
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How Things Got This Way
The time you spent in Abernathy Prison was almost too much to bear.   Both you and Clayton survived, but so many soldiers fighting for Independence did not.  That type of thing can break a man’s mind, or drive him to commit murder. 
New Way of Things (Results)
This prologue plot hook is designed to give the PC a history that ties into Carson Beckett criminal past.  If the PC should meet Carson Beckett, he will not recognize the man’s face, but he will recognize the cold and steely voice of his tormentor. This makes him a viable option as a Suspect.  His actions after that are up to the GM and the PC to decide. 

WAR CRIMES
This prologue plot hook is for anyone on the Crew that has ties to the Alliance military.
The Way It Is
It was in the last days of the Unification War. You were serving on the cruiser “Indomitable”, and preparing to travel to Hera for the bombardment of the Independents’ fortifications in Serenity Valley; when your commanding officer called you to his ready room.  
You can still remember his stern face as you entered the room and saluted him.  
“At Ease, Lieutenant.  Have a seat,” the captain said in such a way that it sounded more like an order than a request.  As you pulled up a seat he pulled out a sheet of flexi print, the holographic letters streaming across the translucent sheet of plastic. “This is an arrest warrant for Commander Devon Sather; the man in charge of the Abernathy Prison Camp.  Reports have reached Parliament about atrocities committed by him and his men. If Parliament does not make an example of him, it will appear that we do not care about the plight of the Independents, and it might endanger the cause of Unification.  Sather needs to be tried for his crimes.  I’m sending you with a contingent of men to Abernathy to take him into custody. You depart immediately.”    
You begrudgingly accepted the orders.  You were young, and wanted to be a part of the battle at Hera, but orders were orders.  
When you and your men arrived at Abernathy, the things you saw made you ill, and impossibly angry.  The conditions in the camp were inhumane.  Lack of food and shelter had turned these once proud soldiers into sacks of skin and bones.  No soldier fighting for his beliefs should be treated this way.  It was dishonorable. 
Commander Sather and his men had fled, leaving the camp unguarded, but none of the prisoners had the strength or will to escape.  You made an immediate call for provisions and medical aid.  When it arrived you personally oversaw, the distribution and care of the prisoners. 
When your captain arrived with the “Indomitable” three weeks later, he wanted to know why you hadn’t gone after Commander Sather.  You explained your desire to help the prisoners, and it won you points for compassion, but it did not bring you a commendation or a commission.  Instead, the rest of your time in the service was spent at Abernathy.  Cleaning up the mess left behind by Devon Sather.  
You still have a copy of his arrest warrant.  It’s a memento of the war and a daily reminder of what evil is.
How Things Got This Way
You don’t have a real love for the Browncoats, but what happened at Abernathy was wrong.   You kept your honor at the expense of your career.   You hatred of Devon Sather is still fresh in your mind. 
New Way of Things (Results)
This prologue plot hook is designed to give the PC a history that ties into Devon Sather and Abernathy prison from the perspective of the Alliance.  If the PC should discover that Carson Beckett is Devon Sather he will be inclined arrest him or kill him.  This makes him a viable option as a Suspect. His actions after that are up to the GM and the PC to decide.

BACK ROOM PHYSICIAN
This prologue plot hook is for anyone on the Crew that has ties to the criminal organizations or a shady medical background on a non-Core world.  
The Way It Is
Some memories haunt your dreams.  On this particular evening your dreams are about the past.
“Who is he,” you asked your boss, the elder physician in the dirty beige smock that was once as white as snow. Your own medical attire was even less clean than his.
The fumbling old doctor, with the drug addled look turned toward you and responded with a sneer, “Who cares? As long as he is willing to pay for the work up front, and we don’t ask questions, everyone is happy.”
This answer left you unsatisfied, “But why would a man want an entirely new face?  What in the Ai-yah. Tyen-ah (Merciless hell) did this guy do?”
"Bizui!” (Shut up), your teetering mentor hissed, “I have seen this man’s face and his eyes. If he hears you he will kill us both.  This is not a man to be trifled with."
 Feng Chow was a retired physician who’d been barred from working on Ariel and Osiris.  Exiled to this backwater planet, he was a shadow of his former self. Hooked on opium, he was a danger to all his patients, but you did not care. He was your teacher and mentor here.  When you ran out of money to finish medical school on Osiris, he took you along with him when he left.  A debt you cannot easily repay. 
You peaked through the windows into the make shift operating room.  The man’s face was bandaged and bloodied.  "Fae-Fae duh PEE-yen! (a baboon’s ass-crack).  We shouldn't be helping this man.”
Feng Chow put his hand on your shoulder, and put an Alliance 50-credit note in your hand. “He will be unconscious for at least another hour.  He paid in advance so we should have enough for the few months. Go get us some food and drink. We have not eaten since breakfast, and I’d like to celebrate our new found prosperity.”
You nodded, took the money, and went out for groceries.  It was a little after sundown when you returned to the warehouse that Feng and you called home.  Something was amiss.  All of the lights were turned off.  Going cautiously inside you found Feng’s contorted body lying on the floor of the operating room, his throat cut from ear to ear. The man with the new face had killed him.  You were sure of it.
The sorrow and rage inside you was devastating. You vowed to avenge Feng’s death.  You decided you should leave before the authorities arrived.  There would be too many questions about your black market medical work.   You gathered your things, and readied to leave. 
But before you left, you searched the medical scanner images until you found the man’s picture, his before operation image and the predicted appearance after healing.  These would be essential for finding Feng’s killer.  
How Things Got This Way
You’re older and wiser now with much more experience, but you still keep the images of Feng’s killer with you at all times. Hoping one day your paths will cross and you can exact your vengeance.  
New Way of Things (Results)
This prologue plot hook is designed to give the PC a history that ties into the Devon Sather/Carson Beckett make over.  If the PC should discover that Carson Beckett was man in the bandages, he will be inclined kill him.  This makes him a viable option as a Suspect. His actions after that are up to the GM and the PC to decide.

SMUGGLERS BLUES
This prologue plot hook is for anyone on the Crew that has ties to the black market or has a history of smuggling. 
The Way It Is
It was before you joined the crew of your ship.  Back when you were working with your younger brother William.  You and “Willie” had been doing some smuggling on the side to help support your family back home. 
Your most recent job was to “acquire” a shipment of ore and whiskey from a Beckett Industries warehouse.  Willie had volunteered to do reconnaissance. 
You waited for Willie for 3 hours at that bar.  When he didn’t show up you knew something was wrong.  You went back to the hotel to see if he was there.  He was nowhere to be found, but there was hat box on the table.  A box you did not recognize.  
You opened the box ever so carefully; making sure the lid was not booby trapped.   The horror that greeted your eyes when you pulled back the lid was almost too much to bear.  Inside was Willie’s decapitated head; a look of terror frozen on his face.  
Inside the box was a folded piece of paper.  Written on it was a note which read:
This is what happens to thieves. CB
That’s when you noticed the wires peeking out from under Willie’s head.  
You had just enough time to jump out the window before your entire room exploded into a raging inferno.
How Things Got This Way
You never forgave yourself for Willie’s death, and you always Suspected Carson Beckett was responsible for ordering his death.  Unfortunately, you have no proof.  The note was destroyed by the fire, and no one ever found Willies body.  But you’ve vowed that Carson Beckett will one day pay for his crime.
New Way of Things (Results)
This prologue plot hook is designed to give the PC a history that ties into the Carson Beckett’s past crimes.  If the PC should discover that Carson Beckett did kill Willie, he will have a motive for killing Beckett and possibly becoming a Suspect.

WHEN BUSINESS IS BAD 
This prologue plot hook is for the entire crew.  
The Way It Is
You’ve just completed your last job and are looking for another; preferably a good paying job without a lot of ensuing violence or flying bullets. Your last few jobs have not been that profitable, and without some steady income you could soon be on the drift.
Luckily you receive a call from an associate on Santo. Joel Tanner is one of the resident folk who can get you a job when jobs are scarce.   He has contacts on just about every world between the Core and he Rim.  When his wave comes through you eagerly take it. 
“Ni hao! (Good Day) my friend.   I heard you’re in need of work, and I just happen to have a job that should meet your needs. 
 Beckett Farms needs to get a shipment of corn and barley from Santo to Stoketown Station.  It an above-board deal, and will net you about 200 Credits.  Are you interested?”
New Way of Things (Results)
If the PC’s accepts his offer, they are sent landing coordinates on Santo.  If the PC’s decide the payment for the job is not enough, it’s a FORMIDIBLE (15) Task to convince him otherwise.  If they are successful, Joel will go as high as 400 Credits.
If the PC’s are cautious, and they want to investigate Beckett Farms, they will find information about the company on the Cortex.  Beckett Farms produces lots of grains.  Much of it is shipped to Stoketown Station for the production of Stoketown Whiskey.


[image: ]


SCENE 1 – A JOB AND TRAVEL
ON THE ROAD TO SANTO
The coordinates for the farming operation on Santo are in the southern hemisphere.  The trip to Santo is approximately 4 days away at hard burn. Plotting a direct course to Santo is an AVERAGE (7) Task (Intelligence + Pilot /Astrogation). 

A Botch means that the ship is off-course, doubling the actual travel time. A Failure means that the actual travel time is multiplied by 1.5. 

An Extraordinary Success will reduce travel time by one half day. A PC with this result should get 1 Plot Point.
 

OLD JOHN BARLEY CORN
Here's How It Is (setup)
The Crew arrives at Santo.  Depending on their Astrogation roll they could be early, on time, or late.  They need to pick up the shipment and get headed to Stoketown Station.  The foreman of the farm, Trent Hill, greets them at the landing area. He will be standing by a small land vehicle singing the following tune:
There was three men come out o' the west their fortunes for to try,
And these three men made a solemn vow, John Barleycorn must die,
They ploughed, they sowed, they harrowed him in, throwed clods upon his head,
And these three men made a solemn vow, John Barleycorn was dead.
This is an old folk song about making barley and corn into whiskey.  Characters with a good understanding of alcohol will recognize this tune, and figure out what the shipment is to be used for. 
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The Problem
If the Crew is late arriving, they will need to wait another two days on Santo, because their original shipment will have been sent by another ship.  Also the foreman of the farm will tell them that they only get ½ pay for showing up late.
If the PC’s do not accept this it’s an INCREDIBLE (23) Task to convince him otherwise.  If they are successful, he will offer full payment.  
Anyone able to convince him for full payment should be awarded 1 Plot Point.
If the PC’s want to haggle with him he will be willing to accept a bribe of 50 credits. This will also allow them to get full payment for the job. 
If the PC’s cannot afford this they can try other means of persuasion, but they risk losing the job entirely.  
The foreman will also tell the crew that the cargo is perishable.  If they take too long to get it to Stoketown Station, it will be no good for making into whiskey and they will lose their payment for the job.
New Way of Things (Results)
Once they do get the cargo on board, the foreman approaches the crew and tells them there is one more item they need to ship directly to Carson Beckett on Stoketown Station.  Mr. Beckett is the owner of the farm on Santo and the distillery on the station.  
The extra item is a small, air-tight, security-sealed box the size of a briefcase.  The Foreman tells the crew that the box must be delivered to Beckett unopened.   For this delivery they will get and extra 300 credit bonus. 
Should they accept this side job; the foreman will hand over the box to the captain, and tell him to keep it in a safe place.
Should the Crew be curious about what is inside the box, they will have to decide if they want to attempt opening it, or if they will leave it alone.  This decision should not be made unilaterally, since it impacts the whole Crew.  
However, if there are some less reputable members of the crew, with heightened curiosity, but the ethics and morality of Jayne Cobb, they might try to get a hold of the box and open it. 
The box is air-tight and security-sealed to prevent tampering.  It is a RIDICULOUS (27) Task (Intelligence + Security Systems or Lock Picking) to bypass the security lock without triggering the anti-tampering tracking plot hook.   If the Crewman is Successful he can unlock the case and look inside.  Inside is a very old book wrapped in silk and sealed in an airtight humidity free bag.   Anyone able to open the box without triggering the anti-tampering tracking plot hook should receive 2 Plot Points.
If the roll is a Failure, the lock may still be opened with a second roll, but the anti-tampering tracking plot hook will be triggered and Mr. Beckett will know his package has been opened.
A Botch means the anti-tampering tracking plot hook will be triggered and the lock will be broken.  Mr. Beckett will know his package has been tampered with.
If a single Crewman tampers with the box and the other members of the crew find out, it is up to the GM to the other PC’s to decide his punishment. 
If one of the PC’s attending has had the “Smugglers Blues” Prologue, they will recognize the name Carson Beckett and that he was the man responsible for his brother’s death.  They must decide whether or not to pursue Vengeance.  
Travel to Stoketown Station is approximately 1 week distant at hard burn. Plotting a direct course to the station an AVERAGE (7) Task (Intelligence + Pilot /Astrogation). 

A Botch means that the ship is off-course, doubling the actual travel time. This also means the cargo will have spoiled and the Crews only profit will be from the secure box shipment.

 A Failure means that the actual travel time is multiplied by 1.5, and the cargo has a 25% chance of spoilage.

An Extraordinary Success will reduce travel time by one day.  A PC with this result should get 1 Plot Point.

STOKETOWN STATION
A way station for ships heading out, the original asteroid is lost somewhere beneath gantries, cranes, huge cisterns and pipe work you could fly a small shuttle through. Some of them run through the rock. If there was ever any water on the surface, it has long since been turned to steam, which jets out like the breath of hell. There is very little of anything natural left here; even the noises are industrial, steam hammers, thrumming pipes under pressure, the air all hot with carbon. However, the sunsets are fabulous.
The station orbits a small planetoid-moon in the Motherlode asteroid belt, known as “Ironheart”.  The moon itself has a very thin atmosphere and has never been terra-formed, although it continues to be mined extensively. 
The station is a complex the size of a large town. The upper towers are upper class living quarters, security command, administrative buildings, and commercial centers.  The core of the asteroid is taken up by docking arms, cargo holds and the refinery furnaces. The external domes are the Habitat Domes 1 and 2 which house the miner's families and most of the Maintenance/Engineering staff.  The arms of supporting the domes house more commercial areas for the lower income inhabitants and visitors. On the underside of the asteroid is a large geodesic dome; which is a fuel dump for refueling of space craft.  Also at this level is the fusion reactor that powers the station.  The lower towers are communications, orbital control, and waste management.
The mining station is bustling with other crews; all who have business at the mine.  Also the mine complex has had a history of accidents.  The mining of this ore can be very dangerous, so the players will need to watch their step. Just how dangerous is it to work there? Work at the furnaces is very dangerous because the workers are always in close proximity to molten ores. Accidents are fairly infrequent. 
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The workers aboard the station are independent contractors, who get paid by bulk of ore produced.  This tends to cause issues with claim jumping and shipment hijacking.  They have no formal salary and no benefits.  Their Habitat dome is low grade housing similar to a slum. 
The employees of the station are treated pretty well.  All the workers are happy except those that work at the reactor and the furnaces.  They want a bigger share of the profits since their jobs are more dangerous.  The miners have a union and have gone on strike twice. During the second Strike there was a riot. 
Disputes between employees (or employees and miners) are handled judiciously in a public court of law run by the VP in charge of Personnel & the head security Officer.  These are often settled quietly. Disputes between the Upper management and employees are believed to be handled in the same way, but many of these people simply disappear or leave Stoketown suddenly.  This gives many pause and few are willing to openly confront them.
Minor crimes are common place.  The head of security would like to think she has full knowledge of the goings on in the station, but the black market is thriving.  Those convicted of a Minor crime are sent to a penal colony.
Major crimes are few.  A major crime is designated as one of the following: Piracy, Murder, Rape, Assault, Claim Jumping, Grand Theft, Attempted Murder, Attempted Rape, Child molestation. Those convicted of a major crime lose all benefits and pay, and are assigned to the uranium furnace.  Their life expectancy is 1-3 months since they are not allowed safety gear. Many of those convicted prefer to commit suicide than server in the furnaces.
There is a security contingent of 40 people who answer to the Chief of Security.  The security force is a privately run security force.  Their salaries are paid by the CEO.  When it comes to major crimes, the security force can call on the help of the Alliance, but they like to avoid Alliance involvement if at all possible.  
Stoketown station's administrative staff is as follows:
· CEO and Owner: Garrison Black
· VP in charge of Personnel: Amanda Grayson
· VP in charge of Mining: Collin Damascus
· VP in charge of refinery: Yang Tse Cho
· Financial Officer: Lloyd Fallwell
· Security Officer: Hiroko Kanai
· Head Engineer: Toby Sinclair
· Customs Officer: Linda Greenlaw
· Shipping Manager: Marc Meyer
· Medical Officer: Dr. Sophia Harrington
Their descriptions are listed in the Appendix.
When the Crew arrives at the station, about two thirds of the security force is ill with severe food poisoning. 

AN OLD FRIEND
Meanwhile, one of the crew has an old friend on board the station; who is part of the management team; Security Officer: Hiroko Kanai. She is a well-educated woman, with a lot of clout. The GM should determine in advance which crewman has the relationship, as it can greatly affect the outcome of the game.
For the adventure to work at least one of the PC’s must be familiar with Kanai. She could be any of the following:  
1. An Old War Buddy
2. A Friend of the family
3. An Old ship mate from a previous job
4. A Childhood friend 
5. Actually related to her (sibling or cousin)
6. Once had a relationship with her (married, lovers, dating, etc) – Parted on good terms
7. Once had a relationship with her (married, lovers, dating, etc) – Parted on bad terms
8. Is still in a relationship with her.
(The more complex the relationship, the more interesting the circumstances may become during game play.)
While on duty, Kanai is entirely focused on her job.  She’s a straight arrow who takes her job very seriously.  But on her off time she has a decent appetite for the finer things; good food, good drinks, good books, good sex.  She is an athletic woman who is incredibly fast and strong for her size.
When Kanai sends her Wave to contact the PC, she greets the crewman as appropriate for their relationship. After pleasantries she tells the PC about her troubles. 
First and foremost in her mind is the fact that she is short -handed.  Two thirds of her security contingent (approximately 25 people) is ill with severe food poisoning. She has only 15 security officers to cover the entire station.  With a population of 1440 people, and ships arriving and departing every day, she just does not have enough people to cover all her security posts. Kanai Suspects the poisoning of the officers was intentional but has been unable to prove it.
On top of that, there have been anonymous death-threats against a well-know businessman on the station.  The businessman is the crew’s employer, Carson Beckett.  
With her security force hindered by illness, Kanai needs as much help as she can get.  She is willing to pay each crewman 25 credits for each week they work as a deputy on her security force.
If the, PC she’s contacted, or the rest of the Crew, accept this offer she will meet them when they dock.  Kanai will deputize any interested crewmen and introduce them to the security policies of the station.  This can make for an interesting situation if one of the crew is involved in the upcoming crime.

A GIFT FROM A WICKED MAN IS A TRAP
The station is designed with docking arms so larger vessels can off-load and on –load cargo.  Smaller ships (small bulk transports and smaller) can either land in an underground cargo bay, or dock with the arms.
There are airlocks scattered across the station for visitors who want to dock with shuttles. The GM should tell the PC’s that the only available docking area is on Arm 4.
As soon as the crews’ ship docks with the station Carson Beckett sends word that he wants the crew to deliver the sealed box to him personally.  Beckett will send his "assistant" to show them the way to his residence. Three crewmen are allowed to go to meeting.  It will be up to the captain of the crew to decide who goes, and the other crewmen should remain on-board or take advantage of Stoketown Market.
Beckett's "assistant" is one of his bodyguard; a tall, muscular man by the name of Kendrick Day.  Kendrick is of Ukrainian-Norwegian descent.  He has blonde hair and blue eyes, and speaks with a thick Ukrainian accent.
Kendrick leads the crewmen from the docking area, through the maze of passageways, to the central elevators by the market. He then takes them up in the elevator to the executive towers. The elevator doors open on the promenade of level 4 where the Stoketown Distillery business offices are. The crew is asked to wait in the reception area until called for.  
The PC's have a chance to meet one or more people in the waiting room, obviously waiting for a chance to see Beckett. Among them are several people who may have a role to play in the adventure. These people must all be Suspects chosen by the GM.
Note: 
a. In the case of the BASIC ADVENTURE, the Suspects in the office are as follows:
· Linda Greenlaw - Station Customs Officer
· Joshua McTeig  - Freelance shipper working for Beckett
· Marta Swift - Asteroid Miner 

b. In the case of the ADVANCED ADVENTURE, the GM must decide the identity of this individual as well as the others who are in the waiting room.  This should be decided when he/she determines the other facts of the crime.  This will be an additional clue to telling who the Suspects are, and what their motives are.) 

The PC's are not aware of these persons' identities at this time, but this information may become crucial should one of them turn out to be the killer.
While they are waiting for Beckett to see them, they hear a loud argument between Beckett and some other individual, during which threats against Beckett's life are uttered. Once the argument is over the person will leave Beckett's office in full sight of the Crew, Beckett's bodyguards escorting them out.  In the BASIC ADVENTURE, the person escorted out will be Marta Swift. 
When the PC's do eventually get in to see Beckett, he is in a foul mood.  Beckett is seated behind his desk. He is dressed in a fine silk suit, adorned with a gold tie pin and gold cufflinks.  His office is decorated in a high Victorian style, with beautifully carved mahogany furniture and furniture and wingback chairs lined with fine leather. Beckett is a powerful man with a huge amount of influence.  He essentially own most of level 4 of the station and lives a life of opulence.  
As the crew approaches the desk to speak with him, he completely dispenses with pleasantries and asks the crewmen angrily where his package is. The crew should at this time hand over the sealed box. Beckett will inspect the box for damage and tampering.  When he is satisfied with the condition of the box he will pay the crew.  (NOTE: if the box has been visibly tampered with the Crew will receive only one half their commissions for the job.)
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If the box has remained unopened, Beckett will be pleased and will invite the crewmen to have dinner with him; and they can see what was inside the box they so carefully delivered.  If the crew accepts, which the GM should insist they do, they should arrive for dinner promptly at 18:00-hours (6:00 PM) station time.  
If they do not accept, they will still become involved in events, but they will have less information to formulate a hypothesis on the murder.    If they skip the meal the GM should have them skip to the point in the adventure of “A Wicked Man Shall Die”.  In any case, he will pay the Crew their wages for the job immediately and in platinum coins.  He will then have them escorted out and will return to his work. 
If they take a look around on level 4 they will see other business offices.  Surrounding this central area is a huge gardened Promenade with large windows for gazing out onto the star lit black.  The Promenade is like a huge patio with small dining areas and food stands for all the corporate executives that live and work on levels 1-5.  At the time the crew is wandering about there are about sixty people relaxing and enjoying either lunch or break with their friends.  If the PC’s look around, they will likely be able to meet at least one or two interesting folks.  The GM can determine if any of them are involved with the crime, or if the interactions will be red herrings.  Keep in mind that this adventure should be played as a murder mystery.  Like Agatha Christie, the GM can introduce Suspects earlier in the story to get the PC’s involved.  For the BASIC ADVENTURE, the GM should consider the PC’s would be able to meet and interact with the following Suspects:
· Linda Greenlaw - Station Customs Officer
· Joshua McTeig  - Freelance shipper working for Beckett
· Marta Swift - Asteroid Miner 
· “Hellfire” Henry – A preacher and homeless vagrant
The PC’s can use their influence or oratory related skills to garner information from these people.   The GM should use the Suspects personalities, secrets, and motives to influence what information the Suspects will give up.  These could be real clues or red herrings, but since a murder has not yet been committed, the PC’s will not be taking notes.  The GM should make a list of notes to refer back to so the Suspects can keep their stories straight, and so the PC’s can refer to the statements after the  murder investigation has started.  

SCENE 2 – DINNER AND A MURDER
"Murder is always a mistake. One should never do anything that one cannot talk about after dinner."
 - Oscar Wilde
THE LINE BETWEEN WORK AND PLEASURE
Here's How It Is (setup)
Beckett has invited the crewmen who delivered the package to have dinner with him, and they have been asked to show up promptly at 18:00-hours (6:00 PM).  When they arrive at Beckett’s resident they are greeted Beckett's bodyguard; Kendrick Day.  He lets them into Becket’s suite of rooms and the players are bit taken aback by the security.  The entry area is relatively small and has a security desk where the Crewmen are required to check-in their weapons. There is a weapon-scanner-screen which will easily detect any concealed weapons when a person walks between its scanning columns. 
Once past the scanner the Crewmen are allowed into the main portion of the residence and they are a bit awestruck buy the grandeur and opulence of the place.  
The main entry foyer is done in a grand Victorian Style. The walls are adorned with ornate teak paneling and gold fixtures.  Expensive furniture, carpeting, rugs, painting, and other decorations fill every corner of the room.  Hovering In the center of the room near the ceiling is a crystal chandelier.  
The Crewmen are led through the foyer to the Dining room.  It is similarly furnished but the primary pieces of furniture are the table and chairs which seat 20 people. 
In the room the crewmen see Carson Beckett and his wife Kalysta Beckett.  Becket will greet the crewmen and offer them each a glass of whiskey.  If there are any women within the group of crewmen, Kalysta will take them aside and offer them wine. Kalysta will not drink anything with alcohol, and when asks will skirt the issue.
Within a few minutes dinner is served, and everyone is seated at the table.    The meal consists of five courses and is likely the best fine food any of the crewmen have ever had.
During the course of dinner the crewmen can discuss just about anything they like with Beckett, as long as they don’t dig too much into his background.
After dinner, Becket will offer each of the crewmen another class of whiskey and a cigar.   He will then show of his library and his book collection, including his latest acquisition which the PC’s delivered to him.   
The main Library is done in a grand Victorian Style as well, but with touches of an old African hunting lodge. As before, the walls are adorned with ornate teak paneling and gold fixtures. There are bookshelves lining two of the walls and secured display cases in the center of the room.   Expensive wingback chairs covered in rich, brown leather, are scattered throughout the room with side tables make of teak and ivory.  Tiffany style glass covers adorn the wall sconces.   A fine antique chess set is lain out on a finely made game table.  He has a huge collection of rare books. His current collection totals 154 tomes.   
In the display cases you see a large collection of his most expensive books.  Some of the most notable and prominently displayed are:   
· a Gutenberg Bible
· a medieval translated manuscript of the philosophies of Socrates
· a 15th century copy of the Domesday Booke
· the original "Book of Kells" (which the Crewmen delivered to him.  
· an original copy of Mary Shelly’s ‘Frankenstein’ 
Beckett proudly shows of his collection to the crewmen while they sip their whiskey and smoke their cigars.
The Problem
If one of the PC’s attending has had the “Old Wounds” Prologue, they must make an Observation roll to recognize that Carson Beckett’s voice is that of Devon Sather, the Commander of Abernathy Prison.  They must decide whether or not to pursue Vengeance.  If they confront Beckett with this evidence he will deny it, all the crewmen will be shown the door and the PC will immediately be added to the GM’s Suspect list.    
If one of the PC’s attending has had the “Backroom Physician” Prologue, they must make an Observation roll to recognize that Carson Beckett was the man with the bandaged face.  They must decide whether or not to pursue Vengeance.  If they confront Beckett with this evidence he will deny it, all the crewmen will be shown the door and the PC will immediately be added to the GM’s Suspect list.    
If one of the PC’s attending has had the “Smugglers Blues” Prologue, they will know Carson Beckett and that he was the man responsible for the death of the Crewman’s brother.  If they confront Beckett with this evidence he will deny it, all the crewmen will be shown the door and the PC will immediately be added to the GM’s Suspect list.    
If one of the PC’s attending has had the “Strange Days” Prologue, they will immediately recognize the book as the one that was stolen from their home so long ago.  They must decide whether or not to pursue getting it back.  If they argue with Beckett over ownership, they If they confront Beckett with this evidence he will deny it, all the crewmen will be shown the door and the PC will immediately be added to the GM’s Suspect list.    
If the PC with the ‘Strange Days” Prologue is not present they can still hear about it from other crew members, or if the PC is already chosen as a Suspect by the GM, it can be an additional motive for the murder.  The GM and the PC should discuss this and let it play into the plot. 
New Way of Things (Results)
The PC’s with grudges against Beckett will have to determine how they will handle the meal and after dinner display. Some might confront Beckett early on in the evening.  Some might not confront him at all.  Most of the reputable crewmen will try to go after Beckett legally.  Others may want Beckett dead. 
The GM should try and dissuade the non-killer PC’s from attempting to kill Beckett, but that does not mean they cannot confront him or threaten him.  
If the GM has set up one of the crew as a killer, then they should begin their evening murder timeline just after dinner.
If the crewmen make it through the evening without insulting or accosting Beckett, he will ask them to return the following morning to discuss another job opportunity.
 After dinner and the review of the collection the crewmen depart; leaving Beckett alone with his wife and his bodyguard. The time will be 21:30 –hours (9:30 PM)
Once the crewmen leave, the final events of the evening can occur.  The GM should encourage the crew to get out of the ship and see the town; maybe do some shopping or bar hopping.  This will give the crew a chance to set up alibis and to make acquaintances on the station.  There is a whiskey drinking party at The Broken Bilge Tavern.  The establishment is in the lower commercial district and is a favorite of miners and ship crews alike. 
The evening should wear on and eventually the crew can return to the ship.

A WICKED MAN SHALL DIE
“One must never set up a murder. They must happen unexpectedly, as in life.” 
- Alfred Hitchcock
The crew is awakened the next morning at 07:15-hours by Hiroko Kanai.  She will arrive at the docking port of ship with two security officers.  
She informs the crew that Carson Beckett has been murdered and the most expensive books in his book collection are missing.   These include all the books from “Earth That Was”:
· the Gutenberg Bible
· the philosophies of Socrates
· the Domesday Booke
· the "Book of Kells
· Mary Shelly’s ‘Frankenstein’ 
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The body was found by the bodyguard at 06:45-hours.  So far she has been able to determine that murder took place between 22:00-hours last night and 06:30-hours in the morning. (10:00PM-6:30AM)
If any of the PC’s confronted Beckett during dinner, Kanai will have heard about it.  She will have them listed as a Suspect and will have them taken in for questioning. The crew can avoid this if they can provide Kanai with a verifiable alibi.  
The rest of the crew will be allowed to continue as deputized security officers, and help with the investigation, but if they interfere in any way that hinders the investigation into their crewman’s motives and/or alibi, they will lose all security privileges.   
If the crewmen are not deputized security officers, they can still investigate on their own to try and clear their crewmates of the crime.
Kanai tells the crew that the station is under a 48-hour lockdown, which can be extended but will impact shipping to and from the station. The lock down prevents ships docked with the station from leaving and seals all external airlocks.  It was set automatically at 06:50- hours; as soon as the body was found.  This means someone could have committed the murder and left before the lockdown. Fortunately, no ships departed during the night, but there is a possibility an airlock could have been used in the executive towers are without detection.
To make matters worse, there was a whiskey drinking party at The Broken Bilge Tavern.  The establishment is in the lower commercial district. The place was swarming with people last night and many of her remaining security guards had to be posted there to prevent trouble. 
Also, Kanai is concerned because the station security cameras and sensors were down in the executive towers area between 21:00-hours and 06:00-hours (9:00PM -6:00AM).  This would have required an act of sabotage, or a very skilled security systems expert. 
The only fixed clues that are provided for the killing:
· The electronic death threats to Beckett, retrieved by Kanai before the PC’s arrived 
· A Successful Research check will reveal the individual responsible. 
· A partial Bible passage was written on the door to the victim’s residence.
“VENGEANCE IS MINE, I WILL REPAY," says the Lord. - Romans 12:19  
· The fact that the doors were locked by pass card access, and only a few people have valid access cards.
· The fact that the station security cameras and sensors were down in the executive towers
· A Successful Research check will reveal the individual responsible. 


THE BASIC ADVENTURE PLOT
But then, as nothing happens quite the same,
Investigation is the game,
He had to check her story right away-he dead
~ The Friends of Mister Cairo
A MURDER BY THE NUMBERS  
Once all is set up and the players hear the details from Kanai, play proceeds as usual; all the player-characters taking an interest in the crime.  The PC’s will need to become directly involved in the investigation and narrowing down the clues and conflicting motives.  The PC's attempt to determine what pertains to the case, what is fact and what is fiction, who is lying and who is telling the truth.
· Determine the time line of the murder
· Determine who is a Suspect
· Find Clues
· Investigate alibis
· Eliminate Suspects
Depending on the way the murder mystery has been set up by the GM, the Crewman may meet some resistance in finding the killer (see the appendix on setting up the crime and the Suspects).
Once the Crew and Kanai have narrowed down the clues and Suspects to one or two individuals that and confront the Suspects and try to get a confession.
THE SCENE OF THE CRIME
The scene of the crime is the library in which the murder took place.  Below is a close-up of the level where Beckett resided.   
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THE SUSPECTS
The PC’s can determine the Suspects by canvassing the station for witnesses, or by following up the people who might have a grudge with Becket.  These people will be relatively easy to determine.  It is an AVERAGE (7) Task (Intelligence + appropriate skill). 

A Botch means that the Suspect is not discovered immediately, but might come to light during the investigation. An Extraordinary Success will allow the PC’s to finds some small piece of evidence (besides a witness) which implicates the Suspect in the crime. A PC with this result should get 1 Plot Point.
 
Full descriptions of the suspects can be found in the Appendix.   
Listed below are brief summations of the Suspects’ Background, Secrets, and Means as they relate to the BASIC ADVENTURE Plot.  The descriptions of the characters in the Appendix have much more data which can be used t o develop more complex plots.   
SUSPECT 1 - WIFE OF THE VICTIM
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Kalysta Beckett
Basic Information: 
Agi d6, Str d6, Vit d6, Ale d10, Int d10, Wil d8;
Life Points 14; Initiative d6+d10

Traits:  Amorous (Minor Complication), Memorable (Minor Complication), Allure (Minor Asset), Greedy (Minor Complication), Friends in Low Places (Minor Asset), Friends in High Places (Minor Asset), Greedy (Minor Complication)

Skills: Disguise d6, Corporate Business d6, Security Systems d8

Height:  5’-4”
Weight: 130 Lbs
Blonde Hair / Blue Eyes
Description:
Kalysta is the wife of Carson Becket.  She has been his wife for nearly 3 years.  Kalysta was born and raised on Persephone.   She comes from a lower-class family that lives in the slums near the primary spaceport, Eavesdown Docks. She has 10 siblings of which she is the only one to have attended college.  She doesn’t talk to her family often, as she feels they would want to drag her back down to their impoverished level of life.      
Kalysta is a blonde beauty who stands about 5 foot 4 inches. When she met and married Beckett she was an up-and-coming manager and security analyst in Beckett’s Whiskey business.  She and her husband have had their differences in the last year and it is rumored that both she and Beckett have had affairs. But no one has confirmed these rumors.
When first encountered at the dinner party she was dressed in an elegant evening gown, and showed no signs of abuse.  The following morning she has a black eye and broken cheekbone.  She makes no secret of that she had an argument with her husband after the dinner party and that he hit her.  
Security Officer Kanai can confirm that this is not the first time something like this has happened.
She is also looking quite queasy in the morning and there will be a 60% chance if she’s questioned in the morning that she will need to throw up. 
Involvement: 
· The Spouse is always a Suspect
· She is having and affair with Kendrick Day, Beckett’s chief bodyguard
Secrets:  
· She is having and affair with Kendrick Day, Beckett’s chief bodyguard
· She knew Becket was having an affair with Linda Greenlaw, and he was threatening divorce her which would have left her destitute.
· She is pregnant with Kendrick’s child.
Motive: 
· Motive 1: Revenge for Beckett’s infidelity
· Motive 2: Acting on her own infidelity to be rid of Beckett – revenge for her abuse
· Motive 3: Greed - Inheritance of estate after Beckett dies.
Means: 
On the night of the murder, Kalysta had an argument with her husband in the Library.  They were arguing about her affair with Kendrick.  He hit her in the face with his fist, giving her a huge black eye. When he hit her she stumbled back and left her fingerprints on a statuette on a table nearby. She ran from the suite, and as she usually did when he hit her, she went to the Mandarin Towers Hotel and got a room.  
As the night wore on she decided she wanted to be rid of Carson Beckett.  She disguised herself as best she could so she would not be recognized when she left the hotel.  She returned to Beckett’s suite, but found he’d already been killed.  Seeing an opportunity to make it rich, as well as being rid of Beckett, she turned off the security system of the display case, took out the most expensive books, and loaded them in a travel bag.  While she was doing this she got traces of Beckett’s blood on her clothes. 
 She then locked the suite and left.  As she usually did when he hit her she went to the Mandarin Towers Hotel and got a room.  She may have been seen by casual passers-by en route there, and she was definitely seen arriving at the hotel.  She hid the books in the air duct above her hotel room. She then called Kendrick and asked him to come and stay with her.  
Alibi:
On the night of the murder, Kalysta had an argument with her husband in the Library.  As she usually did when he hit her she went to the Mandarin Towers Hotel and got a room.  She was there all night 


SUSPECT 2 – VICTIM’S MISTRESS
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Customs Officer: Linda Greenlaw
Basic Information: 
Agi d6, Str d6, Vit d6, Ale d12, Int d12+2, Wil d10;
Life Points 16; Initiative d6+d12

Traits: Amorous (Minor Complication), Highly Educated (Major Asset), Total Recall (Major Asset), Overconfident (Minor Complication), Steady Calm (Minor Asset)

Skills: Customs Expertise d10/ Athletics d6/ Running d8, Unarmed Combat d6 / Jujitsu d8  

Height:  5’-1”
Weight: 120 Lbs
Red-Auburn Hair / Green Eyes

Description:  
Linda, the Executive Customs Officer of Stoketown Station, is a sexy, confident, strong-willed young woman.  She was born on Osiris and comes from a fairly wealthy family.   Of all the executives on the station she is the only one who consistently wears a business suit every day. She is a hot blooded redhead, with an aptitude for business.  She has an eidetic memory and can recall everything she’s ever seen or read in her life.
She loves flirting with men because she knows she does it so very well. When all else fails, that’s her primary skill; and when she succeeds, men will usually do anything she asks. She always gets what she wants. What she wants is to be a self made woman with the clout to eventually run Stoketown Station. 
She is very physically fit, and it a well known fact that she jogs around the business towers area every evening after dinner. This is a habit she picked up while still in the Core.  
Involvement: 
· She and Beckett had an argument about some customs issues.   She was heard to have threatened him with prosecution and physical assault.
· She is also having an affair with him, which may soon become public knowledge
· Computer records show that Beckett disabled the security systems in the business tower.  This could have been her using his access 
Secret:
· If this suspect committed the crime then she could have poisoned the security force.
· She was having and affair with Carson Beckett. She started the affair as a fling.  Her misfortune was that she fell in love with the victim, and wanted him to leave his wife.  But after a year-long affair, it was evident that he was never going to leave her
· She recently found out Beckett was using their relationship so he could sneak illegal items through customs; and using her security ID.  
· She has been planning to steal Beckett’s book collection for some time.
· She also uses her status to get illegal items through customs, but she does it in such a way that she won’t get caught.
Motive:
· Motive1: Stealing the book collection and selling to the highest bidder will make her a very rich woman indeed. 
· Motive 2: Passion – Beckett won't leave his wife
· Motive3: Anger and Revenge- Beckett used her to get illegal items though customs.

Means: 
On the day of the murder, Linda had an argument with Beckett about their relationship and where it was going.  Beckett told her she had to stop being so demanding. She threatened to tell his wife. He hit her, something he’d never done before, and she left; confused and angry.  
After her confrontation with Beckett she decided to get back at him.  She wanted to kill him.  
She disabled the security systems in the business tower.   She waited until it was later in the evening and she went back to Beckett’s suite to see him.  She found him in the Library working.   She told him she’d come to apologize.  She wanted him to drop his guard so she started getting frisky with him.  One thing led to another and they had sex on the desk.  
When his back was turned she grabbed a small bronze statuette from the table and was planning on hitting him in the head.   But she lost her nerve at the last moment and put the statuette back. But her fingerprints were now on the statuette. 
She then left Beckett’s residence and went to Mung Chow’s to eat.  After that she went back to her residence, cleaned up and went straight to bed.
Alibis: 
On the night of the murder, Linda was in her residence almost the entire evening.  She went out once for her nightly jog. If pressured she will admit she was with Beckett and had sex with him, but she will not admit to wanting to kill him.



SUSPECT 3 – THE BROWNCOAT
[image: ]
Joshua McTeig
Basic Information: 
Agi d6, Str d8, Vit d6, Ale d10, Int d8, Wil d10;
Life Points 18; Initiative d6+d10

Traits: Good Name (Major Asset), Leadership (Minor Asset), Military rank (Minor Asset), Trustworthy Gut (Minor Asset), Chip on Shoulder (Major Complication), Loyal (Minor Complication)

Skills: Pilot d6 / Astrogation d4 / Mid-bulk transports d10 / short rage shuttles d6 / Planetary Vehicles d6 / Heavy Machinery d6, Guns d8, Influence d6/Bartering and Haggling d8

Equipment:  Hand Gun (DMG d6 W, RNG 60, MAG 12).
Height:  6’-2”
Weight: 210 Lbs
Brown Hair / Hazel Eyes
Description:
Joshua McTeig is a tall, muscular man of middle age with auburn hair and hazel eyes. When he was a child, Joshua's family immigrated to Shadow shortly after his birth. When he was 15, the war against the Alliance began.  He signed upon the side of Independence and was away from his home world when it was bombed into oblivion.  Both of his parents survived the Alliance attack and are still alive, but are in poor health. Because of this Joshua has a great dislike for the Alliance and everything it represents.
During the war Joshua met Oliva McKinley, a lovely woman from Silverhold, and fell madly in love with her.  They fought together in many heated battles against the Alliance.  In one such battle he was wounded and she was captured. When he had recovered from his injuries he tried to find her or, at the very least, discover her fate.  
Months passed, and Joshua still had no word on the fate of his lost love.  Near the end of the he discovered she was being held in Abernathy Prison. Joshua left his post and went AWOL.  He hired a mercenary ship to take him to find Olivia. 
 When he was finally able to get to Abernathy Prison, the war was over.  There was still a large Alliance presence, but not at the prison.  The soldiers in charge of the camp had fled, and the camp was left full of dead and dying Browncoat soldiers.  Unfortunately, Olivia was nowhere to be found.   Just as he was about t give up hope, Joshua was approached by and aged soldier who told him Olivia was being kept sequestered by the Commander of the camp. The soldier told him that she'd likely been raped (or worse).  
Joshua was frantic.  He went to the abandoned house and searched the building from top to bottom.  He found Olivia in the basement, caged like an animal, and sick from disease and malnutrition; in her arms she held a baby girl.  He was elated to see her, but Olivia wasn’t lucid enough to recognize who he was.
He took her and the child from that place and holed up in an old abandoned ranch house.  He took care of them as best he could; stealing the medicine and food they needed from the Alliance warehouses in town.    
The child was improving but Oliva was not.  As her death drew near she gained a bit of clarity.  With her dying breath she told Joshua that the child was his and to protect her always. She died in his arms.
He vowed he would get revenge on Devon Sather, the Commander of the camp; but Sather was nowhere to be found.  So Joshua raised the child as best he could. Taking on the job of interplanetary shipper he never stopped trying to find information of the whereabouts of Sather. 
Mika, the daughter of his dead love, travels with him wherever he goes.  What he does not know, is that Mika is actually the illegitimate child of Devon Sather. 
Approximately two months ago, he was able to start a business contract with Beckett/Sather, and has been working for the Stoketown Distillery.
Involvement: 
· A week ago Joshua had an argument with Beckett over a shipping run.  
· Joshua has publically expressed hostility towards Beckett.
Secrets:  
· Recently he had discovered new information that showed Carson Beckett was in reality Devon Sather.  He came to Stoketown Station to confront Sather and exact his revenge.
· He has been planning to murder Beckett/Sather
· He has been sending anonymous death threats to Beckett/Sather
· He purchased a stolen security  pass card on the local black market
· If this Suspect committed the crime then the poisoning of the security force may have been accidental; or was committed by a different Suspect.
Motive: 
· Motive 1: Revenge Olivia’s death
Means: 
On the night of the murder, Joshua went to The Broken Bilge Tavern to establish his alibi. Later in the evening, after several drinks, he snuck out the back exit and went to the tower where Beckett lived.  He waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone.  
Then he made his move.  He used a stolen pass card to enter Beckett’s suite.  He entered the Library and confronted Beckett with a picture of Olivia and explained why he was there.  Beckett denied any involvement, stating he wouldn’t waste his time on such a wretched woman.  In a fit of rage, Joshua grabbed a statuette from a nearby table and beat Beckett to death with it.  He left the residence and disposed of the murder weapon in a trash chute.  He then used the maintenance tunnels to get back to the Broken Bilge, where he cleaned himself up. He spent another two hours there before returning to his ship. 



SUSPECT 4 – THE BODYGAUARD
[image: ]
Kendrick Day - Bodyguard
Basic Information: 
Agi d8, Str d12, Vit d10, Ale d6, Int d6, Wil d8;
Life Points 20; Initiative d8+d6

Traits: Heavy Tolerance (Minor Asset), Intimidatin' Manner (Minor Asset), Steady Calm (Minor Asset), Memorable (height) (Minor Complication, Mean Left Hook
(Minor Asset), Overconfident (Minor Complication)

Skills: Athletics d8 / Dodge d8, Guns d8 / Pistols d8, Discipline d6 / Intimidation d8, Influence d4, Melee Weapon Combat d6 / Knives d8/ Clubs d8, Ranged Weapons d4, Unarmed Combat d6 / Brawling d10


Height:  6’-3”
Weight: 230 Lbs
Blonde Hair / Blue Eyes
Description:
Kendrick is a tall, muscular man of Ukrainian-Norwegian descent.  He has blonde hair and blue eyes, and speaks with a thick Ukrainian accent.  He is the quintessential masculine, testosterone driven, brick.   
He has been the Victim's bodyguard for the last 2 years.  He’s not a very intelligent man, but he doesn’t need to be.  Women adore him and men fear him. Over the years he has convinced himself that he’s a fearless hero of the free Verse.
Involvement: 
· He is having and affair with Kalysta Beckett
· He left Beckett’s suite right after the party which is not typical.
· He knew Beckett was abusing his wife and had spoken out to his employer about it in the past.
Secrets:  
· He is having and affair with Kalysta Beckett
· He despised Beckett and how Beckett treated Kalysta
· His cousin once worked for Beckett as a bodyguard and was killed in the line of duty.
· If this Suspect committed the crime then the poisoning of the security force may have been accidental; or was committed by a different Suspect.
Motive: 
· Motive 1: Revenge for Beckett’s abuse of Kalysta
· Motive 2: Acting on his own infidelity to be rid of Beckett and have Kalysta for himself
· Motive 3: Revenge on Beckett for getting his cousin killed
Means: 
On the night of the murder, Kendrick left early to get a gift for Kalysta, and then went out for a drink.   He found out later that Kalysta had an argument with her husband and that he hit her. He went to the Mandarin Towers Hotel to be with and comfort her.  He spent the night with Kalysta.  He wanted to go and take some revenge on Beckett, but Kalysta stopped him. At 6:40Am he left for Beckett’s residence and found his boss dead in the library.
Alibis:
He has done nothing wrong so his alibi is the same as his Means.



SUSPECT 5 – THE HOLY MAN
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“Hellfire” Henry Hackett
Basic Information: 
Agi d4, Str d6, Vit d10, Ale d8, Int d8, Wil d8;
Life Points 14; Initiative d4+d8

Traits: Military Rank (Minor Asset), Dead Broke (Major Complication), Chip on Shoulder (Minor Complication), Leaky Brainpan (Major Complication), Traumatic Flashes (Minor Complication), Twitchy (Minor Complication), Dark Secret (Major Complication), Ugly as Sin (Minor Complication)
Skills: Knowledge d6/ Bible passages d8, Guns d8 / Pistols d8, Discipline d6 / Intimidation d8/ Espionage d10, Influence d6/ Evangelizing d8, Melee Weapon Combat d6 / Knives d8/ Clubs d8, Unarmed Combat d6 / Brawling d10, Survival d6/Scavenging d10
Equipment: a Bible
Height:  5’-10”
Weight: 170 Lbs
Brown Hair / Blue Eyes
Description:
 Little is known about ‘Hellfire’ Henry.  Just about everyone on Stoketown Station has heard of him, but no one really knows who he is.  All they really know is that he never bathes or cuts his hair, and that he’s a little off his rocker.
 He is, or believes he is, a Sheppard who left Southdown Abbey approximately five years ago.   He claims he was travelling the Verse to “save the souls of the wicked”. He ended up at Stoketown Station when he ran out of money to get passage to another destination.  He has been living as a beggar and vagrant ever since. He lives in a run-down hovel on the lower decks of the station, and comes out every day to thump his Bible, pray for the wicked and beg for food. 
He is also known for his hallucinations and wild mood swings.  He can go from a quiet and friendly mood to full blown rage at the drop of a hat.   The trigger always seems to be crowds and/or someone committing a sin (IE: assault, drunkenness, violence against women, gun fire, etc.)  He’s been arrested several times for assault and being a public nuisance but no one ever had the heart to press charges.
Most folks on the Station look out for him, and make sure he’s taken care of.        
 Involvement: 
· Henry was seen in the area of the business towers at the time of the murder.
· Henry once had a Traumatic Flash and assaulted Carson Beckett.  Beckett has a Restraining Order out against Henry. 
Secrets:
Henry’s real name is Henry Harrison.  Henry was a Browncoat, who joined the Alliance military to be a spy.   He was very good at his job, and reported many helpful strategic details to the Independents.  All was well until one day he was inexplicably transferred to Abernathy Prison to work under Commander Devon Sather.   
Abernathy Prison was a hellhole.  He had to maintain his cover which meant horribly mistreating his fellow Browncoats.   One night, he was on security detail at the commander’s house, when he heard a scream from upstairs.  He ran to see what it was, and found the commander standing over the body of a teenage girl, the commander’s bayonet rammed through her belly. 
Sather nonchalantly pulled the bayonet out and started cleaning the blood off.  He then ordered Henry to make sure she was dead and to dispose of the body where no one would find it. Henry told Sather that he would not do it and he left the house to return to his quarters.
Henry had decided he’d had enough, and was preparing to leave, but before he could a squad of Alliance officers showed up to arrest him.  Commander Sather had sent them to arrest him for the girl’s murder.
Henry tried to explain what had truly happened, but the soldiers did not listen.  They took him to the main compound of the prison and threw him in with the inmates.  The next few days were a blurred nightmare of beatings by the imprisoned Independents who believed him to be a Purple Bell, and the Alliance Guards who thought him to be a child killer.   Something inside him snapped.  He lost his mind. 
On the fifth day of his incarceration, he was brought before a court-martial tribunal, where he was immediately found guilty and sentenced to death.  He was taken out to the woods, where he was supposed to be hanged.  Fortunately, the two guards who were ordered to carry out his execution believed his story of innocence.  They had seen the things their commander was capable of.  Instead of executing him, they released him with just enough money to get off world.
And so Henry fled. God had spared him. Broken in both mind and body, he ran far, only stopping when he’d reached the quiet solitude of Southdown Abbey.  He took on the name of Henry Hackett and tried his best to study the word of God; seeking forgiveness for his sins and the sins of those who had hurt him.  He spent many years there trying to heal.
The monks at Southdown Abbey tried their best to help him, but he was just too unstable.  When he lost control and assaulted the bishop of the abbey, he was asked to leave.   And so he did.  
He went out as a travelling Sheppard, trying to save the sinful, but eventually he ended up at Stoketown Station.  After living there for about a year he had an accidental encounter with Carson Beckett.  Henry recognized his eyes and voice as those of his nemesis Commander Sather.  He attacked Sather, calling him a demon and a sinner.   
Carson Beckett did not recognize him, and thought of him only as a nuisance.   Beckett took out a Restraining Order out against Henry, and went about his daily routine.  
Henry in the meantime has been trying to find a way to either save or damn Carson Beckett.
Motive: 
· Motive 1: Revenge for evils done to him by Beckett/Sather
· Motive 2: Punish Beckett/Sather for his sins
· Motive 3: Stop the Sather demon inside of Beckett
Means: 
On the night of the murder, Henry was in good spirits and was scrounging around in different locations for food and money.  After a few drinks at the tavern he decided to pay Beckett a visit, but he was too drunk and confused to be able to break into the suite.  Instead, he scrawled the Bible passage on the door and left.  He was too drunk to notice when a torn page from his Bible fell lose and was left outside Beckett’s residence.
On the way back to his hovel he was scrounging for food and found a blood-stained bronze statuette in one of the trash chutes.  He wiped most of the blood off an stuck it in his hovel as decoration.
Alibi:
Henry really has done nothing wrong besides writing graffiti.   He’ll gladly admit to this and go onto one of his religious rants.  But he won’t tell anyone about his past, unless the PC’s uncover it.



SUSPECT 6 – THE ASTEROID MINER
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Marta Swift
Asteroid Miner – Captain of the ship “Luck of the Irish” 
Basic Information: 
Agi d6, Str d4, Vit d8, Ale d8, Int d8, Wil d10;
Life Points 14; Initiative d6+d8

Traits: Good Name (Major Asset), Leadership (Minor Asset), Talented (Mining and Assaying) (Major Asset), Trustworthy Gut (Minor Asset), Chip on Shoulder (Major Complication), Loyal (Minor Complication), 

Skills: Pilot d6 / Astrogation d4 / Small-bulk transports d6 / Mid-bulk transports d6 / short rage shuttles d6 / Planetary Vehicles d6 / Heavy Machinery d6, Guns d6, Knowledge d6 / Mining and Zero–g Mining d10 

Equipment:  Hand Gun (DMG d6 W, RNG 60, MAG 12), Handheld mining torch

Height:  5’-2”
Weight: 128 Lbs
Dark Brown Hair / Blue Eyes
Description:
Marta a short woman with an athletic build and grubby clothes; her long black hair is often pulled back in a bun. She was born and raised on Dyton Colony, where she grew up in a seedier environment.  She was picking pockets by the time she was 8.  
Eventually she decided that crime was not for her and she hired on as ships hand on an ore hauler.  She learned her trade and earned enough money to buy a ship.  She is now a non-union asteroid miner who runs a two man ship called “Luck of the Irish”.
A month ago her fiancé, Tad Mann, was at Stoketown Station to deliver a particularly precious load of ore, 100 ounces of Helion-Oxide.  He was headed to the Assayers Office when was attacked and killed by thugs.  No one was ever convicted of the crime and the ore was missing.
Marta, being a prudent miner, had tagged the ore with a radiological tracker.  She was eventually able to track it back to a ship owned by Carson Beckett.  She reported the incident to a station security officer, but never heard back.
She has been seen arguing with Beckett twice this week.
Involvement:
· She has been seen arguing with Beckett twice this week.
· She has a complaint about claim jumping filed against Beckett. She believes Carson Beckett hired men to have her fiancé killed and her ore stolen.
Secrets: 
· She has been making accusations and death threats against Beckett.
· If this suspect committed the crime then she could have poisoned the security force.
Motive: 
· Motive 1: Revenge - She believes Carson Beckett hired men to have her fiancé killed and her ore stolen.

Means: 
On the day of the murder, Marta visited Becket at his office and had an argument with him.  She accused him of Claim Jumping, theft and murder. Beckett told her she was delusional and had her escorted out.  That’s when Marta decided to take matters into her own hands. As she was being escorted out, she snagged a security badge from the bodyguard.
On the night of the murder, Marta went to The Broken Bilge Tavern to establish her alibi. Later in the evening, after several drinks, she snuck out and went to the tower where Beckett lived.  She waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone.  
When she finally worked up the courage she tried to enter the suite, but the security badge did not work.  After that she returned to her ship. 
Alibi: 
Except for some time she spent at her ship getting more money for drinks, she spent most of the evening drinking at The Broken Bilge. After that she went back to her ship.



THE SUPECT INTERACTION TABLE
The numerous Suspects may, provide alibis, evidence, and other important plot hooks for the mystery. They may also provide evidence against other Suspects, alibis for other Suspects, or outright lies about their relationships with other Suspects.   Below is a table showing the relationships between the Suspects in the BASIC ADVENTURE:
	 
	Suspect Interactions

	 
	Kalysta Beckett
	Linda Greenlaw
	Joshua McTeig
	Kendrick Day
	Hellfire Henry
	Marta Swift

	Kalysta Beckett
	 
	Wrongly believes that Linda may have killed Beckett. She will declare this belief to the authorities. 
	Knows the Suspect, but does not believe she killed Beckett
	Knows the Suspect, but does not believe she killed Beckett
	Did not know the suspect until the day after the murder.  Is being blackmailed by Henry.
	Wrongly believes that Marta may have killed Beckett. She will declare this belief to the authorities. 

	Linda Greenlaw
	Wrongly believes that Kalysta may have killed Beckett. She will declare this belief to the authorities. 
	 
	Knows the Suspect, but does not believe she killed Beckett
	Knows the Suspect, but does not believe she killed Beckett
	Knows the Suspect, but does not believe she killed Beckett
	Wrongly believes that Marta may have killed Beckett. She will declare this belief to the authorities. 

	Joshua McTeig
	Knows Kalysta is having an affair with Kendrick. Will try to implicate her in the murder by tell the authorities.
	Saw Linda leaving the residence at 8:50PM .  Will try to implicate her in the murder by tell the authorities.
	 
	Knows Kendrick is having an affair with Kalysta. Will try to implicate her in the murder by tell the authorities.
	Does not know the suspect
	Has been confronted by Marta about the murder. Will try to eliminate the suspect: kill the suspect, implicate the suspect in the crime, or placate through payment of blackmail.

	Kendrick Day
	Wrongly believes that Kalysta may have killed Beckett. He may shield Kalysta with false alibis, clues, or even a confession of guilt.
	Wrongly believes that Linda may have killed Beckett. He will declare this belief to the authorities. 
	Knows the Suspect, but does not believe he killed Beckett
	 
	Knows the Suspect, but does not believe he killed Beckett
	Wrongly believes that Marta may have killed Beckett. He will declare this belief to the authorities. 

	Hellfire Henry
	Wrongly believes that Kalysta may have killed Beckett. He will try to get blackmail money from her.
	Knows the Suspect, but does not believe she killed Beckett
	Does not know the suspect
	Wrongly believes that Kendrick may have killed Beckett. He will declare this belief to the authorities. 
	 
	Does not know the suspect

	Marta Swift
	Does not know the suspect
	Knows the Suspect, but does not believe she killed Beckett
	Marta has correctly guessed the identity of the murderer.  She has confronted Joshua with this knowledge. She has asked for blackmail money.
	Does not know the suspect
	Knows the Suspect, but does not believe she killed Beckett
	 






THE MURDER TIMETABLE
A murder timetable is used to plot the movements and activities of each Suspect prior to, during, and just after the murder.  Clues and facts are inserted for use during the game. The PC’s will know that murder took place sometime between 22:00-hours in the evening and 06:30-hours in the morning. (10:00PM-6:30AM).  Below is the time table for the BASIC ADVENTURE.
	 
	Timeline

	Suspects
	7PM-8PM
	8PM-8:30PM
	8:30PM-9PM
	9PM-9:30PM
	9:30PM-10PM
	10PM-10:30PM
	10:30PM-6AM

	Kalysta Beckett
	At dinner party
	Has fight with Victim at 8:10 - leaves
	In hotel room from 8:45 - 9:45
	In hotel planning to murder her husband
	9:45 -Sneaks out of hotel. Returns home but finds Becket Dead -  Steals his rare books
	Returns to hotel room - Hides books in hotel room. Calls her lover, Kendrick 
	In hotel with Kendrick until morning

	Linda Greenlaw
	In personal residence - plotting Beckett's murder
	Arrives at Beckett's residence at 8:15
	Has encounter with Beckett and leaves at 8:50
	Goes out to eat at Mung Chows 9PM to 10PM
	At Mung Chows 9PM to 10PM
	Goes back to personal residence
	In personal residence

	Joshua McTeig
	At  his ship "Olivia"
	At Tavern -setting up alibi
	Outside Beckett's residence in maintenance hall until 8:45- 8:55
	Enters residence Murder committed at 9:15
	Stashes murder weapon and Returns to tavern --Seen returning to tavern at 9:35 PM
	At tavern
	Back at his ship

	Kendrick Day 
	At dinner party
	After dinner party heads out to get a gift for Kalysta
	Goes to tavern at 8:55PM
	At tavern
	At tavern
	Gets call from Kalysta.  Goes to the Mandarin Towers
	In hotel with Kalysta until morning

	"Hellfire" Henry
	scrounging for  food panhandling
	Seen near business tower at 8:15PM
	Goes to tavern at 8:45PM
	At tavern
	Scrounging for food panhandling.  Near the Mandarin Towers
	Heads upstairs to Beckett's residence. Writes a bible passage on the door to the victim's residence. 10:45 PM
	returns to hovel at 10:40 PM

	Marta Swift
	At her Ship
	At her Ship
	Goes to tavern at 8:35PM
	At tavern
	At tavern -Gets drunk and decides to kill Beckett
	Goes to Beckett's residence at 10:15PM - Cannot break in so returns to her ship
	Back at her ship


WITNESSES
In all of the versions of the adventure, the standard witnesses will be generic NPC’s they will have no impact on the investigation except to provide or break the alibi’s of the Suspects.  Witnesses can be anyone from any age group that might be in the area defined by the Suspects’ movements on the night of the murder.   The GM is responsible for role-playing these witnesses, and in their reactions to questioning by the PC’s.  Some examples of witnesses are given in the Appendix. 
GATHERING EVIDENCE AND THE EVIDENCE LOG 
The adventuring group is required to collect information and clues & evidence, analyze data, and deduce the identity of Beckett's murderer.  
To do this, they may follow any of a number of possible procedures and lines of investigation. They will need to balance their skills for each situation and put them to the test.  The results gained from each endeavor will produce answer s and clues.   Some will be the truth, while others will be complete fiction.   The PC’s will have to deduce which is which.
Evidence gathering consists of searching for clues, questioning witnesses, gathering surveillance and computer data, and question suspects.   These are the base rolls needed for finding evidence:
To search for clues or evidence in a specific area requires a successful AVERAGE COMPLEX (35) Task (Intelligence + Appropriate Skill over a half hour period). 
To analyze physical evidence requires a successful AVERAGE COMPLEX (35) Task (Intelligence + Appropriate Skill over a two hour period).
To search for standard data on a Suspect, a successful AVERAGE COMPLEX (35) Task (Intelligence + Appropriate Skill over a half hour period) is required.
To search for hidden information on a Suspect, a successful HEROIC COMPLEX (95) Task (Intelligence + Appropriate Skill over a half hour period) is required.
To search for surveillance footage on the Suspect, a successful HARD COMPLEX (55) Task (Intelligence + Appropriate Skill over a half hour period) is required.
To search for deleted surveillance footage on the Suspect, a successful HEROIC COMPLEX (95) Task (Intelligence + Appropriate Skill over a half hour period) is required.
Each Extraordinary Success roll will earn the PC 1 Plot Point.

The PC’s may have a difficult time finding clues and evidence.  If this is the case and the PC’s are not finding enough clues, the GM can allow them to buy clues with Plot Points.    These clues can be real clues or Red Herrings, but they should always be presented in a form that falls within the game adventure.  Examples would be new eye-witnesses,  a Suspect acting strangely or trying to destroy evidence, a happy coincidence, some new NPC stumbles upon a clue and brings it to the attention of the PC’s, an anonymous tip.
· 1 Plot Point Spent  = A basic clue like a name or witness hearsay. Good chance of being a Red Herring
· 2 Plot Points Spent  = A basic clue like a name or witness hearsay, or fingerprint.
· 4 Plot Points Spent  = A good clue like a blood or DNA.
· 8 Plot Points Spent = A case solving clue, like the murder weapon or an eye-witness to the murder itself. 

The Suspects may also use their skills to hinder the progress of the investigation. With this in mind the GM should plan for one or more of the following:
· Their efforts are opposed by other criminals - thieves or saboteurs related to the black market
· Their efforts are opposed by mechanical failure or computer hacking.
· Their efforts are opposed by Suspects who are under surveillance.
· Their efforts are opposed by friends of the Suspects (intimidatin' thugs)
· Their efforts are opposed by government officials- Alliance.
· Their efforts are opposed by weapons systems or men with guns 
· Their efforts are opposed by traps set by the killer or their allies.
Questioning Suspects about clues the PC’s have gathered, can cause stress, but questioning a killer can be dangerous. The more intense the stressors, the more desperate (and dangerous) the killers reaction will be.
· Stressor Level 1 = No Action Taken (stick to alibi) 
· Stressor Level 2 = Minor Action Taken (falsify clues or evidence)
· Stressor Level 3 = Moderate Action Taken (frame another Suspect, destroy evidence, hire thugs, etc.)
· Stressor Level 4 = Desperate Taken (kill again, take hostages)
The Traits and Skills of the investigators or Suspects are directly pitted against those of the Murderer.  Below is an example of a Murderer’s roll adjustment chart for the Murder’s mindset.
· Initial questioning:+2 Skill Step / Stressor level 1
· Confronted by Suspect without evidence: +1 Skill Step / Stressor level 2
· Confronted by Suspect with evidence:  -1 Skill Step / Stressor level 3-4
· Confronted by an investigator without evidence:  -1 Skill Step / Stressor level 2-3
· Confronted by investigator with evidence:  -2 Skill Step / Stressor level 3-4
The Evidence Log is a list of clues that relate to the suspect and the modifiers to them being confronted by these clues, under different circumstances. Below is the roll modification table for the BASIC ADVENTURE. This adjustment is used when the PC’s begin questioning Suspects.  The more damaging the evidence is the more the Suspect will do to hide involvement in the case. It is suggested that each PC keep their own Evidence Log, to compare against complete GM’s Evidence Log. 
Each piece of evidence has a plus or minus skill step depending on the impact it would have on the Suspect and the investigation.  A field with “INNOCENT” means the Suspect is not associated with the clue and will never give helpful information on the evidence.  A minus score means the questioning of the Suspect is easier. A plus score means questioning is harder.  
Questioning of a Suspect should be role-played by the GM answering as the Suspect.  Questioning and interrogation of Suspects is simple.  First the GM should determine if the Suspect is Cooperative, Uncooperative, or Hostile.  If they are Uncooperative or Hostile, the PC’s must follow the questioning protocol listed below.
During the questioning session, the player(s) formulates questions to be asked.   The GM then has the PC(s) roll a Reaction Task. A successful FORMIDABLE (15) Task (Intelligence + Appropriate Skill) is required for each question asked.  A Suspect who is Uncooperative or Hostile Suspect may simply refuse to talk, may lie, or may threaten or attack the questioners give the specific question and situation.
EXAMPLE:    A successful FORMIDABLE (15) Task (Intelligence + Appropriate Skill) is required for each question asked, but the adjuster for the evidence is +3 Skill Steps.  This means the questioner must make a successful RIDICULOUS (27) Task to get a truthful answer.
During the course of the investigation the PC’s may find other clues, or may come up with ideas for evidence that have not been listed on the chart.  The GM should use their personal judgment to determine how the Suspects will respond to the evidence.
	 
	Suspects

	 
	Kalysta Beckett
	Linda Greenlaw
	Joshua McTeig
	Kendrick Day
	Hellfire Henry
	Marta Swift

	Clues
	
	
	
	
	
	

	The electronic death threats 
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT
	+3 Skill Steps

	Computer records show that Beckett disabled the security systems in the business tower
	+2 Skill Steps
	+4 Skill Steps
	INNOCENT
	+1 Skill Steps
	INNOCENT
	INNOCENT

	Witnesses see suspect in the area around the time of the murder
	X - 8:10 PM leaving
X - 9:30 leaving Hotel
X - 10PM returning to Hotel
+3 Skill Steps
	X - 8:15 Arriving
X - 8:50 Leaving
+3 Skill Steps
	X - See arriving at Tavern at 8:00PM and 9:35 PM
+4 Skill Steps
	X - Seen leaving at 8PM
+2 Skill Steps
	X - seen in area around 10:45 PM
+2 Skill Steps
	X - seen in area around 10:15 PM
+3 Skill Steps

	Fibers found at the scene match the Suspect’s clothes 
	X
	X
	X
	X
	INNOCENT
	INNOCENT

	Hairs found at the scene of the crime match the Suspects hair color - Brown or Auburn
	INNOCENT
	+2 Skill Steps
	+4 Skill Steps
	INNOCENT
	+2 Skill Steps
	+2 Skill Steps

	Hairs found at the scene of the crime match the Suspects hair color - Blonde
	-1 Skill Steps
	INNOCENT
	INNOCENT
	-2 Skill Steps
	INNOCENT
	INNOCENT

	Hairs found at the scene of the crime match the Suspects DNA
	+1 Skill Steps
	+2 Skill Steps
	+5 Skill Steps
	INNOCENT
	INNOCENT
	INNOCENT

	Blood splatter traces on the Suspect’s clothes
	-1 Skill Steps
	INNOCENT
	+3 Skill Steps
	INNOCENT
	INNOCENT
	INNOCENT

	Blood splatter patterns that point to the Suspect’s height and angle of attack
	INNOCENT
	INNOCENT
	+3 Skill Steps
	-1 Skill Steps
	-1 Skill Steps
	INNOCENT

	The Books if Found
	INNOCENT
	-1 Skill Steps
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT

	The statuette (murder weapon) without fingerprints 
	+2 Skill Steps
	+4 Skill Steps
	+5 Skill Steps
	+2 Skill Steps
	INNOCENT
	INNOCENT

	The statuette (murder weapon) with fingerprints 
	-1 Skill Steps
	+2 Skill Steps
	+3 Skill Steps
	INNOCENT
	-1 Skill Steps
	INNOCENT

	Affair with Kendrick 
	+3 Skill Steps
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT

	Affair with Beckett
	INNOCENT
	+3 Skill Steps
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT

	Grudge against Victim
	+3 Skill Steps
	+3 Skill Steps
	+5 Skill Steps
	+3 Skill Steps
	+3 Skill Steps
	+3 Skill Steps

	Bible passage on the door
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT
	X
	INNOCENT

	The stolen security pass card 
	INNOCENT
	INNOCENT
	+4 Skill Steps
	INNOCENT
	INNOCENT
	+3 Skill Steps

	Trace amounts of Helion-Oxide ore on the floor outside the residence
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT
	+1 Skill Steps

	Ship computer records of airlock use on the ‘Luck of the Irish’
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT
	+1 Skill Steps

	Ship computer records of airlock use on the 'Olivia’
	INNOCENT
	INNOCENT
	+3 Skill Steps
	INNOCENT
	INNOCENT
	INNOCENT

	Gift purchase for the “Amber Rose" Perfume
	INNOCENT
	INNOCENT
	INNOCENT
	-1 Skill Steps
	INNOCENT
	INNOCENT

	Torn page of a Bible found just outside the Beckett residence (without matching to Henry’s Bible) 
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT
	+2 Skill Steps
	INNOCENT

	Torn page of a Bible found just outside the Beckett residence (with matching to Henry’s Bible) 
	INNOCENT
	INNOCENT
	INNOCENT
	INNOCENT
	-1 Skill Steps
	INNOCENT

	Attempting to reveal a  Suspect's  Background  Secrets 
	+3 Skill Steps
	+3 Skill Steps
	+3 Skill Steps
	+3 Skill Steps
	+3 Skill Steps
	+3 Skill Steps





THE ADVANCED ADVENTURE PLOT
FIND THE KILLER! WIN A PRIZE!!!
“Murderers will try to recall the sequence of events, they will remember exactly what they did just before and just after. But they can never remember the actual moment of killing. This is why they will always leave a clue.”
· Peter Ackroyd
This is where the pregame setup comes into play and the GM really gets to shine. Once all is set up and the players hear the details from Kanai, play proceeds as usual; all the player-characters taking an interest in the crime.  The PC’s will need to become directly involved in the investigation and narrowing down the clues and conflicting motives.  The PC's attempt to determine what pertains to the case, what is fact and what is fiction, who is lying and who is telling the truth.
· Determine the time line of the murder
· Determine who is a Suspect
· Find Clues
· Investigate alibis
· Eliminate Suspects
Depending on the way the murder mystery has been set up by the GM, the Crewman may meet some resistance in finding the killer (see the appendix on setting up the crime and the Suspects).
Once the Crew and Kanai have narrowed down the clues and Suspects to one or two individuals that and confront the Suspects and try to get a confession.
See the Appendix for the extensive rules on setting up the crime.


SCENE 3 - CONFRONTATION
Scene 3 can be used for the BASIC ADVENTURE or the ADVANCED ADVENTURE
UNMASKING A KILLER
Here's How It Is (setup)
Kanai and the crew, using their combined investigative skills, believe they have figured out who the killer is.  
The Problem
The first problem is whether or not they have the right Suspect.  The GM should pay close attention to the PC’s actions.  If it’s obvious that the PC’s are going to accuse the wrong person, The GM might want to throw in a final clue at the last moment that steers them n the direction of the correct Suspect.  If the GM wants the PC’s to fail, and let a criminal escape or send an innocent person to prison, he should provide an epilogue that makes the PC’s feel the guilt of their mistake.  (see Epilogue)
The second problem is that a killer does not want to be caught.  Getting a confession will be difficult.  
· The killer might not confess, but the PC’s might have an airtight case.
· The killer might not confess, and the PC’s might not have an airtight case
· The killer might confess and then plan an escape
· The killer might see his or her inevitable arrest and plan and escape.  
· The killer might see his or her inevitable arrest and take hostages.
· The killer might see his or her inevitable arrest and plan and go down shooting.  
New Way of Things (Results)
The GM should review the relationships and the Murderer Mentality before deciding on how a murder will react. Below are a list of possible outcomes and the aftermath of each.  The outcomes can be stacked like dominoes. Once one outcome occurs it could easily change into a different outcome. 
If the killer starts shooting the GM should first specify that Kanai gets shot.  The rest of the combat should be played out like a normal combat situation.
Killer Outcomes
Confession – The Murder confesses and goes quietly
· Murderer sent to jail to await trial
· Murder might attempt an escape at a later date
· PC’s save the day
Confession – The Murder confesses but has a gun and takes a hostage
· Murderer demands an escape route and getaway craft
· Kanai and PC”s will need to negotiate
· Murder might kill the hostage
· Murder might attack PC’s and Kanai
· The killer might escape

Confession – The Murder confesses but has a gun and commits suicide 
· Murderer does not want to face justice and blows his/her brains out
Confession – The Murder confesses but has a gun and starts shooting
· Murderer decides to take out as many of the PC’s as possible
· Kanai is shot in the chest
· The PC’s might return fire and kill or wound the killer.
· The killer might escape

Capture – The Murder is trying to escape but has not planned well and is caught.
· Murderer sent to jail to await trial
· Murder might attempt an escape at a later date
· PC’s save the day
Capture – The Murder is trying to escape but is cornered and takes a hostage
· Murderer demands an escape route and getaway craft
· Kanai and PC”s will need to negotiate
· Murder might kill the hostage
· Murder might attack PC’s and Kanai
· The killer might escape

Capture – The Murder is trying to escape but is cornered and starts shooting
· Murderer decides to take out as many of the PC’s as possible
· Kanai is shot in the chest
· The PC’s might return fire and kill or wound the killer.
· The killer might escape
Capture – The Murder is trying to escape but is cornered and takes his/her own life
· Murderer does not want to face justice and blows his/her brains out
Wrong Suspect - The PC’s have the wrong suspect. Meanwhile the Murder is trying to escape. He/she escapes to a getaway craft.
· Wrongly accused might be sent to jail
· PC’s and Kanai blow the case.
· Kanai suspended from her position
Wrong Suspect - The PC’s have the wrong suspect. Meanwhile the Murder is trying to escape but is cornered and takes a hostage
· Murderer demands an escape route and getaway craft
· Kanai and PC”s will need to negotiate
· Murder might kill the hostage
· Murder might attack PC’s and Kanai
· The killer might escape
Wrong Suspect - The PC’s have the wrong suspect. Meanwhile the Murder is trying to escape but is cornered and starts shooting.
· Murderer decides to take out as many of the PC’s as possible
· Kanai is shot in the chest
· The PC’s might return fire and kill or wound the killer.
· The killer might escape
Other – The PC’s understand the killer’s intentions and allow him/her to escape.
· Wrongly accused might be sent to jail
· PC’s blow the case.
· Kanai suspended from her position
Other – The PC’s don’t have enough evidence, and have to let the killer go
· PC’s and Kanai blow the case.
· Kanai suspended from her position
· PC’s might search for more evidence
· Killer shows up in a later adventure
Other – The PC’s don’t have enough evidence, and take justice into their own hands
· PC’s might kill the murder or frame him.
· PC’s might search for more evidence
· Killer might  have PC’s arrested
· Killer might confess under duress
Confessions occur any time the Suspect is directly confronted with evidence and/or an accusation of guilt supported by evidence. This may not only be connected with the murder, but might be linked to other misdeeds.  Confronting an innocent Suspect with the truth of some hidden motive may produce a confession of the details of that motive, but a continued claim of innocence.
If the Suspect is the murderer, they have an extra bonus when sticking to their alibi.  
When attempting to gain a Confession, the PC’s must be able to explain Means, Motive, and Opportunity. If they do not have this, a Confession will not occur.  This information can be based on theoretical research and assumptions, but if the assumptions are incorrect, the Suspect will know and the Confession will not occur. 
The PC’s will need to declare their intention to acquire a Confession.  The must then be face to face with the Suspect.  During questioning they must make a Successful INCREDIBLE (23) Task roll (Intelligence + Appropriate Skill)   for each question asked.   The same adjusters apply as listed above for other hostile questioning.  
A confession can only be demanded twice. Once those two attempts are made, the Suspect is going to stick solidly to the story already being told. 
A PC gaining a truthful confession of guilt (for a crime other than murder) should get 1 Plot Point.  A PC gaining a truthful confession of murder should get 3 Plot Points.
Without a Confession, the PC’s will only be able to arrest and convict if they have ironclad evidence.

THE GREAT ESCAPE
Here's How It Is (setup)
The killer has escaped. ‘Nuff said.
The Problem
There is a killer out there who may or may not kill again, and the PC’s will hate to lose.
New Way of Things (Results)
If by chance the killer does escape justice, the PC’s will need to decide how they will handle the situation. 
· PC’s and Kanai have blown the case.
· Kanai suspended from her position
· The PC’s might haves some kind of retribution from the Stoketown Station executives or the Alliance.
· The PC’s might have some kind of retribution from the falsely accused.
· The PC’s might have some kind of retribution from the real killer
· Kanai might be shot or killed
The PC’s will not like the fact that the killer has escaped. Even if they sympathize with the killer their honor is at stake. 
· The PC’s might search for more evidence in an attempt to prove who the killer is
· The PC’s might take their ship and chase after the killer.  The GM will have to decide how easy or difficult this will be.
· The PC’s might decide that chasing the killer is not worth the effort
· The PC’s might decide the killer was justified in the murder.
· The PC’s might want to take revenge on the killer.
In any case, if the murder is not caught within a day or two, they will likely not be, unless the GM decided they should be.  They can allow the killer to show up in a later adventure. 
If the killer escapes, the Alliance will also become involved, as the crime will have to be reported and will go out on the Cortex.

A FALLEN COMRADE
Here's How It Is (setup)
During the capture, escape, or confession, the killer decided to open fire on Security Chief Kanai and the PC’s.  Kanai was shot in the chest.
The Problem
The GM needs to decide whether or not Kanai will be killed.  If she is killed it can cause a ripple effect in the game.  Her fate can produce more emotional results in the PC’s – compare it to what happened in to Nandi in “Heart of Gold”, and how Mal and Petaline reacted.
If Kanai is not killed, and is only seriously wounded, this can still be a motivator for the PC’s. However if she does live, she might have to retire.  In which case she might need a place to go and could end up as a member of the Crew.
New Way of Things (Results)
If the GM determines that Hiroko Kanai should be killed in the shootout, he will need to plan out, before the adventure begins, the possible ramifications and aftermath.  
· Will the PC’s be allowed to take revenge?
· Who will replace Kanai on the security force? 
· What will the PC who is involved with Kanai do?
The next person in chain of command at the station is the logical successor, but they have been ill for the entire adventure, and don’t much like the PC s’ involvement. 

FRONTIER JUSTICE
Here's How It Is (setup)
Believe it or not, with all of his faults, Carson Beckett was well-loved by many people on Stoketown Station.  If these townsfolk don’t feel the Security Force and the deputies aren’t doing enough to bring the murderer to justice, they may try to take justice into their own hands.  
The Problem
Wherever communities feel the law was too weak or slow to act against suspected malefactors.  In the Serenity Verse, as in the old west, citizens on border and Rim Worlds can take matters into their own hands - or hire freelance gunmen to do the work for them. (As we saw in Our Mrs. Reynolds)  An angry mob looking to lynch a suspect can be awfully difficult to manage.  And hired gunmen can be downright lethal.  As deputized representatives of the law, the Crew must find a way to protect any and all suspects.
New Way of Things (Results)
If an angry mob of townsfolk does form, or if a Suspect is killed by “frontier justice”, the Crew will have some dilemmas to deal with, and they will still be left with the duty of finding Beckett’s killer.  It is possible that the mob got the correct Suspect, but it’s more likely that they will get the wrong suspect.  It’s up to the GM to determine if the how angry townsfolk will react to the progress the Crew and Kanai have made.     
Depending on the PC’s actions (or inactions) they might fall into the “frontier justice” mindset.  If the PC’s feel they have the right suspect, but are unable to prove it, they might turn a blind eye to some local justice.    
The Crew might even try to form a short term alliance in order to catch the killer.  These alliances might be tacit and informal, signalized only by the PC standing idly by while vigilantes did their work.  They might also be complex, such as working with other suspects to capture the killer or get proof of their guilt. 
If the PC’s decide to take this path, the GM needs to determine what the consequences will be.  
· Will the PC’s be allowed to get away with it? 
· If they have been deputized, will they be held accountable by the law/Alliance?
· What happens if they have the wrong Suspect?
· Will they get the evidence but then be unable to use it in court?
· Will they be branded as criminals themselves?
The possibilities for ”interesting” outcomes is endless.


EPILOGUE
The Epilogue can be used for the BASIC ADVENTURE or the ADVANCED ADVENTURE
AND THEY LIVED HAPPILY EVER AFTER
The game has too many variables to write a completely scripted epilogue. Instead the GM should present the PC”s with a rundown of their successes and their failures.  It should be presented in such a way that it represents a final scene conversation.  
If Hiroko Kanai is alive it could be done in a number of ways depending on eth relationship between the PC’s and Kanai:
· Kanai and the PC’s are having a celebration party for the successful capture of the killer, before the crew heads off on their new adventure. Each PC discussing his or her regrets on the case or the people involved.
· Kanai and the PC she’s involved with have a farewell meal together, before the crew heads off on their new adventure. Each PC discussing his or her regrets on the case or the people involved.
· Kanai offers the PC’s a job and permanent home-base which could lead to other adventures and relationship development.
· Kanai and the PC’s did not get along very well and she tells them to high tail it before she has to arrest them.
Hiroko Kanai’s death can also be handled in a number of ways depending on the relationship between the PC’s and Kanai:
· The PC’s are having a cheerful and yet somber wake/celebration party for the successful capture of the killer, before the crew heads off on their new adventure.  Each PC discussing his or her regrets on the case or the people involved.
· The PC Kanai was involved with has tearful farewell as Kanai’s body is cremated. Each PC discussing his or her regrets on the case or the people involved.
· The PC Kanai was involved with gets a video recorded message from Kanai discussing their relationship and saying goodbye. 
· Kanai and the PC’s did not get along very well and her successor tells them to high tail it before they cause any more trouble.
EVIL BEGETS EVIL
If the PC’s fail to capture the killer and they get away, if they let a criminal escape, or if they send an innocent person to prison, The GM should provide an epilogue that makes the PC’s feel the guilt of their mistake.  
This can be done in a number of ways:
· The PC’s might have to attend the trial of the innocent Suspect.
· The PC’s might discover a clue they overlooked that points to a different killer.
· The PC’s might receive a message from real killer with veiled hints to his guilt
· The PC’s might receive a message from real killer with an admission of guilt and an explanation of their actions.
· The PC’s might receive a message from real killer and admission of guilt and a taunting jab at the PC’s incompetence.
· The PC’s might have to attend Kanai funeral without a Suspect in hand. 
FOND MEMORIES
The GM should take the time and plan out all the cause and effects that he might expect from the Suspects and the Clues.  
The PC’s might discover they have one Suspect as a killer and one Suspect as a thief who stole the books.  They may find that they make lots of good friends and connections on Stoketown Station. They may find that they have no option but to let the killer escape.  The GM should make the epilogue and interesting as possible.
In any event the epilogue should leave the story open for further adventures at Stoketown Station




APPENDIX A – THE PERFECT CRIME
"There are 4 kinds of Homicide: felonious, excusable, justifiable, and praiseworthy.” 
- Ambrose Bierce
SETTING UP THE CRIME
Before beginning the adventure, the GM should work out the basis for the murder mystery.  Advance preparation is absolutely essential for the adventure to run smoothly.  It is strongly advised you do not attempt to improvise the situation on the spot!
There are several things the GM must decide on before the game begins.  First and foremost is to decide how complex the murder mystery should be. Complexity is based on numerous factors:
· the number of Suspects
· the Suspects motives
· the number of clues 
· the number red herrings
· the involvement of the crew
· the relationships between Suspects
All of these factors will influence the level of uncertainty in the Players’ minds; which will make the adventure more enjoyable.
Descriptions of all the NPC's are provided in the Appendix.  The NPC’s are divided into Suspects and Allies.  There are ten predetermined Suspects, but as you have read above, there is a chance that a member of the crew would be another Suspect.  Each of the other predetermined Suspects has a motive, or motives, for killing Beckett.
· Crime of Passion - Either unrequited love, a romantic love triangle, or hate for some personal grievance
· Crime of Vengeance - Vengeance for some injustice
· Crime of Greed - Murder for profit or power
· Crime of Necessity - An assassination or hit 
· Crime of Opportunity - A murder while committing another crime
As a rule, the more Suspects you have, and the more collusion you have between Suspects, the more complex the murder mystery becomes. The GM should design a mystery that is engaging, makes the PC’s want to investigate. That can be achieved by involving the Crew in the events unfolding, giving the crew ties to the Suspects, framing one of the crewmen for the crime, or by having one of the crewmen commit the crime. 
Suspects and their motives can be quite simple or quite complex.  A Suspect might be willing to frame another Suspect by planting evidence or leaving false clues. A Suspect trying to avoid capture might also lay clues that involve traps for investigators.  Examples include luring the crew to an airlock and exposing them to space, or hiring thugs to have them assaulted; all in an attempt to stop their investigation before its conclusion.  
There are some instances in which a case looks like a murder, but is in fact a suicide. However, in a case like this the GM needs to provide a solid reason why the victim would kill himself and frame someone else for the crime. (EXAMPLE: The NPC is dying of cancer and really hates his business partner; so he kills himself but makes it look like his partner murdered him.) 
Finally, the most complex case is one that involves having the murder committed by one of the player characters. Given a number of NPC Suspects, and the natural assumption of player innocence, it can add a unique twist to the plot if the Crewman is guilty. 
However, it can cause some discord between Players so this type mystery should be well thought out by the GM before using it.  Also, this situation should be discussed with the Player running the character. If the murder is actually a player, it is up to the player to separate from the other members of the party during the times worked out for the murder.  It is suggested that this player and the referee get together prior to the game session to work out the details of the crime:
· The background of the victim
· The murder plan
· The PC's alibi
· The hazards or opportunities the Player will face
· The clues that point to the Crewman's guilt
· The red herrings that point to other Suspects. 
The GM should encouraged the Player to develop as elaborate a scheme as is desired to set up an alibi, and throw suspicion on other Suspects.  The problem with the Player-murderer scenario is the fact that it makes the communication between the GM and Player-murderer difficult.  Think about how you would like to handle this.  Some GM's suggest dividing the players into investigative teams a use note sharing as means of clues distribution.  This can work but can also be difficult to manage.
No matter who committed the crime, each Suspect will need a motive, means, opportunity and alibi. Each of the predetermined Suspects has this listed out in their descriptions as well as a number of clues that point to their innocence and others that point to their guilt.

SELECTING THE SUSPECTS
The GM should select the murderer(s) from the pool of Suspects. The next step would be to select the other Suspects; either directly involved in the crime or those that fall under suspicion due to the circumstances.
 If the Suspect pool has many Suspects who have similar motives, the case becomes more difficult to solve. Also the method of the murder can lead the players to Suspect certain Suspects, and possibly exclude others.  A knife in the back is much more personal than a bullet fired from a distance. Likewise a Suspect might have a morbid fear of blood, so they would instead resort to poisoning the victim. 
The Suspects, their Means and Motives are intentionally similar in some ways, to make it easier for suspects to collaborate or collide.  Some examples would be:
· Suspect 1 committed the murder.  Suspect 2 shows up later, finds the victim dead and takes the opportunity to steal the books.  
· Suspect 1 committed the murder.  Suspect 2 shows up just in time to see Suspect1 leaving the scene of the crime.  Suspect 2 finds the victim dead and takes the opportunity to steal the books, while also leaving damning evidence against Suspect 1.
· Suspect 1 and Suspect 2 committed the murder together.  
· Suspect 1 shows up to commit the murder but chickens out at the last minute.  Suspect 2 then shows up and commits the crime. 
· Suspect 1 shows up to commit the murder but chickens out at the last minute.  Suspect 2 sees Suspect 1 leaving the scene, so he commits the murder and frames Suspect 1. 
Once the Suspects have been chosen, a murder timetable needs to be created. The GM will need to plot the movements and activities of each Suspect prior to, during, and just after the murder.  Clues and facts are then compiled for use during the game. (See the sample timetable below)   The murder should take place between 22:00-hours in the evening and 06:30-hours in the morning. (10:00PM-6:30AM)
Once the murder timetable completed, additional false-clues are filled in. These clues are the red herrings that may point to Suspects other than the murderer. They will obviously be based upon the movements of the other Suspects. The GM should determine what false-clues to use and how the clues got there.  For instance, witness account of a Suspect’s whereabouts might be false; the murderer having paid or threatened the witness into lying.
[image: ]
The murder must also have a plan of escape.  This might be as simple as fleeing the station by stowing away on an outgoing ship, or by murdering all the investigators and fleeing during the confused aftermath. 
Depending on the observation level of and intelligence of the PC's, the murderer might be quickly spotted by a process of elimination. The GM should ensure that the clues given do not make the murderer too obvious.  This can be done by:
· Choosing more than one Suspect who might have committed the crime in that way
· Introducing other evidence that counteracts situation 
· By introducing more red-herrings
· Keeping a backup murder Suspect who committed the crime to intentionally frame another 
The last thing to consider is the interaction between the NPC's.  In this instance the GM might decide that the murderer has deliberately chosen to incriminate another Suspect; thus supplying further leads.  As was stated previously the murder could set up a crewman, or multiple other Suspects.  A truly desperate Suspect might kill again to stop blackmail, to exact vengeance, or to escape capture.

SUSPECT RELATIONSHIPS
The numerous Suspects may, provide alibis, evidence, and other important plot hooks for the mystery. They may also provide evidence against other Suspects, alibis for other Suspects, or outright lies about their relationships with other Suspects.   The relations between NPCs are largely determined by the GM, using the background information on the Suspects. Some creative license may need to be applied to enhance the basic information available.
Below is a list of possible interactions between Suspects.  
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MURDERER MINDSET
The Murder is a person who is not in a standard frame of mind.  Most people would not intentional kill another out of passion or greed.  The murder who committed the crime on the spur of the moment is typically on edge and worried.  The murderer who premeditate the murder and took serious time to plan it will be less concerned about capture since they have been working out way of not being caught.  Both types of killers are unpredictable.
Below is a list of possible reactions the Murderer will have between other Suspects, and the investigators. 
· The Murderer will attempt to kill investigators who seem to be getting close.
· The Murderer will kill any Suspect who knows or guesses too much about the crime, including those in collusion with them.  Subsequent murders should be set up very much like the basic murder, with the GM determining clues, alibis, etc. as needed.
· The Murderer does nothing unless the investigation seems at the point of solving the mystery. As soon as the murderer is sure the crime has really been solved correctly, the killer hatches their escape plan to take hostages at the station and force the authorities to provide transportation out-system. The outcome then depends upon the interaction between the players and the GM.
· The Murderer claims innocence, and takes no action at all.
· The Murderer plants clues pointing towards one or more other Suspects.
· The Murderer claims to have witnessed another Suspect entering Beckett's residence at the time of the crime.
· The Murderer will take another Suspect into confidence and reveal guilt. The actions of the Suspect in response should be determined by the GM. The murderer will regret this lapse and another action will be chosen.
Depending on the relationship between the Murder and the Character or NPC, the GM may want to set up a relationship chart showing all the people involved.  The chart should show each person and the Murderer’s reaction when faced with different stages of stress.
The more intense the stressors, the more desperate (and dangerous) the killers reaction will be.
· Stressor Level 1 = No Action Taken (stick to alibi) 
· Stressor Level 2 = Minor Action Taken (falsify clues or evidence)
· Stressor Level 3 = Moderate Action Taken (frame another Suspect, destroy evidence, hire thugs, etc.)
· Stressor Level 4 = Desperate Taken (kill again, take hostages)
The Traits and Skills of the investigators or Suspects are directly pitted against those of the Murderer.  Below is an example of a Murderer’s roll adjustment chart for the Murder’s mindset.
· Initial questioning:+2 Skill Step / Stressor level 1
· Confronted by Suspect without evidence: +1 Skill Step / Stressor level 2
· Confronted by Suspect with evidence:  -1 Skill Step / Stressor level 3-4
· Confronted by an investigator without evidence:  -1 Skill Step / Stressor level 2-3
· Confronted by investigator with evidence:  -2 Skill Step / Stressor level 3-4
WITNESSES
In all of the versions of the adventure, the standard witnesses will be generic NPC’s they will have no impact on the investigation except to provide or break the alibi’s of the Suspects.  Witnesses can be anyone from any age group that might be in the area defined by the Suspects’ movements on the night of the murder.   The GM is responsible for role-playing these witnesses, and in their reactions to questioning by the PC’s.  Some examples of witnesses are given below:
· Buzz Laurie – An ace pilot with a narcissistic personality.  He will freely give accurate information, but will “embellish” the facts to make himself look better.
· Kaylee Frye – A Ship’s mechanic, she is exceptionally sweet and chipper, the type of person who maintains a bright outlook even in the worst of circumstances.  She will make a very good witness unless intimidated or threatened with physical harm.
· Camille Warner – A shy, 8-year-old girl with curly black hair and deep brown eyes.  Camille is easily frightened and will only answer questions if asked by a woman, and only if she feels at ease.   The best way to do this is to play a game with her or have a tea party. 
· Terry Wilcox – An elderly war veteran with failing eyesight.  He’s sure he saw somethin’ but he’s not at all sure what.  He’ll gladly tell you about it over a pint, as long as you listen to his old war stories first.
· Jayne Cobb – Ornery and crude, this imposing fella is only few IQ points higher than a snail, but he’s a reliable witness.  Any attempt to gain information from him by intimidation won’t work, but offers of money, whiskey, food or sex might work. 
· Arianna Constantine – A lovely young woman who works on the station.  She is one of the few whores on Stoketown Station and has a small business clientele.  She’s a person with a good heart but she’s always a little hard up for cash.  She gladly provide accurate information, but only if you’re willing to line her pockets with coin.
· Benjamin Braw – This gentleman is a miner who comes from a long line of miners.  He is big and stout and smart enough not to get in trouble with the law (or anyone else for that matter.  He is stingy with his information, until his tongue is lubricated with a few shots of whiskey.
· Periwinkle Shaw – This young lady is trouble.  A con-artist with a capital “C”, she will only provide accurate information in two cases: she benefits from it financially or she needs the information to distract from her own wicked deeds.
· Antoine Wright – A tall, dark skinned fellow who works as a ship’s security officer.  He makes a fine witness, as long as he remains on the station.  He and his crew are constantly on the move, so he’s unlikely to provide good information if it’s going to delay his crew’s schedule.
· Malcolm Reynolds – A handsome ship’s captain.  He will give the best and most accurate information, as long as none of it incriminates him or his crew.
  
   

 
CLUES AND EVIDENCE
The adventuring group is required to collect information and clues & evidence, analyze data, and deduce the identity of Beckett's murderer.  
To do this, they may follow any of a number of possible procedures and lines of investigation. They will need to balance their skills for each situation and put them to the test.  The results gained from each endeavor will produce answer s and clues.   Some will be the truth, while others will be complete fiction.   
The PC’s will have to deduce which is which.
The Suspects may also use their skills to hinder the progress of the investigation. With this in mind the GM should plan for one or more of the following:
· Their efforts are opposed by other criminals - thieves or saboteurs related to the black market
· Their efforts are opposed by mechanical failure or computer hacking.
· Their efforts are opposed by Suspects who are under surveillance.
· Their efforts are opposed by friends of the Suspects (intimidatin' thugs)
· Their efforts are opposed by government officials- Alliance.
· Their efforts are opposed by weapons systems or men with guns 
· Their efforts are opposed by traps set by the killer or their allies.
FORENSIC SCIENCES
The gathering and analysis of physical clues makes up the body of knowledge known as forensic science. This type of evidence includes such items as fingerprints, strands of hair, DNA analysis, the study of bloodstains and blood splatter patterns, ballistics and other types of evidence of a concrete nature.  The forensic sciences do not deal with speculation, but instead with scientific fact.
In order to gather evidence of this kind, player-characters must indicate their intentions to search for or research data.  A search must be directed at a particular area or item. The smaller and more detailed the search is in scope, the more likely clues are to be uncovered; especially in areas where a crime has been committed.
Clues connected with the item, or within the area being searched, are discovered if the PC by a successful FORMIDIBLE COMPLEX (75) Task (Intelligence + Appropriate Skill over a half hour period) 
Characters with a specific Forensic Sciences Skill must a successful HARD COMPLEX (55) Task (Intelligence + Appropriate Skill over a half hour period)
There are other modifiers which the GM should consider.
· The search is of a private residence: +1 Skill step
· The search is public room or corridor, etc.; -1 Skill step 
· The search is on an artifact, object or weapon; +1 Skill step 
· If the searcher is looking for a specific type of clue (and the specified clue is present): +2 Skill steps
· If the search is interrupted; -2 Skill steps 
· For every extra 1/2 hour, after the first, spent in search.:  -1 Skill step
· The search is for evidence intentionally destroyed by the Suspect: -2 Skill steps 
The time to be spent on the search for evidence, given in 1/2 hours, should be announced by the player(s) before the Task roll is made. 

RESEARCH, QUESTIONING AND INTERROGATION
PC’s will not start off with any sort of detailed knowledge of any of the Suspects, or of the possible connections between them and the victim.  Research, questioning, and interrogation will be vital in order to uncover such information. 
To do research, PC’s must have access to a Cortex or computer terminal. To find data on any of the Suspects is a three pronged approach.  The PC’s can:
· Search for background information on the Suspect
· Search for hidden information on the Suspect
· Search for surveillance footage on the Suspect (Which might not be possible if during the murder the surveillance cameras and sensors in the business tower were non-functional.)
To search for standard data on a Suspect, a successful AVERAGE COMPLEX (35) Task (Intelligence + Appropriate Skill over a half hour period) is required.
To search for hidden information on a Suspect, a successful HEROIC COMPLEX (95) Task (Intelligence + Appropriate Skill over a half hour period) is required.
To search for surveillance footage on the Suspect, a successful HARD COMPLEX (55) Task (Intelligence + Appropriate Skill over a half hour period) is required.
To search for deleted surveillance footage on the Suspect, a successful HEROIC COMPLEX (95) Task (Intelligence + Appropriate Skill over a half hour period) is required.
To compile surveillance footage on the Suspect based on camera outside the Business tower, a successful FORMIDABLE COMPLEX (75) Task (Intelligence + Appropriate Skill over a half hour period) is required.
Each Extraordinary Success roll will earn the PC 1 Plot Point.
The PC’s may have a difficult time finding clues and evidence.  If this is the case and the PC’s are not finding enough clues, the GM can allow them to buy clues with Plot Points.    These clues can be real clues or Red Herrings, but they should always be presented in a form that falls within the game adventure.  Examples would be new eye-witnesses,  a Suspect acting strangely or trying to destroy evidence, a happy coincidence, some new NPC stumbles upon a clue and brings it to the attention of the PC’s, an anonymous tip.
· 1 Plot Point Spent  = A basic clue like a name or witness hearsay. Good chance of being a Red Herring
· 2 Plot Points Spent  = A basic clue like a name or witness hearsay, or fingerprint.
· 4 Plot Points Spent  = A good clue like a blood or DNA.
· 8 Plot Points Spent = A case solving clue, like the murder weapon or an eye-witness to the murder itself. 

  Vee haf ways of making you talk….
One of the best sources of information and background data is derived from questioning witnesses and Suspects. Interrogation can bring to light a plethora of useful information, which then can be supplemented by the forensic evidence and research results. 
Each Suspect has a unique group of Skills and Traits which allow for a different set of reactions based on the question being asked.  
Questioning of a Suspect should be role-played by the GM answering as the Suspect.  Questioning and interrogation of Suspects is simple.  First the GM should determine if the Suspect is Cooperative, Uncooperative, or Hostile.  If they are Uncooperative or Hostile, the PC’s must follow the questioning protocol listed below.
During the questioning session, the player(s) formulates questions to be asked.   The GM then has the PC(s) roll a Reaction Task. A successful FORMIDABLE (15) Task (Intelligence + Appropriate Skill) is required for each question asked.  A Suspect who is Uncooperative or Hostile Suspect may simply refuse to talk, may lie, or may threaten or attack the questioners give the specific question and situation.
Adjusters for the question include:
· The Reaction Value of Questioning Skill Step (listed in the Suspect details)
· The investigators have a witness: -1 Skill step
· The investigators have physical evidence: -2 Skill steps 
· This is the Suspects first questioning session: +2 Skill steps 
· This is the Suspects second or third questioning session: -1 Skill step 
· The Suspect is the killer: +4 Skill Steps 
Plot Points can be used as skill modifiers if the PC’s run out of options during questioning. 
A Success means the Suspect revealed some small bit of information about the case.
An Extraordinary Success means the Suspect reveal a complete clue. And the Suspect will be +1 Skill step more likely to answer supporting or related questions about the same clue. A PC with this result should get 1 Plot Point.
A Failure means the Suspect claims no knowledge or simply says nothing.
A Botch means the Suspect give deliberately false information or simply says nothing.
A series of three failures in a row means the line of questioning has been Botched and the Suspect will answer no further questions.
If the Suspect is cooperative, a Successful EASY (3) Task (Intelligence + Appropriate Skill) is required for each question asked.   The same adjusters apply as listed above.
A cooperative character will typically tell the truth, in so far as he or she knows it, in response to the question asked; unless that question will somehow incriminate them.  As stated above the Suspects will have a Reaction Value of Questioning Skill Step (listed in the Suspect details).  This applies to questions on Background, Involvement, Secrets, Clues, Motives, Means and Alibis.
CONFESSIONS
Confessions occur any time the Suspect is directly confronted with evidence and/or an accusation of guilt supported by evidence. This may not only be connected with the murder, but might be linked to other misdeeds. 
Confronting an innocent Suspect with the truth of some hidden motive may produce a confession of the details of that motive, but a continued claim of innocence.
If the Suspect is the murderer, they have an extra bonus when sticking to their alibi.  
When attempting to gain a Confession, the PC’s must be able to explain Means, Motive, and Opportunity. If they do not have this, a Confession will not occur.  This information can be based on theoretical research and assumptions, but if the assumptions are incorrect, the Suspect will know and the Confession will not occur. 
The PC’s will need to declare their intention to acquire a Confession.  The must then be face to face with the Suspect.  During questioning they must make a Successful INCREDIBLE (23) Task roll (Intelligence + Appropriate Skill)   for each question asked.   The same adjusters apply as listed above for other hostile questioning.  
A confession can only be demanded twice. Once those two attempts are made, the Suspect is going to stick solidly to the story already being told. 
A PC gaining a truthful confession of guilt (for a crime other than murder) should get 1 Plot Point.  A PC gaining a truthful confession of murder should get 3 Plot Points.
Without a Confession, the PC’s will only be able to arrest and convict if they have ironclad evidence.

OTHER CONSIDERATIONS
When the GM is setting up the crime and creating the NPC interaction material, additional situations may arise:
· Suspects may Falsely Confess
· Suspects may be wrongly entrapped by misinterpreted clues or red herrings.
· The PC’s may come up with some unexpected solution which solves the crime
In the end, it’s up to the GM to determine the fate of the Suspects.  If the PC’s arrest the wrong person for the crime they could be paying for it for the rest of their lives.  No one wants to let a murderer go free.    In some cases, like that of the “Murder on the Orient Express” the Suspects get away with the murder, because the evidence is not enough to convict them, and the detective working the case understands how evil the victim was.  This could be another outcome that the GM should prepare for.


APPENDIX B – THE VICTIM
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Carson Beckett
Basic Information:

Agi d6, Str d6, Vit d6, Ale d6, Int d10, Wil d12;

Life Points 18; Initiative d6+d6

Traits: Friends in Low Places (Minor Asset), Friends in High Places (Minor Asset), Greedy (Minor Complication), Leadership (Minor Asset), Moneyed Individual (Major Asset), Dark Secret (Major Complication)

Skills: Athletics d2, Covert d6 / Streetwise d12, Discipline d4, Guns d2, Influence d6 /
Leadership d6 / Intimidation d10 / Negotiation d10, Knowledge d6 / Literature d8/ Whiskey making d8, 
Perception d6, Performance d4, Unarmed Combat d2, Technical Engineering d2, Survival d4
Description:
Carson Beckett is a man in his late forties, with graying brown hair and brown eyes. He's extremely fit and well-groomed.  He is a self-made man of means.
After the Unification War, Carson Beckett came to the Motherlode asteroid belt to forget the war and make a name for himself.  He tried his hand at investment, and mining, but couldn't build a fortune.   That's when he opened a distillery and started producing Stoketown Bourbon Whiskey.  It was extremely well received and his business took off. Within a year he was making more money than half the station.  Since then, Carson has been investing money in the station to make improvements to the living conditions of the miners.  This has made him a very popular person.
Carson is known to be a bit narcissistic and greedy. 
Carson is known to be a collector of some very rare books.  His current collection totals 154 books.  The collection includes a Gutenberg Bible, a medieval translated manuscript of the philosophies of Socrates, a 15th century copy of the Domesday Booke, and the original "Book of Kells".  He has been collecting books since his teenage years. Some of them were obtained legally, and some not so legally.
Secrets:
The many philanthropic gestures and donations to the working force of the station are not the real motivation of Carson Beckett. He is motivated by greed and lust. 
He has ties to the Alliance military as well as to the black market.  He makes donations to the station for housing and health, but he also makes bribes to keep his black market deals under wraps.  He imports grain for his whiskey business, but he also smuggles other items that will make him a profit. 
He helps the miners with their union troubles, but he is not beyond having someone killed to avoid troubles. One such incident involved an arranged accident where a worker plunged into the ore refinery furnace.  Carson is an all-around unpleasant fellow.        
He has a lovely wife, but he also has mistress. His appetites for both seem insatiable.  The wife and mistress both know about each other and despise each other.  
All these things together are bad enough, but Beckett’s real sins took place during the war.  Carson Beckett's real name is Devon Sather.  He was indoctrinated into the Alliance Military and had a very low regards for the lives of his Browncoat prisoners. 
He gained status and rank quickly, and he soon became commander in charge of one of the cruelest wartime prison camps during the Unification conflict--Abernathy Prison. He was responsible for some of the most horrific war camp atrocities committed during the war. Torture, starvation, rape, withholding food and shelter, withholding medical treatment, and murder, are just a few of the brutalities endured by the prisoners under his jurisdiction.  
 When the war ended he fled prosecution charges of conspiracy and murder, changed his face and his name, and set up residence at Stoketown Station.  
Until very recently no one knew his true identity, but this evidence recently fell into the hands of several Suspects.



APPENDIX C – THE USUAL SUSPECTS

THE SUSPECTS
Each of the Suspects is listed below with some very specific information:
Basic Information: Name, stats, skills, etc.
Description: Generally known information about the Suspect. This includes all background which is "public knowledge", any data easily located in computer records, and anything the Suspect will freely admit about their past.
Involvement: This section describes how the Suspect is likely to come to the attention of the authorities. This typically refers to evidence of opportunity or some type of known conflict with the victim.
Secrets: All information which is not readily available to the adventurers is contained in this section. This includes material which can only be unearthed by Heroic computer searches, or information which is admitted to by the Suspect only under pressure.
Motive: This is the Suspect's motive for murder. 
Means: This is a description giving some different ways the Suspect might have committed the murder. These alternatives will vary somewhat from Suspect to Suspect (though there will be overlap). 
Clues: These are clues left behind by the Suspect.  The clues are specific to different events in the different Means, so the GM has to be careful to get the right clues.
Each of these clues will have a ‘Reaction Value of Questioning’ (RVQ), which represents a positive or negative Skill Step during questioning rolls.  Red herrings are marked with an (RH). (RH possibly) means the clue can either be a red herring or a real depending on who the actual killer is.
Alibis: This describes information on the Suspects' whereabouts and movements at the time of the murder.
The information provided is an overall guideline for the NPC Suspects.  They are not limited to only these situations, Means and Motives.  The GM can add or remove information as it might pertain to the plot they have in mind.

SUSPECT 1 - WIFE OF THE VICTIM
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Kalysta Beckett
Basic Information: 
Agi d6, Str d6, Vit d6, Ale d10, Int d10, Wil d8;
Life Points 14; Initiative d6+d10

Traits:  Amorous (Minor Complication), Memorable (Minor Complication), Allure (Minor Asset), Greedy (Minor Complication), Friends in Low Places (Minor Asset), Friends in High Places (Minor Asset), Greedy (Minor Complication)

Skills: Disguise d6, Corporate Business d6, Security Systems d8

Height:  5’-4”
Weight: 130 Lbs
Blonde Hair / Blue Eyes
Description: Kalysta is the wife of Carson Becket.  She has been his wife for nearly 3 years.  Kalysta was born and raised on Persephone.   She comes from a lower-class family that lives in the slums near the primary spaceport, Eavesdown Docks. She has 10 siblings of which she is the only one to have attended college.  She doesn’t talk to her family often, as she feels they would want to drag her back down to their impoverished level of life.      
Kalysta is a blonde beauty who stands about 5 foot 4 inches. She is not necessarily greedy but she does have a passion for luxuries and the finer things in life.  When she met and married Beckett she was an up-and-coming manager and security analyst in Beckett’s Whiskey business.
She and her husband have had their differences in the last year and it is rumored that both she and Beckett have had affairs. But no one has confirmed these rumors.
When first encountered at the dinner party she was dressed in an elegant evening gown, and showed no signs of abuse.  The following morning she has a black eye and broken cheekbone.  She makes no secret of that she had an argument with her husband after the dinner party and that he hit her.  
Security Officer Kanai can confirm that this is not the first time something like this has happened.
She is also looking quite queasy in the morning and there will be a 60% chance if she’s questioned in the morning that she will need to throw up. 
Involvement: 
· The Spouse is always the first Suspect questioned
· She and her husband had an argument and he hit her. 
· She is having and affair with Kendrick Day, Beckett’s chief bodyguard
Secrets:  
· She is having and affair with Kendrick Day, Beckett’s chief bodyguard
· She knew Becket was having an affair with Linda Greenlaw, and he was threatening divorce her which would have left her destitute.
· She is pregnant with Kendrick’s child.
· If this Suspect committed the crime then she could have poisoned the security force.
Motive: 
· Motive 1: Revenge for Beckett’s infidelity
· Motive 2: Acting on her own infidelity to be rid of Beckett – revenge for her abuse
· Motive 3: Greed - Inheritance of estate after Beckett dies.
Means: 
Scenario 1:  On the night of the murder, Kalysta had an argument with her husband in the Library.  They were arguing about her affair with Kendrick.  He hit her in the face with his fist.  When his back was turned she grabbed a small bronze statuette from the table and hit him on the head, cracking his skull and killing him.   In order to make it look like a thief did the deed.  She turned off the security system of the display case, took out the most expensive books, and loaded them in a travel bag.  She disposed of the murder weapon in a trash disposal chute.  She then locked the suite and left.  As she usually did when he hit her she went to the Mandarin Towers Hotel and got a room.  She may have been seen by casual passers-by en route there, and she was definitely seen arriving at the hotel.  She hid the books in the air duct above her hotel room. 
Scenario 2:  On the night of the murder, Kalysta had an argument with her husband in the Library.  They were arguing about her affair with Kendrick.  He hit her in the face with his fist.  When his back was turned she grabbed a small bronze statuette from the table and hit him on the head, cracking his skull and killing him.   She disposed of the murder weapon in a trash disposal chute.  She then locked the suite and left.  As she usually did when he hit her she went to the Mandarin Towers Hotel and got a room.  She may have been seen by casual passers-by en route there, and she was definitely seen arriving at the hotel.  She then called Kendrick and asked him to come and stay with her.  
(In this scenario the books can be stolen by someone else) 
Scenario 3:  On the night of the murder, Kalysta had an argument with her husband in the Library.  They were arguing about her affair with Kendrick.  He hit her in the face with his fist.  As she usually did when he hit her she went to the Mandarin Towers Hotel and got a room.  She may have been seen by casual passers-by en route there, and she was definitely seen arriving at the hotel.  
As the night wore on she decided she wanted to be rid of Carson Beckett.  She disguised herself as best she could so she would not be recognized when she left the hotel.  She returned to Beckett’s suite, got the gun she kept in her room, found him in the Library, and blew his brains out.    
In order to make it look like a robbery gone bad, she turned off the security system of the display case, took out the most expensive books, and loaded them in a travel bag.  She disposed of the murder weapon in a trash disposal chute.  She hid the books in a maintenance tunnel near the suite.  She then returned to the hotel. 
Scenario 4:  On the night of the murder, Kalysta had an argument with her husband in the Library.  They were arguing about her affair with Kendrick.  He hit her in the face with his fist.  As she usually did when he hit her she went to the Mandarin Towers Hotel and got a room.  She may have been seen by casual passers-by en route there, and she was definitely seen arriving at the hotel.  
As the night wore on she decided she wanted to be rid of Carson Beckett.  She disguised herself as best she could so she would not be recognized when she left the hotel.  She returned to Beckett’s suite, got the gun she kept in her room, found him in the Library, and blew his brains out.  She disposed of the murder weapon in a trash disposal chute.  She hid the books in a maintenance tunnel near the suite.  She then returned to the hotel.  
(In this scenario the books can be stolen by someone else)
Scenario 5:  Kalysta has been planning the murder for some time. Just after the dinner guests left she slipped some cyanide powder into Beckett’s decanter of Whiskey.  Kalysta then intentionally provoked an argument with her husband in the Library.  They were arguing about her affair with Kendrick.  He hit her in the face with his fist.  As she usually did when he hit her she went to the Mandarin Towers Hotel and got a room.  She may have been seen by casual passers-by en route there, and she was definitely seen arriving at the hotel.  
She then called Kendrick and asked him to come and stay with her to help her alibi. She then disguised herself as best she could so she would not be recognized when she left the hotel.  She returned to Beckett’s suite and found him dead from the cyanide.   She washed out the decanter and Beckett’s glass in the kitchen sink; and returned it to the library.  Without a toxicology test it will look like Beckett had a heart attack.  She then returned to the hotel.  
(In this scenario the books can be stolen by someone else)
Scenario 6:  On the night of the murder, Kalysta had an argument with her husband in the Library.  They were arguing about her affair with Kendrick.  He hit her in the face with his fist.  She ran from the suite and took a room at the Mandarin Towers Hotel. 
(In this scenario the Murder can be committed by someone else, and the books can be stolen by someone else)  
Scenario 7:  In this variation the reason for the murder remains the same but the Suspect makes the murder by gunshot appear to be a suicide.  The Suspect will be careful to make the killing shot one that could be inflicted by the victim, and a gun would be planted at the scene with only the Victim’s fingerprints.
Scenario 8:  In this variation the reason for the murder remains the same but the Suspect makes the murder by gunshot appear to be a murder committed by a different Suspect.  The Suspect will be careful to make the killing shot is one that could not be inflicted by the victim, and a gun would be planted at the scene with only the target Suspect’s fingerprints.

Clues: 
· (RH) The electronic death threats to Beckett did not come from her 
· Computer records show that Beckett disabled the security systems in the business tower.  This could have been her using his access - RVQ = +1 Skill Step
· Witnesses see her in the area around the time of the murder  – RVQ = +1 Skill Step
· Her Affair with Kendrick – RVQ = +1 Skill Step
· She is pregnant with Kendrick’s child. – RVQ = +1 Skill Step
· The statuette without her fingerprints (if used as the murder weapon)   – RVQ = +3 Skill Step
· The statuette with her fingerprints (if used as the murder weapon)   – RVQ = +2 Skill Step
· The gun without her fingerprints (if used as the murder weapon)   – RVQ = +3 Skill Step
· The gun with her fingerprints (if used as the murder weapon)   – RVQ = +2 Skill Step
· The sack of books if found in the maintenance hall   – RVQ = +2 Skill Step
· The Traces of cyanide in the decanter   – RVQ = +3 Skill Step
· The Traces of cyanide in the kitchen sink   – RVQ = +3 Skill Step
· Her fingerprints on the decanter  – RVQ = +3 Skill Step
· The sack of books if found in her hotel room   – RVQ = +1 Skill Step
· If the Crew investigates her actions and finances prior to the murder, they will find she had purchased a number of T-Type fuels cells for her husband.  These contain a compound that when mixed with alcohol produces potassium cyanide.  – RVQ = +2 Skill Step (this clue could be used as a red Herring if the guilty party is not Kalysta
·  Traces of Cyanide on her clothes and hands  – RVQ = +3 Skill Step
· Blood splatter patterns that point to the Suspect’s height and angle of attack – RVQ = +3 Skill Step
· Blood splatter traces on the Suspect’s clothes  – RVQ = +2 Skill Step
· (RH-possibly)  She had access to cyanide and could have poisoned the security force. – RVQ = +1 Skill Step
· (RH possibly) Hairs found at the scene of the crime match the Suspect. – RVQ = +3 Skill Step
· Hairs found at the scene of the crime match the Suspects DNA. – RVQ = +1 Skill Step
· (RH possibly) Fibers found at the scene match the Suspect’s clothes – RVQ = +2 Skill Step


Alibis:
Scenario 1, 3, 4, 6:  On the night of the murder, Kalysta had an argument with her husband in the Library.  As she usually did when he hit her she went to the Mandarin Towers Hotel and got a room.  She was there all night (GM to determine timeline)
Scenario 2, 5:  On the night of the murder, Kalysta had an argument with her husband in the Library.  As she usually did when he hit her she went to the Mandarin Towers Hotel and got a room.  She called Kendrick and had him come and stay with her.  She was there all night (GM to determine timeline)
NOTE: If she is not a Suspect, she will still have had the argument, the black eye, and broken cheekbone.  She will still have a history of abuse and be pregnant with Kendrick’s child. 




SUSPECT 2 – VICTIM’S MISTRESS
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Customs Officer: Linda Greenlaw
Basic Information: 
Agi d6, Str d6, Vit d6, Ale d12, Int d12+2, Wil d10;
Life Points 16; Initiative d6+d12

Traits: Amorous (Minor Complication), Highly Educated (Major Asset), Total Recall (Major Asset), Overconfident (Minor Complication), Steady Calm (Minor Asset)

Skills: Customs Expertise d10/ Athletics d6/ Running d8, Unarmed Combat d6 / Jujitsu d8  

Height:  5’-1”
Weight: 120 Lbs
Red-Auburn Hair / Green Eyes

Description:  
Linda, the Executive Customs Officer of Stoketown Station, is a sexy, confident, strong-willed young woman.  She was born on Osiris and comes from a fairly wealthy family.   Of all the executives on the station she is the only one who consistently wears a business suit every day.
She is a hot blooded redhead, with an aptitude for business.  She has an eidetic memory and can recall everything she’s ever seen or read in her life.
She loves flirting with men because she knows she does it so very well. When all else fails, that’s her primary skill; and when she succeeds, men will usually do anything she asks. She always gets what she wants. What she wants is to be a self made woman with the clout to eventually run Stoketown Station. 
She is very physically fit, and it a well known fact that she jogs around the business towers area every evening after dinner. This is a habit she picked up while still in the Core.  
About two months ago someone tried to assault her while she was out on her run, but she’d been trained in Jujitsu, so her assailant went away much the worse for wear. She never pressed charges because no positive ID could be made.
Involvement: 
· She and Beckett had an argument about some customs issues.   She was heard to have threatened him with prosecution and physical assault.
Secret:
· If this suspect committed the crime then she could have poisoned the security force.
· She was having and affair with Carson Beckett. She started the affair as a fling.  Her misfortune was that she fell in love with the victim, and wanted him to leave his wife.  But after a year-long affair, it was evident that he was never going to leave her
· She recently found out Beckett was using their relationship so he could sneak illegal items through customs; and using her security ID.  
· She has been planning to steal Beckett’s book collection for some time.
· She also uses her status to get illegal items through customs, but she does it in such a way that she won’t get caught.
Motive:
· Motive1:  She stole the books and she wants to get her stolen goods and herself off the station. Stealing the book collection and selling to the highest bidder will make her a very rich woman indeed. 
· Motive 2: Passion – Beckett won't leave his wife
· Motive3: Anger and Revenge- Beckett used her to get illegal items though customs.

Means: 
Scenario 1:  On the day of the murder, Linda had an argument with Beckett about him using her security ID to get his illegally obtained items through customs.
After her confrontation with Beckett she decided to get back at him.  She disabled the security systems in the business tower.   She ordered so food to be delivered to her residence, so the delivery man could confirm she was at home.  Then she waited until it was late in the evening and she went back to Beckett’s suite to see him.  
Her plan was to sleep with him and then drug him, steal his books put them in a safe place. But when she arrived Becket was already dead.   
She panicked and left, returning to her residence.
(In this scenario the Murder can be committed by someone else, and the books can be stolen by someone else)  
Scenario 2:  On the day of the murder, Linda had an argument with Beckett about him using her security ID to get his illegally obtained items through customs.
After her confrontation with Beckett she decided to get back at him.  She disabled the security systems in the business tower.   She ordered so food to be delivered to her residence, so the delivery man could confirm she was at home.  Then she waited until it was late in the evening and she went back to Beckett’s suite to see him.  
Her plan was to sleep with him and then drug him, steal his books put them in a safe place. But when she arrived Becket was already dead.   She was shocked but kept her cool.
She disabled the security system on display cabinet and took the books.  She then went to her own office two floors down, and hid the books in her safe. 
She then went straight to bed.
(In this scenario the Murder can be committed by someone else) 
Scenario 3:  On the day of the murder, Linda had an argument with Beckett about their relationship and where it was going.  Beckett told her she had to stop being so demanding. She threatened to tell his wife. He hit her, something he’d never done before, and she left; confused and angry. 
After her confrontation with Beckett she decided to get back at him.  She disabled the security systems in the business tower.   She ordered so food to be delivered to her residence, so the delivery man could confirm she was at home. Then she waited until it was late in the evening and she went back to Beckett’s suite to see him.  
She found him in the Library working.   She told him she’d come to apologize.  One thing led to another and they had sex on the desk.  When his guard was down and his back was turned she grabbed a small bronze statuette from the table and hit him on the head, cracking his skull and killing him.  
To make it look like a bungled robbery, she disabled the security system on display cabinet and took the books.  She then hid the books in the maintenance tunnel. .   She disposed of the murder weapon in a trash disposal chute.  
She went back to her residence, cleaned up and went straight to bed.
Scenario 4:  On the day of the murder, Linda had an argument with Beckett about their relationship and where it was going.  Beckett told her she had to stop being so demanding. She threatened to tell his wife. He hit her, something he’d never done before, and she left; confused and angry. 
After her confrontation with Beckett she decided to get back at him.  She disabled the security systems in the business tower.   She ordered so food to be delivered to her residence, so the delivery man could confirm she was at home. Then she waited until it was late in the evening and she went back to Beckett’s suite to see him.  
She found him in the Library working.   She told him she’d come to apologize.  One thing led to another and they had sex on the desk When his guard was down and his back was turned she grabbed a small bronze statuette from the table and hit him on the head, cracking his skull and killing him.  .   She disposed of the murder weapon in a trash disposal chute.  
She went back to her residence, cleaned up and went straight to bed.
 (In this scenario the books can be stolen by someone else) 
Clues: 
· (RH) The electronic death threats to Beckett did not come from her 
· Computer records show that Beckett disabled the security systems in the business tower.  This could have been her using his access - RVQ = +1 Skill Step
· Witnesses see her in the area around the time of the murder in her jogging suit– RVQ = +1 Skill Step
· A Witness (the delivery man from Mung Chow’s) sees her in her residence before the murder  – RVQ = +1 Skill Step
· The statuette without her fingerprints (if used as the murder weapon)   – RVQ = +3 Skill Step
· The statuette with her fingerprints (if used as the murder weapon)   – RVQ = +2 Skill Step
· The books in her safe  – RVQ = -1 Skill Step
· The books found in the maintenance tunnel  – RVQ = -2 Skill Step
· She jogs every night. 
· Bodily fluids on desk – Signs of intercourse.   – RVQ = +1 Skill Step
· Her hair and fibers on the desk  – RVQ = +2 Skill Step
· Blood splatter patterns that point to the Suspect’s height and angle of attack – RVQ = +3 Skill Step
· Blood splatter traces on the Suspect’s clothes  – RVQ = +2 Skill Step
· (RH - possibly)  Being the station’s customs officer it’s possible she brought in some poison or food source that poisoned the security force.– RVQ = +3 Skill Step
· (RH possibly) Hairs found at the scene of the crime match the Suspect. – RVQ = +3 Skill Step
· Hairs found at the scene of the crime match the Suspects DNA. – RVQ = +1 Skill Step
· (RH possibly) Fibers found at the scene match the Suspect’s clothes – RVQ = +2 Skill Step

Alibis: 
Scenario 1, 2, 3, 4:  On the night of the murder, Linda was in her residence almost the entire evening.  She went out once for her nightly jog.



 SUSPECT 3 – THE ASTEROID MINER
[image: ]
Marta Swift
Asteroid Miner – Captain of the ship “Luck of the Irish” 
Basic Information: 
Agi d6, Str d4, Vit d8, Ale d8, Int d8, Wil d10;
Life Points 14; Initiative d6+d8

Traits: Good Name (Major Asset), Leadership (Minor Asset), Talented (Mining and Assaying) (Major Asset), Trustworthy Gut (Minor Asset), Chip on Shoulder (Major Complication), Loyal (Minor Complication), 

Skills: Pilot d6 / Astrogation d4 / Small-bulk transports d6 / Mid-bulk transports d6 / short rage shuttles d6 / Planetary Vehicles d6 / Heavy Machinery d6, Guns d6, Knowledge d6 / Mining and Zero–g Mining d10 

Equipment:  Hand Gun (DMG d6 W, RNG 60, MAG 12), Handheld mining torch

Height:  5’-2”
Weight: 128 Lbs
Dark Brown Hair / Blue Eyes
Description:
Marta a short woman with an athletic build and grubby clothes; her long black hair is often pulled back in a bun. She was born and raised on Dyton Colony, where she grew up in a seedier environment.  She was picking pockets by the time she was 8.  
Eventually she decided that crime was not for her and she hired on as ships hand on an ore hauler.  She learned her trade and earned enough money to buy a ship.  She is now a non-union asteroid miner who runs a two man ship called “Luck of the Irish”.
A month ago her fiancé, Tad Mann, was at Stoketown Station to deliver a particularly precious load of ore, 100 ounces of Helion-Oxide.  He was headed to the Assayers Office when was attacked and killed by thugs.  No one was ever convicted of the crime and the ore was missing.
Marta, being a prudent miner, had tagged the ore with a radiological tracker.  She was eventually able to track it back to a ship owned by Carson Beckett.  She reported the incident to a station security officer, but never heard back.
She has been seen arguing with Beckett twice this week.
Involvement:
· She has been seen arguing with Beckett twice this week.
· She has a complaint about claim jumping filed against Beckett. She believes Carson Beckett hired men to have her fiancé killed and her ore stolen.
Secrets: 
· She has been making accusations and death threats against Beckett.
· If this suspect committed the crime then she could have poisoned the security force.
Motive: 
· Motive 1: Revenge - She believes Carson Beckett hired men to have her fiancé killed and her ore stolen.

Means: 
Scenario 1:  On the day of the murder, Marta visited Becket at his office and had an argument with him.  She accused him of Claim Jumping, theft and murder. Beckett told her she was delusional and had her escorted out.  That’s when Marta decided to take matters into her own hands. As she was being escorted out, she snagged a security badge from the bodyguard.
On the night of the murder, Marta went to The Broken Bilge Tavern to establish her alibi. Later in the evening, after several drinks, she snuck out and went to the tower where Beckett lived.  She waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone.  
When she finally worked up the courage she entered the suite. When she got inside she found Beckett dead.  She panicked and left; returning to The Broken Bilge for a few drinks.  After that she returned to her ship. 
(In this scenario the Murder can be committed by someone else, and the books can be stolen by someone else)  
Scenario 2:  On the day of the murder, Marta visited Becket at his office and had an argument with him.  She accused him of Claim Jumping, theft and murder. Beckett told her she was delusional and had her escorted out.  That’s when Marta decided to take matters into her own hands. As she was being escorted out, she snagged a security badge from the bodyguard.
On the night of the murder, Marta went to The Broken Bilge Tavern to establish her alibi. Later in the evening, after several drinks, she snuck out and went to the tower where Beckett lived.  She waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone.  
When she finally worked up the courage she entered the suite. She found him in the Library.  She confronted him again with the evidence of his theft, and the accusation of murder.  Beckett denied everything.  In frustration and hated, Marta shot Beckett through the heart.  
She then left; returning to The Broken Bilge for a few drinks.  After that she returned to her ship.
(In this scenario the books can be stolen by someone else)  
Scenario 3:  On the day of the murder, Marta visited Becket at his office and had an argument with him.  She accused him of Claim Jumping, theft and murder. Beckett told her she was delusional and had her escorted out.  That’s when Marta decided to take matters into her own hands. As she was being escorted out, she snagged a security badge from the bodyguard.
On the night of the murder, Marta went to The Broken Bilge Tavern to establish her alibi. Later in the evening, after several drinks, she snuck out and went to the tower where Beckett lived.  She waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone.  
When she finally worked up the courage she entered the suite. She found him in the Library.  She confronted him again with the evidence of his theft, and the accusation of murder.  Beckett denied everything.  In frustration and hated, Marta shot Beckett through the heart.  
She realized that the books in the display case could probably reimburse her for her loss on the ore.  She used her mining torch to disable the security mechanism, and then opened the case and took the books she could carry.  She took them to the airlock on the opposite end of the floor, and hid them in a suit locker; intending to recover them later.   
She then left; returning to The Broken Bilge for a few drinks.  After that she returned to her ship.
Scenario 4:  On the day of the murder, Marta visited Becket at his office and had an argument with him.  She accused him of Claim Jumping, theft and murder. Beckett told her she was delusional and had her escorted out.  That’s when Marta decided to take matters into her own hands. As she was being escorted out, she snagged a security badge from the bodyguard.
On the night of the murder, Marta went to The Broken Bilge Tavern to establish her alibi. She left at about 8PM, and returned to her ship.  She snuck out of her ship via an airlock, walked across the surface of the Stoketown asteroid, and went to the tower where Beckett lived.  She came in through the airlock, and waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone. 
She entered the suite and found him in the Library.  She confronted him again with the evidence of his theft, and the accusation of murder.  Beckett denied everything.  In frustration and hated, Marta shot Beckett through the heart.  
She realized that the books in the display case could probably reimburse her for her loss on the ore.  She used her mining torch to disable the security mechanism, and then opened the case and took the books she could carry.  She took them to the airlock, stuffed them in a bag she took from the suit locker, and then walked back across the surface of the asteroid to her ship.  
She hid the books in her ship, and went to sleep.
Scenario 5:  On the day of the murder, Marta visited Becket at his office and had an argument with him.  She accused him of Claim Jumping, theft and murder. Beckett told her she was delusional and had her escorted out.  That’s when Marta decided to take matters into her own hands. As she was being escorted out, she snagged a security badge from the bodyguard.
On the night of the murder, Marta went to The Broken Bilge Tavern to establish her alibi. She left at about 8PM, and returned to her ship.  She snuck out of her ship via an airlock, walked across the surface of the Stoketown asteroid, and went to the tower where Beckett lived.  She came in through the airlock, and waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone. 
She entered the suite and found him in the Library; but he was already dead.  
She realized that the books in the display case could probably reimburse her for her loss on the ore.  She used her mining torch to disable the security mechanism, and then opened the case and took the books she could carry.  She took them to the airlock, stuffed them in a bag she took from the suit locker, and then walked back across the surface of the asteroid to her ship.  
She hid the books in her ship, and went to sleep.
(In this scenario someone else committed the murder)
Scenario 6:  In this variation the reason for the murder remains the same but the Suspect makes the murder by gunshot appear to be a suicide.  The Suspect will be careful to make the killing shot one that could be inflicted by the victim, and a gun would be planted at the scene with only the Victim’s fingerprints.
Scenario 7:  In this variation the reason for the murder remains the same but the Suspect makes the murder by gunshot appear to be a murder committed by a different Suspect.  The Suspect will be careful to make the killing shot is one that could not be inflicted by the victim, and a gun would be planted at the scene with only the target Suspect’s fingerprints.

Clues: 
· Helion Oxide can be broken down into several compounds, including one that mimics the effects of food poisoning on the human body.  If the PC’s find this out they might determine the Suspect poisoned the security force – RVQ = +3 Skill Step
· She carries a gun of the same caliber as the murder weapon – RVQ = +1 Skill Step
· At least some of the electronic death threats to Beckett did come from her – RVQ = +3 Skill Step
· (RH) Computer records show that Beckett disabled the security systems in the business tower. There is no way she could have gotten access
· (RH possibly) Witnesses see her in the area around the time of the murder  – RVQ = +1 Skill Step
· The stolen pass card  – RVQ = +1 Skill Step
· Trace amounts of Helion-Oxide ore on the floor. This is the type of ore she mines– RVQ = +2 Skill Step
· (RH) Blood splatter patterns that point to the Suspect’s height and angle of attack – RVQ = +2 Skill Step
· The hand held mining torch she carries. – RVQ = +3 Skill Step
· (RH possibly) Hairs found at the scene of the crime match the Suspect. – RVQ = +3 Skill Step
· Hairs found at the scene of the crime match the Suspects DNA. – RVQ = +1 Skill Step
· (RH possibly) Fibers found at the scene match the Suspect’s clothes – RVQ = +2 Skill Step
· (RH possibly) The books found in the airlock. – RVQ = +3 Skill Step
· The books found hidden in her ship. – RVQ = +1 Skill Step
· (RH) Partial computer records of airlock use in the hotel vicinity. – RVQ = +2 Skill Step 
· Partial computer records of airlock use in the Business Tower. – RVQ = +3 Skill Step 
· Ship computer records of airlock use on the ‘Luck of the Irish’. – RVQ = +1 Skill Step 

Alibis: 
Scenario 1, 2, 3, 6, 7:  Except for some time she spent at her ship getting more money for drinks, she spent most of the evening drinking at The Broken Bilge. After that she went back to her ship.   (GM to determine timeline)
Scenario 4, 5:  She spent half of the evening drinking at The Broken Bilge. After that she went back to her ship.   (GM to determine timeline)


SUSPECT 4 – THE BROWNCOAT
[image: ]
Joshua McTeig
Ex-Browncoat/Contract Shipper – Captain of the ship “Olivia” 
Basic Information: 
Agi d6, Str d8, Vit d6, Ale d10, Int d8, Wil d10;
Life Points 18; Initiative d6+d10

Traits: Good Name (Major Asset), Leadership (Minor Asset), Military rank (Minor Asset), Trustworthy Gut (Minor Asset), Chip on Shoulder (Major Complication), Loyal (Minor Complication)

Skills: Pilot d6 / Astrogation d4 / Mid-bulk transports d10 / short rage shuttles d6 / Planetary Vehicles d6 / Heavy Machinery d6, Guns d8, Influence d6/Bartering and Haggling d8

Equipment:  Hand Gun (DMG d6 W, RNG 60, MAG 12).
Height:  6’-2”
Weight: 210 Lbs
Brown Hair / Hazel Eyes
Description:
Joshua McTeig is a tall, muscular man of middle age with auburn hair and hazel eyes. When he was a child, Joshua's family immigrated to Shadow shortly after his birth. When he was 15, the war against the Alliance began.  He signed upon the side of Independence and was away from his home world when it was bombed into oblivion.  Both of his parents survived the Alliance attack and are still alive, but are in poor health. Because of this Joshua has a great dislike for the Alliance and everything it represents.
During the war Joshua met Oliva McKinley, a lovely woman from Silverhold, and fell madly in love with her.  They fought together in many heated battles against the Alliance.  In one such battle he was wounded and she was captured. When he had recovered from his injuries he tried to find her or, at the very least, discover her fate.  
Months passed, and Joshua still had no word on the fate of his lost love.  Near the end of the he discovered she was being held in Abernathy Prison. Joshua left his post and went AWOL.  He hired a mercenary ship to take him to find Olivia. 
 When he was finally able to get to Abernathy Prison, the war was over.  There was still a large Alliance presence, but not at the prison.  The soldiers in charge of the camp had fled, and the camp was left full of dead and dying Browncoat soldiers.  Unfortunately, Olivia was nowhere to be found.   Just as he was about t give up hope, Joshua was approached by and aged soldier who told him Olivia was being kept sequestered by the Commander of the camp. The soldier told him that she'd likely been raped (or worse).  
Joshua was frantic.  He went to the abandoned house and searched the building from top to bottom.  He found Olivia in the basement, caged like an animal, and sick from disease and malnutrition; in her arms she held a baby girl.  He was elated to see her, but Olivia wasn’t lucid enough to recognize who he was.
He took her and the child from that place and holed up in an old abandoned ranch house.  He took care of them as best he could; stealing the medicine and food they needed from the Alliance warehouses in town.    
The child was improving but Oliva was not.  As her death drew near she gained a bit of clarity.  With her dying breath she told Joshua that the child was his and to protect her always. She died in his arms.
He vowed he would get revenge on Devon Sather, the Commander of the camp; but Sather was nowhere to be found.  So Joshua raised the child as best he could. Taking on the job of interplanetary shipper he never stopped trying to find information of the whereabouts of Sather. 
Mika, the daughter of his dead love, travels with him wherever he goes.  What he does not know, is that Mika is actually the illegitimate child of Devon Sather. 
Approximately two months ago, he was able to start a business contract with Beckett/Sather, and has been working for the Stoketown Distillery.
Involvement: 
· A week ago Joshua had an argument with Beckett over a shipping run.  
· Joshua has publically expressed hostility towards Beckett.
Secrets:  
· Recently he had discovered new information that showed Carson Beckett was in reality Devon Sather.  He came to Stoketown Station to confront Sather and exact his revenge.
· He has been planning to murder Beckett/Sather
· He has been sending anonymous death threats to Beckett/Sather
· He purchased a stolen pass card 
· If this Suspect committed the crime then the poisoning of the security force may have been accidental; or was committed by a different Suspect.
Motive: 
· Motive 1: Revenge Olivia’s death
Means: 
Scenario 1:  On the night of the murder, Joshua went to The Broken Bilge Tavern to establish his alibi. Later in the evening, after several drinks, he snuck out the back exit and went to the tower where Beckett lived.  He waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone.  
Then he made his move.  He used a stolen pass card to enter Beckett’s suite.  He entered the Library with gun drawn.  He showed Beckett a picture of Olivia and explained why he was there.  He then shot Beckett in the head, and left. He returned to The Broken Bilge and spent another two hours there before returning to his ship. 
(In this scenario the books can be stolen by someone else)
Scenario 2:  On the night of the murder, Joshua went to The Broken Bilge Tavern to establish his alibi. Later in the evening, after several drinks, he snuck out the back exit and went to the tower where Beckett lived.  He waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone.  
Then he made his move.  He used a stolen pass card to enter Beckett’s suite.  He entered the Library with gun drawn.  But Beckett was already dead. He returned to The Broken Bilge and spent another two hours there before returning to his ship. 
(In this scenario the Murder can be done by someone else and books can be stolen by someone else)
Scenario 3:  On the night of the murder, Joshua went to The Broken Bilge Tavern to establish his alibi. Later in the evening, after several drinks, he snuck out the back exit and went to the tower where Beckett lived.  He waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone.  
Then he made his move.  He used a stolen pass card to enter Beckett’s suite.  He entered the Library and confronted Beckett with a picture of Olivia and explained why he was there.  Beckett denied any involvement, stating he wouldn’t waste his time on such a wretched woman.  In a fit of rage, Joshua grabbed a statuette from a nearby table and beat Beckett to death with it.  He left the residence and disposed of the murder weapon in a trash chute.  He then used the maintenance tunnels to get back to the Broken Bilge, where he cleaned himself up. He spent another two hours there before returning to his ship. 
(In this scenario the books can be stolen by someone else)
Scenario 4:  In this variation the reason for the murder remains the same but the Suspect makes the murder by gunshot appear to be a suicide.  The Suspect will be careful to make the killing shot one that could be inflicted by the victim, and a gun would be planted at the scene with only the Victim’s fingerprints.
Scenario 5:  In this variation the reason for the murder remains the same but the Suspect makes the murder by gunshot appear to be a murder committed by a different Suspect.  The Suspect will be careful to make the killing shot is one that could not be inflicted by the victim, and a gun would be planted at the scene with only the target Suspect’s fingerprints.
Clues: 
· He carries a gun of the same caliber as the murder weapon – RVQ = +1 Skill Step
· At least some of the electronic death threats to Beckett did come from him – RVQ = +3 Skill Step
· (RH) Computer records show that Beckett disabled the security systems in the business tower. There is no way he could have gotten access - 
· Witnesses see him in the area around the time of the murder  – RVQ = +1 Skill Step
· He accidently dropped is picture of Olivia at the crime scene – RVQ = +3 Skill Step
· The stolen pass card  – RVQ = +2 Skill Step
· His Crew is loyal and will back up his alibi
· His daughter saw him come in late
· Observant PC’s might see that his daughter looks little like Beckett. This information and a DNA test will confirm that she is not Joshua’s 
· Blood splatter patterns that point to the Suspect’s height and angle of attack – RVQ = +3 Skill Step
· Blood splatter traces on the Suspect’s clothes  – RVQ = +2 Skill Step
· (RH possibly) Hairs found at the scene of the crime match the Suspect. – RVQ = +3 Skill Step
· Hairs found at the scene of the crime match the Suspects DNA. – RVQ = +1 Skill Step
· (RH possibly) Fibers found at the scene match the Suspect’s clothes – RVQ = +2 Skill Step
· The statuette without his fingerprints (if used as the murder weapon)   – RVQ = +3 Skill Step
· The statuette with his fingerprints (if used as the murder weapon)   – RVQ = +2 Skill Step

Alibis:
Scenario 1, 2, 3, 4, 5:  Except for some time he spent in the lavatory being ill from drink, he spent most of the evening drinking at The Broken Bilge. After that he went back to his ship.   (GM to determine timeline)




SUSPECT 5 – THE BODYGAUARD
[image: ]
Kendrick Day - Bodyguard
Basic Information: 
Agi d8, Str d12, Vit d10, Ale d6, Int d6, Wil d8;
Life Points 20; Initiative d8+d6

Traits: Heavy Tolerance (Minor Asset), Intimidatin' Manner (Minor Asset), Steady Calm (Minor Asset), Memorable (height) (Minor Complication, Mean Left Hook
(Minor Asset), Overconfident (Minor Complication)

Skills: Athletics d8 / Dodge d8, Guns d8 / Pistols d8, Discipline d6 / Intimidation d8, Influence d4, Melee Weapon Combat d6 / Knives d8/ Clubs d8, Ranged Weapons d4, Unarmed Combat d6 / Brawling d10


Height:  6’-3”
Weight: 230 Lbs
Blonde Hair / Blue Eyes
Description:
Kendrick is a tall, muscular man of Ukrainian-Norwegian descent.  He has blonde hair and blue eyes, and speaks with a thick Ukrainian accent.  He is the quintessential masculine, testosterone driven, brick.   
He has been the Victim's bodyguard for the last 2 years.  He’s not a very intelligent man, but he doesn’t need to be.  Women adore him and men fear him. Over the years he has convinced himself that he’s a fearless hero of the free Verse.
Involvement: 
· He is having and affair with Kalysta Beckett
· He left Beckett’s suite right after the party which is not typical.
· He knew Beckett was abusing his wife and had spoken out to his employer about it in the past.
Secrets:  
· He is having and affair with Kalysta Beckett
· He despised Beckett and how Beckett treated Kalysta
· His cousin once worked for Beckett as a bodyguard and was killed in the line of duty.
· If this Suspect committed the crime then the poisoning of the security force may have been accidental; or was committed by a different Suspect.
Motive: 
· Motive 1: Revenge for Beckett’s abuse of Kalysta
· Motive 2: Acting on his own infidelity to be rid of Beckett and have Kalysta for himself
· Motive 3: Revenge on Beckett for getting his cousin killed
Means: 
Scenario 1:  On the night of the murder, Kendrick left early to get a gift for Kalysta.  He found out later that Kalysta had an argument with her husband and that he hit her. He went to confront Becket who fired him on the spot.  In a rage, he grabbed a small bronze statuette from the table and Beckett on the head, cracking his skull and killing him.   
In order to make it look like a thief did the deed, he turned off the security system of the display case, took out the most expensive books, and disposed of them and the murder weapon in a trash disposal chute.  
He then locked the suite and left.  He returned to his own quarters and spent the rest of the night in his room.
Scenario 2:  On the night of the murder, Kendrick left early to get a gift for Kalysta.  He found out later that Kalysta had an argument with her husband and that he hit her. He went to confront Becket who fired him on the spot.  In a rage, he grabbed a small bronze statuette from the table and Beckett on the head, cracking his skull and killing him.   
In order to make it look like a thief did the deed, he turned off the security system of the display case, took out the most expensive books, and disposed of them and the murder weapon in a trash disposal chute.  
He then locked the suite and left.  He met Kalysta at the Mandarin Towers Hotel and spent the night with her.
Scenario 3:  On the night of the murder, Kendrick left early to get a gift for Kalysta.  He found out later that Kalysta had an argument with her husband and that he hit her.  He went to the Mandarin Towers Hotel to be with and comfort her.
When she was asleep, he went to confront Becket who fired him on the spot.  In a rage, he grabbed Beckett by the throat and snapped his neck. He moved the body to make it look like Beckett had fallen trying to climb the bookshelf ladder.  He then locked the suite and left.  
He returned to the Mandarin Towers Hotel and spent the night with Kalysta.
 (In this scenario the books can be stolen by someone else)

Clues: 
· Gift purchase for the “Amber Rose” – RVQ = -1 Skill Step
· (RH) The electronic death threats to Beckett did not come from him
· His Affair with Kalysta – RVQ = +1 Skill Step
· Computer records show that Beckett disabled the security systems in the business tower.  This could have been Kendrick using Beckett’s access - RVQ = +1 Skill Step
· Witnesses see him in the area around the time of the murder  – RVQ = +1 Skill Step
· The statuette without his fingerprints (if used as the murder weapon)   – RVQ = +3 Skill Step
· The statuette with his fingerprints (if used as the murder weapon)   – RVQ = +2 Skill Step
· The books if found in the dump  – RVQ = +2 Skill Step
· His fingerprints on Beckett’s neck – RVQ = +3 Skill Step
· Beckett’s body arranged after death – RVQ = +2 Skill Step
· Blood splatter patterns that point to the Suspect’s height and angle of attack – RVQ = +3 Skill Step
· Blood splatter traces on the Suspect’s clothes  – RVQ = +2 Skill Step
· (RH possibly) Hairs found at the scene of the crime match the Suspect. – RVQ = +3 Skill Step
· Hairs found at the scene of the crime match the Suspects DNA. – RVQ = +1 Skill Step
· (RH possibly) Fibers found at the scene match the Suspect’s clothes – RVQ = +2 Skill Step
· 
Alibis:
Scenario 1:  He went to pick up a gift for Kalysta.  He then returned home to get some sleep. (GM to determine timeline)
Scenario 2:  He went to pick up a gift for Kalysta.  He found out that Beckett had beaten her again and he went to the Mandarin Towers Hotel to spend the night with her. He was there all night (GM to determine timeline)
Scenario 3:  He went to pick up a gift for Kalysta.  He went back to his residence and received a call from Kalysta.  He found out that Beckett had beaten her again and he went to the Mandarin Towers Hotel to spend the night with her.  In the middle of the night he remembered that he had left his gift back at his residence.  He went to get it and returned immediately.   He was there the rest of the night. (GM to determine timeline)





SUSPECT 6 – THE BUSINESSMAN 
[image: ]
Jiang Chen
A Chinese Businessman 
Basic Information: 
Agi d4, Str d4, Vit d6, Ale d10, Int d10, Wil d10;

Life Points 14; Initiative d4+d10

Traits: Friend in Low Places (Minor Asset), Greedy (Minor Complication), Leadership
(Minor Asset), Moneyed Individual (Major Asset), Intimidatin’ Manner (Minor Asset)

Skills: Covert d6 / Streetwise d12, Discipline d4, Guns d2, Influence d6 / Leadership d8 / Intimidation d10 / Negotiation d8, Knowledge d6 / Pharmaceuticals d8/ Illegal Drugs d8, Perception d6, Performance d4,
Unarmed Combat d4, Survival d4
Equipment:  Hand Gun (DMG d6 W, RNG 60, MAG 12), EMP Gun (for disabling electronics), 

Height:  5’-5”
Weight: 166 Lbs
Graying Black Hair / Dark Brown Eyes
Description:
Jiang Chen is a Chinese businessman who has been in business with Carson Beckett for nearly 5 years. They share and interest in a pharmaceutical company located on Osiris.  
Chen is about 5 foot 5 inches tall, with graying black hair and deep brown-black eyes.  He always dresses in very fine designer suits mad of silk. He is 55 years old and is not as spry as he once was. But he has an icy stare that makes your blood run cold.
On his back is a dragon tattoo he got from his days in the Tong. 
Involvement: 
· Chen had confronted Beckett earlier in the day and was seen arguing with him.
· It was well know that Chen and Beckett were business partners, but did not really like each other.
· Chen and Beckett typically got together once a month to play Chess.
Secrets: 
· Chen and Beckett’s pharmaceutical company is a front for an extensive black market operation. The pharmaceutical company does produce new drugs for medical facilities, but it also produced drugs for the black market.  The company is the producer of “Lucky Kitty”, a highly addictive designer drug.
· If this Suspect committed the crime then he could have poisoned the security force.  Or it may have been accidental; or was committed by a different Suspect.
Motive: 
· Motive 1: Chen did not like Beckett and believed that Beckett was stealing from their black market operation.
· Motive 2: Chen wanted to take over sole proprietorship of the black market operation.

Means: 
Scenario 1: Jiang Chen has been planning the murder for some time. He bought a decanter of whiskey, and slipped some cyanide powder into it.  On the night of the murder he disabled the business tower security system with an EMP gun.  It would disable the security system until the entire system was reset in the morning. He then came by to visit once all the dinner guests and Beckett’s wife had left.  He took an experimental anti-cyanide drug.
He arrived and was invited in by Beckett.  They sat down together to play chess.  About half way into the game, Chen gave Beckett the poisoned decanter of whiskey, suggesting they should have a drink.  Beckett opened the decanter himself and poured two drinks.  Each man took a sip.  A few moments later the poison reached Beckett’s heart and he died.  Without a toxicology test it will look like Beckett had a heart attack.  
Chen was protected by the drug he’d taken.  He washed out the glasses in the kitchen sink and put his glass back in the liquor cabinet. He took Beckett’s own decanter out of the liquor cabinet; poured whiskey into Beckett’s washed glass, and then put Beckett’s decanter of whiskey on the desk in front of him.  He reset the chess board to make it look like no one had played.
He took the poisoned decanter of whiskey with him and dumped it down a trash chute.  He then returned to his residence.  
(In this scenario the books can be stolen by someone else)
Scenario 2: Jiang Chen has been planning the murder for some time. On the night of the murder he disabled the business tower security system with an EMP gun.  It would disable the security system until the entire system was reset in the morning. He then came by to visit once all the dinner guests and Beckett’s wife had left.
He went in and was greeted by Beckett who believed he was there on corporate business. He gave Beckett the poisoned decanter of whiskey as a sign of good faith, suggesting they should have a drink.  Beckett opened the decanter himself and poured two drinks.  Each man took a sip.  A few moments later the poison reached Beckett’s heart and he died.  Without a toxicology test it will look like Beckett had a heart attack.  
Chen was protected by the drug he’d taken.  He washed out the glasses in the kitchen sink and put his glass back in the liquor cabinet. He took Beckett’s own decanter out of the liquor cabinet; poured whiskey into Beckett’s washed glass, and then put Beckett’s decanter of whiskey on the desk in front of him.  
He took the poisoned decanter of whiskey with him and dumped it down a trash chute.  He then returned to his residence.  
(In this scenario the books can be stolen by someone else)
Scenario 3: Jiang Chen has planning to murder Beckett for some time. On the night of the murder he disabled the business tower security system with an EMP gun.  It would disable the security system until the entire system was reset in the morning. He then came by to visit once all the dinner guests and Beckett’s wife had left.
He went in and was greeted by Beckett who believed he was there on corporate business. He told Beckett he needed to speak with him about a possible smuggling opportunity, but when Beckett’s guard was down and his back was turned Chen grabbed a small bronze statuette (or letter opener) from the table and killed Beckett.  
To make it look like a bungled robbery, Chen disabled the security system on display cabinet and took the books.  He then hid the books in the maintenance tunnel.  He disposed of the murder weapon in a trash disposal chute.  He then returned to his residence.  
Clues: 
· (RH) The electronic death threats to Beckett did not come from him 
· Witnesses see him in the area around the time of the murder  – RVQ = +1 Skill Step
· The damaged wiring from the EMP gun  – RVQ = +1 Skill Step
· Broken decanter in trash chute    – RVQ = +3 Skill Step
· The Traces of cyanide in the broken  decanter   – RVQ = +3 Skill Step
· The Traces of cyanide in the kitchen sink   – RVQ = +3 Skill Step
· His fingerprints on the decanter  – RVQ = +3 Skill Step
· The EMP gun in Chen’s quarters  – RVQ = +3 Skill Step
· The murder weapon without his fingerprints– RVQ = +3 Skill Step
· The murder weapon with his fingerprints – RVQ = +2 Skill Step
· The sack of books if found in the maintenance hall   – RVQ = +2 Skill Step
· The decanter of whiskey purchase  – RVQ = +2 Skill Step
· Access to the cyanide through pharmaceutical company  – RVQ = +2 Skill Step
· Blood splatter patterns that point to the Suspect’s height and angle of attack – RVQ = +3 Skill Step
· Blood splatter traces on the Suspect’s clothes  – RVQ = +2 Skill Step
· (RH-possibly)  He has access to pharmaceuticals and could have poisoned the security force. – RVQ = +1 Skill Step
· (RH-possibly)  A misarranged chess set  – RVQ = +1 Skill Step
· (RH-possibly)  The chess set with his fingerprints on all the pieces.  – RVQ = +1 Skill Step
· (RH possibly) Hairs found at the scene of the crime match the Suspect. – RVQ = +3 Skill Step
· Hairs found at the scene of the crime match the Suspects DNA. – RVQ = +1 Skill Step
· (RH possibly) Fibers found at the scene match the Suspect’s clothes – RVQ = +2 Skill Step


Alibis: 
Scenario 1, 2, 3: Chen always states that he only went to talk to Beckett about a business opportunity.   He claims he then went back to his own residence and spent the evening there. 
If confronted he might admit to playing a game of chess with Beckett.





SUSPECT 7 – THE ASSASSIN
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Kenji Ebisu  
Hired assassin working for Blue Sun / Posing as Competing Business Executive
Basic Information: 
Agi d12, Str 8, Vit d8, Ale d10, Int d8, Wil d8;
Life Points 16; Initiative d12+d10

Traits: Fightin’ Type (Major Asset), Deadly Enemy (Minor Complication), Two-Fisted (Minor Asset), Cortex Specter (Major Asset), Friends in Low Places (Minor Asset), Corporate and Parliamentary Agent Status (Major Asset)

Skills: Athletics d8, Ranged Weapons d8, Guns d12, Unarmed Combat d6 / Karate d8 / Ninjutsu d10, Knowledge d6 / Combat Tactics d8 / Martial Arts d8, Demolitions d6, Covert d8, Heavy Weapons d6, Survival d6 / Desert Survival d8 / Winter Survival d8 / Tropical Survival d6, Security Systems d10, Zero-G Combat d8

Height:  5’-1”
Weight: 145 Lbs
Black Hair / Brown Eyes
Description: 
Kenji Ebisu is a very short Japanese man with a very muscular build. He is a business executive who works for a pharmaceutical company named Paragon, that is in direct completion with Beckett and Cheng’’s business. 
He has been staying at the Mandarin Towers Hotel.
Involvement: 
· Kenji visited Beckett a number of times, and gave veiled threats about his business and his health.  Kenji told Beckett he was interfering in Paragon’s business and it would not be tolerated.  
Secrets: 
· When he arrives at Stoketown Station he is posing as a Business Executive. He is in actuality a hired assassin for Paragon (a subsidiary of Blue Sun Corp.
· If this suspect committed the crime then he poisoned the security force in order to keep them from interfering in the assassination of Beckett. 

Motive: 
· Motive 1: Kenji was sent to convince Beckett to sell his interests in the pharmaceutical business to Paragon.  If he did not agree he was to be eliminated.
Means: 
Scenario 1:  On the day of the murder he disabled the business tower security system.  To avoid witnesses Kenji travelled through the maintenance tunnels to get to Beckett’s residence.   Late in the evening, once everyone had left, he broke into Beckett’s residence.  He offered Beckett one last chance to sell his stock to Paragon.  When Becket refused Kenji killed him. (Either by breaking his neck with his martial arts skills or by shooting him – GM discretion) 
He then snuck out of the residence and returned to his hotel room.
(In this scenario, someone else can steal the books)
Scenario 2:  On the day of the murder he disabled the business tower security system.  To avoid witnesses Kenji travelled through the maintenance tunnels to get to Beckett’s residence.   Late in the evening, once everyone had left, he broke into Beckett’s residence.  He offered Beckett one last chance to sell his stock to Paragon.  When Becket refused Kenji killed him. (Either by breaking his neck with his martial arts skills or by shooting him – GM discretion) 
To make it look like a robbery gone bad, he broke into the display case and stole a number of books.  He took them to the nearest airlock and blasted them into space.
He then returned to his hotel room.
Scenario 3:  On the day of the murder he disabled the business tower security system.  To avoid witnesses Kenji travelled through the maintenance tunnels to get to Beckett’s residence.   Late in the evening, once everyone had left, he broke into Beckett’s residence.  He offered Beckett one last chance to sell his stock to Paragon.  When Becket refused Kenji killed him. (Either by breaking his neck with his martial arts skills or by shooting him – GM discretion) 
Then he realized Beckett’s book collection would make him enough money to retire, and would make the crime look like a robbery gone bad, he broke into the display case and stole a number of books.  He took them with him through the maintenance halls.  He hid them near his residence at the hotel so he could retrieve them later.  He then returned to his hotel room.
Scenario 4:  On the day of the murder he disabled the business tower security system.  To avoid witnesses Kenji snuck out of the airlock near the hotel, walked across the surface of the Stoketown asteroid, and went to the tower where Beckett lived.  He came in through the airlock, and waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone. 
He broke into Beckett’s residence.  He offered Beckett one last chance to sell his stock to Paragon.  When Becket refused Kenji killed him. (Either by breaking his neck with his martial arts skills or by shooting him – GM discretion) 
Then he realized Beckett’s book collection would make him enough money to retire, and would make the crime look like a robbery gone bad, he broke into the display case and stole a number of books.  He took them with him through the airlock and out across the surface of the asteroid.  He hid them near his residence at the hotel so he could retrieve them later.  He then returned to his hotel room.
Scenario 5:  In this variation the reason for the murder remains the same but the Suspect makes the murder by gunshot appear to be a suicide.  The Suspect will be careful to make the killing shot one that could be inflicted by the victim, and a gun would be planted at the scene with only the Victim’s fingerprints.
Scenario 6:  In this variation the reason for the murder remains the same but the Suspect makes the murder by gunshot appear to be a murder committed by a different Suspect.  The Suspect will be careful to make the killing shot is one that could not be inflicted by the victim, and a gun would be planted at the scene with only the target Suspect’s fingerprints.
Clues: 
· (RH) The electronic death threats to Beckett did not come from him
· The gun without his fingerprints (if used as the murder weapon)   – RVQ = +3 Skill Step
· The gun with his fingerprints (if used as the murder weapon)   – RVQ = +2 Skill Step
· The sack of books if found in the maintenance hall   – RVQ = +2 Skill Step
· The sack of books if found floating outside the station  – RVQ = +2 Skill Step
· Blood splatter patterns that point to the Suspect’s height and angle of attack – RVQ = +3 Skill Step
· Blood splatter traces on the Suspect’s clothes  – RVQ = +2 Skill Step
· His fingerprints at the crime scene  – RVQ = +2 Skill Step
· If the murder is a broken neck, the PC’s can determine that it would take a martial arts expert to kill Becket in that way without leaving a mark.  The problem is proving Kenji has those skills  – RVQ = +3 Skill Step
· (RH possibly) Hairs found at the scene of the crime match the Suspect. – RVQ = +3 Skill Step
· Hairs found at the scene of the crime match the Suspects DNA. – RVQ = +1 Skill Step
· (RH possibly) Fibers found at the scene match the Suspect’s clothes – RVQ = +2 Skill Step
· Partial computer records of airlock use in the hotel vicinity. – RVQ = +2 Skill Step 
· Partial computer records of airlock use in the Business Tower. – RVQ = +3 Skill Step 

Alibis:
 He was in his hotel room all night.



SUSPECT 8 – THE CRIMINAL
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Barry Sandborne – Antique Dealer / Psychopath
Basic Information: 
Agi d10, Str 6, Vit d8, Ale d10, Int d8, Wil d8;
Life Points 14; Initiative d10+d10

Traits: Highly Educated (Major Asset), Intimidatin’ Manner (Minor Asset), Friends in Low Places (Minor Asset), Compulsive Criminal / Sociopath / Psychopath / no remorse (Leaky Brainpan –Major Complication), Monied Individual (Major Asset)

Skills: Covert d6/ Stealth d8/ Sleight of Hand d8/ Pickpocket d8, Streetwise d8/ Lock Picking d8/
 Surveillance d8/ Evasion d8/ Disguise d8, Guns d6, Knives d10, Knowledge d6/ Appraisal d8/ Antiques d8/ Earth that Was d8, Perception d6, Planetary Vehicle d4, Survival d6, Technical Engineering d4, Unarmed Combat d4
Weapons: Pistol (d6 W - 100ft RoF=3.0 clip=8 Everywhere) (d12+d4 )
Equipment: Cortex Access -handheld device (Everywhere), Lock Picks (Illegal), Lock Picks, Electronic (Illegal), Electronic Tool Set

Height:  5’-8”
Weight: 180 Lbs
Brown Hair / Brown Eyes
Description:
Barry Sandborne is a nasty character.  He is neither tall nor muscle-bound, but he is an imposing figure nonetheless. 
He is only about 5’-8” tall, but he has the cold confidence and determination of a man twice as tall.  He has dark brown hair and is always dressed in fine clothes.  
Barry was born on Osiris to a very wealthy family. He grew up in the lap of luxury, and wanted for nothing his entire life.  But even at a young age, his parents suspected something was wrong with him.  He seemed to have a compulsion for committing crimes, and had no remorse for his actions.  There were many times in his youth when his parents had to pay to have him protected from prosecution.
Since he became an adult he seems to have mellowed out a bit.  He now works a part time job as an antique collector and appraiser.  He owns a set of shops located throughout the Verse.
He travels from planet to planet in his personal luxury liner, “The Golden Fleece”.  He spared no expense when outfitting and furnishing “The Golden Fleece”.  It has all the accoutrements of a floating palace and gunship.
Involvement: 
He has been on Stoketown Station for several months opening a new antique shop, and he has had conflicts with Beckett.  Barry wants to purchase some items from Beckett’s book collection but Beckett refuses to sell them.
Secrets: 
· Barry Sandborne is a Compulsive Criminal / Sociopath / Psychopath. When he sees a criminal opportunity he obsesses on it and then commits the crime. He has committed hundreds of crimes he’s never been caught or convicted of.  Theft, art theft, assault, rape, and murder to name a few. When he does not get his way, he will often plan a crime to get his way.  He has no conscience and no remorse.
· Many of his antiques were illegally acquired.
· He has been planning to steal Beckett’s book collection for some time.
· He was the one that assaulted Linda Greenlaw. About two months ago, while she was out on her run, he was casing Beckett’s residence.  He saw her and his criminal impulses took over.  But she’d been trained in Jujitsu, so he went away much the worse for wear. She never pressed charges because no positive ID could be made.
He’d like to frame her for the crime as revenge for beating him up.
· If this suspect committed the crime then he will not be the one who poisoned the security force.
Motive: 
· Motive 1: He has been planning to steal Beckett’s book collection for some time, but if Beckett were to get in his way he’d have no compunction about killing him.
Means:
Scenario 1: Barry has been planning the murder and theft for some time. On the night of the murder he disabled the business tower security system using his skills in theft.  He made sure people saw him return to his ship.
He then came, in disguise, to Beckett’s residence once all the dinner guests and Beckett’s wife had left.  Using his lock picking skills he broke in.  He found Beckett in the library and shot him in cold blood.  He then broke into the display cabinet and took all the books he wanted.  He then left and returned to his ship.
Scenario 2: Barry has been planning the book theft for some time. On the night of the murder he disabled the business tower security system using his skills in theft. He made sure people saw him return to his ship.
He then came, in disguise, to Beckett’s residence very late in the evening. Using his lock picking skills he broke in.  He found Beckett’s body in the library.  Know he could be accused of the crime, he quickly broke into the display cabinet and took all the books he wanted.  He then left and returned to his ship.
Clues: 
· (RH) The electronic death threats to Beckett did not come from him 
· Witnesses see a man fitting his general description, in the area around the time of the murder  – RVQ = +2 Skill Step
· (RH possibly) His gun is the same caliber as the murder weapon – RVQ = +3 Skill Step
· The murder weapon with his fingerprints – RVQ = +2 Skill Step
· The sack of books if found in his ship – RVQ = +1Skill Step
· Blood splatter patterns that point to the Suspect’s height and angle of attack – RVQ = +3 Skill Step
· Blood splatter traces on the Suspect’s clothes  – RVQ = +2 Skill Step
· His fingerprints at the crime scene  – RVQ = +2 Skill Step
· (RH possibly) Hairs found at the scene of the crime match the Suspect. – RVQ = +3 Skill Step
· Hairs found at the scene of the crime match the Suspects DNA. – RVQ = +1 Skill Step
· (RH possibly) Fibers found at the scene match the Suspect’s clothes – RVQ = +2 Skill Step
Alibis: 
Scenario 1 & 2: Barry will claim that he was in his ship all evening.  The crew of “The Golden Fleece” will attest to this fact.
Barry is literally a psychopath. He has no remorse for his actions, and he has no qualms about denying everything.  If he is confronted with hard evidence he will simply make up a lie or excuse that fits the structure of the evidence given.  He has no qualms about killing the investigators or any witnesses.



SUSPECT 9 – THE HOLY MAN
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“Hellfire” Henry Hackett
Basic Information: 
Agi d4, Str d6, Vit d10, Ale d8, Int d8, Wil d8;
Life Points 14; Initiative d4+d8

Traits: Military Rank (Minor Asset), Dead Broke (Major Complication), Chip on Shoulder (Minor Complication), Leaky Brainpan (Major Complication), Traumatic Flashes (Minor Complication), Twitchy (Minor Complication), Dark Secret (Major Complication), Ugly as Sin (Minor Complication)
Skills: Knowledge d6/ Bible passages d8, Guns d8 / Pistols d8, Discipline d6 / Intimidation d8/ Espionage d10, Influence d6/ Evangelizing d8, Melee Weapon Combat d6 / Knives d8/ Clubs d8, Unarmed Combat d6 / Brawling d10, Survival d6/Scavenging d10
Equipment: a Bible
Height:  5’-10”
Weight: 170 Lbs
Brown Hair / Blue Eyes
Description:
 Little is known about ‘Hellfire’ Henry.  Just about everyone on Stoketown Station has heard of him, but no one really knows who he is.  All they really know is that he never bathes or cuts his hair, and that he’s a little off his rocker.
 He is, or believes he is, a Sheppard who left Southdown Abbey approximately five years ago.   He claims he was travelling the Verse to “save the souls of the wicked”. He ended up at Stoketown Station when he ran out of money to get passage to another destination.  He has been living as a beggar and vagrant ever since. He lives in a run-down hovel on the lower decks of the station, and comes out every day to thump his Bible, pray for the wicked and beg for food. 
He is also known for his hallucinations and wild mood swings.  He can go from a quiet and friendly mood to full blown rage at the drop of a hat.   The trigger always seems to be crowds and/or someone committing a sin (IE: assault, drunkenness, violence against women, gun fire, etc.)  He’s been arrested several times for assault and being a public nuisance but no one ever had the heart to press charges.
Most folks on the Station look out for him, and make sure he’s taken care of.        
 Involvement: 
· Henry was seen in the area of the business towers at the time of the murder.
· Henry once had a Traumatic Flash and assaulted Carson Beckett.  Beckett has a Restraining Order out against Henry. 
Secrets:
Henry’s real name is Henry Harrison.  Henry was a Browncoat, who joined the Alliance military to be a spy.   He was very good at his job, and reported many helpful strategic details to the Independents.  All was well until one day he was inexplicably transferred to Abernathy Prison to work under Commander Devon Sather.   
Abernathy Prison was a hellhole.  He had to maintain his cover which meant horribly mistreating his fellow Browncoats.   One night, he was on security detail at the commander’s house, when he heard a scream from upstairs.  He ran to see what it was, and found the commander standing over the body of a teenage girl, the commander’s bayonet rammed through her belly. 
Sather nonchalantly pulled the bayonet out and started cleaning the blood off.  He then ordered Henry to make sure she was dead and to dispose of the body where no one would find it. Henry told Sather that he would not do it and he left the house to return to his quarters.
Henry had decided he’d had enough, and was preparing to leave, but before he could a squad of Alliance officers showed up to arrest him.  Commander Sather had sent them to arrest him for the girl’s murder.
Henry tried to explain what had truly happened, but the soldiers did not listen.  They took him to the main compound of the prison and threw him in with the inmates.  The next few days were a blurred nightmare of beatings by the imprisoned Independents who believed him to be a Purple Bell, and the Alliance Guards who thought him to be a child killer.   Something inside him snapped.  He lost his mind. 
On the fifth day of his incarceration, he was brought before a court-martial tribunal, where he was immediately found guilty and sentenced to death.  He was taken out to the woods, where he was supposed to be hanged.  Fortunately, the two guards who were ordered to carry out his execution believed his story of innocence.  They had seen the things their commander was capable of.  Instead of executing him, they released him with just enough money to get off world.
And so Henry fled. God had spared him. Broken in both mind and body, he ran far, only stopping when he’d reached the quiet solitude of Southdown Abbey.  He took on the name of Henry Hackett and tried his best to study the word of God; seeking forgiveness for his sins and the sins of those who had hurt him.  He spent many years there trying to heal.
The monks at Southdown Abbey tried their best to help him, but he was just too unstable.  When he lost control and assaulted the bishop of the abbey, he was asked to leave.   And so he did.  
He went out as a travelling Sheppard, trying to save the sinful, but eventually he ended up at Stoketown Station.  After living there for about a year he had an accidental encounter with Carson Beckett.  Henry recognized his eyes and voice as those of his nemesis Commander Sather.  He attacked Sather, calling him a demon and a sinner.   
Carson Beckett did not recognize him, and thought of him only as a nuisance.   Beckett took out a Restraining Order out against Henry, and went about his daily routine.  
Henry in the meantime has been trying to find a way to either save or damn Carson Beckett.
· If this Suspect committed the crime then the poisoning of the security force may have been accidental; or was committed by a different Suspect.
Motive: 
· Motive 1: Revenge for evils done to him by Beckett/Sather
· Motive 2: Punish Beckett/Sather for his sins
· Motive 3: Stop the Sather demon inside of Beckett
Means: 
Scenario 1:  Henry has used his espionage skills to figure out a code that will allow him to bypass all security in the business towers and get him into Beckett’s residence undetected. 
On the night of the murder, Henry disabled the security system of the business tower and went panhandling in the area of the commercial malls.  Eventually he found his way to the to the business towers, and to the floor with Beckett’s residence. He waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone.  
Then he made his move.  He used his access code to enter Beckett’s residence.  He entered the Library and confronted Beckett.  When Beckett tried to call for security, Henry grabbed the bronze statuette (or the letter opener) and killed Beckett.  He then took the murder weapon and left.  The murder weapon he dumped in the incinerator chute near his shack.
(In this scenario the books can be stolen by someone else)
Scenario 2:  Henry has used his espionage skills to figure out a code that will allow him to bypass all security in the business towers and get him into Beckett’s residence undetected. 
On the night of the murder, Henry disabled the security system of the business tower and went panhandling in the area of the commercial malls.  Eventually he found his way to the to the business towers, and to the floor with Beckett’s residence. He waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone.  
Then he made his move.  He used his access code to enter Beckett’s residence.  He entered the Library and confronted Beckett.  When Beckett tried to call for security, Henry grabbed the bronze statuette (or the letter opener) and killed Beckett.
He saw the display case of books and thought he might be able to sell a few.  So he broke in using his security code and took all the ones he could carry.  Finally, he took the murder weapon and left.  The murder weapon he dumped in the incinerator chute near his shack. He then when back to his shack and stashed the books.
Scenario 3:  Henry has used his espionage skills to figure out a code that will allow him to bypass all security in the business towers and get him into Beckett’s residence undetected. 
On the night of the murder, Henry disabled the security system of the business tower and went panhandling in the area of the commercial malls.  Eventually he found his way to the to the business towers, and to the floor with Beckett’s residence. He waited in the maintenance tunnel, watching people come and go until he knew Beckett was alone.  
Then he made his move.  He used his access code to enter Beckett’s residence.  He entered the Library to confront Beckett, but Becket was already dead. So he fled the scene.
(In this scenario the murder and the books theft can be committed by someone else)
Clues: 
· Computer records show that Beckett disabled the security systems in the business tower. This was actually a computer backdoor access code– RVQ = +2 Skill Step
· Witnesses see him in the area around the time of the murder  – RVQ = +1 Skill Step
· The murder weapon without his fingerprints  – RVQ = +3 Skill Step
· The murder weapon with his fingerprints – RVQ = +2 Skill Step
· The sack of books if found in his shack  – RVQ = +2 Skill Step
· His fingerprints in Beckett’s residence  – RVQ = +2 Skill Step
· His fingerprints in Beckett’s residence  if he did not kill Beckett – RVQ = +3 Skill Step
· Blood splatter patterns that point to the Suspect’s height and angle of attack – RVQ = +3 Skill Step
· Blood splatter traces on the Suspect’s clothes  – RVQ = +2 Skill Step
· (RH)  Being a vagrant, he has access to sections of the station that he shouldn’t.  It’s possible he snuck something into the food source that poisoned the security force. 
· Torn page of a Bible found just inside the Beckett residence (without matching to Henry’s Bible)  – RVQ = +3 Skill Step
· Torn page of a Bible found just inside the Beckett residence (after matching to Henry’s Bible)  – RVQ = +1 Skill Step
· (RH possibly) Hairs found at the scene of the crime match the Suspect. – RVQ = +3 Skill Step
· Hairs found at the scene of the crime match the Suspects DNA. – RVQ = +1 Skill Step
· (RH possibly) Fibers found at the scene match the Suspect’s clothes – RVQ = +2 Skill Step


IF THE CREW SEARCHES THE INCINERATOR:
· the murder weapon)   – RVQ = +3 Skill Step
· The statuette with his fingerprints (if used as the murder weapon)   – RVQ = +2 Skill Step
· The letter opener without his fingerprints (if used as the murder weapon)   – RVQ = +3 Skill Step
· The letter opener with his (if used as the murder weapon)   – RVQ = +2 Skill Step



SUSPECT 10 – THE COMPTECH
[image: ]
Meiu Ling
Computer Tech and Beckett’s Illegitimate Daughter
Basic Information: 
Agi d8, Str d6, Vit d8, Ale d12, Int d12, Wil d10;
Life Points 16; Initiative d8+d12

Traits: CompTech (Major Asset), Highly Educated (Major Asset), Memorable/Rebellious and Flamboyant (Minor Complication), Straight Shooter (Minor Complication), Chip on Shoulder (Major Complication), 

Skills: Scientific Expertise d6 / Computer Engineering d10 Computer Programming d10/ Electrical Engineering d8, Knowledge d6 /Computers d12

Height:  5’-5”
Weight: 120 Lbs
Auburn Hair /Reddish Brown Eyes
Description:
Meiu is a stubborn and rebellious young woman of about 20 years in age.  She petite Chinese woman with long, straight, auburn hair and eyes the color of mahogany.  Her skin is a pale, honeyed milk color.  Most folks on the rim tend to dress conservatively.  Meiu does not.   Her standard outfit is a reflection of her rebellious nature, and makes her stand out in a crowd.  She usually wears a long t-shirt with lots of personal modification, a short skirt of blue, black or plaid, a black leather coat covered in buttons and patches, rainbow colored thigh high socks and knee-high black boots.     
Meiu is an avid computer geek, who spends most of her time in front of a computer.  She is very intelligent, having earned her Master’s degree in Software and Computer engineering by age 15.  She could get work just about anywhere in the Verse. For some reason she ended up on Stoketown Station.  She was recently hired by the board of directors to update the computer systems that run the refinery processors.
Involvement: 
· Meiu argued with Beckett on the day of the murder.
· Meiu is Beckett’s illegitimate daughter 
Secrets: 
Meiu is Carson Beckett’s illegitimate daughter, by way of a woman he met just before he left for the war. She was born while Beckett was in the service, and until recently he never knew of her existence.   
Meiu’s mother, Mai, was a socialite who Beckett attended college with.  He was in his fifth year of college and she was in her second.  He got her pregnant during a one night stand just before the war started.  All Beckett wanted from her was sex, so he left her in the morning and never returned. Mai was quite bitter.   She’d been left with a child and no means of support.  She always portrayed him in the very worst ways to her daughter.
Meiu’s mother died last year, homeless and destitute.
Meiu is angry and Beckett and holds a personal grudge against him.  She confronted him and told him she was his daughter.  Beckett agreed that he slept with her mother but said she wasn’t his.  He called her mother a whore and said there are hundreds of men who could be her father.  He told her he wanted nothing to do with a mongrel bastard child.  
· If this Suspect committed the crime then the poisoning of the security force may have been accidental; or was committed by a different Suspect.
Motive: 
· Motive 1:  Revenge - Meiu is angry and Beckett and holds a personal grudge against him. 
· Motive 2:  Money - Meiu is his illegitimate daughter.  Given the right circumstances she could inherit his fortune.
Means: 
Scenario 1: On the day of the murder, Meiu visited Becket at his office and had an argument with him.  She accused him of being her father.  Beckett agreed that he slept with her mother but said she wasn’t his.  He called her mother a whore and said there are hundreds of men who could be her father.  He told her he wanted nothing to do with a mongrel bastard child.  
That’s when Meiu decided to take matters into her own hands. She used her computer skills to hack into the security mainframe and turn of the business tower security system.  Later that evening, she went to Beckett’s residence and used a forged access code to gain entry. 
When she got inside she found Beckett dead.  She panicked and left; returning to her rooms.
(In this scenario the Murder can be committed by someone else, and the books can be stolen by someone else)  
Scenario 2: On the day of the murder, Meiu visited Becket at his office and had an argument with him.  She accused him of being her father.  Beckett agreed that he slept with her mother but said she wasn’t his.  He called her mother a whore and said there are hundreds of men who could be her father.  He told her he wanted nothing to do with a mongrel bastard child.  
That’s when Meiu decided to take matters into her own hands. She used her computer skills to hack into the security mainframe and turn of the business tower security system.  Later that evening, she went to Beckett’s residence and used a forged access code to gain entry. 
When she got inside she confronted him again with the evidence of being her father.  Beckett denied everything, and called her and her mother gold-digging whores.  In frustration and hatred, Meiu grabbed a statuette (or perhaps the letter opener) from the table and killed him.
She then left; returning to her quarters.  On the way back to her rooms she dropped the murder weapon in the disposal chute.
(In this scenario the books can be stolen by someone else)  
Scenario 3:  On the day of the murder, Meiu visited Becket at his office and had an argument with him.  She accused him of being her father.  Beckett agreed that he slept with her mother but said she wasn’t his.  He called her mother a whore and said there are hundreds of men who could be her father.  He told her he wanted nothing to do with a mongrel bastard child.  
That’s when Meiu decided to take matters into her own hands. She used her computer skills to hack into the security mainframe and turn of the business tower security system.  Later that evening, she went to Beckett’s residence and used a forged access code to gain entry. 
When she cot in got inside she confronted him again with the evidence of being her father.  Beckett denied everything, and called her and her mother gold-digging whores.  In frustration and hatred, Meiu grabbed a statuette (or perhaps the letter opener) from the table and killed him.
To make it look like a robbery gone bad, she stole Beckett’s precious books.  She took them to the nearest airlock and blasted them into space. She then returned to her quarters.  On the way back to her rooms she dropped the murder weapon in the disposal chute.
Clues: 
· (RH) The electronic death threats to Beckett did not come from her 
· Witnesses see her in the area around the time of the murder  – RVQ = +1 Skill Step
· Computer records show that Beckett disabled the security systems in the business tower. Meiu could have easily done this using her computer skills and knowledge RVQ = +2 Skill Step
· The murder weapon without her fingerprints – RVQ = +3 Skill Step
· The murder weapon with her fingerprints  – RVQ = +2 Skill Step
· Her hair and fibers on the desk  – RVQ = +2 Skill Step
· Her fingerprints on the airlock controls  – RVQ = +2 Skill Step
· Her fingerprints in Beckett’s Library  – RVQ = +2 Skill Step
· Blood splatter patterns that point to the Suspect’s height and angle of attack – RVQ = +3 Skill Step
· Blood splatter traces on the Suspect’s clothes  – RVQ = +2 Skill Step
· (RH possibly) Hairs found at the scene of the crime match the Suspect. – RVQ = +3 Skill Step
· Hairs found at the scene of the crime match the Suspects DNA. – RVQ = +1 Skill Step
· (RH possibly) Fibers found at the scene match the Suspect’s clothes – RVQ = +2 Skill Step

Alibis: 
· Scenarios 1,2,3: Meiu went to confront Beckett about him being her father, but he would not see her.   She went back to her quarters and did not leave for the rest of the night. 


ALLIES AND THUGS
This section is devoted to the description of the NPC’s that the crew may or may not encounter during the game.  The NPC Witnesses are not listed here as they are only in the game to confirm clues and/or alibis. The NPC Suspects are not listed here either as they are defined in the Suspects section of the Appendix.
The Allies section is devoted to NPC’s who are friend’s of the Player Characters, and will assuredly have a large impact on game play.
The Neutrals section is devoted to NPC’s who are related to the investigation in one way or another but may or may not have a big impact on game play depending on the Suspects involved in the crime.
The Enemies section is devoted to NPC’s who are in direct opposition to the Player Characters, and will assuredly have a large impact on game play.
The Base NPC group is listed for GM use.   The PC’s may or may not interact with them during the game.   They have no information on the crime itself but they may have useful assets or information that the PC’s may need if they run astray from the boundaries of the game.

--- ALLIES ---
Executive Security Officer: Hiroko Kanai
[image: ]
Agi d10, Str d8, Vit d8, Ale d10, Int d10, Wil d10;
Life Points 18; Initiative d10+d10

Traits: Steady Calm (Minor Asset), Loyal (Minor Complication), Wears a Badge (Major Asset), (Minor Asset), Memorable (Minor Complication), Healthy as a horse (Minor Asset)

Skills: Athletics d8, Discipline d6, Influence d6 / Persuasion d8, Knowledge d4/ Forensics d8/ Criminology d6/ Station Law d6 , Melee Weapon Combat d6 / Clubs d8, Medical Expertise d2, Perception d6 / Sight d8, Unarmed Combat d6/ Karate d8 / KungFu d8, Ranged Weapons d6/ Guns d8, Knowledge d6 / Combat Tactics 6 / Demolitions d4, Covert d8, Survival d6 / Space Survival d8, Security Systems d8  

Equipment: Stun Baton (DMG d2 S), Submachine Gun (DMG d6 W, RNG 60, ROF3*, MAG 32).

Description:
Hiroko Kanai is a lovely woman of Japanese descent who trained from a very early age to be in Law enforcement.  Her father was a Police Officer on Persephone, but was killed during a gang war between rival Tongs.  Hiroko was only 8-years-old.
Hiroko grew up learning all the skills she could so she could follow in her father’s footsteps.
While on duty, Kanai is entirely focused on her job.  She’s a straight arrow who takes her job very seriously.  But on her off time she has a decent appetite for the finer things; good food, good drinks, good books, good sex.  
She is an athletic woman who is incredibly fast and strong for her size.
Her favorite saying is “Fukutsu no seishin” which means "never give up" in Japanese.

Stoketown Security Force  - Basic Officer
Agi d6, Str d6, Vit d6, Ale d6, Int d6, Wil d6;
Life Points 12; Initiative d6+d6
Traits: Steady Calm (Minor Asset), Loyal (Minor Complication), Wears a Badge (Major Asset)
Skills: Athletics d4, Discipline d6, Guns d6, Influence d6 / Persuasion d8, Knowledge d4/ Forensics d4/ Criminology d6/Station Law d6 , Melee Weapon Combat d6 / Clubs d8, Medical Expertise d2, Perception d6 / Sight d8, Unarmed Combat d6
Equipment: Stun Baton (DMG d2 S), Submachine Gun (DMG d6 W, RNG 60, ROF3*, MAG 32).
Description: Basically just hired cops 
* Can fire single shot, burst, or auto-fire.

 
Joel Tanner – contact on Santo
STR: d6, AGL: d8, VIT: d6, ALT: d10, INT: d8, WIL: d8
Life Points 14; Initiative d8+d10
Assets: Friends in Low Places, Heavy tolerance, Nose for trouble 
Complications: Crude, Overconfident, Superstitious
Skills: Athletics: d4, Covert: d6 / Forgery: d8 /Streetwise: d12, Influence: d6 / Streetwise: d12, Perception: d6, Unarmed combat: d6, Guns: d6, Melee: d6

--- NEUTRALS ---
Trent Hill, foreman of the farm
STR: d8, AGL: d8, VIT: d8, ALT: d6, INT: d6, WIL: d8
Life Points 18; Initiative d8+d6
Assets: Friends in Low Places, Nose for Trouble, Middleman, Tough as Nails 
Complications: Loyal, Ugly as sin
Skills: Athletics: d4, Animal Husbandry d6, Farming d6, Influence: d6 / Leadership: d8/ Negotiation and Haggling: d10, Perception: d6, Unarmed combat: d6, Guns: d6, Melee: d6, Knowledge: d6/ Bulk Goods Transport: d8 / Inventory: d6 / Grains d8 
SHIP CREWS
Crew of the “Olivia”
· Mika McTeig – Captain’s Daughter 
Agi d8, Str d4, Vit d8, Ale d6, Int d8, Wil d8;
Life Points 12; Initiative d8+d6
Traits: Quiet Type (Minor Complication), Loyal (Minor Complication)
Skills: Drawing d8
Mika is a quiet but happy 12-year-old who’s spent nearly her entire life on board a spaceship.  She’s a very pretty child who looks a lot like her mother. She loves her father and would do anything for him.  She would be devastated if he had to go to prison for murder.  She has no memory of the days she spent at the prison camp and has no idea that Joshua is not her biological father. She is very adept at drawing and is considered by her crew to be a very talent artist. 
· Nadine Pruitt – Pilot/Navigator/Cook
Agi d10, Str d6, Vit d10, Ale d10, Int d8, Wil d8;
Life Points 14; Initiative d10+10
Traits: Steady Calm (Minor Asset), Talented (cooking and baking) (Major Asset), Loyal (Minor Complication)
Skills: Craft d6 / Cooking/Baking d12, Pilot d6 / Midbulk transports d8/ Planetary vehicles d8, Navigation d10
Nadine is a “happy camper”.  She’s good at her job and she knows it.  She’s had her job on the ‘Olivia’ going on six years.  She’s friendly and outgoing.   She’s currently in a relationship with the ship’s engineer Paul Younger.   She is loyal to the captain as he has saved her life twice.
· Paul Younger – Engineer
Agi d10, Str d8, Vit d10, Ale d8, Int d10 Wil d8;
Life Points 16; Initiative d10+d8
Traits:  Mechanical Empathy (Minor Asset)
Skills: Mechanical Engineering d12, Knowledge d6 /mid-bulk transports d8 / large bulk transports d8, Guns d4
Paul Younger is a very intelligent and quiet fella with a real knack for machines.  It’s a bit of a wonder how Nadine has been able to draw him out enough to get into a relationship with him.  Paul would do anything for his crew as they rescued him from a reaver attack about 3 years ago.  
· Imam Yedulapuram – Doctor
Agi d4, Str d4, Vit d4, Ale d8, Int d12, Wil d8;
Life Points 12; Initiative d4+d8
Traits: Senior Citizen (Minor Complication)
Skills: Medical Expertise d6 / Surgery d6 / Pediatrics d8 / Internal Medicine d6/ Emergency Medicine d8, Scientific Expertise d6 / Anatomy d8 / Micro biology d6, 

Imam is an elderly doctor of East Indian descent. He has been friends with the captain for a very long time and was the Joshua’s family doctor when he was a child.  Imam lost his job planet side when he accidentally gave a patient the wrong medication.  He has been with the crew ever since.     
· Tony DiFalco – Obtainer of merchandise
Agi d6, Str d6, Vit d6, Ale d10, Int d8, Wil d10;
Life Points 12; Initiative d6+d10
Friends in Low Places (Major Asset), Military rank (Minor Asset), Talented (Barter and haggling) (Major Asset), Trustworthy Gut (Minor Asset), Chip on Shoulder (Major Complication), Loyal (Minor Complication)
Skills: Influence d6, Salesmanship d12/ Bartering and Haggling d12
Tony is what we’d lovingly call a “gopher”. He can and will go and get anything the crew needs; and he has no qualms against breaking the law to get it.  Tony served in the Alliance military during the war and saw a lot of atrocities.  It made him change his belief system.  He now thinks of the Alliance as the enemy and will do all he can to avoid dealing directly with them.  Tony was rescued from prison by the captain and his crew; and is loyal to them without reservation. He will do anything for them.
· Paul Scherer – Security  
Agi d10, Str d8, Vit d8, Ale d10, Int d8, Wil d10;
Life Points 18; Initiative d10+d10
Traits: Fightin’ Type (Major Asset), Intimidatin' Manner (Minor Asset), Military Rank (Minor Asset), Two-Fisted (Minor Asset)
Skills: Athletics d8, Ranged Weapons d8, Guns d8, Unarmed Combat d6, Knowledge d6 / Combat Tactics d8 / Security systems d8/ Surveillance d8, Covert d8
Paul is an ex-Alliance security officer, so he has unique insight into their methods and has been well-trained in surveillance and security.  He does not like Tony very much, but he gets along well with the rest of the crew.      

Crew of the “Luck of the Irish”
· Chelsea O’Toole – Pilot
Agi d10, Str d6, Vit d6, Ale d10, Int d6, Wil d6;
Life Points 12; Initiative d10+d10
Traits: Born Behind the Wheel(Major Asset), Talented, Pilot (Minor Asset)
Skills: Discipline d6 / Concentration d8, Pilot d6 /Astrogation d8 /Mid-bulk transports d10/Large bulk transports d8 / short rage shuttles d8, Planetary vehicles d6, Perception d6 /sight d10
Chelsea is good at one thing; being a pilot. She’s not good at mining, or engineering, or cooking, or even picking up men.  But she can fly just about anything (given it has wings and an engine—but she’ll tell you it could be anything).  She’s the captain’s best friend.  

· Sean Donahue – Miner
Agi d6, Str d12+4, Vit d10, Ale d6, Int d6, Wil d10;
Life Points 26; Initiative d6+d6
Traits: Slow Learner (Minor Complication) 
Skills: Mining d12, Athletics d10, Unarmed Combat d12
Most people would call Sean Big and dumb.  And they’d be right.  He’s not too bright, but he’s strong and he does what he’s told.  He has an undaunted will and a very black and white idea of right and wrong.  He can lift 200 lbs over his head easily and has pummeled “Bad Guys” nearly to death with his massive fists.  He is loyal to the captain and the crew.  He has a crush on Chelsea, and has told her he likes her, but he has the mentality of a child.  Chelsea like him and will protect him from harm, and in return he protects her.  He’s even taken bullets for her.        
· Penelope “Penny” Lane – Medic
Agi d6, Str d4, Vit d8, Ale d8, Int d10, Wil d10;
Life Points 14; Initiative d8+d8
Traits: Steady Calm (Minor Asset)
Skills: Medical expertise d6/ First aid d10 / Trauma Medicine d8, Guns d4 
Penny is a bright young woman who joined the crew just over a year ago.  She’s a medic, but not a full-fledged doctor, so if the crew is in a tight spot she can patch them up, but not completely.        
· Gavin April – Engineer
Agi d8, Str d8, Vit d8, Ale d10, Int d8, Wil d10;
Life Points 18; Initiative d8+d10
Traits: Twitchy (Major Complication), Dark Secret (Major Complication) , Hooked (anti-psychotics) (Major Complication), Mechanical Empathy (Major Asset)
Skills: Engineering d12+6, 
Gavin is Penelope’s fiancé.  Although he loves her deeply, he feels unworthy of her love.  He’s not a very pleasant fellow.  He not very friendly to anyone but his own crew, and is more than a little paranoid.  He has a deep dark secret that he has told no one.   He escaped from an Alliance medical facility for the insane.  He killed the guard on duty because the voices told him to do it.  
Gavin can fix just about anything simply by working with it for a short period of time. Gavin is extremely loyal to the crew as they once saved his life when he lost his medication.   

Crew of “The Golden Fleece”
· Angel Shi – Pilot
Agi d10, Str d6, Vit d6, Ale d10, Int d8, Wil d8;
Life Points 14; Initiative d10+d10
Traits: Born Behind the Wheel(Major Asset), Military Rank (Minor Asset)
Skills: Discipline d6 / Concentration d10, Pilot d6 /Astrogation d8 /Mid-bulk transports d8/Fighter craft d12 / short rage shuttles d8
Angel is an ex-Alliance fighter pilot.   After the war he quit the service and went freelance.  He has been on the crew for 5 years.  He gets along with everyone on the crew, as long as they stay off his bridge during combat.
· Trenton Cooke  – Security and Weapons
Agi d8, Str d10, Vit d8, Ale d8, Int d6, Wil d8;
Life Points 18; Initiative d8+d8
Traits: Fightin’ Type (Major Asset), Intimidatin' Manner (Minor Asset), Military Rank (Minor Asset), Loyal (Minor Complication), 
Skills: Athletics d6, Ranged Weapons d8, Guns d8, Unarmed Combat d6 / Karate d8 / Ninjutsu d8, Knowledge d6 / Security Systems d8 /Combat Tactics d8 / Martial Arts d8, Demolitions d6, Covert d8, Heavy Weapons d6, Survival d6 / Desert Survival d8 / Tropical Survival d6
Trento is an ex-Alliance covert ops specialist.   After the war he quit the service and became a mercenary.    He met his captian about 3 years ago and was offered a job of setting up security on the “Golden Fleece”.  Afterwards he decided to stay on as security officer, because the money was good. His loyalty to his captain is based on the money that lines his pockets.  
· Salvatore’ Vincennes – Engineer
Agi d8, Str d6, Vit d8, Ale d6, Int d8, Wil d8;
Life Points 16; Initiative d8+d6
Traits: Nose for Trouble, The Devils Own luck (Major Asset)
Skills: Mechanical Engineering d8, Knowledge d6 /interplanetary transports d10 / Planetary Transports d8, Guns d8
Sal is a man of Italian lineage whose family has been in the mob for generation.  He came to work for his captain as payment for a debt.  He is a slight man with a nasty personality, but he can always tell when trouble is brewing and inevitably can talk his way out of it.   
· Camille Warner – Personal Assistant and Doctor
Agi d6, Str d5, Vit d6, Ale d10, Int d10, Wil d10;
Life Points 18; Initiative d6+d10
Traits: Allure (Major Asset), Highly Educated (Major Asset), Registered Companion (Major Asset), Sadistic (Major Complication) 
Skills: Medical Expertise d6 / General Medicine d8 / Emergency Medicine d8, Knowledge d6/ Literature d8/ Music d8/ Fencing d8, Performance d6/ Disguise d8   
Camille is a registered companion who has always had a turn for the sadistic.  She met her captain/lover at an antique auction on Perspephone. She quickly understood that he was more twisted than she was, but she found that ever so attractive.   Now she is his personal assistant.  She has been shunned by the Companion’s Guild, but still has a Companion’s influence and allure.  
· Terry Wilcox – Bodyguard (muscle)
Agi d6, Str d10, Vit d8, Ale d8, Int d8, Wil d10;
Life Points 20; Initiative d8+d8
Traits: Fightin’ Type (Major Asset), Intimidatin' Manner (Minor Asset), Loyal (Minor Complication), Two-Fisted (Minor Asset)
Skills: Athletics d8, Ranged Weapons d8, Guns d10, Unarmed Combat d6 / Brawling d12+2, Knowledge d6 / Combat Tactics d8 / Human Pain Points d8, 
Terry is muscle.  That’s about it.  He protects his boss because he’s paid very well to do so.

--- ENEMIES ---
Hired Thugs
Agi d6, Str d8, Vit d8, Ale d6, Int d6, Wil d6;
Life Points 12; Initiative d6+d6
Traits: Intimidatin’ Manner (Minor Asset), Loyal (Minor Complication), Mean Left Hook
(Minor Asset), Overconfident (Minor Complication)
Skills: Athletics d6 / Dodge d8, Guns d6 / Pistols d8, Discipline d6 / Intimidation d8,
Influence d4, Knowledge d2, Melee Weapon Combat d6 / Knives d8, Ranged Weapons d4, Survival d2, Unarmed Combat d6 / Brawling d10
Equipment: Knife (DMG d4 W, RNG 15), Submachine Gun (DMG d6 W, RNG 60, ROF3*, MAG 32).
Description: Generic tough hired thugs. 

* Can fire single shot, burst, or auto-fire.

--- BASE NPC’s ---
STOKETOWN STATION EXECUTIVES
VP in charge of Personnel: Amanda Gryson
Agi d6, Str d6, Vit d6, Ale d8, Int d10, Wil d12;
Life Points 18; Initiative d6+d8
Traits: Friend in High Places (Minor Asset), Good Name (Major Asset), Leadership (Minor Asset), Military rank (Minor Asset)
 Skills: Human Resource Expert d12, Pilot d6/ short rage shuttles d10 / Planetary Vehicles d8 / Influence d6/ Leadership d8/ Salesmanship d12

VP in charge of Mining: Collin Damascus
Agi d10, Str d8, Vit d6, Ale d8, Int d10, Wil d8;
Life Points 16; Initiative d10+d8
Traits: Friend in High Places (Minor Asset)
Skills: Mining d12 / Leadership d8 / Negotiation d8, Knowledge d6 / Mining d8 / assaying d8 Perception d6, 
VP in charge of refinery: Yang Tse Cho
Agi d8, Str d10, Vit d6, Ale d8, Int d10, Wil d8;
Life Points 18; Initiative d8+d8
Traits: Friend in High Places (Minor Asset), Leadership
(Minor Asset), 
Skills: Athletics d2, Discipline d4, Ore refinery d12, Influence d6 / Leadership d8, Knowledge d6 / Ore processing d10, 
Financial Officer: Lloyd Fallwell
Agi d6, Str d6, Vit d6, Ale d8, Int d10, Wil d12;
Life Points 18; Initiative d6+d8
Traits: Friend in High Places (Minor Asset), Greedy (Minor Complication), Leadership
(Minor Asset), 
Skills: Athletics d2, Discipline d4, Guns d2, Influence d6 / Leadership d8 / Negotiation d8, Knowledge d6 / Finances d8, Perception d6, 
Head Engineer: Toby Sinclaire
Agi d10, Str d6, Vit d8, Ale d10, Int d10, Wil d6;
Life Points 12; Initiative d10+d10
Traits: Amorous (Minor Complication), Mechanical Empathy (Minor Asset), 
Skills: Mechanical Engineering d12, Engineering/Mining d2,

Shipping Manager: Marc Meyer
Agi d6, Str d4, Vit d6, Ale d8, Int d10, Wil d10;
Life Points 14; Initiative d6+d8
Traits: Friend in Low Places (Minor Asset), Trustworthy Gut (Minor Asset),
Skills: Streetwise d6, Shipping and Trade d10, Discipline d4, Guns d4, Influence d6 /
Bartering d8 / Intimidation d10 / Negotiation d10, Perception d6, Survival d4
Medical Officer: Dr. Sophia Harrington
Agi d8, Str d6, Vit d8, Ale d10, Int d12, Wil d10;
Life Points 16; Initiative d8+d10
Traits: Highly Educated (Major Asset), Steady Calm (Minor Asset)
Skills: Medical Expertise d6 / Surgery d12 / Emergency Medicine d10, Scientific Expertise d6 / Anatomy d10 / Biochemistry d8, Athletics d6, Unarmed Combat d6 





APPENDIX D - MISCELLANEOUS
SHIPS
Included below are descriptions and deck plans of some of the suspects.  
· The “Luck of the Irish”  =  Owner: Marta Swift
· The “Olivia”  =  Owner: Joshua McTeig
· The “Golden Fleece”  =  Owner: Barry Sandborne
Other suspects are either residents of the station or arrived via arranged transport.  For the BASIC ADVENTURE only the “Olivia” and the “Luck of the Irish” will be needed.
The “Luck of the Irish”
Ship Class: Sandfly Class 
· Dimensions: L 95 ft -- W 56 ft – H 37 ft -- W (wings extended) 85ft
· Tonnage: 1900 tons
· Speed Class: 4 cruise; 6 hard burn
· Crew Quarters: 2 single cabins
· Passenger Capacity:  2 single cabins
· Fuel Capacity: 40 tons (400 hours)
· Cargo Capacity:  300 tons
Ship Attributes
· Maneuverability................(Agility): d8
· Size..............................(Strength): d6
· Maintenance...................(Vitality): d 4
· Comm/Sensors...........(Alertness): d4
· Control Systems......(Intelligence): d6
· Safety Systems..........(Willpower): d6
· Initiative: (Agility+Alertness) d8+ d4
· Life Points (Strength+Willpower): 12
Owner: Marta Swift
· Year: 25-40 yrs old__
· Price: 4280 credits at auction
· Complexity:  Average 
· Maintenance costs:  622 credits/month
Assets:  Loved
Complications: Seen Better Days (minor), Everyone has one (minor)
Programs (Skills)
· Autopilot/AutoNav..................(Pilot): d4
· Collision Avoidance.........(Athletics): d8
Gear
· Short Range Mining Pod
· Short Range Shuttle
· Ground Mule
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The “Olivia”  
Walkabout Class
· Dimensions: L 195 ft – W 156 ft – H 65 ft
· Tonnage: 6000  tons
· Speed Class: 4 cruise; 6 hard burn
· Crew Quarters:  1 Suite & 6 single cabins 
· Passenger Capacity:  2 single cabins 
· Fuel Capacity 125 tons (800 hours)
· Cargo Capacity: 500 tons
Ship Attributes
· Maneuverability................(Agility): d6
· Size..............................(Strength): d6
· Maintenance...................(Vitality): d4
· Comm/Sensors...........(Alertness): d4
· Control Systems......(Intelligence): d6
· Safety Systems..........(Willpower): d6
· Initiative: (Agility+Alertness) d6 + d4
· Life Points (Strength+Willpower): 12

Owner: Joshua McTeig
· Year: 40  yrs old
· Price: 12,000 credits at auction 
· Complexity: Average
· Maintenance costs: 1500 credits month
Assets: Loved, Tough As Nails
Complications:  Seen Better Days (minor)
Programs (Skills)
· Collision Avoidance.........(Athletics): d4
· Maintenance...(Mech. Engineering): d4
· Autopilot/AutoNav..................(Pilot): d4
Gear
· Short Range Shuttle
· Ground Mule
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“The Golden Fleece”
Ship Class: Blackbird
· Dimensions: L 185 ft - W 124 ft – H 60 ft
· Tonnage:  3500 tons
· Speed Class: 6 cruise; 8 hard burn
· Crew Quarters: 5 single cabins and 1 Suite
· Passenger Capacity: 2 single cabins
· Fuel Capacity 40 tons (400 hours)
· Cargo Capacity: 300 tons
Ship Attributes
· Maneuverability................(Agility): d8
· Size..............................(Strength): d6
· Maintenance...................(Vitality): d 4
· Comm/Sensors...........(Alertness): d8
· Control Systems......(Intelligence): d10
· Safety Systems..........(Willpower): d8
· Initiative: (Agility+Alertness) d8 + d8
· Life Points (Strength+Willpower): 14

Owner: Barry Sandborne
· Year: 15 years old
· Price:  100,000 credits at auction 
· Complexity: Average
· Maintenance costs: 583 credits /month
Assets: Healthy as a Horse (minor)
Complications: Memorable (minor)
Programs (Skills)
· Collision Avoidance.........(Athletics): d10
· Stealth................................(Covert): d6
· Targeting...............(Hvy. Weapons): d10
· Maintenance...(Mech. Engineering): d4
· Sensors.......................(Perception): d8
· Autopilot/AutoNav..................(Pilot): d8
Gear
1- Short Range Shuttle
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MAPS AND LOCATIONS
Below are some small images showing the internal structure of Stoketown Station.  Larger maps are included in the zip file with this adventure document.  Also listed here are some points of interest in Stoketown Station, although the  maps give locations for everything.
· Commercial Areas
· Restaurants and Taverns
· Mung Chow’s -  Chinese Restaurant 
· The Broken Bilge Tavern – A typical tavern
· Blue Canary Lounge – An upscale lounge for VIP’s
· Belle’s Barbeque – Western Style barbeque with  a bit of Chinese flair
· Mining Businesses
· Ore Refinery 
· Ore loading and unloading
· Ore storage
· Assayers Office – For assaying ore and gems
· Jared’s Mining Equipment 
· Tourism
· Mandarin Towers – The only hotel in the station
· The Forum – The arboretum style meeting place for VIP’s
· Station Services
· Orbital controls
· Admin offices
· Sanitation and Reclamation
· Security HQ
· Station Brig
· Reactor Core
· Cargo Bays
· Hospital
· Life Support
· Communications
· Defensive Weaponry 
· 
· Commercial Businesses
· Apogee Shipping
· Strong’s Mineral Holdings
· Miners Union Office
· Granger’s Goods – A typical goods store
· Homesteader’s Paradise – A warehouse style market selling settler’s supplies.
· Andre’s Bazaar – An open marketplace in the cargo level , owned and operated by Andre Escallanza.  It is an open market where sellers can rent a space and sell goods.  Anything can be bought and sold here, as long as it’s not illegal.  Unfortunately some ill-gotten goods can be found hers.  Some examples of commonly found goods:
· Beads
· Shoes & Boots
· Cloth and Silks
· Apparel
· Hats
· Leather Goods
· Pots and pans
· Spare Parts
· Weaving
· Paintings
· Medicine
· Medicines  & Drugs
· Herbs
· Food & Snack Stands
· Guns & Ammo
· Knives
· Decorations
· Liquor
· Canned Goods
· Spare Parts
· Candies
· Micro Brewery Beers
· Toiletries
· Small Electronics
· Rugs and Carpets
· Break-down furniture
·  
· Cheldesh Liquors – A Liquor store for those who want to drink something other than the station whiskey
· Stoketown Bank 
· Stoketown Distillery
· Shi’s Chinese Apothecary – Old Earth that Was Chinese medicinal treatments.
· Cortex Library
· Sandborne Antiques and Imports 
· Birnkrant Jewelers
· Chapel (mixed denomination)
· Kilroy’s Gun Shack – Legal weapon sales only
· Mortuary
· Millie’s Candies – All the best candies money can buy.
· Ship services
· Maxine’s Spare Parts – For all kinds of ships
· Oliver and Otto’s Repairs – Ship and vehicle repair 
· Fuel dumps
· Docking arms
· Habitat domes and arms
· Executive  towers
· Beckett’s suite
· Other officers
· Other executive offices
· Hellfire’s hideaway
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SUSPECT KNOWLEDGE

SUSPECT REACTION

MURDERER REACTIONS

[The Suspect knows the identity of the Kiler either by
lpersonal relationship or by circumstance (perhaps
Ihaving vitnessed the murder).

[The suspect is keeping silent for the moment The
suspect has confronted the murderer with this
knowledge

Eliminate the suspect- either kill the suspect.
implicate the suspect in the crime, or placate
through payment of blackmail

The Suspect has correctly guessed the identity o the
Imurderer.

[The Suspect is shielding that indvidual with false
albis, clues, or even a confession of uitt The GM
should develop a motivation for this and determine
specific action taken

Confide in the Suspect, implicate the suspect in the|
lcrime, or placate through the confession of love or
money.

The Suspect wrongly believes that another suspect
killed Beckett

[The Suspect will declare this belief to the
authorities. The Suspect will have some supporting
evidence on motives andlor hidden background
information. The GM should determine the NPC
lwho s falsely accused

[The Murderer may do nothing. Murderer may to try
and also implicate the wrongly accused. The
murder kill the suspect and frame the wrongly
accused

The Suspect wrongly believes that another suspect
killed Beckett

[The Suspect is shielding that indvidual with false
albis, clues, or even a confession of uilt The GM
should develop a motivation for this and determine
specific action taken

[The Murderer may do nothing. Murderer may to try
and also implicate the wrongly accused. The
murder kill the suspect and frame the wrongly
accused

The Suspect wrongly believes that another suspect
killed Beckett

[The Suspect is very uncooperative and will provide
no information on themsehves or the suspect they
are trying to protect

[The Murderer may do nothing

The Suspect has correctly guessed the identity of the
Imurderer.

[The Suspect is very uncooperative and will provide
no information on themsehves or the suspect they
are trying to protect

[The Murderer may do nothing

The Suspect has corectly guessed the identity of the
Imurderer. but has no proof

[The suspect will declare this belief to the
authorities.

Efiminate the suspect: either kill the suspect
implicate the suspect in the crime, or placate
through payment of blackmail. The Murderer may
ldo nothing

The Suspect is working in collusion with the murderer

[The Suspect will fully support any alibi the murderer
provides. The suspect will cooperate with actions
taken by the murderer after the fact

Confide in the Suspect, implicate the suspect in the|
lcrime, or placate through the confession of love or
money. The Murder might eliminate the suspect

[The Suspect is working in collusion with the murderer
lon a separate crime and does not know the murder has|
done the deed

[They will fully support any alibi the murderer
provides, as long as it also protects the Suspects
interests

Confide in the Suspect, implicate the suspect in the|
crime, or placate through the confession of love or
money. The Murder might eliminate the suspect
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