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Here’s how it is…..
The Story:
A job is a job when your Crew needs work.   The job’s dangerous, but has a big gorram payday… all the crew has to do is salvage some cargo from a recently discovered wreck, and get it to Beaumonde.  What could possibly go wrong?

 Since “wrong” is exactly what tends to happen when shipping contraband the crew soon realizes that they’re in serious wein tí [trouble], and they’ll be lucky if they make it out alive; and sometimes money just ain’t enough.

The Game:
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.

The Legend of the Copperline is a story of lost friends, haunting situations, dark deeds, and dreadful outcomes.  It is not to be taken lightly. The crew will need a vessel that can haul a minimum of 460 tons of cargo (preferably more), and some common sense.  

When the game begins the PC’s will have been hired to do a “crap-job”, hauling bobble-head dolls.  One half of the load needs to go to Persephone, and the other half to Beaumonde.

Your Crew:
This adventure is designed to interact with you Crew in multiple levels, and should have an appeal for just about any player. The game can interact with other storylines and the PC’s backgrounds, depending on their Game history and the Character’s histories.

Making Friends and NPC’s:
Some of the NPC’s are notable characters from the Firefly TV series.  Many others are designed specifically for this campaign.  The game is designed so the PC’s can integrate these NPC’s as part of their history.  

One of the key features of this campaign is the “Morgan Creek” and her crew.   They are included in this campaign and are designed to be usable in “pre-adventures”.   A good GM would use the Hewlett and the crew of the “Morgan Creek” in an adventure BEFORE running the “Copperline” adventure.  That way the PC’s already know Hewlett and his crew, and have an emotional tie to them (friends, co-workers, old war buddies, etc.)

 It is recommended that the GM use the Morgan Creek and her crew in another adventure where the outcome was incredibly favorable to both the PC’s and the crew of the “Morgan”.   That would give the PC’s a much deeper emotional tie to the NPC’s, and their investment in the “Copperline” adventure and its outcome would have a deeper impact on the PC’s and in game play.   I have provided the write-ups for each of member or the “Morgan’s” crew in the Appendix.

I would suggest the following possible pre-adventure storylines:
 
1) The PC's have a layover in Jiangyin, and happen upon Mario's family restaurant while the crewmen of the “Morgan Creek” are also visiting the establishment.  Hewlett invites the PC’s to go on a salvage mission and offers to share half the profit.

2) The PC's are en route to Whitefall when they pick up a distress call from the "Morgan Creek".  She is being chased down by Reavers and needs the PC's help.

3) The PC's stop at Hewlett's scrap yard on Jiangyin and he asks them to run a shipping job for him in return for parts to fix their ship.
 
If the GM does not want to use the “Morgan Creek” and her crew in an earlier adventure, the “Copperline” adventure is written in a way that you can introduce the “Morgan Creek” and some of her crew through the telling of the storyline. 

Prologue:
This part of the story should be related to the players as if they were watching the opening five minutes of a Firefly episode.  Two Prologues are provided.   The first is written with the intention that the PC’s have already met and gotten to know the “Morgan Creek” and her crew.  This is a longer and more detailed version that allows the players to build a bond with the NPC’s.

The second is a shorter less detailed version.  This one is designed for PC’s that may have not met the “Morgan Creek” and he crew. The characters may not make sense to the PC’s until later in the game, but this allows the players to build a bond with the NPC’s.  

Prologue 1 = Long Version
    
DOWN ON MORGAN CREEK

You could not say that the ‘Morgan Creek’ was a pretty ship.  She was an older salvage & shipping vessel, whose worn exterior belied its internal sturdiness.  The captain of this ship, Hewlett Stewart, was himself a sturdy and stout individual. He was not tall, but his personality radiated height.  He was confident and focused, but also cheerful and laid back. He was the kind of fellow everyone got along with.

The captain made his way through the cargo hold on his way to the forward gangway.  From the other end of the hold he heard the sounds of his crewmen playing.  The ship's engineer and security officer were tossing a tattered old football back and forth between the upper gantries.

"Whatever you do Max, don't drop it," the engineer yelled to his partner in crime; his friend’s hand fumbling slightly.

"Only in your wildest dreams, Nelson," the security officer replied as he sent the pigskin spiraling back. 

"The captain shook his head," You idiots do realize that they haven't played that game in the Core for over a century now."

Nelson smiled, "You only say that ‘cause it makes you nostalgic, Hew."

"Yeah, captain," Max taunted, "you're the only one around here who recalls last century."

"That's me," the captain replied, "Older than mud and wiser than Buddha. Just don't let me catch you playin' that game when there's real work to be done."

"Captn', we ain't had real work in a week," Max replied.

"Seems to me that might be changin'," said a voice from the top of the gangway.  Coleen, the ships pilot leaned over the rails; her long, wavy, coppery auburn  hair splashing around her face like a shower, her generous bosom stretched tight against her Blue Sun Cola Tee."Got a wave for you captain."

"I'll be right there," Hewlett replied, as he trotted up the stairs.  When he reached where Coleen was standing he turned back towards his engineer.   “Nelson, check the coolant regulators.  The engine sounds a bit off this mornin’,” He then turned and headed past Coleen, towards the bridge.

Coleen leaned on the rail and glanced about, catching Nelson ogling her chest again. "Sú zhì! [vulgar swine] Nelson, you dirty old man. Don't you have anything better to do than play catch and stare at women's cleavage?"

Nelson smiled, "For the life o' me, I can't think of a single thing."

Coleen shook her head in amusement and walked back up the gantry to the upper deck; flicking a coy smile to Nelson as she departed. Nelson watched her hips sway as she went, entirely focused on her backside, until the football smacked him up-side the head. 

Max was sneering, "Why don't you just marry that girl and make an honest woman out of her?" 

Nelson nodded, "Good idea, but then she'd have to make an honest man out of me. And I'm thinkin' that might not be possible."

"So you're just going to use her for an occasional hump? Max seemed irritated, "That ain't very gentlemanly. Dong Mah! [understand?]"

"So... I ain't no gentleman," Nelson responded, "You're just sore ‘cause she ain't in your bed."

“Nee boo go guh, nee hwun chio! [You don't deserve her, you fink]." Max replied, with more than a little distain in his voice.

About then the captain appeared at the top of the gangway, "All right you layabouts, time to get back to work.  We got some salvage to be done. Nelson, get to the engine room and get me some full burn.  We're on a tight schedule.  Max, get the arms ready; seems we might have some competition when we get there."

"Yessir," Max replied as he took the ball and headed aft.  

Nelson looked up, "Captain?" 
       
"What is it, Nel?"

Nelson lowered his voice, "You ever performed a marriage ceremony before?"

The captain smiled broadly, "Why?  You gonna marry my pilot after all?"

Nelson nodded, "The thought had crossed my mind."

"Mì yǒu ling. [Listen closely my good friend] Don't let that be the only thing that's crossed your mind today," Hewlett replied, "I don't need you blowing the fusion coils again, ‘cause your daydreamin’ ‘bout Coleen’s chest."  He then turned and headed back to the bridge. 

As soon as his captain was out of site, Nelson reached into the back pocket of his trousers, and pulled out a tiny bundle of Chinese silk.  He fumbled with it for a moment, gently untying the knot that held it closed.  Inside was a diamond engagement ring.  His grandmother had bequeathed it to him in her will. He stared at it for a moment, and then carefully wrapped it up and put it back in his pocket. He then walked toward the engine room with a smile on his face and a bounce in his step. "Her chest ain't the only thing on my mind," he chuckled to himself.

* * * * *
The rabbit died.  She had heard the saying dozens of times. She looked up the origin of the term back when she was attending medical school on Osiris. It was an old tale from "Earth-That-Was".  Long ago, it was discovered that if you injected the urine of a pregnant woman into a rabbit, there would be corpora hemorrhagica in the ovaries of the rabbit. These bulging masses on the ovaries could not be seen without killing the rabbit to inspect the ovaries, so invariably, every rabbit died, even if the woman wasn't pregnant. But the phrase, "The rabbit died," came to be a euphemism for a positive pregnancy test. In this day and age, no bunnies were sacrificed for a woman to find out if she's pregnant. 

Xian Zhang reflected on this as she scanned through the medical report on her monitor. She really didn't know if this was good news or bad news, but she decided to keep it to herself for the time being. She didn't want to spoil her best friend's day.  

Footfalls on the metal plates in the hallway brought her to attention. She closed the medical record and shut off the monitor just as the bold steps reached the door of the infirmary.

"Good morning, China Doll," hailed the tall man with Mediterranean features.  In his hands he bore two cups of espresso. 

Xian turned towards him and replied with a smile, "Good Morning, Little Italy."  Xian laughed inside. Mario Servetti was anything but little. This six and a half foot giant towered over her by at least twelve inches.

Mario stepped into the room and offered her a cup, his eyes flirting with her as they had every morning for the last two years.  "I've made another batch of my 'Verse famous coffee and I thought I'd see if you'd like a strong one."     

" Dào xiè [Thank you]," Xian replied, as she took the cup from his hand blew on the hot beverage.  Mario was a bit of a back-world xiang ba lao [(derogatory) hick/bumpkin] , but he sure knew how to make a cup of coffee.  Mario had been born on Jiangyin to a family who were well-known (at least on Jiangyin) for their restaurant, their cuisine and their cooking skills. Xian was a slender and elegant Chinese woman, who had been born and raised on Osiris.  She'd never had espresso until she joined the crew of the. "Morgan Creek".  She gingerly took a sip of the hot, black brew. 

"Bold enough and hot enough for you," Mario asked with a grin on his face.

Xian smiled, "The coffee is excellent." She accented the word ‘coffee’; a teasing response to his flirting. She didn’t mind playing this game each morning.  It was nice to have someone who paid attention to her that wasn’t in need of medical treatment.

“Wait until you try my tomato wine,” Mario countered. 

Xian choked on her coffee, “Tǎo yàn! [disgusting! Yuck!] It sounds dreadful,” she replied.  She put down the cup and grabbed a clean cloth to wipe the coffee off her chin.

Mario shook his head, “Dung è hwar![ Hold on a second!] I’m not the one who eats Chou Dofu [Stinky Tofu] every time we go planet side.” 

“You two flirtin’ again,” Nelson asked from the door of the infirmary. He stood in the doorway, his arms folded smugly, and a twisted gleam in his eye. 
 
Mario’s smile turned into a frown, “Not that it’s any of your business, O’ Riley….”
 
Xian interjected, “Gwan nee tzi-jee duh shr! [Mind your own business!] At least we are not jing-tzahng mei yong-duh [consistently useless], Nelson.”  She finished wiping off her chin and walked toward him. “Have you seen Coleen?”

Nelson nodded, “On the bridge… flyin’ this heap.”

 “Excellent,” Xian replied.  She turned to Mario, and blew him a kiss, knowing this would irritate Nelson and make Mario cheerful, “Talk to you later xióng jiao [my handsome hero].” She then headed towards the bridge.   

Mario’s smile returned, and he turned to Nelson, elbowing him in the ribs, “See?  She likes me.”

Nelson was about to disagree with him but he could see it was pointless. He headed down the hall to the engine room muttering to himself, “Jian gui…[To hell with it].”


* * * * *


The captain returned to the bridge and found Coleen at the controls, typing in the coordinates he’d given her. “Hew,” She said with a bit of irritation in her voice, “These coordinates are out in the middle of nowhere.  What kinda job we got this time?”

The Captain smiled, “Salvage as always, Coleen.  Goin’ to pick up a load of mineral for Badger.”

Coleen’s face twisted into a sneer, “Nǎo huǒ cuo huài dàn! [That annoying little bastard!] No good will ever come from workin’ with him, Hew.”

Hewlett nodded, “For the wei feng[impressive] amount he’s offered us,  I think we can mind our manners and work with him. How long till we get there?”

Coleen tapped the keyboard and replied, “Looks like a day and a half.”

Hewlett scratched his whiskered chin, “Dependin’ on what we find, we may need some help. Take a look on the Cortex for someone we know who’s shipping in the area; someone we can trust. I like to have someone at my back when working on a job this important.”

“Will do,” Coleen replied.

Hewlett, sat in the co-pilot’s chair, his mind already working on the job that lay before them. “Let’s get movin’.”

Coleen nodded, and took the controls.  The ‘Morgan Creek’s’ drive came to life with a full burn burst and in a flash they were gone, leaving behind only the silent stars and cold black of space.  



Prologue 2 = Short Version
    
DOWN ON MORGAN CREEK

You could not say that the ‘Morgan Creek’ was a pretty ship.  She was an older salvage & shipping vessel, whose worn exterior belied its internal sturdiness.  The captain of this ship, Hewlett Stewart, was himself a sturdy and stout individual. He was not tall, but his personality radiated height.  He was confident and focused, but also cheerful and laid back. He was the kind of fellow everyone got along with.

The captain made his way through the cargo hold on his way to the forward gangway.  From the other end of the hold he heard the sounds of his crewmen playing.  The ship's engineer and security officer were tossing a tattered old football back and forth between the upper gantries.

"Whatever you do Max, don't drop it," the engineer yelled to his partner in crime; his friend’s hand fumbling slightly.

"Only in your wildest dreams, Nelson," the security officer replied as he sent the pigskin spiraling back. 

"The captain shook his head," You idiots do realize that they haven't played that game in the Core for over a century now."

Nelson smiled, "You only say that ‘cause it makes you nostalgic, Hew."

"Yeah, captain," Max taunted, "you're the only one around here who recalls last century."

"That's me," the captain replied, "Older than mud and wiser than Buddha. Just don't let me catch you playin' that game when there's real work to be done."

"Captn', we ain't had real work in a week," Max replied.

"Seems to me that might be changin'," said a voice from the top of the gangway.  Coleen, the ships pilot leaned over the rails; her long, wavy, coppery auburn  hair splashing around her face like a shower, her generous bosom stretched tight against her Blue Sun Cola Tee."Got a wave for you captain."

"I'll be right there," Hewlett replied, as he trotted up the stairs.  When he reached where Coleen was standing he turned back towards his engineer.   “Nelson, check the coolant regulators.  The engine sounds a bit off this mornin’,” He then turned and headed past Coleen, towards the bridge.

Coleen leaned on the rail and glanced about, catching Nelson ogling her chest again. "Sú zhì! [vulgar swine] Nelson, you dirty old man. Don't you have anything better to do than play catch and stare at women's cleavage?"

Nelson smiled, "For the life o' me, I can't think of a single thing."

Coleen shook her head in amusement and walked back up the gantry to the upper deck; flicking a coy smile to Nelson as she departed. Nelson watched her hips sway as she went, entirely focused on her backside, until the football smacked him up-side the head. 

Max was sneering, "Why don't you just marry that girl and make an honest woman out of her?" 

Nelson nodded, "Good idea, but then she'd have to make an honest man out of me. And I'm thinkin' that might not be possible."

"So you're just going to use her for an occasional hump? Max seemed irritated, "That ain't very gentlemanly. Dong Mah! [understand?]"

"So... I ain't no gentleman," Nelson responded, "You're just sore ‘cause she ain't in your bed."

“Nee boo go guh, nee hwun chio! [You don't deserve her, you fink]." Max replied, with more than a little distain in his voice.

About then the captain appeared at the top of the gangway, "All right you layabouts, time to get back to work.  We got some salvage to be done. Nelson, get to the engine room and get me some full burn.  We're on a tight schedule.  Max, get the arms ready; seems we might have some competition when we get there."

"Yessir," Max replied as he took the ball and headed aft.  

As soon as his captain and Max were  out of site, Nelson reached into the back pocket of his trousers, and pulled out a tiny bundle of Chinese silk.  He fumbled with it for a moment, gently untying the knot that held it closed.  Inside was a diamond engagement ring.  His grandmother had bequeathed it to him in her will. He stared at it for a moment, and then carefully wrapped it up and put it back in his pocket. He then walked toward the engine room with a smile on his face and a bounce in his step. "Her chest ain't the only thing on my mind," he chuckled to himself.
* * * * *
The captain returned to the bridge and found Coleen at the controls, typing in the coordinates he’d given her. “Hew,” She said with a bit of irritation in her voice, “These coordinates are out in the middle of nowhere.  What kinda job we got this time?”

The Captain smiled, “Salvage as always, Coleen.  Goin’ to pick up a load of mineral for Badger.”

Coleen’s face twisted into a sneer, “Nǎo huǒ cuo huài dàn! [That annoying little bastard!] No good will ever come from workin’ with him, Hew.”

Hewlett nodded, “For the wei feng[impressive] amount he’s offered us,  I think we can mind our manners and work with him. How long till we get there?”

Coleen tapped the keyboard and replied, “Looks like a day and a half.”

Hewlett scratched his whiskered chin, “Dependin’ on what we find, we may need some help. Take a look on the Cortex for someone we know who’s shipping in the area; someone we can trust. I like to have someone at my back when working on a job this important.”

“Will do,” Coleen replied.

Hewlett, sat in the co-pilot’s chair, his mind already working on the job that lay before them. “Let’s get movin’.”

Coleen nodded, and took the controls.  The ‘Morgan Creek’s’ drive came to life with a full burn burst and in a flash they were gone, leaving behind only the silent stars and cold black of space.  


Act 1 : The Good, the Bad, and the Downright Unnervin’

Episode 1 is the setup for the entire adventure.  Each scene 1-5 is designed to be a separate hook to get the characters interested in taking on the job.   Each one should appeal to a specific subset of players.  Feel free to add game situations and context that will help mesh the scenes into your long term campaign.  I have ordered them in what I feel would make for the best storyline for my players, but you may have a different idea on which is best.

Scene 1:  Here’s to good friends, tonight is kinda special…
This scene is the game setup for a group with GOOD NAME, MILITARY RANK, a reputation for helping folk out, ties to Browncoats, or old war buddies.  
· The Setup:
The Crew is en route to on a job on Beaumonde, by way of Persephone, when they get a wave across the Cortex from Hewlett Stewart.  Hewlett is one of those fellas that everyone knows and gets along with.  He’s an old Browncoat with a penchant for making good friends and better deals; a jovial man with a kind heart and head for business.  He owns a small salvage vessel and scrap yard on Jiangyin.

For the adventure to work the PC’s must be familiar with Hewlett.  He will be an old war buddy of at least one member of the crew, and has some other tie to other members of the crew. (Roll a d12 to determine how he interacts with each crew member). 
1. Old War buddy
2. No relationship with crewman
3. Friend of the family
4. Old ship mate from a previous job
5. No relationship with crewman
6. Childhood friend 
7. Old prison buddy
8. No relationship with crewman
9. Old business partner
10. Actually related (Cousin, Uncle, or in-law)
11. No relationship with crewman
12. Met once in a bar
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Hewlett is making this call because he’s in a spot of trouble.  When the call comes through he’s looking a bit haggard and worn.
“Hello my friend!  It’s been a long time.” 

After some pleasantries, he continues, but he’s sounds like he’s coming down with a cold. 

“I was hopin’ y’all could help me out. (cough)  Last week I took on a salvage job out of Persephone. But when I arrived to do the work, the cargo I was to salvage turned out to be twice the size my ship could carry. I set my mind to tryin’ to resolve this situation, but I need some help. I was hopin’ I could borrow your cargo hold and cut you in on the profits.  I’ve got me a deadline to get the cargo to Beaumonde, and since you’re registered to stop at Beaumonde, you’ll be comin, my direction anyway. You can make a quick 5,000 credits.  What do ya say? Can y’all help me out?” (cough)

If the crew asks him why, he will simply tell them that he came unprepared, and need s their help.
· The Problem:
There are a couple of issues with this scenario.  The Crew still has to make a stop at Persephone; which is only one day away.  This in itself is not an issue for Hewlett and the salvage job.  But it might be one for the Crew if they decide to bypass Persephone and head directly for Hewlett’s position.
The second problem is that Hewlett knows that he’s salvaging the ”Copperline”.   This ship has a reputation and he really needs the help so if the crew asks about the salvage job, he’ll simply tell them,  

“It’s just another old wreck.  A Marcus-class freighter, that ran into some trouble back before the war.”

The third problem is that Hewlett is working for Badger on this particular salvage project.  Badger has told him above all else to retrieve the cargo.   Hewlett did not know when he set out on this job that the cargo exceeded his ship’s cargo capacity.   He needs assistance.  If he does not get all the cargo he does not get paid, and so those helping him won’t get paid either.  Badger has also told him that other parties might show an interest in the cargo so he needs help defending it.   He won’t volunteer this information, since he does not want it as a deterrent for the Crew to help him.  

The Outcome:
If the Crew agrees to help Hewlett he will give them the coordinates to his location.  If the Crew asks if he’s feeling alright, he’ll simply tell them not to worry.  He’ll blame it on his allergies.  

If the Crew refuses to help him, the GM should either entice the Players by having Hewlett offer more shares of the profits (up to 8,000 credits - since his own share is only 15,000), or lay a small guilt trip on them… 

“Remember that time I saved your life as a kid.  Broke my arm doin’ that. Still hurts when it gets cold.”

Or something to that effect…If the Crew still refuses to help out, Hewlett will be polite, but unhappy and will leave them with a parting shot.

“Well, I’ll have to find someone else I suppose.  Take care of yourself.”

 If that does not work the GM can always skip to Scene 2, Scene 3, Scene4, or Scene 5; and have Badger, Clay, Niska, or the Alliance hire them for the job. 
If the PC’s are able to talk their way into higher pay for the job, they should receive 1-2 Plot Points.

Scene 2:  The Lure of Easy Money
This scene is the game setup for a group with INTIMIDATIN MANNER, FRIENDS IN LOW PLACES, or ties to trade or crime on Persephone.  
· The Setup:  
The Crew is en route to on a job on Beaumonde, by way of Persephone.  When they arrive on Persephone they are approached by BADGER, a local “king of the hill” gangster will want to do business with the crew.  Badger is a petty thug with pretensions to Kingpinery: He has bad facial hair, bad teeth, a crushed and grungy, black derby, and he wears a woolly and worn three piece suit with a mismatched tie, though he has only a wife-beater shirt beneath.  

If the PCs haven’t dealt with Badger before, then this scenario should start with a Wave from Badger: 
You have just finished a delivery on Persephone, and are looking for your next job, when you receive an incoming wave from a local gangster by the name of Badger.  He doesn’t look like much, but from what you’ve heard he has ties to just about ever shady deal on Persephone.
Badger:  “Good afternoon Gents. An associate of mine has informed me you have a capable crew with the skills I require for a particular job.  Thought we might have a bit of a chat, yeah?  Discuss some business.  
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If the Crew agrees, Badger will invite them to his lair. (see below)
If the PCs have dealt with Badger before, Badger and a band of his thugs meet the players in the marketplace.  He has five men with him (or enough to overpower the Crew), all of them quite large and well armed.

Badger:  Gentlemen. Heard you was in town. Thought we might have a bit of a sit-down. Maybe have a cup of tea, and discuss some business. 

If the crew accepts Badger’s invitation, he will take them to his lair and be all manner of friendly. If they reject his offer, his men will pull out automatic rifles.

Badger:  I'm very sorry. Did I give you the impression I was asking?

If the crew still resists, a gun fight could ensue, but in the spirit of fun the game-master should be insistent that the characters talk to Badger. He will then take them to his lair and be all manner of friendly, offering the best in beverages to make a man go blind.

Badger’s Lair:  
The room is not too large, and quite dingy. The ceiling has what looks like subway grates over it – you can hear the traffic above, and every now and then the bright white light of a flying vehicle pours through the grate. The place is decorated in “old-west-Asian-bachelor-shipping-crate” style.  Once he has the Crew at ease and semi-comfortable, BADGER continue his speech.

“I’ve gotten wind of a job I think you men would be perfect for.  An acquaintance of mine on Beaumonde is in need of some “supplies”.  Supplies that I have the good fortune of knowing how to procure. I’d like to hire you to fetch the supplies and take them to him on Beaumonde.  The supplies are on a wreck, just waitin’ to be salvaged.  I have a crew there, making sure the supplies remain untouched.  But I’m in need of a ship to haul the supplies.  A ship not unlike yours. For this work you will receive 8,000 credits; payable upon delivery.”  
“It’s true the “supplies” are not your standard cargo.  In fact the Alliance would just as likely shoot you for havin’ it, as they would arrest you for hauling it; but I think the profit is well worth it. So do we have a deal? Or do you want to go back lookin’ for scraps someplace else.  You want to do business on Persephone, you do it through me. But if you're so well off you don't need it...” 
· The Problem:
Badger ain’t exactly trustworthy, nor is he telling the characters the whole truth. He knows the wreck is that of the “Copperline”, but he’s sure that the crew will rabbit if they know this.  He’ll make light of the issue, and that the wreck is “fair game, for anyone with the gao wahn [(vulgar) testicles, balls] to pull it off.”

The “supplies” will need to go to Beaumonde, but once the Players figure out what the supplies are they may have a change of heart as to who should get them.  

Also, Badger really does not give the crew a choice. If they refuse him, they will find that trade on Persephone has dried up (+3 levels of difficulty for making deals on Persephone until they appease Badger).
Badger does not have any idea about the extra cargo on the “Copperline” (see Act 1/ Scenes 3 and 4)

· The Outcome:
Should the crew still accept Badger’s business proposal, he will give them coordinate where to find the wreck.   (Proceed to the Scene 6)
If the PC’s decide the payment for the job is not enough, it’s a HEROIC (19) Task to convince him otherwise.  If they are successful, the PCs gain a +1 step Skill bonus for all future negotiation with Badger. Badger will be willing to go as high as 10,000 credits.

If they do not accept his proposal he’ll ask them politely if they ever want to do business on Persephone again.  This is a lightly veiled threat, but Badger does have the resources to cause the Crew a world of hurt.  If the Crew has had trouble with the Alliance in the past he might bring this up and threaten them with some kind of blackmail. 

In the end, should the crew not accept Badger’s proposal, they might be contacted in another way.  Review the other scenes for possible hooks into the storyline. 
If the PC’s are able to talk their way into higher pay for the job, they should receive 1-2 Plot Points.

Scene 3:  The Sharp Dressed Man
This scene is the game setup for a group with GOOD NAME, HIGHLY EDUCATED, FRIENDS IN HIGH PLACES, or ties to the science community (IE: a student of the sciences, a professor, a doctor, etc.)
· The Setup:
The Crew is en route to on a job on Beaumonde, by way of Persephone, when they receive a wave from Clay Draven.  Clay Draven is a name known throughout the scientific community.  He has done some groundbreaking work in the fields of bio-chemistry. He runs his own company and has his own personal lab on Beaumonde.  He is very wealthy and very powerful; and has a reputation for being a ruthless businessman.
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If the Crew has a doctor on board, the doctor will receive a personal wave from Draven.   If the Crew does not have a doctor, then Draven will contact the captain directly.  Draven is a Caucasian man with ruggedly handsome features, Black hair and dark brown eyes. When doing business, he always dresses in double-breasted silk suit. After an exchange of formal greetings and pleasantries, he will begin his offer: 

“I hope I haven’t caught you at a bad time. I have a business proposition for you.  You have a reputation for being discreet and getting the job done, and I have need of that talent.   A wrecked ship has been found by one of my competitors. It contains a very valuable cargo; cargo which could fetch a high price on the black market. It happens to be a cargo I need to finish some scientific work. 
The primary cargo is a mineral.  There is approximately 1000 tons of it.  I require as much of it as you can carry. The secondary cargo is a sealed green crate marked ”Perishable”. This cargo is of equal or possibly even greater value to me. I want the crate intact and unopened, along with any other crates you find with it.  They should all have the same logo on the crate; a blue and green planet entwined by a snake holding a caduceus in its mouth. There is a third cargo which includes about 3000 tons of ship fuel. I don’t care what you do with the fuel cargo, though it might bring a hefty price.

All you will have to do is go to this wreck, obtain the cargo and return it here to me on Beaumonde.  No questions asked. For this task you will receive 8,000 credits.
Keep in mind that my competitors will likely also have a ship looking for this cargo. If you take this job, I will require you to disable or eliminate these scavengers and their ship.  How you do that is up to you.  Will you accept the job?”    
  
· The Problem:
Draven is a very powerful individual and he does not make a decision without thoroughly reviewing all the facts.  He knows what is in the sealed crate but he will not tell the Crew.   
If pushed for facts about the wreck he will tell them that the wreck is a freighter that was lost before the war.  
If pushed further the PC’s will need to have a successful negotiation.  It is FORMIDABLE (15) Task (Willpower+ Influence / Appropriate Specialty) to talk Draven into providing more information on the job. However, a Success indicates that he’ll offer the following data: 

There is a good chance that my competitors will be multiple, so the Crew should go in ready for a fight. 

An Extraordinary Success means he’ll offer the following data: 

There is a good chance that the Alliance will send a ship to intercept the cargo.  If they catch you, and you name me as your patron, I will deny any involvement; and you will find yourself in a long prison sentence. 

A Failure means that the PCs cannot get any other information from him.
· The Outcome:
If the PC’s choose to accept his offer, Draven will provide the coordinates to the location of the wreck.   Proceed to the Scene 6

It is a HEROIC (19) Task (Willpower+ Influence / Appropriate Specialty) to talk Draven into paying more for the job. However, a Success indicates that he’ll offer another 2,000 credits to the Crew. An Extraordinary Success means he’ll go as high as 12,000.  If they are successful, the PCs gain a +1 step Skill bonus for any future negotiations with Draven.  A Failure means that the PCs cannot convince him.  They should accept his offer, or he will find someone else to do the job.  If the task is a Botch, the talks turn ugly.  Draven will end the Wave and make an anonymous tip to the Alliance that the Crew members are smugglers.

If the PC’s do not accept his offer they should be contacted by a different party.  Read through the other scenes to determine if any others can be used.
If the PC’s are able to talk their way into higher pay for the job, they should receive 1-2 Plot Points.

Scene 4:  An Alliance Contract or “Your belly looks mighty purple to me…”
This scene is the game setup for a group with FRIENDS IN HIGH PLACES, MILITARY RANK, WEARS A BADGE, or ties to the Alliance military during the war.  
· The Setup:
For this scene to work correctly at least one of the crew should have ties to the Alliance.  The Crew is en route to on a job on Beaumonde, by way of Persephone.  As the Crew finds themselves finishing up delivering a load of cargo at Persephone, they receive a secure Wave from an Alliance Commander by the name of Grace Madigan.  Grace is a tough professional with a dislike for anything anti-Alliance.  She is dressed in the Alliance Navy grey double-breasted coat with black stripes, and wears her graying blonde hair up in a bun.  When she addresses the PC with the Alliance background she does so by using his/her rank and last name; never talking to them on a first name basis. After exchanging some formal pleasantries, Commander Madigan begins the explanation of her Wave. 

“There has been chatter on the Cortex about the wreck of a ship being discovered by some salvage vultures. The wreck is purported to be that of the “Copperline”.   The “Copperline” was lost before the war, and disappeared with its entire cargo.  That cargo included 3000 tons of fuel, and a priceless load of Vitricite; 1000 tons of the stuff.  Vitricite is a chemical used in the production of several dozen common medicines.  It has a very high value on today’s black market.  

It’s in an area of space where we don’t usually do heavy patrols, so no warships are in the area.  There is one en route, the Hercules, but it will take some time to get there.  I need your help to take possession of this cargo and protect it until the cruiser arrives.  For this job you will receive 8,000 credits, and all your expenses and supplies will be paid for by the Alliance.  This job has a very tight deadline and there will most likely be several other competitors for the same cargo. The Alliance needs your help soldier.   What do you say?”
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It is a FORMIDABLE (15) Task (Willpower+ Influence / Appropriate Specialty) to talk Madigan into paying more for the job. However, a Success indicates that she’ll offer another 2,000 credits to the Crew. An Extraordinary Success means she’ll go as high as 12,000.  If they are extraordinarily successful, the PC doing the negotiating will gain a +1 step Skill bonus for all future negotiation with Madigan.  A Failure means that the PCs have pushed their luck. 

Cmd. Madigan: “Listen, and Listen well.  I am in a position to offer you a handsome reward for what should be a relatively simple mission.   You have reputation for getting the job done, but you’re insolence will not be tolerated. The Alliance needs your help.  If you choose not to help, I believe you will find it very difficult to do anything outside of finding a place to hide. I’m in a position to help you, but I can also make your lives hell.  So chose your next words very carefully. 8000 credits is the offer.  You should take it and be happy otherwise you might be looking for a new occupation in life.  One that involves a stay in prison.”
· The Problem:
Cmd. Madigan can be a powerful ally, but she can be an even more powerful foe.  She’s already told the crew about the Vitricite, and she’s not likely gong to allow them to run free with that knowledge while the cargo is still up for grabs.  So it is in the PC’s best interest to help her with this task.  The one thing she will not disclose to the PC’s is the fact that she believe there is a crate of hazardous biological materials on the “Copperline” She dispatched the Patrol boat to get that bit of cargo.
· The Outcome:
If the Crew accepts the job, Cmd. Madigan will give the crew the coordinates of the wreck and will give them an open credit line of 5,000 credits to outfit their ship and themselves.  They will be allowed to purchase weapons for their ship but they will be required to remove them after the job is done.  Proceed to the Scene 6.

If the Crew refuses to accept the job, Cmd. Madigan will put out a warrant for their arrest. The next Core world they land on they will be detained, and/or the next Alliance ship they encounter will attempt to capture them.

If the Crew does refuse to accept the job the GM should try to get them involved in the adventure by using one of the other scenes provided.
If the PC’s are able to talk their way into higher pay for the job, they should receive 1-2 Plot Points.

Scene 5:  A Deal with the Devil
This scene is the game setup for a group with GOOD NAME, FRIENDS IN LOW PLACES, a reputation for smuggling, or ties to a criminal organization run by Adelei Niska.  The crew will need a vessel that can haul 1000 tons of cargo.  
· The Setup:
As the story unfolds, the Crew has been offered a lucrative opportunity.  The Crew is en route to on a job on Beaumonde, by way of Persephone, when they receive the message. They have been asked to send three player characters (PCs) to Niska's Skyplex to negotiate a deal.  The Crew can of course turn down the offer, but their reputations might suffer.  The Skyplex, which orbits the Border world Ezra, is notorious for its secrecy and the things rumored to go on there; the very name of Niska should give the players pause. 

If your Crew’s captain is a PC, ask the player to pick two PCs who are to accompany him. If the captain is an NPC, you choose the PCs. be careful who you choose, as Niska is a dangerous fellow who takes insult easily.  Niska is a psychotic crime boss with a passion for torture and sadism. He believes that proper implementation of fear is the road to success. And no one is going to disagree with him. When the Crew arrives at the Skyplex, the PCs led through a hall by four, grim looking armed men. Finally, one of them stops at a door and knocks.
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As you wait nervously, the door opens. Standing behind it is a tall tattooed Asian.  He wears a semi-metallic coat of body armor, and has knives belted to every accessible point on his body.  His eyes, which you'd expect to be deep brown, are brilliant blue, and they stare at you, as though he could kill you simply by staring. No sign of emotion shows on his scarred face.
From behind him you hear the voice and an older man, speaking with a heavy Russian accent. “It is alright Wu, they can come in.  They were invited after all.” 

As the guard steps aside you see a lavishly decorated room which looks like office and lounge—part business and part pleasure.  An older gentleman is sitting behind a beautifully carved desk.  His voice and smile are friendly and warm, but there is something behind his eyes; a flame of madness which is well contained, but terribly unnerving.  He adjusts his spectacles and stands to greet you as you enter.  “My name is Adelei Niska,” he says with a smile like cool steel, tempered warmly with years of subtle deception.

Niska approaches the Crew’s captain, exchanging pleasantries and sizing him/her up. 

“Enough with the, how you say it, 'idle talk'. I have job for you which is most exhilarating. It requires some intelligence and strength, but from your reputation I do not think that will be issue. The payment for this job is 8,000 credits.  It is a great sum but I believe fair payment for what you will be asked to do." After a brief pause and another steely smile, he adds, “A wrecked ship has been found by one of my competitors. It contains a very valuable cargo. All you will have to do is go to this wreck, obtain the cargo and return it here to me. I get ALL the cargo, no questions asked, and you will receive payment. There is a specific amount of cargo, so I will know if any is missing, yes?  From your reputation I believe you can do this thing job for me. So do you accept this generous offer?”

It is a HEROIC (19) Task (Willpower+ Influence / Appropriate Specialty) to talk Niska into paying more for the job. However, a Success indicates that he’ll offer another 2,000 credits to the Crew. An Extraordinary Success means he’ll go as high as 12,000.  If they are extraordinarily successful, the PC doing the negotiating will gain a +1 step Skill bonus for all future negotiation. A Failure or a Botch means that the PCs pressed their luck, and are about to run out.  

Still smiling charmingly, Niska speaks, “I am a business man, I think you know. I have reputation. You will take the take the 8000 credits without question," his voice changing to one of icy ruthlessness. “That is, you say it… my final offer. You should take it. Or perhaps you intend to experience my reputation first hand.”
· The Problem:
If the crew accepts this deal they will have to hold up their end of the bargain, or they will end up on Niska’s bad side; which means they will soon end up in a shallow, unmarked grave if they are not very, very clever.

Niska does not have any idea about the extra cargo on the “Copperline”. (see Act 1/ Scenes 3 and 4)

· The Outcome:
Regardless of the outcome of negotiations, Niska will provide the Crew with the following information.

Niska moves back to his desk and touches screen on his desk. A moment later, the coordinates of the wreck are shown on the screen. "This is the place you will go. My competitor has left a small ship with six men guarding the wreck.  I do not care what you do with them.  Your job is the cargo. You will leave immediately and return when the job is complete.  My sources tell me the Alliance is also searching for this wreck. If anything goes wrong… I have never heard of you and you have never heard of me. We have an understanding, Yes?”

That is all the information Niska can provide the PCs.  If they need more they will have to find it on their own. Proceed to the Scene 6
If the PC’s are able to talk their way into higher pay for the job, they should receive 1-2 Plot Points.

Scene 6:  Be Prepared…leastwise that’s my motto
For scenes 1, 2, 3, and 5, the PC’s will need to decide how they want to prepare.  There are several things the Crew should plan on doing:
1) Checking the Cortex for chatter on the wreck to try and determine what ship it is.
2) Checking the Cortex for chatter on the wreck to try and determine who their competition will be.
3) Getting supplies for salvage and a fight.  These supplies to be paid for out of their own pocket.
Getting data on the wreck
If the PC’s choose to try and determine what ship they are going to salvage, they will need to do a search f the Cortex for chatter on the wreck.   A Cortex search and an EASY (15) Complex Action (Alertness + Technical Engineering / Appropriate Specialty) are required to find the name of the ship.   
The first Cortex search takes approximately 10 minutes.

A Successful roll means they have found the name “Copperline”.  An Extraordinary Success means the Crew can immediately access the Copperline Cortex Report- 1 (see below).  A failure means they cannot find the name.  A Botch means that the system’s administrator is alerted that there has been an unauthorized entry and may attempt to identify the
PCs or cut off their access.

The wreck of the “Copperline” is modern day ghost ship story.  There is a good chance the crew has heard tales of this unfortunate craft.   However there is very little data on the Cortex about the craft. 
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Copperline Cortex Report- 1
· Ship Registry Name: Copperline
· Ship Registry Number: 092453-MC
· Class:  Marcus-class 
· Type: Freighter
· Capacity: 4000 tons
· Launched: AD 2484, March 22
· Lost: AD 2504, July 1
· Last Known Location:
· Last Known Flight Plan: routine shipping run; from Athens to Beaumonde.
· Cargo: transporting three passengers and a full load of minerals. 
· Survivors: None All hands lost
A Cortex search and a HARD Complex Action (55) (Alertness + Technical Engineering / Appropriate Specialty) are required to find the following data.
The second Cortex search takes approximately 1 hour:

Copperline Cortex Report- 2
Cortex Library - Unexplained Incidents - The Wreck of the “Copperline” 
Cortex Entry 12098541-1205. Alliance Hazard Rating: RED.

Historical incidents between 2504 and 2517

AD 2504, June 12 - The "Copperline", a Marcus-class freighter, embarks on a routine Cross-Verse shipping run; from Athens to Beaumonde. She was transporting three passengers and cargo of fuel, and a priceless load of Vitricite (estimated value of 40 million credits on today’s black market).  Vitricite is a chemical used in the production of several dozen medicines, including two illegal psychotropic drugs.  

AD 2504, July 1 - Distress calls are picked up by numerous ships near Beaumonde. The S.O.S. calls came from the freighter “Copperline”. The signals claimed:

"All officers including captain are dead. Possibly whole crew dead."  This message was followed by indecipherable message, and then a final message, "I die."

Within hours of the first distress signals, the first rescue ship arrived at the coordinates where the signal originated.  Upon arrival, the rescue vessel tried to hail the “Copperline” but there was no response.  Scans of the area indicated no vessels or wreckage in the area. 

The rescue ship "Voltaire" did accidentally come across a body floating in the vacuum of space.  When the freeze-dried corpse was brought on board, the thin man with reddish hair was identified John Barleck, the Copperline's second in command.  No other crew or wreckage was ever found.  Even though it has never been proven, the ship's disappearance was eventually blamed on a Reaver attack.  However, some speculate that this is incorrect as the event took place three years before the first verified Reaver attack. Reported lost are:
· Ourang Medan - Captain 
· Jian Seng - Navigator
· Carroll A. Deering - Engineer
· John Barleck - first officer/ computer specialist
· Nancy Ahern - Medical Officer
· Masato Kuroiwa - Security Officer
· Dr. Peter Drucker - Passenger
· Carlos Alvarez - Passenger
· Nina June - Passenger
AD 2507, January 23 - The freighter "Diamond Shoals" reports tracking a ship near Whitefall.  The ship is running without position beacon or ship's ID beacon. Configuration identifies the ship as the “Copperline”. When the captain of the Diamond Shoals chooses to investigate, he finds nothing at the coordinates where the ship was last traced.  Five days later the "Diamond Shoals" reactor explodes. Only one crew member survives.  The legendary haunting and “Curse of the “Copperline” begins.

AD 2510, August 5 - During the Unification War, The Alliance cruiser "Midian" reports scanning a ship adrift near the Dyton Colony. Scans indicate she is Marcus-class freighter.  The “Midian”  picks up some intermittent signals from ship's ID beacon and she is identified as the “Copperline”.   When fighters are launched to investigate the ship cannot be found. Two weeks later the "Heracles" is destroyed at the Battle of Sturges. Rumors begin to actively circulate about the "Copperline" being a cursed ship.

AD 2514, November 11 - The Commercial towing vessel "Dartmouth" reported encountering the “Copperline” drifting across her path near Paquin. The following message from the "Dartmouth" was received by the Alliance Base 158.   

"Commercial towing vessel "Dartmouth" - Code 5: alert. Cargo vessel 'Copperline' discovered adrift at coordinates 5.1.76-P.  The ship is found in good space-worthy condition.  It appears as though the crew abandoned ship in a great hurry.  All “Copperline” lifeboats and shuttle are missing. Dartmouth will attempt to tow her to Paquin orbit. Estimated arrival time 48 hours."
The "Dartmouth" then disappeared without a trace and was never heard from again.

AD 2517, December 29 - A sighting of the "Copperline" is reported near Hera, by the Firefly-class vessel "Honeyway". Two days later the “Honeyway” is found adrift. When it does not respond to hails an Alliance rescue ship is sent to investigate.  The "Honeyway" is found to have been gutted by a fire.  All crew are dead. 


The crew can attempt to find more data on the Crew and passengers of the Copperline. A Cortex search and Formidable Complex Action (75) (Alertness + Technical Engineering / Appropriate Specialty) are required to find the following data (see below). If they are successful, the PCs gain a +1 step Skill bonus on any further Cortex searches during the game. 
The third Cortex search takes approximately 3 hours:


Copperline Cortex Report- 3
· Ourang Medan - Captain 
Born on Sihnon, Ourang Medan opened his own shipping business at age 23.  Highly intelligent and clever, he quickly made a name for himself. Classified by Alliance Security as Green Security Risk.
· Jian Seng – Navigator
Born on Boros. From a very young age Jian Seng showed a very high proficiency for Navigation and Spatial Mathematics.  He emigrated to Ariel to attend college.  He worked his way through college on an Alliance funded internship with the Alliance Defense Force.  He was expelled from the university when he got into a fight another student.  The fight was supposedly over a bigoted and prejudicial statement made by the other student. The other student denied the allegation, stating that Seng had assaulted him for being a “rich boy”. Seng returned to Boros and took a job as a freighter navigator. Classified by Alliance Security as Yellow Security Risk.
· Carroll A. Deering – Engineer
Carroll Deering was born on Ariel to a very rich family.   She could have lived a life of luxury, but when her parents wanted to marry her off to someone she despised, she left Ariel and studied Engineering in the Alliance military.  She was dishonorably discharged when she punched a superior office. Classified by Alliance Security as Yellow Security Risk.
· John Barleck - first officer/ computer specialist
John Barleck was born on Shadow.  His parents were poor, but John was bright enough to be able to attend college and learn computers. Classified by Alliance Security as Green Security Risk.
· Nancy Ahern - Medical Officer
Nancy Ahern graduated top of her class at Osiris’s Medical Academy, but after the death of her father, she chose to become a ship’s doctor. Her father had been a ships engineer and had died of radiation poisoning, because there was no doctor on the crew of his ore hauling ship. She felt she had to honor his memory by serving one a spacecraft.  Classified by Alliance Security as Green Security Risk.
· Masato Kuroiwa - Security Officer
Masato was born on board his parent’s ship, and he spent nearly all his life in space.  He learned martial arts from his grandfather, Classified by Alliance Security as Green Security Risk.
· Dr. Peter Drucker – Passenger
Alliance scientist who was head of research in the bio-weapons division of the Alliance Defense Force.  He was stationed at a High Security base on Beaumonde, but was summarily dismissed when it was discovered he was anti-unification. With the possibility of civil war on the horizon, the Parliament decided he should be removed from his position, and was “relocated” to Athens. Classified by Alliance Security as Black Security Risk - anti-unification. Not to be allowed to land on Beaumonde.
· Carlos Alvarez – Passenger
Doctor Drucker’s lab assistant.  He was dismissed at the same time as his mentor and was “relocated” to Athens. Classified by Alliance Security as Orange Security Risk - anti-unification.
· Nina June – Passenger
Doctor Drucker’s niece and fiancé of Carlos Alvarez. Classified by Alliance Security as Yellow Security Risk.

If the PC’s are able to track down one of the Cortex entries they should be rewarded 1 Plot point. 
If the PC’s are able to track down two of the entries they should receive 2-3 Plot Points
If the PC’s are able to track down all three all the entries they should receive 4 Plot Points
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Getting data on the Competitors

If the PC’s choose to try and determine who their competition is, they will need to do a search f the Cortex for chatter on the wreck.  The GM should roll a d6 to determine how many competitors there will be. The higher the roll the more complications there will be in retrieving the cargo.  For each character on the Crew with THINGS GO SMOOTH, subtract 1 from the roll.  For each character on the Crew with THINGS DON’T GO SMOOTH, add 1 to the roll.  If the roll matches the PC’s Job then the GM should decide if a re-roll is necessary, or if the PC’s are lucky enough to have fewer competitors. (IE: they took the job from Niska and the roll indicates The Alliance and Niska)
1) The Alliance
2) The Alliance and Badger
3) The Alliance and Niska
4) The Alliance and Draven
5) The Alliance, Draven and Badger
6) The Alliance, Draven,  Badger, and Niska
A separate Cortex search and a FORMIDABLE Complex Action (75)(Alertness + Technical Engineering / Appropriate Specialty) are required to find the name of the each person. Each search takes 1 hour.  

Each competitor, with the exception of the Alliance, represents a medium to large cargo ship with 7-10 crewmen/thugs.  The Alliance will show up with a patrol boat.   (see Appendix) 
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The Advantage of having this data is pretty clear.  The PC’s can plan ahead when getting supplies, and outfitting themselves for the upcoming conflict. The PC’s might even try to negotiate with each interested party in advance.  The GM can decide whether or not they want to allow this.  If they do contact their competitors they will have to come up with some pretty compelling arguments.

It is a HARD (55) Complex Task (Willpower+ Influence / Appropriate Specialty) to talk any of the Competitors about the job. However, a Success indicates that they can come to some kind of arrangement to avoid conflict.  Each negotiation takes 1 hour.

An Extraordinary Success means the PCs will be able to find a way to avoid a fight entirely.  If they are Extraordinarily Successful, the PCs gain a +1 step Skill bonus to all future negotiations during the adventure.  A Failure means that the PCs cannot contact the Competitors.  A Botch means the PC’s cannot contact the Competitors, and they have tipped their hand. They Competitors now know that they will be at the wreck site to claim the cargo. 
For each Competitor they are able to accurately determine, they should receive 1 Plot Points.
For each Competitor they are able to successfully negotiate with, they should receive 2 Plot Points.


Act 2: When it rains it pours…
This act deals with the actual trip to intercept the “Copperline” and what the PC’s will find when they get there.

Scene 1:  Getting There
The coordinates for the salvage operation are approximately 3 days away at hard burn. Plotting a direct course to "Copperline" 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. While a Success does not modify travel time, it does allow the PC’s to get to the site before their competition. An Extraordinary Success indicates that the actual travel time is multiplied by 0.5. Reward the players with a Plot Point or two. 
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If the task is a Failure, the crew will arrive at almost the same time as the Competition (see Act 2 Scene 6) and will have to fight or negotiate for their prize before continuing to Scenes 2 & 3 

If the task is a Botch the Crew will arrive and find the Competition has loaded 50% of the cargo aboard their own ship.  The Crew will have to fight or negotiate for their prize before continuing to Scenes 2 & 3.

Scene 2: Welcome Aboard
When the crew arrives at the coordinates the GM should read the following:

As your ship enters the area specified by the coordinates, the proximity alarm goes off.  You rush to the bridge in time to see two ships come into view; tumbling together in a silent dance.  The larger ship is worn and rugged from years of meteorite strikes.  On the hull is painted the name “Copperline”. 
Attached to the spinning wreck is a slightly smaller vessel; a salvage ship that you can readily identify as the “Morgan Creek”.    Scans of the ships show no life signs on the “Copperline”, but there is a faint life reading from the “Morgan Creek”. The “Morgan Creek” is docked on the port number one cargo hold of the “Copperline”, and its magnetic grabber arms are firmly attached to the main hull of the wreck.   

The “Morgan Creek” should be recognizable to at least one of the Crew.  He will know that it is captained by Hewlett Stewart. If the PC’s did not interact with Hewlett previously (in Act 1: Scene 1), roll a d12 to determine how he interacts with each crew member.
1. Old War buddy
2. No relationship with crewman
3. Friend of the family
4. Old ship mate from a previous job
5. No relationship with crewman
6. Childhood friend 
7. Old prison buddy
8. No relationship with crewman
9. Old business partner
10. Actually related (Cousin, Uncle, or in-law)
11. No relationship with crewman
12. Met once in a bar
Depending on the relationship, the crewmen may or may not bring up their relationship with him. However, the fact that the Crew can find no life signs should be cause for concern.   Since Hewlett is one of those fellas that everyone knows and gets along with, the crewman may have strong feelings about finding out what’s happened on “Morgan Creek”.  
 
If the PC’s decide they need to know more about the ship, A quick search on the Cortex, AVERAGE (35) Complex Action (Alertness + Technical Engineering / Appropriate Specialty) are required to find the following crew manifest. The task will take 3 rounds—keep in mind that if the competition is nearby they will use this time to their advantage.
· Captain and Owner : Hewlett Stewart (M)
· Pilot: Coleen MacPhearson (F)
· Engineer: Nelson O’ Riley (M)
· Security Officer: Max Stark (M)
· Doctor: Xian Zhang (F)
· Salvage Chief/Cook: Mario Servetti (M)
· Salvage Engineer: Chang Nguyen (M)
· Salvage Engineer: Al Lovitz (M)
If they know Hewlett, they may know some of the Crew, it is up to the GM determine how well they know Hewlett and his crew. They will also find data on the Ship and class (See Appendix)

Scene 3: The Ships – Morgan Creek
When the crew finds the "Morgan Creek" she will be powered up, but only faint life signs will be detected.  No emergency beacon will be detected. Scans of the ship will show that life support is working.  

If the crew decided to board her they can do so by several means:

1) They can dock directly to the port cargo hold door. This is a FORMIDABLE (15) Task (Agility + Pilot).  If Successful the docking works correctly.  A Failure means the pilot has damaged the PC’s ship. (1 ship life point to the cargo hold or docking area).  Since combat is a possibility, the PCs need to know how much damage is done. The achievement of this task could also be handled as an attack roll.  If the pilot fails the roll with difference being the damage done to the PC’s ship. If their docking area is damaged they will have to go over by shuttle. A shuttle limits the amount of cargo passengers the crew can carry.  
2) They can dock using a shuttle and attaching to the dorsal maintenance hatch. 

Their instruments will tell them that they will not require spacesuits.  However, those characters with NOSE FOR TROUBLE, or a TRUSTWORTHY GUT, will feel the need to wear suits, just in case. They will either decide to stay behind on the Crew’s ship, or they will try to convince the Crew to all wear spacesuits.  If the PC’s decide to dock directly onto the “Morgan Creek” via the cargo door, the moment they open the airlock they will be exposed to the contagion.   Anyone boarding the ship without a suit will be subject to the rules of the Contagion in Appendix A.

Boarding through the Cargo Hold door:
No matter how they decide to board the ship (suited or not) the GM should read the following:


The “Morgan Creek” appears to be in good condition.  The lights are on and the life-support is functioning properly.  

 As you pass through the hatch between your ship and the “Morgan’s” cargo bay you see that the airlock between the “Morgan” and the “Copperline” is open, although the” Copperline’s” cargo door is sealed..  In the passage between the ships are two members of the “Morgan’s” crew.  They are dead.  Their bloated bodies are covered with bleeding sores. The two dead crew members appear to be Salvage Chief Mario Servetti, and Salvage Engineer Chang Nguyen. 

Several crates of Vitricite are stacked in the hold.  It looks like Hewlett and his crew only had time for one load before they succumbed to the disease.

Characters with scientific or medical skills will immediately recognize this as an infectious disease.  A Successful HARD (11) Task (Alertness + Medical Expertise / Appropriate Skill set) will reveal this to be some kind of Hemorrhagic fever.  If the Crew members have been exposed, the clock begins on their RESISTANCE rolls and their symptoms.  If the crew has not been exposed they will have a +1 level to all tasks related to containing the disease.   An Extraordinary Success means the PC’s has identified this as a highly contagious form of a viral pathogen.  The PC will know that they have a serious infection risk and that all exposed crewmen must be quarantined.  They will know that all suits should be exposed to vacuum for 15 minutes before they can return to their own ship. The Player should receive one or two Plot Points.  

A Failure of the task means that the crew has no idea what they are dealing with and they will have to investigate further.  A Botch of the task means the person investigating the body has accidentally punctured his suit and will be exposed to the virus. 

At this point the PC’s may wish to leave the ship or continue on.  If they are infected and they return to their own vessel, they will immediately infect everyone there, and the ship becomes a plague vessel. If they are suited, their suits will need to be exposed to a harsh cleaning agent or the vacuum of space before they can safely return to their own ship.

If the PC’s decide to go through the ship using the aft stairwell, the GM should read the following:    

Aft wards on this deck there are infirmary and engine room.  There’s no sign of life in the engine room, but in the sick bay are two more bodies.  These appear to be the ship’s doctor, Xian Zhang, and the Security officer Max Stark.

One Deck up are the crew’s living quarters. A cursory examination of them results in no sign of the crew, but at least two rooms are locked from the inside.  

One Deck above that are the Bridge and Galley.  A cursory examination of the top deck of ship shows no one in the bridge, or the galley.  All devices and controls appear to be functioning properly.


If the PC’s decide to go through the ship using the forward stairwell, the GM should read the following:    

As you reach the bottom of the stairwell you are met by a gruesome sight.  The bloated body of Hewlett Stewart lies at the bottom of the stairs, his hand clutching his chest. His skin is unnaturally pale with red blotches and bleeding sores.   

One Deck up is the Cargo gantry and repair area.  One Deck above that are the Bridge and Galley.  A cursory examination of the top deck of ship shows no one in the bridge, or the galley.  All devices and controls appear to be functioning properly.



Boarding through the Dorsal Hatch:
No matter how they decide to board the ship (suited or not) the GM should read the following:

The “Morgan Creek” appears to be in good condition.  The lights are on and the life-support is functioning properly.  A cursory examination of the top deck of ship shows no one in the bridge, or the galley.  All devices and controls appear to be functioning properly.

If the PC’s decide to go down the forward stairwell, the GM should read the following:    

As you reach the bottom of the stairwell you are met by a gruesome sight.  The bloated body of Hewlett Stewart lies at the bottom of the stairs, his hand clutching his chest. His skin is unnaturally pale with red blotches and bleeding sores.   

Characters with scientific or medical skills will immediately recognize this as an infectious disease.  A Successful HARD (11) Task (Intelligence + Medical Expertise / Appropriate Skill set) will reveal this to be some kind of Hemorrhagic fever.  If the Crew members have been exposed, the clock begins on their RESISTANCE rolls and their symptoms.  If the crew has not been exposed they will have a +1 level to all tasks related to containing the disease.   An Extraordinary Success means the PC’s has identified this as a highly contagious form of a viral pathogen.  The PC will know that they have a serious infection risk and that all exposed crewmen must be quarantined.  They will know that all suits should be exposed to vacuum for 15 minutes before they can return to their own ship. The Player should receive one or two Plot Points.  

A Failure of the task means that the crew has no idea what they are dealing with and they will have to investigate further.  A Botch of the task means the person investigating the body has accidentally punctured his suit and will be exposed to the virus. 

At this point the PC’s may wish to leave the ship or continue on.  If they are infected and they return to their own vessel, they will immediately infect everyone there, and the ship becomes a plague vessel. If they are suited, their suits will need to be exposed to a harsh cleaning agent or the vacuum of space before they can safely return to their own ship.

If the PC’s decide to continue searching the ship the GM should read the following.  

As you pass through the hatch between the forward hall and the Cargo bay you see that the airlock between the two ships is open, although the” Copperline’s” cargo door is sealed.  In the passage between the ships are two members of the “Morgan’s” crew.  They are dead.  Their bloated bodies are covered with bleeding sores, just like Hewlett. A cursory examination of the crew’s living quarters results in no sign of the crew, but at least two rooms are locked from the inside.  Several crates of Vitricite are stacked in the hold.  It looks like Hewlett and his crew only had time for one load before they succumbed to the disease.

The two dead crew members appear to be Salvage Chief Mario Servetti, and Salvage Engineer Chang Nguyen.

If the PC’s decide to go down the aft stairwell, the GM should read the following:    


You reach the bottom of the aft stairwell and see the crew’s quarters. A cursory examination of the crew’s living quarters results in no sign of the crew, but at least two rooms are locked from the inside.  

One Deck down is where the infirmary and engine room are located.  There’s no sign of life in the engine room, but in the sick bay are two more bodies.  These appear to be the ship’s doctor, Xian Zhang, and the Security officer Max Stark.

As you move forward towards the bow you pass through the cargo hold you see that the airlock between the two ships is open.  In the passage between the ships are two members of the Morgan’s crew.  They are dead.  Their bloated bodies are covered with bleeding sores.   Several crates of Vitricite are stacked in the hold.  It looks like Hewlett and his crew only had time for one load before they succumbed to the disease. Through the forward hatch you see another body.  It is that of Hewlett Steward.

At this point the Crew should decide if they want to:
1) Return to their own ship
2) Investigate the “Copperline”
3) Investigate the “Morgan Creek” for further clues
If they return to their own ship they must take appropriate steps to protect themselves from the contagion.  If they choose to continue on to the “Copperline” the GM should pick up in Scene 4.
If they choose to search for more clues on “Morgan Creek” the GM should have them each select and search a section of the ship.  The ship has 4 decks:

Deck 1 = Bridge, Galley
Deck 2 = Crew and passenger quarters, cargo/salvage bay gantries, infirmary
Deck 3 = Shuttle access, cargo/salvage bay gantries level 2, cargo docking ports, engine room

A Successful AVERAGE (7) Task (Alertness + Intelligence + Appropriate Specialty) is required for each clue.  They will provide the following information:



	Location
	Clue

	Bridge
	The Captains daily log stops the day the crew was hired

	Galley
	Looks like a meal was interrupted by something.  The dinner plates are still scattered on the table, as well as some blood stains and spatter on the floor.  The blood trail leads to the infirmary. 

	
	 

	
	On the dining table, someone has left an electronic encyclopedia open to a review of known diseases.

	
	 

	
	 A cursory search of the pantry reveals that the crew was well-off enough to have fresh food and fruit, not just protein packs.  And someone was a damn fine cook.  

	Engine Room
	Someone has rigged the engine to explode as soon as the "Morgan" disconnects from the "Copperline".  If this is not discovered it may affect the outcome of all future scenes.  It looks as though the engineer intentionally rigged the ship to blow up.  Perhaps to make sure the disease never got to a populated world.

	Captain's Quarters
	In the captains quarter  the PC’s will find a stack of documents and recording taken from the “Copperline”, including Doctor Drucker's Journal (Act:2 / Scene:5)

	Crew Quarters
	 Locked in room 4 is the ship’s pilot Coleen. She is the sole survivor!!!  The PC’s will not know this since she is unconscious.  If they unlock or break down the door they can get her the help she needs, but she is now a carrier of the disease.   A Successful HARD (7) Task (Intelligence + Agility +Appropriate Specialty) is needed to enter the room either by force or by electronic lock-picking. 

	
	 

	
	Locked in room 1 is the body of Al Lovitz, one of the ship’s salvage crew. He was apparently trying to hide from the sickness and failed. A Successful HARD (11) Task (Intelligence + Agility + Appropriate Specialty) is needed to enter the room either by force or by electronic lock-picking. He was writing a message to his wife.  He mentions feeling sick only two hours after first boarding the "Copperline".  In his desk there is a pouch containing two Platinum and some miscellaneous Alliance monetary notes totaling 130 credits.

	Cargo hold
	Being a salvage vessel, the “Morgan Creek’s” hold is about 50% full of spare parts. If the crew needs parts for their ship, there is a good chance it’s here (AVERAGE (7) TaPOSSIBLE d e,virus but will mae maek it dormant.sk- Alertness + Perception)  

A closer examination of the scrap in the hold will provide the characters with an old used Alliance medical scanner and pharmacological kit.  The kit is in good shape, but the scanner is not. 

A Successful HEROIC Complex (95) Task (Intelligence + Appropriate Specialty) is needed to repair the unit. This task will take 2 hours (roll once every 30 minutes).

If repaired, this device will give the PC’s an added bonus towards finding a cure.

	Shuttles
	Sitting in the pilot seat of the number 1 shuttle is the corpse of the “Morgan’s” engineer, Nelson O’ Riley.  In his right hand he holds and audio recording device, in his left hand is a fancy diamond engagement ring.   If the PC’s listen to the audio recording the will find he was leaving a poignant goodbye message to Coleen, telling her how very sorry he was that he couldn’t propose to her while he was alive.
Number 2 shuttle is empty.


	Infirmary
	Clue #1: A search of the computer will reveal Xian’s notes on what she did to try and cure the disease, but it does not appear that she was successful.  Although her notes would be helpful to anyone trying to find a cure. 

NOTE: If the PC’s do not have a doctor in their crew, the GM may want to leave the doctor of the “Morgan Creek” alive to help them with the adventure.

Clue #2: There is a medical record in the infirmary’s computer that shows Coleen is about 1 month pregnant. This may have something to do with how she survived the disease.



The Crew can use this information to their advantage depending on their situation. It is up to the GM’s discretion how much the PC’s should know and when they should know it.  

Example 1: A character with THINGS DON’T GO SMOOTH might not realize the ship was set to explode until the most inopportune moment, when in the heat of battle they suddenly realize they’re essentially fighting inside a big bomb.  

Example 2: A character with THINGS DON’T GO SMOOTH might not realize the crate has importance until the disease has already wreaked havoc on the crew.

Example 3: A character with THINGS DON’T GO SMOOTH might not realize the importance of the Journal until it’s almost too late to save his Crew.

Example 4: A character with GREEDY might not want to mention he found cash in the drawer of the crewman’s quarters, but that coin might have tactile remains of the virus; and could ultimately infect the rest of the crew.

If the crew does find Coleen locked in room 4, they will have a hard time getting anything coherent out of her.  She is dehydrated and in mental and physical shock, but she survived the onslaught of the disease.  She had to watch her friends and her lover die while she remained alive.  Coleen won’t be of much use to the crew until she’s had at least a few days to recover.  If the PC’s decide to try and find a cure for the contagion (Appendix A.), Coleen will be an asset as she has natural immunity. However, keep in mind that she is now a carrier of the disease. Anyone who interacts with her without protection will likely become infected.   


Scene 4: The Ships - Copperline
When the crew finds the "Copperline" she will be powered down.  No life signs will be detected.  No emergency beacon will be detected. Scans of the ship will show that life support is off or has failed.  The interior of the ship has oxygen, but there is no gravity and the temperature is near -200 below.  The shuttle is missing.  The crew of the “Morgan Creek either didn’t power her up, or left her powered down for a reason.   

If the PC’s decide to board her before boarding the “Morgan Creek”, they will not understand the severity of the situation.   PC’s with TRUSTWORTHY GUT, will have a gnawing suspicion that something is wrong and will need to make their decisions accordingly.   

If the crew decided to board her they can do so by:
1)  Using a shuttle and attaching to the dorsal shuttle port. 
2) Dock with their ship to the port or starboard docking hatch
3) Enter through the airlock connected to the “Morgan Creek”

Docking their ship to one of the other cargo bays is not possible, since these are filled with fuel.   Their instruments will tell them this, and the fact that they require spacesuits. (At least until the environment controls are restored.)
Boarding through the Dorsal Hatch:
If the crew decided to board her through the dorsal shuttle hatch, the GM should read the following:
You enter the ship through the docking hatch, and you are greeted by darkened corridor. The sound of your spacesuit respirator echoes through the cold, stale air of the corridor.  The main corridor is a hexagonal tube that runs the length of the ship. Piping and ducting run along the ceiling and a heavy metal grating lined the floor. The walls are lined with inactive computer consoles, spacesuit storage, and dirty, grey acceleration pads. Ice crystals float freely in the zero-g, reflecting the reflecting of your flashlight, creating a luminescent fog whose ghostly glow is at once both frightening and beautiful. A frozen wrench floats lazily across the hallway and bounces off a console. 

Boarding through the Side Hatch
If the crew decided to board her through the side hatches, the GM should read the following:
You enter the ship through the docking hatch, and you are greeted by darkened corridor. The sound of your spacesuit respirator echoes through the cold, stale air of the corridor.  The main corridor is a hexagonal tube that runs the length of the ship. Piping and ducting run along the ceiling and a heavy metal grating lined the floor. The walls are lined with inactive computer consoles, spacesuit storage, and dirty, grey acceleration pads. Many smaller side hallways branch off, weaving through the ship like veins on a leaf. Ice crystals float freely in the zero-g, reflecting the reflecting of your flashlight, creating a luminescent fog whose ghostly glow is at once both frightening and beautiful. A spent food canister floats lazily across the hallway and bounces off a vid-plate. 

Boarding through the “Morgan Creek”:
If the crew decided to board her through the airlock connected to the “Morgan Creek”, the GM should read the following:
You enter the ship through the docking airlock.  The hatch behind you slams shut like the door of a prison.  One the airlock depressurizes, the hatch leading to the “Copperline” opens. You are greeted by a large dark cargo hold. The sound of your spacesuit respirator echoes through the cold, stale air.  The room is filled with 50 gallon canisters of Vitricite. The main gantry and ladder to the interior of the ship is on the other side of the hold.   Reaching it is not difficult.  The main corridor is a hexagonal tube that runs the length of the ship. Piping and ducting run along the ceiling and a heavy metal grating lined the floor. The walls are lined with inactive computer consoles, equipment storage, and dirty, grey acceleration pads. The flashlight in your hand illuminates a cold blue cone of light down the length of the hall, fading into darkness some 30 feet away.  Ice crystals float freely in the zero-g, reflecting the reflecting of your flashlight, creating a luminescent fog whose ghostly glow is at once both frightening and beautiful. A spacesuit glove floats lazily along the hallway and bounces along the metal grating. 
. 
No matter how the PC’s enter the ship, they will likely want to investigate all sections of the ship of clues and information.   The ship has three decks:

Deck 1 = Bridge, Shuttle dock, storage
Deck 2 = Computer access, Comm and Scanner access, Galley, Lounge, Observation/Hydroponic halls, Infirmary
Deck 3 = Crew and passenger quarters, cargo bay, spine access hallway, engine room

 thorough inspection of the ship will provide some clues.  A Successful AVERAGE (7) Task (Intelligence + Alertness + Appropriate Specialty) will be required for each clue.  The clues will provide the following information:

	Location
	Clue

	Bridge
	The ship’s power state is currently off.  The power lines feeding the main computer have been damaged.  Mostly likely by a meteoroid collision.  A Successful HARD Complex (55) Task (Intelligence + Appropriate Specialty) is needed to get the power up and running throughout the ship.  .This task will take 2-4 hours(roll once every hour).
If the Ship is powered up the hidden programs in the ship’s computer will take effect. 

	Galley
	Nothing

	Engine Room
	Someone has rigged the engine use the fuel from the cargo holds; giving it essentially an unlimited supply. 

	Captain's Quarters
	In the captains quarters the PC’s will find a personal journal and 5 platinum.

	Crew Quarters
	In John Barleck’s room (crew 5), the PC’s will find a recorded log (see John Barleck’s last entry)

	Cargo holds
	Hidden among the crates of Vitricite is a crate with a logo of a blue and green planet entwined by a snake holding a caduceus in its mouth. If the PC's were hired by Clay Draven or the Alliance they will know that this cargo is special. If not, they will have no idea what is important about the crate.  The crate is not sealed and contains Doctor Drucker’s notes on the virus and developing a cure. 

	Infirmary
	Nothing

	Lounge
	Nothing



A Successful HEROIC (19) Task (Alertness + Appropriate Specialty) for each clue, will provide the following information:


	Location
	Clue

	Bridge
	Clue #1: The Hidden Program

	
	If this clue is found the PC’s have stumbled on the program John Barleck created to keep the “Copperline” in silent running mode to avoid any inhabited worlds.  A Successful FORMIDABLE Complex (75) Task (Intelligence + Appropriate Specialty) is needed to remove the program.  This task will take 1 hour (roll once every 15 minutes).


	
	If they are extraordinarily successful, the PCs gain a +1 step Skill bonus for any other computer work they must do during the adventure. However the second program will still take over the ship if it has now been disabled by the PC’s.


	
	Clue #2: The Original Beaumonde Course

	
	If this clue is found the PC’s have stumbled on the program Doctor Drucker and his assistant created to make the “Copperline” fly to Beaumonde.  A Successful HEROIC Complex (95) Task (Intelligence + Appropriate Specialty) is needed to remove the program. This task will take 1-2 hours (roll once every 30 minutes).


	
	If they are extraordinarily successful, the PCs gain a +1 step Skill bonus for any other computer work they must do during the adventure. However the first program will still take over the ship if it has now been disabled by the PC’s.  


	
	Clue #3: The Fuel and the Bypass 

	
	If this clue is found the PC’s have stumbled on the program John Barleck set up to make the “Copperline” use the fuel in its cargo holds.  A Successful AVERAGE Complex (35) Task (Intelligence + Appropriate Specialty) is needed to remove the program. This task will take 1-2 hours (roll once every 30 minutes).

	
	If they are extraordinarily successful, the PCs gain a +1 step Skill bonus for any other engineering work they must do during the adventure.

	Galley
	Nothing

	Engine Room
	Nothing

	Captain's Quarters
	Nothing

	Crew Quarters
	Nothing

	Cargo holds
	Nothing

	Infirmary
	Nothing

	Lounge
	Nothing





 John Barleck’s last entry:

This section should be read to the PC’s only if they find the last entry of John Barleck in the crew quarters: 

“Ta me de [damn it] I hope this thing is workin’.  I don’t know who you are, but if you’re findin’ this you are likely already in a world of hurt. I’m not to long for this world, so I’m making this record so you might have a chance.  I’ve taken some meds in order to stall the reaper, but I’m a little dizzy now and the  pain is almost too much for me to bear; so I’m hopin’ I can make myself clear.

In short, Doctor Drucker and his assistant have betrayed us. First and foremost is the sickness.  Drucker brought it aboard so he could take his revenge on the Alliance, but his bug got lose and killed him instead.  Hell, it’s killed us all.  I was the last to get it.  I ejected their bodies into space, hopin’ to stop the spread, but it was too little, too late.

You likely have it. Anyone who comes on board the “Copperline” will catch it.  My entire crew caught it and in less than a day they were all dead. I have no hope for a cure and will be dead soon.  If you can’t find a cure, may God have mercy on you and yours… 

Without a cure you will be dead soon, and if you return to civilization with the sickness, there’s a good chance billions will die.  Better to kill yourselves before you let that happen.

The second problem was the reprogramming of the computer.  Drucker’s assistant somehow broke into the ship’s computer and programmed it to fly to Beaumonde. We couldn’t let that happen.  I tried to fix it, but the (bastard) rigged the ship to explode.  The best I was able to do was add some code to the system.  Luck was with me, and I have told the ‘puter to avoid ALL other vessels. I’ve rerouted the fuel from the storage tanks to the engine.  It will be an almost limitless supply, so the ship will go on almost indefinitely. It will hop from place to place like a rabbit looking for its warren, silently avoiding the shipping lanes.    I could not kill the code sending the ship to Beaumonde, so I can only hope the ship never wanders there. I’m not brave enough to destroy the ship. 

If the ship has somehow powered down or wrecked, for the love of God don’t turn the computer back on.  You’ll either blow up the ship or start heading for Beaumonde again.  The best you could do at this point is destroying the “Copperline”.  Blow it out of space!  Save yourselves if you can. 

Now then, I’m feeling a little cold.  Think I’ll take a walk.  Goodbye and good luck.

The Cargo
There are four cargo holds on the “Copperline”.  Three are full of fuel, the other contains the Vitricite, and the green crates that contain the disease. The entire load of Vitricite is still intact except for the crates aboard the “Morgan”.

If the PC’s arrive after the Competition, ¼ to ½ of the Vitricite will have been removed and possibly all the crates containing the disease vials.

 Scene 5: The Disease

Scene 5: The Disease
The plague of the "Copperline" is a genetically altered virus which is highly contagious and almost 100% lethal.   The symptoms and process for finding a cure are listed in Appendix A: The Contagion.

There are situations they will need to deal with if the PC's want to survive this situation should they be exposed to the virus.

1) Dr. Drucker’s Journal 
The journal of the late DR. Drucker can be found in the Captain's Quarters of the "Morgan Creek". Apparently Hewlett found it aboard the "Copperline".   The Journal is a very long document, but it essentially tells the story of Drucker and his beef with the Alliance.

Drucker notes that he was an Alliance scientist who was head of research in the bio-weapons division of the Alliance Defense Force.  He was stationed at a High Security base on Beaumonde for many years, but he was summarily dismissed when it was discovered he was anti-unification. With the possibility of civil war on the horizon, the Parliament decided he should be removed from his position, and was “relocated” to Athens.  The person who had him dismissed was Commander Grace Madigan.  

Drucker continues to describe how he was fed up with how the Alliance was treating him, and how they were treating the Independent worlds.  He took it upon himself to regain a measure of dignity and teach the Alliance a well-deserved lesson. He created the virus, and set up a plan to deliver it to Beaumonde.  

In his journal he notes the molecular structure of the virus and possible cures. He spent nearly two years perfecting it, and testing it on animals.  He found it was very dangerous to large mammals and birds, but he also notes that it is not as virulent on subjects who were pregnant.      

The PC's will get a bonus against finding a cure if they first find Drucker's notes.

2) Draven's men.
Should Draven's men show up as competitor’s to retrieve the virus, the players may opt to negotiate with them.  Draven's men have come prepared to take control of the virus safely and have equipment which will help the PC's find a cure.  However, they will not be inclined to help.

3) The Alliance
If the Alliance shows up on the scene and they find out about the virus, Commander Madigan will understand the complications of the situation.  If the PC's are working for her she will be inclined to help them.  If the PC's are not working for her, they will be expendable.
  
4) Fight or flight
At some point the PC's will need to determine if it's better to stand and fight or cut their losses.  

If they leave the scene, and they are infected, the Alliance will find out.  They will not be allowed to land on any habitable planets, and they will be hunted down and killed.

If they leave the scene, and they are not infected, they will need to decide how safe it is to deliver the goods to their employer.  The crates of Cargo will have traces of the virus, but exposing the entire cargo hold to space will kill any traces. (see Appendix A) 

If they decide to stay the course they will eventually need to deal with one or more of the Competitors.

5) The Symptoms
The onset of the disease is fairly rapid (see Appendix A), and as characters begin to feel the symptoms they will begin to lose focus on finding a cure as the symptoms wear away their strength.  The PC's and the GM should consider this during game play.

6) Having access to Coleen
If the PC's are lucky enough to have found Coleen alive they will get a bonus to saving themselves, as she is found to have survived the infection. Unfortunately for her, she will be a carrier or the plague.  The PC's will need to take appropriate action to protect them from her. She can be saved from a fate of unending isolation if the PC's can find a cure.

7) Finding a cure - Skills and plot points
Now would be a good time to use some of those skills and plot points. Finding a cure for the disease is not an easy task, but all the tools the players need are provided.  All they need it the right set of skills and some good task rolls. A group of experienced PC's should know they need to pool their talents and possibly expend all their plot points to get out of this one. 

If they are successful, and they have medical skills, the PCs gain a +1 step Skill bonus.
If they are successful, and they do not have medical skills, the PCs gain a bonus Medical skill of d4.
If they are successful, and they have specific skills in the fields listed in Appendix A, the PCs gain a +2 step Skill bonus.

[image: ]

8) Death...the big goodbye....
There is always the possibility that the PC's could die in this adventure, and although the GM is provide with the necessary clues to save them, ultimately it's up to how the PC's use that knowledge.

It will be up to the GM to decide if the PC's kick the bucket.  



Scene 6: The Competition
For each four hour period of time within the game, the GM should roll a FORMIDABLE (15) Task (1D6 / +1D6 per each additional four hours of in-game time / +1D6 per number of PC’s with THINGS DON’T GO SMOOTH).   If the roll is Successful, the GM should bring in one of the Competitors.

If the PC’s did not choose to try and determine who their competition is, the GM should do so now.  The GM should roll a d8 to determine how many competitors there will be. The higher the roll the more complications there will be in retrieving the cargo.  For each character on the Crew with THINGS GO SMOOTH, subtract 1 from the roll.  For each character on the Crew with THINGS DON’T GO SMOOTH, add 1 to the roll.  If the roll matches the PC’s Job then the GM should decide if a re-roll is necessary, or if the PC’s are lucky enough to have fewer competitors. (IE: they took the job from Niska and the roll indicates The Alliance and Niska)
1) The Alliance
2) Badger
3) The Alliance and Badger (roll to see who appears first)
4) Niska
5) The Alliance and Niska (roll to see who appears first)
6) Draven 
7) Badger and Niska (roll to see who appears first)
8) The Alliance and Draven (roll to see who appears first)
9) Draven and Badger (roll to see who appears first)
10) Draven and Niska (roll to see who appears first)

The Competitors will show up in Random order.  It is up to the GM to determine who shows up and in what order.  For each Competitor the crew will have a chance to Flee, Fight, or Negotiate.   Even though these tasks occur in a relatively short period of time, I have labeled them as complex tasks.  Each task should be done as one roll, and the PC’s are allowed to combine their Skill and Attribute rolls to meet the goal (as long as they are actively participating in the said action).

Competitor: Alliance
The Alliance will show up with a fully armed patrol boat, the “Hercules”.  There are several complications to having the Alliance show up.  
· If the Crew is not working for Cmd. Madigan they will be conducting illegal salvage and the Alliance will want to apprehend and arrest them.  This path may lead to prison and/or death. 
· If the Crew is working for Cmd. Madigan, they will be allowed to continue their work and will even be provided protection if another Competitor shows up.
· If the Crew is infected they will have to decide whether or not to tell the Alliance.  If they tell the truth, they will be ordered to surrender for quarantine.  They will have to decide whether to run or surrender to the Alliance. If they surrender they will be put into quarantine for 1D12 months, until the Alliance finds a cure. The “Morgan Creek”, the “Copperline” (including its cargo), and the crew’s vessel will be impounded. If they choose to run the GM should determine the best course of action for combat.
· If the Crew is has found a cure for the infection they will have to decide whether or not to tell the Alliance.  If they inform the Alliance, they will be ordered to surrender for quarantine until the cure can be confirmed.  They will have to decide whether to run or surrender to the Alliance. If they surrender, they will be quarantined for 1-12 days and will receive a pat on the back. The “Morgan Creek”, the “Copperline” (including its cargo) will be impounded. If they choose to run the GM should determine the best course of action for combat.
Depending on the outcome of the Alliance arrival, the crew will have different options and will receive different rewards. When the Alliance is about to arrive, the GM should determine if the PC”s have any warning.  If they have someone monitoring scanners the PC monitoring will need a Successful AVERAGE (7) Task (Ship’s Alertness + Pilot or Technical Engineering / Appropriate Specialty). If they succeed, they will have 10 in-game minutes to prepare. 
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 They will have to decide if they are going to Flee, Fight, or negotiate.  Their decision should be based at least in part on who hired them and their current circumstances. A Failure of the task means that the crew has no advanced warning and no time to prepare.  The GM should surprise them with the Alliance’s sudden arrival. If they are working for the Alliance they have nothing to worry about (unless they are infected). If they are not working for the Alliance and they are surprised, the Alliance will have had time to scan them and get their ship ID.

Flee –Evading the Alliance is always a tricky task.  If the crew has advanced notice of their arrival, it requires AVERAGE (35) Complex Task (Intelligence + Alertness + Appropriate Specialty) to evade them without detection. There is a 2 round time limitation for this Complex Action.  

If the Crew has no advanced warning, it is a Formidable (75) Complex Task (Intelligence + Alertness + Appropriate Specialty)  If the task is a Success, the Crew will get away without being detected or identified.  
There is a 5 round time limitation for this Complex Action.  If the PC's can’t leave/escape 5 turns, they have to fight their way out.

An Extraordinary Success means they were able to jam the Alliance scanners long enough that they gain another 20 minutes to unload cargo and make their escape.  A Failure of the Task means that the Alliance arrives and has time to ID the vessel.  An Alliance Security Bulletin will be created and the Crew will be on the run. A Botch means the Crew cannot escape and must either Fight or Negotiate.  If they are successful, the PCs gain 2 plot points.

Fight - Fighting the Alliance is a very bad idea.  If the crew has advanced notice of their arrival, they will need to decide how much of a chance they stand against this Competitor.  If the PC’s ship is 100% unarmed they might not stand a chance at all.  

If the Crew has no advanced warning, it is an INCREDIBLE (115) Complex Task (Intelligence + Alertness + Appropriate Specialty) There is a 3 round time limitation for this Complex Action.   If the task is a Success, the Crew will find a way to fight the Alliance ship.  There are two ways of doing this:
1) Disable them – Take out their systems with a makeshift EMP device or bomb.
2) Destroy them – Use the Copperline and/or the Morgan Creek as a ramming device.  The Copperline’s holds are full of explosive fuel. The resulting explosions should take out all  the ships
There are many other options, and the GM is encouraged to have the PC’s brainstorm and come up with their own solution.   If they do stay and fight they will surely be identified and their actions sent automatically to Alliance Fleet Headquarters. An Extraordinary Success means they were able to disable/destroy the Alliance ship without being identified and their actions will go unnoticed. A Failure of the Task means that the Alliance Ship arrives at the scene “combat ready”, and a ship-to-ship fight will have to be played out in game.  A Botch means the Alliance gets the first volley of weapons fire, and the PC will have to deal with the possible destruction of their ship.  If they are successful, the PCs gain a +1 step Skill bonus to their combat rolls against the alliance for this adventure, and 2 plot points.

Negotiate  - Negotiating with the Alliance is also a bit tricky since they have supreme authority by law.  It requires a FORMIDABLE (75) Complex Task (Intelligence + Influence + Appropriate Specialty) to figure out a way to get out of this without being arrested.  There is a 10 minute time limitation for this Complex Action.   

 If the task is a Success, the Crew will find a way to convince the Alliance that they are a just trying to help a friend in distress (Hewlett Stewart and the “Morgan Creek”). This means they would have to sneak away with whatever cargo they had on board at the time the alliance arrived.  An Extraordinary Success means they can convince the Alliance that they are working with Hewlett Stewart under his salvage license.  This means that they can take the cargo and go.  A Failure means the Alliance will order them to be stand down and prepare to be boarded.  They will be arrested and/or quarantined until this mess is sorted out.  A Botch means the Crew somehow let slip that there was a disease aboard the “Copperline”.  The Alliance thinks the Crew is infected and that they are criminals.  The “Hercules” will immediately attack the Crew’s ship in order to incinerate her, thus ensuring that the disease is contained.    If they are successful, the PCs gain a +1 step Skill bonus in future negotiations during this adventure, and 2 plot points.

Competitor: Badger
If the Crew has not accepted the job from Badger, a Large Bulk transport ship will arrive.  When Badger’s ship is about to arrive, the GM should determine if the PC”s have any warning.  If they have someone monitoring scanners the PC monitoring will need a Successful AVERAGE (7) Task (Intelligence + Ship’s Alertness + Appropriate Specialty). If they succeed, they will have 10 in-game minutes to prepare. 

 They will have to decide if they are going to Flee, Fight, or negotiate.  Their decision should be based at least in part on who hired them and their current circumstances. A Failure of the task means that the crew has no advanced warning and no time to prepare.  The GM should surprise them with the Competitor’s sudden arrival.  A Botch means that Badger’s ship and men come in gun’s a blazin’.   If there are other Competitors in the area when they arrive, they will try sneak attacks.  If the Alliance is on the scene Badger’s crew has been told to return to port.   There are 7 men on board the “Damocles”. 
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The ship is the “Damocles”.  It is a Pride Class mid-bulk transport ship owned by Badger and is flown by his personal thugs.  The ship is armed with Black Market ship-to-ship missiles. The crew of the “Damocles” has strict orders to:
1) Capture the Vitricite load and return it to the purchaser on Beaumonde
2) Shoot anyone who gets in your way.
3) If the Alliance shows up, return home and let someone else swing from the gallows.
The PC’s will have to decide if they are going to Flee, Fight, or negotiate.  Their decision should be based at least in part on who hired them and their current circumstances. 

Flee –If the crew has advanced notice of their arrival, it requires AVERAGE (35) Complex Task (Intelligence + Alertness + Appropriate Specialty) to evade them without detection. There is a 2 round time limitation for this Complex Action.  


If the Crew has no advanced warning, it is a FORMIDABLE (75) Complex Task (Intelligence + Alertness + Appropriate Specialty).  If the task is a Success, the Crew will get away without harm.  An Extraordinary Success means they were able to make their escape, and possibly leave behind a nasty surprise for Badger’s goons.  

There is a 5 round time limitation for this Complex Action.  If the PC's can’t leave/escape 5 turns, they have to fight their way out.

A Failure of the Task means that the “Damocles” has a chance to chase down the PC’s Ship, but the crew of the “Damocles” would prefer to just take the cargo and go.  A Botch means the Crew cannot escape and must either Fight or Negotiate.  If they are successful, the PCs gain 2 plot points.

Fight - If the crew has advanced notice of their arrival, they will need to decide how much of a chance they stand against this Competitor.  If the PC’s ship is 100% unarmed they might not stand a chance at all.  

If the Crew has no advanced warning, it is a HEROIC (95) Complex Task (Intelligence + Appropriate Specialty). There is a 3 round time limitation for this Complex Action.    If the task is a Success, the Crew will find a way to fight the “Damocles”. 

There are many options for combat, and the GM is encouraged to have the PC’s brainstorm and come up with their own solution.   If they do stay and fight they will have to be prepared for any ship damage or casualties.  An Extraordinary Success means they were able to somehow disable/destroy the “Damocles” before a shot was fired.  A Failure of the Task means that the “Damocles” arrives at the scene “combat ready”, and a ship-to-ship fight will have to be played out in game.  A Botch means the “Damocles” gets the first volley of weapons fire, and the PC will have to deal with the possible destruction of their ship.  If they are successful, the PCs gain a +1 step Skill bonus for combat against Badger during this adventure, and 2 plot points.

Negotiate  - It requires a FORMIDABLE (75) Complex Task (Intelligence + Influence + Appropriate Specialty) to negotiate with Badger’s men.  There is a 10 minute time limitation for this Complex Action.   

They have strict orders, but they might be willing to bend the rules and share in the profits if the money is good enough.  If the task is a Success, the Crew will find a way to convince Badger’s Thugs to share the spoils.  An Extraordinary Success means they can convince Badger’s thugs that it is in their best interest to leave the cargo behind (IE: the risk of disease, the booby-traps, etc).  A Failure means the negations failed, and the “Damocles” will order them to be stand down and prepare to be boarded.  A Botch means that negotiation went south and that a fight is inevitable. If they are successful, the PCs gain a +1 step Skill bonus in future negotiations during this adventure, and 2 plot points.


Competitor: Niska
If the Crew has not accepted the job from Niska, a Mid-Bulk transport ship will arrive.  When Niska’s ship is about to arrive, the GM should determine if the PC”s have any warning.  If they have someone monitoring scanners the PC monitoring will need a Successful AVERAGE (7) Task (Intelligence + Ship’s Alertness + Appropriate Specialty). If they succeed, they will have 10 in-game minutes to prepare. 

 They will have to decide if they are going to Flee, Fight, or negotiate.  Their decision should be based at least in part on who hired them and their current circumstances. A Failure of the task means that the crew has no advanced warning and no time to prepare.  The GM should surprise them with the Competitor’s sudden arrival.  A Botch means that Niska’s ship and men come in ready for a fight’.   If there are other Competitors in the area when they arrive, they will assess the situation, and determine if victory is possible.  If the Alliance is on the scene Niska’s crew has been told to return to port.    There are 15 men on board the “Alexander”.
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The ship is the “Alexander”.  She is a Trawler class ship , with black market weaponry. The crew of the “Alexander” has strict orders to:
1) Capture the Vitricite load and return it to Niska. Failure is not an option.
2) Kill anyone who gets in your way.
3) If the Alliance shows up, return home and do not allow yourselves to be identified.
The PC’s will have to decide if they are going to Flee, Fight, or negotiate.  Their decision should be based at least in part on who hired them and their current circumstances.  

Flee –If the crew has advanced notice of their arrival, it requires AVERAGE (35) Complex Task (Intelligence + Alertness + Appropriate Specialty) ) to evade them without detection. There is a 2 round time limitation for this Complex Action.  

 If the Crew has no advanced warning, it is a FORMIDABLE (75) Complex Task (Intelligence + Alertness + Appropriate Specialty) to elude them.  If the task is a Success, the Crew will get away without harm.  An Extraordinary Success means they were able to make their escape, and possibly leave behind a nasty surprise for Badger’s goons.  

There is a 5 round time limitation for this Complex Action.  If the PC's can’t leave/escape 5 turns, they have to fight their way out.

A Failure of the Task means that the “Alexander” has a chance to chase down the PC’s Ship, but the crew of the “Alexander” would prefer to just take the cargo and go.  A Botch means the Crew cannot escape and must either Fight or Negotiate.  If they are successful, the PCs gain 2 plot points.

Fight - If the crew has advanced notice of their arrival, they will need to decide how much of a chance they stand against this Competitor.  If the PC’s ship is 100% unarmed they might not stand a chance at all.  

If the Crew has no advanced warning, it is a HEROIC (95) Complex Task (Intelligence + Appropriate Specialty) If the task is a Success, the Crew will find a way to fight the “Alexander”.  There is a 3 round time limitation for this Complex Action.   

There are many options for combat, and the GM is encouraged to have the PC’s brainstorm and come up with their own solution.   If they do stay and fight they will have to be prepared for any ship damage or casualties.  An Extraordinary Success means they were able to somehow disable/destroy the “Damocles” before a shot was fired.  A Failure of the Task means that the “Damocles” arrives at the scene “combat ready”, and a ship-to-ship fight will have to be played out in game.  A Botch means the “Damocles” gets the first volley of weapons fire, and the PC will have to deal with the possible destruction of their ship.  If they are successful, the PCs gain a +1 step Skill bonus against combat with Niska’s men during this adventure, and 2 plot points.

Negotiate  - It requires a HEROIC (95) Complex Task (Alertness + Influence + Appropriate Specialty) to negotiate with Niska’s men.  There is a 5-10 minute time limitation for this Complex Action.   

TYhey have strict orders and will only be willing to ignore those orders in the direst of circumstances.  If the task is a Success, the Crew will find a way to convince Niska’s Goons to share the spoils.  An Extraordinary Success means they can convince Niska’s men that it is in their best interest to leave the cargo behind (IE: the risk of disease, the booby-traps, etc).  A Failure means the negations failed, and the “Alexander” will order them to be stand down and prepare to be boarded. Once Niska’s men are on board they will likely kill everyone. A Botch means that negotiation went south and that a fight is inevitable. If they are successful, the PCs gain a +1 step Skill bonus in future negotiation during this adventure, and 2 plot points.


Competitor: Draven
If the Crew has not accepted the job from Draven, a small transport ship will arrive.  When Draven’s ship is about to arrive, the GM should determine if the PC”s have any warning.  If they have someone monitoring scanners the PC monitoring will need a Successful AVERAGE (7) Task (Intelligence + Ship’s Alertness + Appropriate Specialty). If they succeed, they will have 10 in-game minutes to prepare. The ship is the called “Bí Zhū Shé”. The “Bí Zhū Shé” is a VCX-350 Light Freighter.  If they are the first competitor to arrive they will do their best to take the PC’s by surprise.  They intention is to get the disease crates not the Vitricite.   They will first try to steal it, then negotiate for it, then kill for it. There are 10 men on board the “Bí Zhū Shé”.

 The PC’s will have to decide if they are going to Flee, Fight, or negotiate.  Their decision should be based at least in part on who hired them and their current circumstances. A Failure of the task means that the crew has no advanced warning and no time to prepare.  The GM should surprise them with the Competitor’s sudden arrival.  A Botch means that Draven’s ship arrives in the area running silently.  Draven has sent his men to pick up crates containing the disease samples.  If there are other Competitors in the area when they arrive, they will quietly wait.  They will monitor the communications of all the ships until they can determine who ends up with the cargo. Then they will follow, attack, and board the ship with the disease cargo. If the Alliance is on the scene, they do their best to make their presence unknown. If it looks like the disease is about to be destroyed, they will use their EMP Bombs to disable all ships in the area, and then they will go in and take the disease by force.  Draven’s men also came prepared to handle the disease.  They have anti-contamination suits and vacuum/decontamination airlocks. 
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Flee –If the crew has advanced notice of their arrival, it requires AVERAGE (35) Complex Task (Intelligence + Alertness + Appropriate Specialty) to evade them without detection. There is a 2 round time limitation for this Complex Action.  

If the Crew has no advanced warning, it is a FORMIDABLE (75) Complex Task (Intelligence + Alertness + Appropriate Specialty).  If the task is a Success, the Crew will get away without harm.  An Extraordinary Success means they were able to make their escape, and possibly leave behind a nasty surprise for Draven’s goons.  

There is a 5 round time limitation for this Complex Action.  If the PC's can’t leave/escape 5 turns, they have to fight their way out.

A Failure of the Task means that the “Bí Zhū Shé” has a chance to chase down the PC’s Ship, but the crew of the “Bí Zhū Shé” would prefer to just take the cargo and go.  A Botch means the Crew cannot escape and must either Fight or Negotiate.  If they are successful, the PCs gain 2 plot points.

Fight - If the crew has advanced notice of their arrival, they will need to decide how much of a chance they stand against this Competitor. If the PC’s ship is 100% unarmed they might not stand a chance at all. 

If the Crew has no advanced warning, it is a HEROIC (95) Complex Task (Intelligence + Appropriate Specialty). There is a 5 round time limitation for this Complex Action.   

 If the task is a Success, the PC’s will find a way to fight the “Bí Zhū Shé”. 

The “Bí Zhū Shé” is armed with 6 EMP bombs.  Each one is powerful enough to take out 1 ship’s electrical system. They will use these bombs to disable their target before they board.  It also has an Alliance 1 lb auto-cannon turret with 1000 rounds of armor piercing ammunition.  

For the PC’s there are many other options, (EMP, Ship-to-ship weaponry, the disease, etc.) and the GM is encouraged to have the PC’s brainstorm and come up with their own solution.   
If they do stay and fight they will have to be prepared for any ship damage or casualties.  An Extraordinary Success means they were able to somehow disable/destroy the “Bí Zhū Shé” before a shot was fired.  A Failure of the Task means that the “Bí Zhū Shé” arrives at the scene “combat ready”, and a ship-to-ship fight will have to be played out in game.  A Botch means the “Bí Zhū Shé” gets the first volley of weapons fire, and the PC will have to deal with the possible destruction/disabling of their ship.  If they are successful, the PCs gain a +1 step Skill bonus, and 2 plot points.

Negotiate  - It requires an AVERAGE (35) Complex Task (Intelligence + Influence + Appropriate Specialty) to negotiate with Draven’s men.  There is a 15 minute time limitation for this Complex Action.   

They only want the disease crates, not the Vitricite.  Also they would rather negotiate than fight.   They have strict orders, but they might be willing to bend the rules and share in the profits if the money is good enough.  

If the task is a Success, the Crew will find a way to convince Draven’s Thugs to take the cargo without any impending violence.  An Extraordinary Success means they can convince Draven’s thugs to share the spoils.  A Failure means the negations failed, and the “Bí Zhū Shé” will order them to be stand down and prepare to be boarded.  A Botch means that negotiation went south and that a fight is inevitable. If they are successful, the PCs gain a +1 step Skill bonus in future negotiation during this adventure, and 1-2 plot points.

If the PC’s refuse to hand over the crates, either by moral or ethical reasoning, a fight will ensue and the GM should determine what actions the Draven’s men will take.

Other Competitors:
Another competitor the GM can throw into the mix is Unified Reclamation.  Unified Reclamation owns all the trash in the ‘Verse, and things “can get right ugly if Unified catches you poaching on their territory.”   
Hewlett’s Business is essentially a privately owned division of Unified Reclamation. To get around their stranglehold (and their wrath), Hewlett pays a percentage of every salvage job to Unified Reclamation.  If the PC’s were not hired by Hewlett, they may encounter problems later on in the campaign if U.R. finds out they’ve been doing illegal salvage.


Act 3 -  Ashes! Ashes! We all fall down.

Like the big and nasty plagues of "Earth-that-Was" the "Copperline" virus is nigh unstoppable. This act will be written on the fly by the GM and the PC’s.  There are many outcomes and not all of them are good.  There is a game flowchart in the Appendix that shows some of the logical flow that could occur from game play.

The PC's will have to deal with whatever outcome they are presented.  Some of the typical situations are outlined here.  There may be more that are not covered here, but we have provided data that should give the GM a set of guidelines for any other situations that arise.   

Unscathed
By some miracle the Pc's come away from the situation completely unscathed, they should be able to complete the job they were hired to do. If that job is distasteful they can choose to renege on the deal but they will have to face the consequences of that decision.  The GM should read carefully the section listed below on "Honoring Deals".  If they get away 100% unscathed give them each 3 Plot Points. 

Infected
The likely scenario is that the PC's will become infected.  As I stated before I have provide the clues to save them, but it is up to them how they want to proceed. If they are infected they will either need to find a cure, die, or get hunted down by the Alliance. None of these will be easy to deal with. Meanwhile infected characters will exhibit harsher and harsher symptoms until they do finally succumb or become a carrier.

Carrier
There is a slight chance that one or more of the PC's will come through the viral stages of the disease and survive.  They will become a carrier like Coleen.  This might be even worse than death because they will eventually find themselves in an isolation ward in some distant Alliance hospital. Their fate left up to the GM.

Calling for Help
Sure.  Let call someone else in to get infected.  Seriously, this is a bad idea, unless the PC's are out of options.  They might call in a favor to try and get help.  But the GM should keep in mind that they are out in the middle of nowhere, and the disease works very quickly.  Also, depending on who hired them, they might be able to get assistance from the Alliance or Draven. It will be a HEROIC (19) Task (Intelligence + Influence + Appropriate Specialty) to convince their employer to risk others to help the PC's.  It will be an INCREDIBLE (23) Task (Intelligence + Influence + Appropriate Specialty) to convince their Competition to risk others to help the PC's.

A Vaccine
If a vaccine could be found and used on the infected characters they would survive, but they would become carriers.  They would still have to deal with the authorities.  They would not be allowed to land on inhabited worlds until they could be certified as "uninfected"; which is something that may never happen.

If they do find a vaccine, they will need to decide who to give it to.  If the Competition is infected the PC's could use the vaccine as negotiation leverage.

A Cure
If a cure could be found and used on the infected characters they would survive, and would be disease free. They might still have to deal with the authorities, but it’s likely they would not get quarantined for life. If they do find a cure, they will need to decide who to give it to.  If the Competition is infected the PC's could use the vaccine as negotiation leverage. If they have to deal with the Alliance they could possible negotiate for their freedom or negotiate a better deal on cargo or safe passage.

Spreading the Sickness
The PC's might also opt to infect others (like the Competition), in order to get leverage for their negotiation on a cease fire, sharing cargo or safe passage from the area.

Someone else takes the blame...
The PC's also might find themselves in a position to place blame for the disease on their competitors.  This could be used to get them in or out of trouble (depending on how the GM wants to play it).  However, if they do this they will have to be very careful.  These Competitors don't play fair and there is nothing like having a new Major Deadly Enemy. The GM should refer to Scene 1 for details on how each of the competitors will handle the PC'S. 

Delivering the Goods
At some point the PC's will have to decide how they plan to handle the job, which Competitor will get what, and how the spoils are divided.  The problem will lay in how moral or ethical the PC's are.

· The Extra Fuel:
The "Copperline" is about 2/3 to 3/4 full of fuel cargo.  This fuel is worth about 20,000 credits. If the PC's can find a way to transport the fuel safely back to port they could make a tidy little profit.   

· The Vitricite:  
The Vitricite is a cargo which is illegal to transport without Alliance approval. I can be used to create some very nasty drugs, or some very nice medicines.  The PC's will have to decide if they are going to deliver the Vitricite to their employer, and if so how much.   They will also have to deal with the consequences of that decision.

· The Virus:  
The PC's may ultimately decide to destroy the virus, but depending on who they are working for this could be a problem.  Draven and Commander Madigan do know about the virus and both want it for nefarious plots. If they get the virus they will likely weaponize it and use it.  If Niska or Badger get a hold of it there could be horrible repercussions. The GM will need to determine if he wants the "Copperline" Plague running rampant in his 'Verse.     

Giving the Vaccine or Cure to Feds:
If the PC's give the Vaccine or Cure to the Alliance, they will need to be very careful how they handle the situation.  The Alliance will want to keep the existence of the virus a secret. And if they cannot control it, they will want to destroy it and anyone with any knowledge of it. So when the PC's make this decision, they should make sure they are holding a winning hand when it comes time to negotiate. Otherwise they could end up in prison, or end up dead. 

Sharing the spoils:
The PC's will also likely have to decide whether or not to split the spoils with their Competitors.  The GM will need to keep in mind that each of the Competitors wants delivery.  Crossing any of them could be fatal.  If the PC's were hired to deliver the goods, they should do their best to do so.  If they don't they should suffer the consequences as outlined in Scene 1. 

Decide whether or not to report the "Copperline"
If the PC's escape with their cargo and health intact, before the Alliance shows up, they will have to decide whether or not to report the "Copperline" as a plague vessel.  If they do, they should each earn 1 Plot Point.

Decide whether or not to salvage the "Copperline"
Very ingenious PC's may want to salvage the "Copperline". This is actually a very nice option if they can take care of all the hazards the "Copperline" presents. The real problem in this case will be the Competitors and the disease. They could take care of the virus by exposing the entire interior to the vacuum for at least 1 day (just to be safe). The Competitors could be negotiated or fought with. The PC's will have to decide if this is possible and profitable. If they can successfully salvage the "Copperline", they should get 2 plot points each. 

Decide Whether or not to salvage the "Morgan Creek" 
PC's with ties to Hewlett and his crew may decide to salvage the ship.  The real problem in this case will be Coleen and the disease. They could take care of the virus by exposing the entire interior to the vacuum for at least 1 day (just to be safe).  Coleen could be cured or a carrier, but in any case this ship was her home and all her loved ones died on it.  She will see the ship as hallowed ground and would like it saved if possible. The PC's will have to decide if this is possible and profitable. If they can successfully salvage the "Morgan Creek", they should get 2 plot points each. 


Time to blow stuff up.
PC's with nothing to lose or with few options might decide to blow up the "Copperline" and the "Morgan Creek". This would definitely stop the spread of the disease (if no one's been infected that is).  The combined force of the explosion could also be used as a weapon against aggressors. With all the fuel aboard the "Copperline" you could likely take out an Alliance cruiser!    

Honoring Deals
In the end the crew should really try to honor the deal they made with their employer.  There will likely be extenuating circumstances.  It would be a HEROIC (95) Complex Task (Intelligence + Influence + Appropriate Specialty) to outwit or out-maneuver their employer.  As soon as the employer knows the PC’s have the goods, there is a 10 minute time limitation for this Complex Action.   

There are dangers however.  An unsatisfied employer could do anything from make business very difficult, to having the PC's arrested on trumped up charges, to having them tortured for fun. The PC's may need to make some very difficult decisions, but these can be used as segues into new adventure or plot devices.



Epilogue:
Stories and Tall Tales
In the end, it will be up to the PC’s how they want the story to end.  The Legacy of the “Copperline” is that it is a ghost ship, and like all old sailing stories of ghost ships, there is always an unsolved mystery.  

The “Copperline” Legacy 
The ship itself could be salvaged, but may end up being destroyed.  They crew could use this to further enhance the Legend and Legacy of the “Copperline”, making the ghost ship story continue on.  

Other PC’s may want the truth of the “Copperline” to be revealed.

The “Morgan Creek”
The Morgan Creek is not an especially nice ship but it could be salvaged if the disease is wiped out.  Some PC’s will look at the ship as a potential profit, while others will look at it as the sacred ground of fallen comrades.  In any case, either the PC’s, or possibly their competitors, will need to determine her fate.
  
The Crew of the “Morgan Creek”
Nearly all of the crew of the “Morgan Creek” died due to exposure to the disease.  If the GM feels this is too distressing to the players, they may opt to change the script sop the crew can be saved.

However, it is recommended that you do not.  This tragic tale and should be told as such.  

The bodies of the crew contain the disease and so should be burned or buried in space.  Coleen will likely be the only survivor and she believes the crew would prefer to be buried in space.  It’s up to the PC’s whether they honor this request or not.  In some cases, there may not be choice.  The competitors may make a decision unavailable as they may want the “Morgan Creek” and the “Copperline” destroyed.  

The Alliance will surely want to keep this situation quiet, and will do everything in their power to eradicate all traces of the disease and any evidence it ever existed.  

Badger’s men and Niska’s men don’t really care about the ships as long as they get the Vitricite.

Draven’s men will take the disease if they can and will only take an interest in the ships if they think the disease will fall into the hands of the Alliance.  In which case, they will opt to destroy the “Morgan Creek” and the “Copperline”. 

Coleen’s Fate
It’s recommended that the GM do their best to get the PC’s to rescue Coleen. She is the sole survivor of the “Morgan Creek” and she is pregnant, but she is also a carrier of the disease.  So the PC’s may have some difficult choices to make.  

The PC’s could attempt to find a cure so she does not have to spend the rest of her life in quarantine.   They could hand her over to the Alliance for safe keeping, but then it’s likely the PC’s would also be captured and quarantined.

If cured, Coleen could fly the “Morgan Creek” (cleaned of disease) back to port and take over Hewlett’s business.  

Another option would be that she becomes an additional member of the PC’s crew.

Another option would be that she replaces a member of the PC’s crew.  EXAMPLE: a PC’s character dies from the disease, but instead of writing up a new character, they take over Coleen’s character.  This is potentially difficult, as Coleen is pregnant and that will be an added twist to game play.  Pregnant women may be able to fly spaceships, but they’re not likely to get involved in a gun fight.

The Disease
Hopefully by the end of the adventure there is a cure for the disease.  If not, the PC’s will find themselves as outcasts and pariahs.  If they survive, they won’t be able to land on any inhabited world.   This could make survival very difficult.  It is recommended that the GM give the PC’s every possible advantage in finding a cure. The GM may also wish to employ a bit of “Deus Ex Machina”; possibly attributing their sudden discovery of extra medical resources to a burst of really good luck.
 
Alliance Denial
Deny Everything. The Alliance will want he whole situation covered up so they illusion of control over the media and the public is complete.  The PC’s will have to go along with this unless they can get hard evidence that can’t be easily dismissed.  If they want to be bold and not stop the signal, they can try to reach Mr. Universe (or some other Cortex junkie) as the crew of Serenity did.  But this has some potential risks.  They may not be willing to anger the Alliance.

Should Drucker’s story be told?
Drucker certainly got the short end of the stick, but he was trying to kill billions of people.  It’s up to the PC’s how much of his story should be told.  

The PC’s will likely have found his journal and will be able to post it on the Cortex, but the Alliance will either try to delete it, or deny it and call it a work of fiction.  

In the end, it will be up to the PC’s how they want the story to end.  The legend will go on.  




Appendix A:  The Contagion
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The effects of the virus -- Based on Buscadero's Disease rules- http://cortexsystemrpg.org/index.php?topic=241.0
"Copperline" Viral Pathogen
· Contraction Difficulty: FORMIDABLE (very contagious - Touch and air transmission)
· Incubation Period: d6 hours
· Early Symptoms: d6 hours; Cough, fever, sore throat, body pain, fluid-filled lungs, weakness, sweating, pallid complexion.
· Advanced Symptoms: d6 hours; Bleeding gums, coughing blood, bulbous sores on the skin, swollen lymph glands. All early symptoms continue.
· Severity Modifier: -2 step
· Healing Time: none (within 8 hours the infected player will be dead if they do not receive treatment)
· Immunity: Only about .1% of the population has natural immunity, but the disease has only a mild impact on pregnant women (early symptoms only). 
· Sterilization:  Objects exposed to the virus can be sterilized by exposing them to extreme heat (800 degrees Fahrenheit) or the vacuum of space.  Extreme cold (-260 degrees Fahrenheit) will also kill it if all moisture is removed – essentially an extreme form of freeze drying.  The extreme cold by itself will not kill the virus but will make it dormant.
The problem is that all of these environments will kill the characters as well if they are not careful.
INFECTION
When a character is exposed to the "Copperline" viral pathogen, he must succeed at a RESISTANCE roll to avoid being infected. The Contraction Difficulty is set based on the danger of infection. This roll must be made for every hour the Character is exposed. The Character may not know that he has been infected until the symptoms manifest themselves. For this reason, the game-master may make the RESISTANCE roll in secret. If a Player successfully makes four RESISTANCE rolls to avoid being infected, the Character can be designated as immune. However, the immune character will still be a carrier of the virus.

SYMPTOMS
Symptoms progress in three phases: incubation, early symptoms, and advanced symptoms. During any of these times, the progress of the disease can be arrested by making an AVERAGE RESISTANCE roll. This roll is modified by the disease's Severity. A RESISTANCE roll can only be made at the end of each symptomatic phase.

 INCUBATUION PERIOD
During this time, there are no symptoms, and the disease cannot be diagnosed by any physician. However, physicians can initiate a program of treatment if they suspect that the circumstances would mean that a disease has been contracted. If a RESISTANCE roll indicates that the disease is arrested in the incubation period, then there are no further ill effects.

EARLY SYMPTOMATIC PHASE
If the disease is not arrested during incubation phase, the early symptoms begin at the end of it. These symptoms will usually debilitate the character and prevent him from engaging in any activity other than resting. A character suffers a -1 step penalty to all Attributes in addition to suffering the associated Early Symptoms. The early symptoms last for the amount of time indicated in the brackets.  A physician can attempt to make a diagnosis of the disease based on the symptoms by making an AVERAGE Intelligence + Medical Expertise / Appropriate Specialty Skill roll. (A Botch means that he misdiagnoses the disease and will believe it to be a different illness.) 
A RESISTANCE roll can be made at the end of the early symptomatic phase and if successful, the disease is arrested during this period. The character suffers a debility period equal to the disease's Healing Time. During this time, the character suffers a -1 step penalty to all Attributes. This penalty is removed at the end of the healing time.  If the Resistance roll is failed, the disease progresses to the advanced symptomatic phase.

 ADVANCED SYMPTOMATIC PHASE
During the advanced symptomatic phase, the early symptoms continue and the advanced symptoms are added to the character's list of sufferings. These symptoms last for the amount of time listed in brackets. At the end of this time, a final Resistance roll is allowed. If this roll is failed, the character dies of the disease. If the roll is successful, then the character is on the mend. However, he suffers debility for the Healing Time as he would for the early symptoms.

TREATMENT
The progress of a disease can be arrested through the application of the proper treatment.
The effectiveness of treatment varies with the phase of the disease. Each description has a series of three bonuses separated by slashes. The first number is the effectiveness of the treatment being applied during the incubation period. The second gives the effectiveness of the treatment if it is applied during the early symptoms phase, and the final bonus is the effectiveness of the treatment if applied during advanced symptoms phase.

There is only one sure-fire treatment for the "Copperline" Virus... don't contract it.  The virus is deadly, and although Dr. Drucker was working on a vaccine, he did not complete it.  

Finding a cure requires a Complex Task (Intelligence + Medical Expertise / Pharmaceuticals skill rolls against a HEROIC (95) Difficulty Threshold). This Complex Action has to be completed before the dying starts, obviously.  This would be 12-24 hours. 

It’s recommended that you break this task into 4 hour increments, and allow PC’s to use plot points for each 4 hours of work.  There are some factors within the character's control that can make the job easier or harder.

Lab and Tools
· Character has improvised supplies only: -2 Skill step
· Character has limited supplies: -1 Skill step
· Character has standard supplies: no adjustment
· Character has superior supplies: +1 Skill step
· Character has cutting-edge supplies: +2 Skill step

Situational Modifiers
· Having access to Alliance help: +2 Skill  Step
· Having Drucker’s notes: +2 Skill step
· Having Xian’s research: +1 Skill step
· Specific Specialty skill – Pathology: +1 Skill step
· Specific Specialty skill – Microbiology - Study of microorganisms: +1 Skill step
· Specific Specialty skill – Virology: +1 Skill step
· Specific Specialty skill – Biochemistry: Study of biological chemistry: +1 Skill step
· Specific Specialty skill – Immunology: Study of all aspects of the immune system: +1 Skill step
· Having access to a person with natural resistance (like Coleen):  +2 Skill step
· Finding a Vaccine: Doubles Complex Action time and allows for better chance at a cure (24-48 hours)
Each roll reflects about 4 hours of work. A Botch rolled on this complex action increases the difficulty threshold by one category. Botching twice ruins the drug and the raw materials are wasted.

A Success means the Character has come up with a vaccine.  An Extraordinary Success means the Character has come up with a cure.

If a vaccine could be found and used on the infected characters they would survive, but would become carriers.  They would still have to deal with the authorities.  They would not be allowed to land on inhabited worlds until they could be certified as "uninfected"; which is something that may never happen.  However, if a vaccine is found, this will slow the progression of the disease in infected characters, and would give them additional time to find a cure.

If a cure could be found and used on the infected characters they would survive, and would be disease free.  They might still have to deal with the authorities, but it’s likely they would not get quarantined for life.

If they are successful in finding a vaccine, the PCs with scientific skills should be rewarded and gain a +1 step Skill bonus (1 appropriate science skill).  If they are successful in finding a cure, the PCs with scientific skills should be rewarded and gain a +2 step Skill bonus (1 appropriate science skill).

Other treatments which ease the onset of the disease:
· Antibiotics and Anti viral medications (+1 step / +2 step / +3 step): 
This is a program of pharmaceuticals given to the patient. The pharmaceuticals can either be in pill or injection form. These antibiotics are deemed to be broad-spectrum, meaning that one antibiotic type will be effective against many diseases.  Note that sometimes even common antibiotics cannot be found on-board ship or out on the Rim.

· Restore Fluids (±0 step / +1 step / +2 step):
The restoration of fluids ensures that the patient is not dehydrated by vomiting or excessive sweating. In most cases, this treatment is simply regularly giving the patient something to drink, but in more severe cases, intravenous fluids are used. 
· Relieve Symptoms (±0 step / +2 step / + 2 step):
The relief of symptoms is the use of pharmaceuticals or physical means to alleviate the patient's pain or lower his fever. 
· Rest (±0 step / +1 step / +2 step):
Rest means bed rest and sleep. The patient cannot perform any action if this treatment is to be applied. If he does, then any benefit gained from treatment is lost.




Appendix B: Ships and Stations

The “Copperline”
Marcus Class Transport 
Dimensions: 300Lx100Bx60H.  
Tonnage: 8000 tons 
Speed Class: 4 cruise/ 6 hard burn. 
Crew: 7 (6 single cabins – 1 double cabin)
Fuel Capacity:  300 tons (600 hours)
Cargo Capacity:  4500 tons
Passenger Capacity:  3 (3 single cabins)
Price: 144,000 





































Agi d4, Str d6, Vit d6, Ale d8, Int d4, Wil d4
Init d6+d8
Life 12. 

Complexity: low 
Maintenance Cost: 7200 a year
Traits: Seen Better Days (Minor)
Skills: Perception d4, Pilot d12, Covert  d6, Navigation d4
Equipment: 2 Life boats and 1 shuttle (missing)
Complexity: Low (x.6)
Price: 195,347 credits new
Maintenance Costs: 814.3 credits/month





The “Morgan Creek” 
Devon Class Transport and Salvage Vessel
Dimensions: 230Lx110Bx100H
Tonnage: 5600 tons
Speed Class: 4 cruise/ 6 hard burn. 
Crew: 6
Fuel Capacity:  200 tons (600 hours) 
Cargo Capacity:  1200 tons
Passenger Capacity:  none in stock configuration
Price: 100,800










































Agi d6, Str d6, Vit d6, Ale d8, Int d4, Wil d6
Init d6+d8
Life 12. 
Skills: Perception d4, Navigation d2 
Traits: Seen Better Days (Minor), Ugly as Sin(Minor), Spacefaring Only (Minor)

Complexity: Average. 
Maintenance Cost: 5040 a year.
Gear:   2 standard shuttles and 2 salvage work pods
Salvage Equipment:   Plasma cutters, Magnetic grapples, grabber arms positioned over the  salvage platform.







The “Damocles”

Modified Pride class mid-bulk transport III - By Lynn Le Fey
http://cortexsystemrpg.org/index.php?topic=730.0 


Dimensions: 150x70x30
Tonnage: 1000 tons
Speed Class: 6 / 8 full burn
Crew quarters: 5
Fuel Capacity: 50 tons (1600 hours of operation*)
*An additional 10t of fuel is carried for refueling shuttles and would supply 320 more hours of operation if needed.
Cargo Capacity: 80 tons (plus an additional 120 tons in shuttles and cargo containers)
Passenger Capacity: 8 (second class) or 12 (4 second class, 8 stowage)
Price: 24,000 credits new (6000 with minor ‘Seen Better Days’)

AGI d4, STR d4, VIT d6, ALE d4, INT d4, WIL d4

Skills: Perception d2, Covert d2
Traits: Seen Better Days (Minor), Fuel Efficient

Complexity: Very Low
Maintenance Cost: 800 credits per year new (1200 with minor ‘Seen Better Days’)
Life Points: 8





















Gear: 2 20-ton shuttles and 4 25-ton Missile mounts – two missiles each (Camouflaged as standard cargo containers). 8 100-lb medium range explosive ship-to-ship missiles.

Description
The Pride has a good passenger capacity, and reasonable cargo capacity. It’s made to go very long periods between stops, carrying twice the normal fuel reserve as most vessels per ton, as well as running fast and fuel efficient engines. It also carries a secondary fuel supply for refueling its shuttles which could be used by the primary vessel if needed. Few people look closely enough at the Pride to understand its true purpose. The upper deck can hold six small craft, and the lower cargo deck is large enough to accommodate a 20-ton shuttle. These things add up to a micro-carrier in war terms. The design allows for three shuttles to be swapped out in favor of two standard cargo containers, increasing cargo capacity by 50 tons.

It differs from the Mark I primarily in the internal layout. The large airlock has been removed, and a machine shop added aft. Externally, the bussard scoops have been moved forward of the docking arms. And the cargo cradles on the second deck enlarged slightly to allow two standard cargo containers to fit per side.





The “Hercules” – Alliance Patrol Boat (from Cortex System Boards)

   Dimensions (LxBxH): 430 x 155 x 45 feet.
   Tonnage: 3,955 tons.
   Speed Class: 5 cruise / 8 hard-burn.
   Crew Complement: 4 officers, 12 space hands.
   Fuel Capacity: 200 tons, (1,200 hours).
   Cargo Capacity: 20 tons.
   Gear: Eight 100-pound short range missiles. Ten 10-poun short range missiles with decoy or jammer warheads. One 20-pound cannon with 160 rounds. Two 1-pound autocannon with 1,000 rounds each. One magnetic grappler2. Two shuttles. Two ASREV. Infirmary with four beds.

   Agi d6, Str d6, Vit d6, Ale d8, Int d6, Wil d6;
Initiative d6+d8, Life Points 12.
   Traits: Fast Throttle (Minor Asset), Everybody Has One (Minor Complication).
   Skills: Perception d6, Pilot d6.
   Complexity: High.



“Bí Zhū Shé”- The Hog-Nosed Snake

VCX-350 Light Freighter
By Keith Hazelet (Keith.Hazelet@gmail.com)
Write-up by Sean Kennedy

Dimensions: 150Lx70Bx45H
Tonnage: 3600 tons
Speed Class: 4 cruise/ 6 hard burn. 
Crew: 6 (6 single cabins)
Fuel Capacity:  150 tons (800 hours) 
Cargo Capacity:  300 tons
Passenger Capacity:  2 single cabins
Price: 288,000

Agi d10, Str d6, Vit d6, Ale d8, Int d4, Wil d6
Init d6+d8
Life 12. 





































Skills: Perception d6, Navigation d4, Covert d6

Traits: Fuel Efficient

Complexity: Average. 
Maintenance Cost: 28,800 a year.
Gear:   The “Bí Zhū Shé” is armed with 6 EMP bombs.  Each one is powerful enough to take out 1 ship’s electrical system. They will use these bombs to disable their target before they board.  It also has an Alliance 1 lb auto-cannon turret with 1000 rounds of armor piercing ammunition.  










“Alexander”

Trawler class ship (modified)
Dimensions: 240Lx110Bx80H.  
Tonnage: 5800 tons
Speed Class: 4 cruise/ 6 hard burn. 
Crew: 7
Fuel Capacity:  300-500 tons (600-800 hours) 
Cargo Capacity:  1500 tons
Passenger Capacity:  none in stock configuration
Price: 116,000


Agi d6, Str d6, Vit d6, Ale d8, Int d4, Wil d6
Init d6+d8
Life 12. 
Skills: Perception d4, Navigation d2
Traits: Seen better days. (25% of cost) +50% maintenance

































Complexity: Average. 
Maintenance Cost: 27,840  a year.
Gear:   1 100-ton drop shipo, 4 25-ton Missile mounts – two missiles each (Camouflaged as standard auxiliary fuel tank). 8 100-lb medium range explosive ship-to-ship missiles.

Essentially, this ship is one large flying cargo hold.  
Deck 1 and 2 are bridge and crew areas, while Deck3 is one large cargo and fuel hold.
 
In the case of a standard configuration the gun-mounts installed on Deck 3 would be replaced by 25 ton auxiliary fuel tanks for longer flights.







ADELEI NISKA'S SKYPLEX (Based on Buscadero's Skyplex write-up)



















Picture from: Can’t Take the Sky (still-flying.net)

Dimensions (L x B x H): approx. 900 x 900 x 1,500 feet
Tonnage: approx. 2 million tons
Speed Class: 1 cruise / no hard-burn
Fuel Capacity: 60.000 tons (800 hours)
Crew: 495
Passengers: 1,800
Price: 35 million credits
Maintenance Cost: 6.4 million credits a year

Agi 0, Str d12, Vit d6, Ale d8, Int d6, Wil d8;
LP 24, Init d8
Traits: Branded (Minor Complication), Fuel Efficient (Minor Asset), Short Range (Minor Complication), Slow Throttle (Major Complication), Tough as Nails (Major Asset)
Skills: Mechanical Engineering d4, Perception d6, Pilot d4
Armor: Wound 3, Stun 2
Complexity: High




Appendix C: NPC’s

HEWLETT STEWART
Captain and Owner - "Morgan Creek"

Agi d4, Str d6, Vit d6, Ale d10, Int d10, Wil d12;
Life Points 16; Initiative d4+d10

Traits: Good Name (Major Asset), Leadership (Minor Asset), Military rank (Minor Asset), Talented (salvage & sales) (Major Asset), Trusworthy Gut (Minor Asset), Chip on Shoulder (Major Complication), Loyal (Minor Complication), Memorable (Minor Complication), Portly (Minor Complication)

Skills: Pilot d6 / Astrogation d4 / Mid-bulk transports d6 / short rage shuttles d6 / Planetary Vehicles d6 / Heavy Machinery d6, Guns d8, Knowledge d6 / Salvage d10 / Used Parts d10, Influence d6, Salesmanship d12

Description:
Hewlett Stewart is an older man likely in his 50's (no one is sure how old).  His crew is constantly teasing him for being a little long in the tooth.  He describes himself as "Older than mud and wiser than Buddha". He is somewhat portly and is always found wearing a nice suit, or sometimes a work outfit with brown duster. 
 [image: ]
Hewlett is one of those fellas that everyone knows and gets along with.  He’s an old Browncoat with a penchant for making good friends and better deals; a jovial man with a kind heart and head for business.  He owns a small salvage vessel and scrap yard on Jiangyin. Hewlett is very good at what he does.  It's said he could sell heating units to desert snakes.
Hewlett’s Business is essentially a privately owned division of Unified Reclamation.  Unified Reclamation owns all the trash in the ‘Verse and things “can get right ugly if Unified catches you poaching on their territory.”  However, to get around this, Hewlett pays a percentage of every salvage job to Unified Reclamation.

Hewlett is a seasoned War veteran who fought on the side of Independence, and reached the rank of Captain. He doesn't like to talk about what happened in the war, but he does have a certain dislike for Alliance rule. The only thing his crew knows is that he commanded a supply ship that was caught up in the Battle of Sturges.  

Truth be told, he was caught and went to an Alliance prison for a year.  He really hates the Alliance.

COLEEN MAC PHEARSON
Pilot - “Morgan Creek”
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Agi d10, Str d6, Vit d6, Ale d10, Int d10, Wil d6;
Life Points 12; Initiative d10+d10

Traits: Born Behind the Wheel (Major Asset), Talented /Pilot (Minor Asset), Sharp Sense-Sight (Minor Asset), Amorous (Minor Complication),
Easy Mark (Major Complication), Things go Smooth (Minor Asset), Straight Shooter (Minor Complication)

Skills: Athletics d6, Discipline d6 / Concentration d8,
Pilot d6 /Astrogation d8 /Mid-bulk transports d12/Large bulk transports d12 / short rage shuttles d8, Planetary vehicles d6, Perception d6 /sight d6, Guns d2, Mechanical Engineering d2

Description: Coleen Mac Phearson is a lovely young redhead from Saint Albans.  She may only be in her early twenties. But she has the piloting skills of a master. She joined the “Morgan Creek” crew when Hewlett Stewart happened to see her flying her father’s ore vehicle through the canyons of Saint Albans.  She met and hooked up with Nelson O’Neil, and was hoping to marry him before the events on the “Copperline” took place.  She is currently pregnant with his child.



NELSON O’RIELEY 
Engineer - "Morgan Creek"
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Agi d6, Str d6, Vit d8, Ale d10, Int d12, Wil d10;
Life Points 16; Initiative d6+d10

Traits: Crude (Minor Complication), Amorous (Minor Complication), Mechanical Empathy (Minor Asset), Memorable-dirty all the time (Minor Complication)

Skills: Mechanical Engineering d12, Knowledge d6 /mid-bulk transports d8 / large bulk transports d8, Guns d6, Engineering/Mining d2,

Description: With maybe the exception of Jayne Cobb, Nelson O'Rieley is just about the crudest fellow in the 'Verse.   He's a middle aged man with brown hair and blue eyes.   He often goes unshaven, and constantly wears clothes that show his innate messiness.

Nelson was born on Stoketown Station, a mining facility in the Motherlode asteroid belt.  His Father was a miner and his mother was a member of the brewer’s guild.  From a very young age it was apparent that Nelson had a deep empathy with all machines, and he could fix them when others could not.

When he was 16, he had the choice to either become a miner like his father, or take a job as a mechanic on a space freighter.  He chose the latter and his father hasn't spoken to him since.  Since then he's spent 20 years in space on a dozen different ships. He does a good job, but he always seems to have issues with the crews.  His personality seems to clash with just about everyone. When he became part of the crew of the "Morgan Creek" he vowed he would do better.  He still has the manners of a goat, but his demeanor is a little less crude.

He met and fell in love with Collen MacPhearson; and although the "L" word only came up once, he was planning to propose to her just before the events on the “Copperline” took place.  


MAX STARK 
(AKA Eric Greenspan) - Security Officer - "Morgan Creek"
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Agi d12, Str 8, Vit d8, Ale d10, Int d8, Wil d8;
Life Points 16; Initiative d12+d10

Traits: Fightin’ Type (Major Asset), Intimidatin' Manner (Minor Asset), Military Rank (Minor Asset), Deadly Enemy (Minor Complication), Loyal (Minor Complication), Two-Fisted (Minor Asset), Hooked (Major Complication), Cortex Specter (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

Description: Very little is known about Max Stark. He is a a loner who joined the crew of the "Morgan Creek" about two years ago and since then has only really built up a friendship with Nelson O’ Riley.  He does not discuss his past, and he seldom talks about anything but ship security.  He does show some interest in the ship's pilot Coleen MacPhearson, but can tell that she is in love with Nelson. He dislikes the way Nelson treats her, but he keeps it to himself most of the time. 

The crew has seen him in action and they know he has been well trained in almost all forms of combat.

What they don't know is that Max's real name was once Eric Greenspan.  He is an ex-Alliance covert operative who fought in the war.  He is responsible for the deaths of hundreds (if not thousands) of Independence soldiers. After the war was over he spent time in an Alliance hospital dealing with post-traumatic stress disorder.  He never really got over it, and is hooked on sleeping pills to make him relaxed enough to sleep.  

After he finished his hospital "visit", he was approached by Parliament member Timothy Cavendish.  Cavendish had been Max/Eric's commander during the war, and he wanted help with "liquidating" a fugitive ex-Browncoat terrorist, by the name of Kris Sato. Max/Eric accepted the mission, glad to be seeing some military action again.  He was sent with two of Cavendish's personal agents, and he tracked his target to a small homestead on Whitefall. 

It turned out that his target was a woman.  Kris Sato was indeed an ex-Browncoat, but she was not a terrorist.  She was an un-wed mother of twin girls, and had been the mistress of Timothy Cavendish.  The twins were Cavendish's children, but Cavendish was a married man.  A scandal like this would ruin him.  

Rather than allow Kris and her children to be killed, Max/Eric killed Cavendish's agents instead.  He then made Kris, her children, and himself -- disappear. He has spent the last two years in hiding under his assumed identity. 

Max/Eric is in a tough spot.  He can't really tell anyone who he really is or anything about his background. He's constantly trying to keep his history hidden.  If Cavendish were ever to find out where he was, the whole crew would be in danger.   




XIAN ZHANG
Doctor - "Morgan Creek"
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Agi d8, Str d6, Vit d8, Ale d10, Int d12, Wil d10;
Life Points 16; Initiative d8+d10

Traits: Allure (Major Asset), Deadly Enemy (Minor Complication), Highly Educated (Major Asset), Total Recall (Major Asset), Superstitious (Minor Complication), Steady Calm (Minor Asset)

Skills: Medical Expertise d6 / Surgery d12 / Pharmacology d8 / Microbiology d6, Scientific Expertise d6 / Anatomy d10 / Biochemistry d8, Athletics d6, Unarmed Combat d6 / Kung Fu d8  

Description: Xian is a five and half foot tall, slender and elegant, Chinese woman.  She was born and raised on Osiris, and comes from a very rich, but very traditional Chinese family. Her father was a well liked business man with ties to the community, but also with ties to the Tong.

Xian attended the best medical school on the planet and was all set to take a job as a surgeon at Osiris' premiere medical facility.  Just before she could her father, mother, and little sister were assassinated by members of a rival Tong. They even bombed her dorm at the university.  

Xian fled Osiris, trying to avoid being killed herself.  She answered an ad on the Cortex for a ship looking for a doctor. It turned out to be the "Morgan Creek". Hewlett liked her at once and hired her on the spot. That was two years ago.  She has not been back to Osiris since, and she is constantly looking over her shoulder; expecting the Tong to make and attempt on her life. 

Xian has made some good friends on board the "Morgan Creek". Xian and Mario Servetti share morning coffee and banter every morning.  The rest of the crew think they are lovers, but the Xian only wants to be Mario's friend. Mario calls her "China Doll", and Xian calls him "Little Italy".

Xian and Coleen are best friends, and spends any available free time planet-side going shopping.

 


MARIO SERVETTI
Salvage Chief/Cook -"Morgan Creek"
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Agi d8, Str d12, Vit d10, Ale d6, Int d8, Wil d10;
Life Points 20; Initiative d8+d6

Traits: Loyal (Minor Complication), Heavy Tolerance (Minor Asset), Intimidatin' Manner (Minor Asset), Steady Calm (Minor Asset), Talented (cooking and baking) (Major Asset), Memorable (height) (Minor Complication), Phobia (Fear of Snakes) (Major Complication)

Skills: Craft d6 / Cooking/Backing d12, Pilot d6 / Planetary vehicles d8 / Heavy Machinery d10, Guns d8, Knowledge d6 / Salvage d12

Description: 
This six and a half foot giant towers over the rest of the crew of the "Morgan Creek". Mario is a bit of a back-world bumpkin. He not well schooled, but he's not irrevocably stupid.  Mario was born on Jiangyin to a family who were well-known (at least on Jiangyin) for their restaurant, their cuisine and their cooking skills.  

Mario learned how to cook from a very young age, but he found his huge frame made it very difficult to run a kitchen.  

His height makes him quite intimidating.  All he has to do is frown at you and cross his arms and your steady calm will begin to waiver.

When he was still a young man he was out camping with his father and stumbled into a snake den.  Since then he’s had a fear of these slithery creatures.

When he reached his mid-twenties he took on a job in Hewlett's salvage yard on Jiangyin. He showed lots of potential for being a great salvage worker. But what really caught Hewlett's attention was how well Mario cooked.  He hired him as the Salvage Chief and Cook for the Morgan Creek about 3 years ago. 

He is a good friend to all members of the crew. Xian and Mario Servetti share morning coffee and banter every morning.  Mario calls her "China Doll", and Xian calls him "Little Italy".  The rest of the crew think they are lovers, but the Xian only wants to be Mario's friend.  Mario really loves Xian, but is not willing to destroy his friendship with her on the off chance she won't return his love.     

Mario spends a huge portion of his time and income on making delicious meals for his crew.  It’s his contribution to making the job of working in space more enjoyable.



CHANG NGUYEN
Salvage Engineer - "Morgan Creek"
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Agi d8, Str d6, Vit d10, Ale d8, Int d10, Wil d6;
Life Points 20; Initiative d8+d8

Traits: Linguist (Major Asset), Hooked (gambling) (Major Complication), Dead Broke (Major Complication).

Skills: Athletics d6, Pilot d6 /Salvage pod d10 / short rage shuttles d8, Planetary vehicles d6, Perception d6 / hearing  d6, Guns d2, Knowledge d6 / Chinese Dialects d8/ Latin d8, 

Description: Chang Nguyen is a man of Asian descent who was born on Santo.  From a very young age it became apparent that he had a knack for picking up new languages.  When he was 8 years old his parents died in a train accident.  After that he went to live with his uncle Hewlett Steward.  Hewlett trained him in the skills of salvage, but he also recognized Chang's skill with languages.  When he was old enough he brought Chang on board as part of the salvage team.  He also has Chang help with negotiations when language is a barrier to getting the job done.

Chang's only real flaw is the fact that he's a compulsive gambler and is consistently dead broke.




AL LOVITZ
Salvage Engineer - "Morgan Creek"
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Agi d10, Str d10, Vit d8, Ale d10, Int d6, Wil d6;
Life Points 16; Initiative d10+d10

Traits: Fightin’ Type (Major Asset), Talented/ Salvage (Major Asset), Straight Shooter (Minor Complication), Twitchy Cybernetic Arm (Minor Complication), Traumatic Flashes (Minor Complication), Loyal (Major Complication)

Skills: Athletics d6, Pilot d6 /Salvage pod d8 / short rage shuttles d8, Planetary Vehicles d6, Perception d6 /sight d6, Guns d4, Brawling d8

Description:
Al grew up in a family with an abusive father.  He took on athletics and boxing as a pastime, but eventually left those skills behind to become a metal worker. 

 He has been working in the salvage business for nearly 15 years. He was maimed in an accident and now has a bionic arm. (No special attribute adjustments)

His ex-fiancée, the daughter of a corporate fascist, had left him when he lost his arm and his job. She had claimed to love him, and he felt lucky when he hooked up with her. 

Unfortunately, all that ended because he was “enhanced”.  That’s what the doctors called it. He’d heard many other less pleasant descriptions. 

He had been in an accident on the job. He could still remember the burning agony when the arm was severed. The company he worked for, Blue Sun Corp. was more than happy to replace his lost limb, but genetic replacements were expensive. He had to settle for less. The cybernetic replacement was skillfully camouflaged. It looks as real as any other piece of him. The only problem was the tremors. The doctors called it a mild form of epilepsy. “Bio-cybernetic interfaces aren’t perfect,” they said. 

That’s a risk Al was willing to take. After they fixed his arm the company found a number of reasons he had to be let go. None of which were true.

He’d lost his job and his savings. The job hunting had been futile. He’d been black-listed by the Metal Workers Union.  He was arrested several times for brawling and drunkenness.  No one in the area would hire him.  No one would take a risk on him; until he met Hewlett.  Hewlett saw his potential and hired him on the spot. 

Because of this he has an incredible amount of loyalty for Hewlett and the rest of the crew of the "Morgan Creek".  Al joined the crew a little less than a year ago.



CLAY DRAVEN
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Agi d6, Str d6, Vit d6, Ale d12, Int d12+d4, Wil d10;
Life Points 12; Initiative d6+d12

Traits: Friends in High Places (Minor Asset) Moneyed Individual (Major Asset), Highly Educated (Major Asset), Total Recall (Major Asset), Steady Calm (Minor Asset), Overconfident (Minor Complication), Ego Signature (Minor Complication), Combat Paralysis (Major Complication)

Skills: Scientific Expertise d6/ Biochemistry d8/ Pharmacology d8 / Microbiology d12/ Virology d12, Medical Expertise d6 / Pathology d8 / immunology d8 / Anatomy d6/ First Aid d6

Description: 
Clay Draven is a name known throughout the scientific community.  He has done some groundbreaking work in the fields of bio-chemistry. He runs his own company and has his own personal lab on Beaumonde.  He is very wealthy and very powerful; and has a reputation for being a ruthless businessman.  He is methodical but a bit overconfident and egotistical.

Draven is a Caucasian man with ruggedly handsome features, Black hair and dark brown eyes. When doing business, he always dresses in double-breasted silk suit.






DRAVEN’S GOONS
Agi d10, Str d8, Vit d8, Ale d10, Int d6, Wil d8;

Life Points 16; Initiative d10+d10

Traits: Intimidatin’ Manner (Minor Asset), Loyal 
(Minor Complication), Mean Left Hook (Minor Asset)

Skills: Athletics d6 / Dodge d8, Guns d6 / Pistols d8/ Rifles d8, Discipline d8 / Intimidation d8, Influence d4, Knowledge d2, Melee Weapon Combat d6 / Knives d8, Perception d6 /Sight d8, Ranged Weapons d4, Survival d4, Unarmed Combat d6 / Brawling d10

Equipment: Knife (DMG d4 W, RNG 15), Assault rifle (DMG d8 W, RNG 150, ROF 316, MAG 30) or Submachine Gun (DMG d6 W, RNG 60, ROF3*, MAG 32).

Description: Dravens’s goons are hired mercenaries. They’re tough and relatively smart.  



COMMANDER GRACE MADIGAN
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Agi d6, Str d4, Vit d8, Ale d10, Int d10, Wil d10;

Life Points 16; Initiative d6+d10

Traits: Friend in High Places (Minor Asset), Leadership (Major Asset), Military Rank (Minor Asset), Steady Calm (Major Asset), Credo –Alliance Military- by the rules (Major Complication), Loyal (Minor Complication)

Skills: Athletics d2, Covert d6 , Discipline d8, Guns d6 / Assault Rifles d10 or Sub-machineguns d10/ Pistols d8, Influence d6 / Leadership d8 / Intimidation d10 / Negotiation d8, Knowledge d6 / Literature d8, Mechanical Engineering d2, Medical Expertise d4, Perception d6, Unarmed Combat d6, Technical Engineering d2, Survival d4

Description: Grace Madigan is a tough professional with a dislike for anything anti-Alliance.  She is dressed in the Alliance Navy grey double-breasted coat with black stripes, and wears her graying blonde hair up in a bun.  When she addresses the PC with the Alliance background she does so by using his/her rank and last name; never talking to them on a first name basis. 

Madigan is honest and truthful and ALWAYS play by the Alliance military rules.  Rank and responsibility are very important to her. She might bend the rules slightly, but only if it favors the Alliance.   She sees all Independents as criminals and rabble-rousers.


ALLIANCE GRUNTS- By Buscedero
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)

Skills: Athletics d4, Discipline d6, Guns d6, Influence d6 / Persuasion d8, Knowledge
d4, Linguist d4, Melee Weapon Combat d6 / Clubs d8, Medical Expertise d2, Perception
d6 / Sight d8, Unarmed Combat d6
Equipment: Stun Baton (DMG d2 S)
Description: 

Alliance Support Soldier- By Buscedero
 Agi d10, Str d8, Vit d10, Ale d8, Int d6, Wil d8;
Life Points 20; Initiative d10+d8.

   Traits: Tough as Nails (Minor Asset), Military Rank (Minor Asset), Loyal (Minor Complication), Prejudice (Minor Complication), Overconfident (Minor Complication).

   Skills: Athletics d6, Covert d6 / Disable Device d8 / Open Locks d8 / Stealth d10, Craft d2, Discipline d6, Guns d6 / Assault Rifles d10 or Sub-machineguns d10/ Pistols d8, Knowledge d4, Medical Expertise d2, Melee Weapon Combat d4, Perception d6, Unarmed Combat d4, Survival d4.

   In addition to the skills above, choose one of the following:
· Athletics / Parachuting d10 
· Athletics / Swimming d10 
· Planetary Vehicles d4 
· Survival d6 / Zero-G d8 
· Athletics / Climbing d8, Survival d6

   Equipment: Assault rifle (DMG d8 W, RNG 150, ROF 316, MAG 30) or sub-machinegun (DMG d6 W, RNG 85, ROF 316, MAG 30), pistol (DMG d6 W, RNG 100, ROF 3, MAG 15), combat knife (DMG d4W), tactical suit (AR 5W; -2 Agi), squad helmet (AR 4W; -2 Ale).


Based on Buscadero's Niska write-up:

ADELEI NISKA
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Agi d6, Str d4, Vit d6, Ale d8, Int d10, Wil d12;

Life Points 16; Initiative d6+d8

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

Skills: Athletics d2, Covert d6 / Streetwise d12, Discipline d4, Guns d2, Influence d6 /
Leadership d8 / Intimidation d10 / Negotiation d8, Knowledge d6 / Literature d8, Linguist
d2, Mechanical Engineering d2, Medical Expertise d4, Perception d6, Performance d4,
Unarmed Combat d2, Technical Engineering d2, Survival d4


Description: Adelei Niska is a very intelligent, yet psychotic crime lord. Thoroughly ruthless in his business practices, he is dedicated to maintaining his reputation for exacting terrible reprisals on those who cross him. This reputation is well-deserved. He believes in money and power and that both fear and terror are perfect tools to achieve both.


Based on Buscadero's Goon write-up:
NISKA’S GOONS
Agi d6, Str d10, Vit d8, Ale d6, Int d6, Wil d6;
Life Points 14; 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, Perception d6 /
Sight 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: Niska’s goons are just that: rowdyish thugs. They’re big and strong, but not particularly fast. Even though they might not hit their opponents every time they swing, them as are on the receiving end of a punch better watch out unless they want to enter a world of hurt.
* Can fire single shot, burst, or auto-fire.


Based on Buscadero and Frostwolf’s ideas:
BADGER
[image: ]

STR: d6, AGL: d8, VIT: d6, ALT: d8, INT: d6, WIL: d10

Life Points 12; Initiative d8+d8

Assets:
Friends in Low Places
Heavy tolerance
Nose for trouble 

Complications
Crude
Chip on the shoulder
Greedy
Overconfident
Memorable

Skills
Athletics: d4, Covert: d6 / Forgery: d8 / Slight of hand: d10 / Streetwise: d12, Influence: d6 / Leadership: d12/ Streetwise: d12, Perception: d6 / Gambling: d10, Unarmed combat: d6, Guns: d6, Melee: d6

Description:  Badger is a petty thug with pretensions to Kingpinery: He has bad facial hair, bad teeth, a crushed and grungy, black derby, and he wears a woolly and worn three piece suit with a mismatched tie, though he has only a wife-beater shirt beneath.  He has a heavy 'east-end' cockney accent, which many people from Dyton Colony have.

Badger was born on Dyton, a moon of the planet Greenleaf.  He skipped off from home early, running graft jobs here and there. He spent some time in the lock down, but less than he claims. 

He went on to run a criminal business enterprise on Persephone.  Badger, a self-proclaimed "honest businessman," is a crook with delusions of standing. Badger is a criminal, but views others criminals as less-than himself; a sad, little king of a sad, little hill.
 


BADGER’S GOONS
Agi d8, Str d10, Vit d8, Ale d6, Int d6, Wil d8;

Life Points 14; Initiative d8+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, Perception d6 / Sight d8, Ranged Weapons d4, Survival d2, Unarmed Combat d6 / Brawling d10

Equipment: Knife (DMG d4 W, RNG 15), Assault rifle (DMG d8 W, RNG 150, ROF 316, MAG 30) or Submachine Gun (DMG d6 W, RNG 60, ROF3*, MAG 32).

Description: Badger’s goons well disciplined thugs; many of whom have spent time in prison.  They’re big and strong and fast. 



Appendix D: Cortex Report- 1  (Player copy)
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Copperline Cortex Report- 1
· Ship Registry Name: Copperline
· Ship Registry Number: 092453-MC
· Class:  Marcus-class 
· Type: Freighter
· Capacity: 4500 tons
· Launched: AD 2484, March 22
· Lost: AD 2504, July 1
· Last Known Location:
· Last Known Flight Plan: routine shipping run; from Athens to Beaumonde.
· Cargo: transporting three passengers and a full load of minerals. 
· Survivors: None All hands lost



Appendix E: Cortex Report- 2  (Player copy)
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Cortex Library - Unexplained Incidents - The Wreck of the “Copperline” 
Cortex Entry 12098541-1205. Alliance Hazard Rating: RED.

Historical incidents between 2504 and 2517

AD 2504, June 12 - The "Copperline", a Marcus-class freighter, embarks on a routine Cross-Verse shipping run; from Athens to Beaumonde. She was transporting three passengers and cargo of fuel, and a priceless load of Vitricite (estimated value of 40 million credits on today’s black market).  Vitricite is a chemical used in the production of several dozen medicines, including two illegal psychotropic drugs.  
AD 2504, July 1 - Distress calls are picked up by numerous ships near Beaumonde. The S.O.S. calls came from the freighter “Copperline”. The signals claimed:
"All officers including captain are dead. Possibly whole crew dead."  This message was followed by indecipherable message, and then a final message, "I die."
Within hours of the first distress signals, the first rescue ship arrived at the coordinates where the signal originated.  Upon arrival, the rescue vessel tried to hail the “Copperline” but there was no response.  Scans of the area indicated no vessels or wreckage in the area. 
The rescue ship "Voltaire" did accidentally come across a body floating in the vacuum of space.  When the freeze-dried corpse was brought on board, the thin man with reddish hair was identified John Barleck, the Copperline's second in command.  No other crew or wreckage was ever found.  Even though it has never been proven, the ship's disappearance was eventually blamed on a Reaver attack.  However, some speculate that this is incorrect as the event took place three years before the first verified Reaver attack. Reported lost are:
· Ourang Medan - Captain 
· Jian Seng - Navigator
· Carroll A. Deering - Engineer
· John Barleck - first officer/ computer specialist
· Nancy Ahern - Medical Officer
· Masato Kuroiwa - Security Officer
· Dr. Peter Drucker - Passenger
· Carlos Alvarez - Passenger
· Nina June - Passenger
AD 2507, January 23 - The freighter "Diamond Shoals" reports tracking a ship near Whitefall.  The ship is running without position beacon or ship's ID beacon. Configuration identifies the ship as the “Copperline”. When the captain of the Diamond Shoals chooses to investigate, he finds nothing at the coordinates where the ship was last traced.  Five days later the "Diamond Shoals" reactor explodes. Only one crew member survives.  The legendary haunting and “Curse of the “Copperline” begins.
AD 2510, August 5 - During the Unification War, The Alliance cruiser "Heracles" reports scanning a ship adrift near the Dyton Colony. Scans indicate she is Marcus-class freighter.  The “Heracles”  picks up some intermittent signals from ship's ID beacon and she is identified as the “Copperline”.   When fighters are launched to investigate the ship cannot be found. Two weeks later the "Heracles" is destroyed at the Battle of Sturges. Rumors begin to actively circulate about the "Copperline" being a cursed ship.
AD 2514, November 11 - The Commercial towing vessel "Dartmouth" reported encountering the “Copperline” drifting across her path near Paquin. The following message from the "Dartmouth" was received by the Alliance Base 158.   
"Commercial towing vessel "Dartmouth" - Code 5: alert. Cargo vessel 'Copperline' discovered adrift at coordinates 5.1.76-P.  The ship is found in good space-worthy condition.  It appears as though the crew abandoned ship in a great hurry.  All “Copperline” lifeboats and shuttle are missing. Dartmouth will attempt to tow her to Paquin orbit. Estimated arrival time 48 hours."
The "Dartmouth" then disappeared without a trace and was never heard from again.
AD 2517, December 29 - A sighting of the "Copperline" is reported near Hera, by the Firefly-class vessel "Honeyway". Two days later the “Honeyway” is found adrift. When it does not respond to hails an Alliance rescue ship is sent to investigate.  The "Honeyway" is found to have been gutted by a fire.  All crew are dead. 


Appendix F: Cortex Report- 3  (Player copy)
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· Ourang Medan - Captain 
Born on Sinhon, Ourang Medan opened his own shipping business at age 23.  Highly intelligent and clever, he quickly made a name for himself. Classified by Alliance Security as Green Security Risk.
· Jian Seng – Navigator
Born on Boros. From a very young age Jian Seng showed a very high proficiency for Navigation and Spatial Mathematics.  He emigrated to Ariel to attend college.  He worked his way through college on an Alliance funded internship with the Alliance Defense Force.  He was expelled from the university when he got into a fight another student.  The fight was supposedly over a bigoted and prejudicial statement made by the other student. The other student denied the allegation, stating that Seng had assaulted him for being a “rich boy”. Seng returned to Boros and took a job as a freighter navigator. Classified by Alliance Security as Yellow Security Risk.
· Carroll A. Deering – Engineer
Carroll Deering was born on Ariel to a very rich family.   She could have lived a life of luxury, but when her parents wanted to marry her off to someone she despised, she left Ariel and studied Engineering in the Alliance military.  She was dishonorably discharged when she punched a superior office. Classified by Alliance Security as Yellow Security Risk.
· John Barleck - first officer/ computer specialist
John Barleck was born on Shadow.  His parents were poor, but John was bright enough to be able to attend college and learn computers. Classified by Alliance Security as Green Security Risk.
· Nancy Ahern - Medical Officer
Nancy Ahern graduated top of her class at Osiris’s Medical Academy, but after the death of her father, she chose to become a ship’s doctor. Classified by Alliance Security as Green Security Risk.
· Masato Kuroiwa - Security Officer
Masato was born on board his parent’s ship, and he spent nearly all his life in space.  He learned martial arts from his grandfather, Classified by Alliance Security as Green Security Risk.
· Dr. Peter Drucker – Passenger
Alliance scientist who was head of research in the bio-weapons division of the Alliance Defense Force.  He was stationed at a High Security base on Beaumonde, but was summarily dismissed when it was discovered he was anti-unification. With the possibility of civil war on the horizon, the Parliament decided he should be removed from his position, and was “relocated” to Athens. Classified by Alliance Security as Black Security Risk - anti-unification. Not to be allowed to land on Beaumonde.
· Carlos Alvarez – Passenger
Doctor Drucker’s lab assistant.  He was dismissed at the same time as his mentor and was “relocated” to Athens. Classified by Alliance Security as Orange Security Risk - anti-unification.
· Nina June – Passenger
Doctor Drucker’s niece and fiancé of Carlos Alvarez. Classified by Alliance Security as Yellow Security Risk.
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