AMBER TO RED
by Neil Cheyne

Players may assume the roles of the mission team only, or, if sufficient number are present, may be split into two groups and control the mission team and the defending forces. The mission team should be familiar with the contents of modules 1-5, 7, and 8; the defenders, if players, should be familiar with modules 1, and 4-8.

1. PRESS RELEASE 200-1106

A spokesman for Tukera Lises today announced the signing of a contract with the government of Wypoc/Lanth (0401). This contract calls for the transport of 40,000 inhabitants of Wypoc to Djinni/Lanth (0501). Many craft will be chartered, and Tukera are now accepting applications for employment.

A spokesman for the Scout Service confirmed this transfer of population to a Red Zone, and added that the operation would be supervised by elements of the IISS and two Kinunir class battle cruisers of the Imperial Navy. He made it clear that only those of the planet Wypoc are allowed to land on Djinni, and only skips employed by Tukera Lises could enter the Red Zone.

Wypoc: General Information 

Wypoc/Lanth (0401) E9C4547 C AG

This planet has a basic spaceport, extended on a temporary basis to allow for the expected transport fleet. It has no orbital facilities. Planet diameter is 9,000 miles, the atmosphere is insidious in most areas of the planet, and is 40% water covered, with a population of 100,000. The government of Angora, the principal nation, is a representative democracy which forbids the possessions of firearms. The planet is orbited by a satellite, Poco (E200000). Wypoc has tech level 12.

Wypoc has suffered a long chemical war, which has resulted in the almost total destruction of the population. Once a thriving starfaring community it is now dying; drifting clouds of powerful insidious chemicals threaten to overcome the last communities of Wypoc. The largest of these is in Angora, with a population of 40,000 and the only remaining starport. It is Angora that has made the deal with Tukera Lises to evacuate its population. The inhabitants of Wypoc have little to offer as trade; however, Angora sold the satellite Poco, although it has no more right to than the other communities, which are isolated by the clouds, have no port facilities, are in no position to argue the sale, and must await rescue at a later date by Imperial forces.

Approach and Landing Regulations: There is extensive war debris in orbit around the planet. Much of this is dangerous and unplotted, making travel off the approved approach routes risky. Landing other than by the approved descent will mean passing through the chemical clouds, possibly with fatal results. The entire procedure is made more hazardous with the overloading of the ground-based navigation systems, brought about by the transfer of the planet population.

Other Communities: Of four such, Hygar is the main one, with a population of some 30,000, and a reasonable amount of surviving high tech equipment. The other settlements of about 10,000 are situated in areas protected mainly by nature (rather than energy barriers) from the insidious areas.

2. MISSION BACKGROUND

The transfer of personnel from Angora, Wypoc to Djinni has begun, several independent craft have been employed by Tukera Lises to lift men and material to larger skips in orbit beyond the debris. Two 100 ton scout skips patrol this convoy, beyond a Kinunir class cruiser stands watch, its marine complement below on the planet surface maintaining civil order.

269-1106: The 200 ton free trader Hustler lands on the planet at temporary space port facilities and offloads electronic engineers with their equipment, sent to augment the navigation system. Unnoticed 10 of these engineers slip quietly away, and disappear into the suburbs of Angora. Gathered together in a basement of an undisclosed commercial concern, they meet their patron, Johann Auchzt of the Hygar secret service who outlines their mission as follows:

"You have been hired for a dangerous mission requiring the use of all your skill. The prize is well worth the risk, gentlemen; those of you who survive will be part owners in the ship St Christopher. The mission is in three parts; first, storming the St Christopher which is at the northern extremity of the space port, due to be loaded in 24 hours time. The defences and layout of the space port and skip are shows on the maps. Second, to travel in a low orbit, avoiding the two scout skips in any manner required and passing through the debris belt casing the 90 ton survey laboratory attached to the St Christopher to select a safe course to Hygar, where passengers and cargo will be awaiting pickup at a secret base recently built to accommodate the skip. Third, the skip should proceed to Djinni evading the Kinunir c/ass cruiser in any manner required. On arrival at Djinni the laboratory should be put into orbit, and the lifeboat and ship's boat used to deliver the people of Hygar to the planet surface The St Christopher then belongs to the crew. "

3. THE MISSION TEAM

The characters have undergone a familiarisation course on the XLS 490 Laboratory ship, St Christopher class. The patron, who will accompany the party, will work the laboratory computer during flight. With the exception of the pilot and the engineer the rest of the team are commandos and have been trained as such. Players may reassign gun and blade combat skills before play starts to any other weapons in any combination, so long as the total number of skills in each category is the same. The mission team may employ any equipment that they can carry up to tech level 13, this does not include battle dress. The team has an air raft with turret auto cannon. Also available is an ATV crash tender for the starport. These vehicles are with the team at Alpha Warehouse 12 hours from loading time, 18 hours from takeoff time. It is almost dusk, and the evening is characteristically warm and still. There is a certain urgency about the city as the populace prepares to leave.

Name
job
UPP

Rank
Age/Terms
Character skills

Johann Auchzt 

Patron
Major
42-00
Electronics-3, Computer-4, Streetwise-3

Johr Magi 

Mission Team Leader
1st Lt
30-03
Leader-1, Grav Veh-1, Cbt Rifle-1, Recon-1, Medic-1, Survival-1, Commo-1

ILon Kidder 

Assault Section Leader
2nd Lt
26-02
Grav Veh-1, Instruction-1, Cbt Rifle-2, Streetwise-1, Interrogation-1

Ghentz Hobard 

Assault Section Member
Lance Sgt
30-03
Mechanical-4, Electronics-1, Blade-1, Demolition-1, Medic-1

Tsar Krogel 

Assault Section Member
Commando
26-02
Electronics-1, Computer-1, Pistol-1, Brawling-1, Survival-1

Fats Reefer 

Assault Section Leader
Commando
26-02
Blade-3, Cbt Rifle-1

Lee Quinton 

Support Section Leader
Sgt
26-02
Gunnery-2, Cbt Rifle-1, Autocannon-1

Noah Plugger 

Support Section Member
Lance Cpl
30-03
Gunnery-1, Cbt Rifle-1, Autocannon-1, Recon-1

Baden Fane

Pilot
Lt Cmdr (navy)
34-04
Pilot-2, Navigation-1, Computer-1 Vacc Suit-1

Yang Fin-se

Engineer
Lt (navy)
26-02
Engnrng-2, Navigation-1, Mechanical-1

4. BACKGROUND INFORMATION ON THE STARPORT

The port is located in the north of Angora, on the edge of the insidious zone, and the St Christopher is at a loading bay at the edge of the port. A hangar adjacent to the loading bay contains equipment and supplies due to be put on board, minor repair facilities, and emergency fire fighting units.

At night there are four security men at the hangar armed with assault rifles, and wearing cloth armour. The Navigational Assistance Unit is unlikely to have more than five or six men on duty at night, with sidearms only. The security platoon at the chemical warfare plant has thirty men and three ATV's equipped with night detection gear. Their equipment is cloth and reflect armour, with a mixed armament of laser rifles, ACRs and SMGs. If the alarm is raised, squads of Imperial marines should be expected to arrive from port road A. The transit camp is occupied by citizens due to leave the planet the next day, there are currently about 200 people in this camp. The warehouses north of the transit camp are used to store equipment due to be loaded aboard the starships within the next few days. Warehouse Alpha is the property of Johann Auchzt and all equipment can safely be kept here for up to 18 hours. The transit road has 4 men on duty in each of two bunkers, one at either side of the road. The electronically guarded gate can be opened from the south bunker.

Boarding: Access to the St Christopher can be gained by the air lock via the external ladder, this is not locked but is guarded. There is a loading elevator beneath the laboratory; this is locked and would need to be forced. The inspection hatch at the lower engineering deck is open and an external ladder attached. The inspection hatch at the lower engineering deck is open and an external ladder attached. Two or three of the twelve man crew can be seen working here through the night, others can be seen about the airlock at dusk (18 hours before the ship is due to leave). The remainder are asleep on board. The cargo and boat doors cannot be forced.

Lift off: The patron and the pilot are familiar with the layout of the ship's controls and have the necessary nav tape to travel to Hygar. The ship is fuelled and able to take off from dusk onwards. As the final checks are still underway there is a small chance that the ship will not be fully operational. Twenty minutes would be required from first control of the ship until takeoff time, unless damage is caused.

5. XLS 490 ST CHRISTOPHER

Designed as an exploration ship the St Christopher has a mass of 490 tons when the detachable space laboratory is attached, and 400 tons without this. The laboratory is capable of maintaining orbit for several months, and was designed for orbital survey work. Its specialist detection equipment is also ideal for detailed scanning of ships in space.

XLS 490 ST CHRISTOPHER DECK PLAN LOCATION KEY

A DECK
B DECK
C DECK

1. Audio Laboratory 

2. Control Room 

3. Auxiliary Laboratory 

4. Scanner Systems 

5. Airlock 

6. Airlock 

7. Bridge 

8-19. Staterooms 

20. Galley
21-23. Staterooms 

24. Cargo Hold & Missile Storage 

25. Airlock 

26. Common Area 

27. Cargo Hold 

28, 29. Freshers

30. Upper Drive Room

31. Biology Laboratory 

32. Electronic Laboratory
33. Survey Laboratory 

34. Remote Sensing Laboratory

35. Middle Drive Room 

36. Lifeboat Bay

37. Ship's Boat Bay

38. Drive Room

Note: Ceiling iris valves on A deck lead to turrets.

Partition watts and cabin doors require 100 points of damage before they will break open enough for a human to pass. Cabin doors are sliding. Bulkhead watts and floors are airtight and require 1000 points of damage to break through as do the iris valves, which are also airtight. These doors are opened by controls at the side of door, and will not open if there is a vacuum present at only one side of the door. The missile turret has an autoloader which extends down into the cargo bay, where missiles are kept.

6. THE CREW

All the crew carry snub pistols, the two security guards have laser rifles and wear cloth and reflec armour. The ship's locker is in room 10 and contains a further 2 laser rifles, 8 submachine guns, and 10 sets of cloth armour.
The ship boat has a beam laser, and has on board an air raft and an auto cannon.

Name
job
UPP

Rank
Age/Terms
Location night/day
Character skills

Lance Baun 

Captain/Pilot 
B59897

Scout
34-04

9/7
Pilot-1, Navigation-1, Vacc Suit-1, Computer-1

Ichter Badmanne 

Chief Engineer 
7868A8 

Navy 
26-02

35/11
Engnrng-2, Navigation-1,

Mechanical-1

Ace Callaghan 

Navigator 
78599A 

Navy 
50-08

13/7
Navigation-2, Medic-1, Admin-1

Joe Jewell 

Ship's Boat Pilot 
777869 

Navy 
22-01

15/26
Ship's Boat-1, Admin-1

Donald Mcdonald 

Medic 
758696 

Army 
26-02

17/31
Medic-2, Computer-1

Zareth Seer 

Cook/Clerk Army 
56A855 

Army 
26-02

19/20
Jack of Trades-2, Admin-1

Bernie Battles 

Gunner 
558774 

Navy 
34-04

21/Fwd Turret
Gunnery-2, Vacc Suit-1, Admin-1

Ted Fores 

Gunner
656578 

Navy 
26-02

23/Aft Turret
Gunnery-1

Skip Benson 

Engineer 
868548

Merchant
30-03

38/22
Engnrng-1, Electronics-1

Argo Gothner 

Engineer
78B78A 

Merchant
26-02

18/30
Engnrng-1, Mechanical-1

Paul Finter 

Security Guard
A6786A 

Marine
30-03

25/16
Tactics-1, Vacc Suit-1, Laser Rifle-1, Blade-1

Bella Moreno 

Security Guard
788586 

Marine
26-02

25/14
ATV-1, Vacc Suit-1, Laser Rifle-1, Blade-1

7. REFEREE'S NOTES

Storming of the Ship

The four security guards at the hangar will send two men on a perimeter patrol of the loading bay at infrequent intervals, about twice an hour. The security platoon will patrol at night and be in reserve during the day. These night patrols will be undertaken every half hour and will consist of a single ATV with 10 men aboard. The ATV is equipped with night fighting gear and individual weapons are fitted with night sights. The Imperial marines will arrive at the source of any trouble within 10-15 combat rounds, arriving on port road A in squad strength aboard an ATV. After a similar delay another squad will arrive. The Imperial marines are from the Kinunir class cruiser. If this adventure is not available then each squad should be in battle dress armed with PGMP 13. The bunkers on the transit road are in radio contact with the security platoon, and no traffic is expected throu9h the night. However there has been much disorganisation and frequent changes of plan throughout the evacuation. These bunkers have walls equivalent to double-strength bulkheads and firing slits facing forward and to either side.

Lift off

Due to lack of maintenance there is a 1 in 6 chance that the engines will fait in flight. During the flight a scout will intercept the ship at maximum laser range and travel alongside engaging the ship for five turns, until it enters the atmosphere again and travels through a narrow gap in the chemical clouds, guided by the advanced detection systems aboard the lab. Entry into the cloud for any reason will result in two "hits" on the ship, with normal effects.

Escape to Djinni

Lift off after loading men and equipment at Hygar will require the ship to pass through the layer of debris, containing manystill-active missiles. These can be avoided by skilled use of the lab's detection systems. If for any reason this is not done 1d6-2 missiles will be encountered, attacking as normal.

Beyond the debris belt the Kinunir class cruiser must be evaded, or engaged. When arrival at Djinni has been made all will be safe, although the cruiser may pursue the stolen ship at the discretion of the referee.

