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Introduction

This is an adventure dealing with the experiences of a group of player characters who have their own ship and are engaged in interstellar trade. Details concerning the world Gallerin may be altered by the referee in order to conveniently set the adventure in any sector as a part of an on-going campaign.

In this adventure, the player characters are hired to smuggle a special "package." actually an alien life form, past the customs inspectors of a class-B starport on a world with strict laws governing the importation of off-world animals.

"Special Delivery" is designed as a short adventure which can be played in a single gaming session, or as a game subplot which can be woven into a longer game or campaign. It may also serve as a springboard to longer, more involved adventures. The referee should feel free to make whatever changes are necessary to non-player characters or the background in order to adapt the adventure to his group's situation.

As always, information presented as Referee's Background or Referee's Summary should not be divulged to the players. It is intended for the Referee alone and should be revealed to the players only as they have the opportunity to discover it for themselves during the course of play.

Non-Player Characters

(Referee's Background)

The following NPCs may be encountered in the course of this adventure and should be introduced as the need arises.

Tolan Gashariggur, Trader 957896 Age 50 8 terms Trader - 4, Bribery - 3, Broker - 3, Persuasion - 3, Handgun - 1, Brawling -1

Tolan Gashariggur is well-known on Cantrip, the world where the adventure begins. A powerful and wealthy member of the local underworld, he will approach the characters with the "special delivery" which opens this adventure.

Paulis Menelenemolis, Trader BB7998 Age 54 9 terms

Bribery -4, Forgery -4, Gambling -3, Legal - 3, Streetwise - 3, Handgun - 2, Stealth - 1

Though he has a public reputation as a fantastically wealthy trader native to Gallerin, Paulis Menelenemolis is an important member of the planet's underworld and a secret associate of Tolan Gashariggur.

Referee's Plot Summary

In a starport bar on Cantrip, the characters are approached by a criminal, Tolan Gashariggur. He offers them a job for which he is willing to pay them Cr10,000 each - smuggling a harmless and innocuous pet, named "Percy," past starport customs at Gallerin, their next destination.

For a variety of reasons, the players will find themselves forced to accept. They will consider several schemes for smuggling Percy past Gallerin customs.

Once they get him past customs, they will find themselves in the middle of a criminal plot, with Percy at the center of it all. They will have to decide whether to go to the authorities or to settle things themselves with the deadly Gallerin underworld.

In a Bar on Cantrip

(Opening Narrative)

We are on Cantrip, a wet and jungle-ridden pesthole of a world far enough off the beaten track that our ship was still the only one in port . . . and still the local factors weren't buying. That about summed up our luck up to that point: off the track and no one buying, and us with a cargo hold full of carella fiber and jinjute that would start to rot if we didn't find a market fast.

It seemed as though there was no action anywhere on that drizzle-faced planet, none, at least, that wasn't controlled by a bigshot trader they called "Tolan the Toad" Gashariggur. "You'll have to talk to the Toad, man," was the only answer we'd had after three days of making the rounds to the local factors. Only finding the guy wasn't that easy.

So there we were, frowning at our drinks and wondering if we'd ever have the credits free to replace that cross-patched fusor circuit when the bartender came over and said someone wanted to talk to us. "Who'd want to talk to us?" I asked belligerently, but the barkeep just jerked his head toward a booth in the back. We turned, and there was Tolan the Toad, all 130 kilos of him, surrounded by his flunkies and giving us the most unpleasant smile I'd ever seen in my life.

I knew right then we were in trouble.

An Offer You Can't Refuse

(Opening Event)

Player's Impressions: Gashariggur is Vilani-human, ponderously fat, and ostentatiously wealthy. He has an armed, 4-man bodyguard which seems to be as much for show as for security. It seems quite evident that the trader as much as owns the Cantrip spaceport and everyone in it. He is smiling and genial, however, buying the characters drinks and offering them "a little proposition." He says it in a way that leads the players to think they really don't want to refuse the man.

Referee's Summary: The Toad introduces himself as a local merchant with far-ranging interests. He has a "package," as he calls it, requiring "special delivery" to Gallerin, a world several jumps away. He assures the characters that there is nothing dangerous or even illegal about the package ... but that some rather silly local laws make delivery somewhat difficult. He is willing to pay the characters CR10,000 apiece if they will deliver the package, with the promise of CR20,000 more from his business associate on Gallerin once delivery is made.

Referee's Details: The players should be given the opportunity to refuse the assignment, but if they do the adventure will be stalled on Cantrip for some time to come. Gashariggur controls most of the commercial activity on Cantrip, including spacecraft maintenance facilities and fuel, and has the cooperation of trade factors in port who might deal with the characters. Gashariggur needs the characters and their ship, and he is able to apply economic pressure to win their cooperation. Port fees and taxes, he will point out, mount up very rapidly… and perhaps they'd care to simply turn their ship over to him now?

He will be unwilling to say much about the package, other than that it is small (he indicates something with his hand about a meter tall), and that it must reach Gallerin as quickly as possible.

For their part, the characters might decide to go along with the man, hoping either to cheat him later or to discover and expose his presumed criminal activities. If they have no compunctions about smuggling, of course, the offer may seem to be no more than a straightforward business proposition.

The Package

(Event 2, at a spaceport warehouse) 

Player's Impressions: After they agree to his terms, Gashariggur has the characters meet him at one of his warehouses adjacent to Dock 4-C. There, one of the trader's associates brings out the "package." The characters will be startled to learn that it is an animal of a species unfamiliar to any of them. Its somewhat comic appearance is heightened by the fact that it is wearing a brightly-colored, flower-print shirt, making it look like a caricature of a human tourist. It seems content and somewhat simpleminded, crooning softly to itself in a melodic singsong. When given the opportunity, it will seem to be attracted to one of the characters, and Gashariggur will observe that "he likes you already!"

Referee's Summary: Gashariggur tells them that Gallerin is a resort planet which caters to wealthy tourists and vacationers. A woman named Lady Glaudia Vendevegillur, visiting Gallerin for an extended stay, has hired a business associate of Gashariggur's to smuggle her beloved pet, named "Percy." past Gallerin customs.

He explains that the local laws against importing alien life forms are strict , but - in this case - rather silly, since the animal is completely harmless. They will be invited to examine documents by Cantripan scientists and veterinarians affirming that the life form known as "Percy" is of an unknown species but is carrying no harmful diseases and appears to be biologically neutral incapable of reproduction. There are also documents proving the purchase of Percy by Lady Glaudia from a merchant on Vespast. The players may suspect the integrity of the documents, but there is no denying that the creature seems harmless enough.

And if they refuse, Gashariggur still holds his economic club over the characters and their hope for a profit on this trip.

Referee's Details: The referee should refer to the section entitled Percy (Player's Background) for a full description of the creature. It is harmless and friendly, though the players will have to make up their own minds about that. Percy's comic aspect will be heightened by the shirt which makes him look like a squat, long-armed tourist. Closer examination will reveal the stomach pouch which is hidden by the shirt; it looks repugnant, but otherwise Percy appears sociable, clean, and amusing.

One of the players may think to ask a question which could be important in light of Percy's coming space voyage: "Is he housebroken?" Gashariggur will laugh and say that this isn't a problem. Percy's digestive system is so efficient that there is very little in the way of waste products. The trader doesn't think Percy can make a mess.

The players may also wish to consult other sources regarding Gallerin's import laws. Some information will be available at the Cantrip spaceport. The referee should refer to the section of this adventure entitled Gallerin (Player's Background) for a complete rundown.

Voyage to Gallerin (Interlude)

Players' Impressions: The voyage to Gallerin is relatively uneventful. Percy continues to be all he is claimed to be, clean, friendly, and mostly harmless. His attraction to one particular player will grow, and the little creature will at tunes make a nuisance of himself, following his friend around the ship. He does, indeed, appear to be housebroken.

Referee's Summary: The referee may have some fun with the players at this point, allowing Percy to get into minor trouble. If locked up by himself, he will give vent to a piercing, mournful wail; if ignored, sooner or later he will disassemble part of the door locking mechanism with his strong, supple fingers and wander about the ship.

His curiosity will pose the only real threat during the journey. If allowed unrestrained access to all parts of the ship, he may begin to tinker with something important - like the jump drive converter or the air circulation pump machinery - causing a fast few moments for the engineering crew. Fortunately, Percy is easily distracted by his "friend" and can be kept out of trouble by paying attention to him.

Referee's Details: Depending on how the players and the referee want to play it, and on the type of ship the characters are using, the journey may be a direct jump from Cantrip to Gallerin, or there may be one or more stops along the way. At any A, B, or C-class starport, more information can be gleaned about the destination, and the players will have the opportunity to learn more about Gallerin's rather draconian laws against importing animals.

During this period, the players will have to work out the details of the operation - just how are they going to smuggle Percy past the authorities? The referee should use the section of this adventure entitled Smuggling Percy to evaluate the players' various ideas.

Throughout the flight, the referee should play Percy as a bright (though non-sentient), clever, very curious, somewhat mischievous animal with a deep attraction for one of the crew members. The referee might think of a well-trained chimpanzee as an example when describing Percy's behavior.

Welcome to Gallerin (Event 3, at Gallerinport)

Players' Impressions: Gallerinport is a large and busy class-B starport, with concourses and boarding areas crowded at most hours of the day or night. As is true of many such facilities, the port is divided into two areas. The inner port is considered extraterritorial; that is, it is not subject to the laws of Gallerin. It

includes most port facilities, administration, baggage and cargo areas, boarding and loading areas, and most of the rest of the working port. Security forces are provided by a commercial agency hired by the port administration. The outer port is separated form the inner by the so-called "White Line" and is legally under the authority of local laws and regulations. Customs is the point of crossing from the inner to the outer port and consists of ten stations, each with two Customs agents on duty. They will ask incoming travellers to open all parcels and luggage and will question the arrivals on their reasons for coming to Gallerin.

Referee's Summary: The player characters arrive. Depending on what approach they have decided on, they may elect to reconnoiter or to contact members of the local underworld. At some point, they must decide to make the actual attempt and smuggle Percy past the "White Line."

Referee's Details: Events from this point depend on the actual plan. The referee should refer to the section entitled Smuggling Percy (Referee's Information), which describes various possibilities and should give the referee some idea of the likelihood of success.

Smuggling Percy

(Referee's Information)

During the voyage from Cantrip to Gallerin, the players will have ample time to discuss methods for completing their assignment. Several possibilities may present themselves:

• Idea 1: They attempt to by-pass Gallerin's starport and land elsewhere on the planet, either in the ship or in a ship's boat, then arrange to meet Gashariggur's confederates or Lady Glaudia herself.

Evaluation: Bad idea. Gallerin has a COACC (Close Orbit and Airspace Control Command) with a reputation for efficiency and ruthlessness. This reputation can be gathered in conversations with merchant NPCs on Cantrip and elsewhere and may even be known by one or more of the player characters who, the referee decides, have been there before. Unauthorized landing attempts will be met with force - and probable destruction.

• Idea 2: Percy is hidden inside some sort of container - a crate supposedly containing jinjute or some other material on the ship's cargo manifest.

Evaluation: Probably a bad idea. It will soon become abundantly clear that Percy does not like being locked up in small, enclosed spaces. A possible variant on this idea might work: if the character whom Percy has adopted will squeeze down inside the crate with the animal, he might be able to keep him quiet. Apart from the player's feelings about the malter, this is a risky proposition at best. Percy will still be singing and talking to himself, and Gallerin's starport could be equipped with sophisticated sound detectors which pick up any noise - even heartbeats and breathing - from incoming cargo and baggage.

• Idea 3: Drug or Restrain Percy.

Evaluation: Decidedly a bad idea. Drugging him will definitely not work; any character in the group with medical experience will explain that Percy's biology is not well enough understood to take the risk. Using any tranquilizer or anesthetic could kill him… or have no effect whatsoever. Tieing and gagging him is simply not practical. Percy is quite supple and will wiggle out of any restraints placed on him in seconds.

And then the mournful wailing begins.

• Idea 4: Keep Percy on board after landing and quietly make contact with Gushariggur's confederates before making the attempt.

Evaluation: Not a bad idea as far as it goes. Reconnaissance is always a good bet when going into unknown territory. However, it at best only delays the problem, since Gashariggur's confederates are counting on the characters to smuggle Percy past customs and tan offer little help of their own. They tan put the characters in touch with people able to forge documents, however. Attempts may also be made to find and bribe local officials, but this will be a task:

To find and bribe a Gallerin customs official

Difficult, Bribery, Streetwise, 1 hour, Fateful

Referee: Minor Mishaps result in refusal and a stem warning. Major Mishaps mean immediate arrest and incarceration. The amount of the bribe will be 2D6 x 25 Credits.

• Idea 5: Penetrating Gallerin Security in order to override alarms, confuse guards or otherwise circumvent local security forces.

Evaluation: Not bad, but expensive and dangerous. Characters will have to find and bribe 1D6 different customs or security officials (see Idea 4 above) in order to locate the appropriate offices, codes, personnel, and procedures.

Interfering with starport security, once access Is gained to the Central Security Office, is a task:

To penetrate Gallerin Security, using computer system in main office

Difficult, Computer, Intrusion, 10 minutes, Fateful

Referee: A Minor Mishap results in discovery; a Major Mishap results in alarms ringing and the approach of 2D6 guards with drawn weapons. Failure during any of the bribery attempts earlier may mean refusal or (referee's choice) incorrect information which will increase the difficulty level of this task.

This idea will represent a do-or die attempt. since even success is likely to leave the area crawling with security officials. Possible results include a shoot-out in the middle of the starport, an impounded ship, and death or prison for all of the characters. The players will have to decide for themselves whether Percy is worth the risk of such a hair-brained and potentially dangerous scheme.

• ldea 6: Space Percy and forget the whole thing.

Evaluation: Besides being a bit cold

blooded, this is a risky path to take. While some of the characters - especially the captain - may object to having an alien creature of unknown potentialities on board, it is hard to say how long an arm Gashariggur has. The characters might well find themselves with a price on their heads which will haunt them for a long time to tome. The referee should secretly communicate with the player character to whom Percy has become attached and have him take the little fellow's side... perhaps by taking responsibility for him.

As a variant on this scheme, the characters might decide to keep Percy as a kind of mascot, take him with them on an attempt to find his home world, or whatever. This is a little better, though it will also result in Gashariggur putting a price on their heads. However - depending on which of several possible identities the referee has determined for Percy - this could serve to launch the characters into a long-running campaign as they try to uncover Percy's secret.

• Idea 7: Dress Percy as a tourist and let him walk through customs openly.

Evaluation: This is the best possible approach. Percy's appearance, especially when enhanced by his "tourist's shirt" and a few props such as a camera and a small piece of luggage, tan easily lend itself to the image of a fun-loving vacationer, arriving on Gallerin for a few days of sun and fun.

A few details: A character will have to accompany Percy to "translate" for him, since - obviously - he won't be able to answer the officials' "business or pleasure?" questions. Also, Percy will need a passport and identity papers. These tan be secured at any spaceport (including Gallerin). Getting such papers requires a task:

To contact underground sources for forged documents

Difficult, Streetwise, Bribery, 6 hours

Referee: If contact is made with Gashariggur's confederates on Gallerin, they will be able to supply the necessary contacts. The forgers will charge 2D^ x 50 Credits for their work (typically Cr300 to Cr400). Papers costing less than Cr300 may be poorly done, however.

The actual attempt to get through customs should be fraught with tension. Will the passport pass inspection? Will Percy do something stupid? Will the characters' story - Percy is a member of a minor race from a distant world who speaks no Galanglic - be believed?

Passing him through customs is a task:

To get Percy through customs

Routine, Persuasion, Int, 5 minutes

Referee: Apply as a minus DM to this roll 1 for every 25 credits less than Cr300 the characters paid for forged papers. A Minor Mishap indicates suspicion and delays. A Major Mishap means arrest by the authorities.

The Great Escape

(Event 5, at Gallerin port)

Players' Impressions: The players leave customs and look about them. They are still inside the building, in an area filled with ships, restaurants, and bars. Overhead, the ceiling is lined with struts and naked girders which appear to be supports for the lighting system.

Almost the moment the player characters are past customs, however, they notice men closing in on them. A confrontation is inevitable.

Referee's Summary: A number of thugs - equal to the number of player characters plus 1D6 - is closing in on the players. They are armed with a variety of makeshift weapons chains, pipes, knives, and at least une snub pistol. One of them "Big Paul" Paulis Menelenemolis - says they have tome to retrieve the package. It should become obvious that the characters are not going to be paid the rest of the money owed them.

Referee's Details: How the players get out of this one is up to them. They tan fight, call for the police, run, or try to talk their way out of it. At some point in the proceedings, however, Percy will be spooked. This could occur when one of the strangers gratis him roughly, when a gun goes off, or when people begin running and shouting. In any case, he will suddenly dump several liters of fool-smelling, highly-acid waste on the floor, leap into the network of struts and lighting supports which cover the buildings ceiling, and make his way hand-overhand back toward the starport at high speed.

NOTE: one of the characters should notice that at least one of the thugs (Menelenemolis) is on his hands and knees searching with apparent desperation through the contents of Percy's stomach.

How do we get out of this one?

(Resolving the Adventure, Referee's Information)

This part of the adventure tan be played for fun or in deadly seriousness. In one sense, the situation is quite comic, with characters, criminals, and security forces all trying to capture a panic-crazed animal which is far more maneuverable than they are. In another sense, the characters must know that if their involvement with the escaped animal is uncovered, they could be arrested and executed.

Eventually, Percy can be recaptured, though the security forces will not e able to trap him by themselves. Percy will come to the character he has formed an attachment to.

Another option is to have the characters notice him in a crowded part of the starport concourse. There, he appears to have joined a small group of religious cultists who are playing exotic-looking musical instruments, chanting, and accepting donations. Percy is with them, his ungainly arm uplifted, crooning a strange and eerily melodic tune as though lost in religious ecstasy. Again, he will eventually accompany the character with whom he has formed an attachment.

Several outcomes of this scenario are possible. The most promising is to convince authorities that Menelenemolis is a smuggler-best done by capturing him in the act of retrieving what appear to be 50 small (one tenth kilo - about 3.5 ounce) vials mixed with Percy's stomach contents. The vials prove to contain a brown powder – topavanin - a deadly, highly addictive narcotic. Using persuasion, the characters may be able to convince the authorities to spare Percy. After all he - and the characters - did uncover a particularly vicious drug smuggling operation, and that was the characters' plan all along, wasn't it?

Other options include conning the authorities (Percy is intelligent but unused to attempted muggings; Percy must have escaped from the ship and we recaptured him before any real harm was done; we've never seen that animal before in our lives) or telling them the truth. In any event, the authorities will be kindly disposed toward the characters, for they have been trying to get evidence against Menelenemolis for a long time. They may also drop charges against the characters for their help in a future mission-trapping Tolan the Toad.

A final note: should the referee decide that Percy is, in fact, an Ancient artifact (See: Percy's Secret), a clue can be planted by having the creature wander off at some point and be found with a group of religious mystics. Each player should roll against his Intelligence. Those who succeed will notice that the cultists are wearing necklaces bearing small, oddly-shaped pieces of metal. These are, in fact, Ancient artifacts of unknown purpose, and Percy has been attracted to them. The cultists will turn out to be members of the Ancient Children, a fringe-element group which believes that the Ancients are God.

Percy (Player's Background)

The creature known as "Percy" is a small (1-meter), upright biped of a species not familiar to any of the player characters. Indeed, very little is known about the specimen, and even its world of origin is a mystery.

Percy has a squat, heavy-set body massing about 50 kg., two short, almost comically stubby legs, and a pair of muscular arms seemingly too long for his body. He has no head, but a furmatted lump on his shoulders houses a pair of bulbous, wistful-looking brown eyes on retractable stalks which Percy can withdraw or extend at will.

Each arm ends in a spatulated, three fingered hand with mutually opposable fingers. Though capable of walking clumsily on two legs, he more frequently walks about on all fours in a knuckle down manner, similar to the terrestrial gorilla.

Percy makes a variety of sounds, singsong chirps, whistles, and melodic cooing noises. Attempts to analyze these sounds as a language will fail, and Percy himself seems to make the sounds without being aware that he is doing so. The sounds emanate from his "upper mouth," a small, round orifice located where his throat would be if he had a head.

He is technically a herbivore, though he will accept table scraps, garbage, even cardboard with happy indifference, using his hands to transfer the food to his "central mouth," which is located in the middle of his torso. Directly under this mouth is his "visible stomach," a membranous pouch in which can be seen the remnants of the creature's last several meals. Percy's digestive system is unusual in that it retains food for as long as a month or more, during which time the food is repeatedly crushed, mixed with acid, and allowed to ferment. Apparently, the creature can go for long periods of time without eating. While Percy's shape is not that alien, most humans find the sight of the exposed stomach pouch sickening. When Percy is first introduced to the characters, he is wearing a human's flowerprint shirt which gives him a comical, somewhat pot-bellied appearance... and also covers up the offensive sight of his last few meals.

Located along the underside of the stomach pouch is a sealed, vertical slit called the "lower mouth."

To the casual observer, Percy appears to be as smart as a fairly intelligent animal - as bright, say, as a terrestrial chimpanzee. He is quite facile with his fingers and extremely curious about anything mechanical. He will sit for hours disassembling some piece of equipment - a camera, say - examining the pieces closely and singing to himself. There is no apparent rationality behind his actions. He appears to be able to recognize individual humans and will single out some one character and follow him around to the exclusion of all others. If left alone he will cry an eerie, piercing, wailing ululation at once mournful and startling.

Percy (Referee's Background)

Percy holds a few surprises for the player characters, though they may be able to anticipate some of them by studying the creature carefully before hand.

The arrangement of his arms suggests that he is a brachiator, evolved to travel rapidly by swinging from branch to branch through a forest. Any character with training in biology will recognize this; others will have to guess, based on the arrangement and evident strength of the creature's arms and comparing them with the relatively useless feet. If startled in an area with pipes, conduits, lighting ornaments, or decorations on the ceiling, Percy is likely to grab hold of the projections and make off hand-overhand at great speed.

The lower mouth is, in fact, an escape mechanism. If hart or badly frightened, the vertical slit in the external pouch will open convulsively, spraying the messy and malodorous stomach contents in a broad arc 3 meters in front of him. In the wild, this adaptation would distract any foe while he leapt into the trees and raced off in the opposite direction.

It should be noted that this reaction will occur under grave provocation or threat... a stranger trying to drag him off by force, for example.

Percy is almost single-mindedly good natured and will never attack, though he does have teeth and could possible inflict a painful nip. He has never been known to do so, however.

Neither will he flee unless, as discussed above, he is gravely threatened, hurt, or scared.

The Drugs: The vials hidden in Percy's stomach pouch contain nearly five kilos of topavanin, a deadly narcotic with a street value of nearly CR3,000,000 on Gallerin. Gashariggur and his accomplices are using Percy as an unwitting "mule," a carrier for their smuggling operation... and the characters as patsies to take the fall should the authorities catch them.

Percy's Secret

(Referee's Information)

Obviously, there's more to Percy than meets the eye. The referee may choose any of the following backgrounds as the "correct" one, depending on the direction he wants the adventure to take.

1: Percy is what he is represented to be, the beloved pet of the Lady Glaudia Vendevegillur. She has paid Tolan Gashariggur CR50,000 to have Percy smuggled past customs and taken to her seaside villa at Carpathitos, some 1000 km. west of the starport. Gashariggur saw this as an opportunity to do some drug smuggling on the side. The players may decide something is wrong when they realize that Gashariggur is promising them more money to smuggle Percy than he is supposed to be getting from Lady Glaudia.

2: Percy is a biological construct designed by the Ancients. His aptitude with machinery suggests he may have been designed to disassemble or even repair complex equipment, though that must remain speculation. He is at least 300,000 years old, and study of his genetic structure would yield invaluable clues to aging and immortality, as well as to the bio-engineering techniques of the Ancients.

The clues to his Ancients heritage will not be easy to come by. When in the presence of Ancients artifacts, however, he behaves oddly, raising his splayed-finger hands, retracting his eyeballs, and crooning a high pitched "music" of eerie beauty and complexity. This trait makes Percy incredibly valuable to anyone who discovers this secret.

3: Percy is, in fact, a sentient being, a member of a minor race far to spinward who was picked up by traders, lost in a starport, and eventually acquired by Tolan Gashariggur. He is highly intelligent, but that intelligence is quite alien to human experience and it would be difficult to recognize him for what he is. His musical language is unknown and untranslatable. There will be clues to his intelligence during the adventure - the quickness with which he can disassemble mechanical items, for example, and the totally subjective sense by some of the characters that "there's something there" behind those bright, alert eyes.

This choice should be melded with one of the two preceding explanations for his presence. If the referee chooses 1, then Lady Glaudia purchased him from the traders who found him, unaware of his intelligence. If the referee chooses 2, the assumption is that Percy's civilization was engineered by the Ancients, just as was that of the Vargr.

Gallerin

(Player's Background)

The following information is freely available to the players should they request background information on Gallerin. This information may be found listed in the library data of their ship or at an information terminal at any major starport.

Gallerin B86989A-B

Gallerin is located along one of the main trade and commerce routes of its sector. With a regular orbit and low axial tilt, the planet has a warm and uniform climate.

The planet's major starport is located on the north coast of the larger continent, Lanea, 10 kilometers form Axenrel, Gallerin's capital city. It is a class B complex, with full starship repair facilities and shipyards, and with gravitic transport available to all major cities and resort areas on the planet.

Tourism is Gallerin's major industry. The planet, renowned for its beaches and seaside resorts, is widely billed throughout the subsector as a tropical paradise, a place where both the moderately wealthy and the outright rich come for vacations, for short diversions, and in order to see and be seen in exclusive society company.

There are few harsh or restrictive laws, and Gallerin has the reputation for an "anything goes" attitude. "Come enjoy the suns and fun" is their advertising slogan popularly associated with this playground for the wealthy.

Gallerin's Laws (Players' Background)

The following information is available to the players, but only if they invest some effort to locate it. It will be available from public information booths at Gallerin's starport or at major libraries, but it must e specially researched first. It is not available on Cantrip which has, at best, poor research facilities.

Researching this information is a task:

To uncover information on Gallerin's laws:

Routine, Admin or Legal, Computer, 15 minutes, Unskilled OK

Successful completion of this task at any starport other than the Cantrip port will yield the following information:

Gallerin has a reputation as a world where anything goes, where fun is limited only by the limit of a visitor's credits. There are few restrictions on what visitors may do or buy.

Strict and specific import laws do exist, however, against the import of firearms (banned for all except military and security authorities), a list of proscribed narcotic drugs, and all offworld animals. Arrest and conviction for any of these offenses will result in sentences ranging from 10 years in prison to death.

Despite official pronouncements that Gallerin is a vacationer's paradise, the planet is still recovering from the effects of an infestation by a destructive mammal, Sylvilagus novamutatis, which ravaged Gallerin's commercial food crops some twenty years ago. The infestation is believed to have been introduced to Gallerin accidentally when breeding pairs of the furred, long-eared creatures, originally imported as pets, escaped and multiplied.

As a result of the problems wrought by this plague, all animals imported to the planet are carefully screened. Livestock, pets, even research animals are impounded by the authorities for nine months, during which time the owner is billed for their care and boarding. They are examined daily and released to their owners only when certified as both pathogenically and reproductively benign... i.e., they carry no dangerous diseases and their offspring won't overrun the planet.

Additional Adventure Ideas

Assuming that the players cannot reach Lady Glaudia, they may now find themselves with a new mascot: Percy. Besides providing comic relief, his presence could involve the characters in additional adventures.

• Tolan the Toad will not be pleased at the outcome of this adventure. He will almost certainly put a bounty on the characters' heads and will probably attempt to retrieve Percy for his own purposes.

• Percy could become the focus of a kidnapping/ransom attempt against Lady Glaudia, especially if the characters decide to try again to get Percy to her.

• If he is an Ancient artifact, obviously, the players could use him to locate Ancient sites. Eventually, they might realize that Percy is incredibly valuable to science. Too, other sinister forces, alerted by the trader who first found him, could now be searching for this key to Ancient genetic technology.

• If Percy is intelligent, he might eventually prove to be very intelligent - so much so that one day he reveals that he knows Galanglic and has been hanging about with the adventurers to learn about Galactic culture. Almost anything becomes possible if Percy becomes a player character!

Other possibilities are left to the referee's imagination.

