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This Olde Vault
By Stefan Jones © 2001

The following is an errata, addendum, and annex to the SPACE OPERA scenario Vault of the Ni`er Queyon, an adventure of archaeology, puzzle-solving, and exploration.  Some of this material was left out of the booklet; some was inspired by reviews and letters.  This new and/or corrected material should improve adventures using the scenario pack.

Acknowledgments

The material Stelt is an invention of SF Author Jack Vance, from a novel I just can't remember; the Hulkstar is similar to a world described in Star King, also by Vance.  This connection was mentioned in the original manuscript but lost during typesetting and editing.  The robot was a steal from Robert Silverberg's «The Sixth Palace.»

1. NPCs
Rachun Faurol 

Species: Canine, digitigrade biped   Ht. 159 cm     Mass 53kg

Sex: Female   Age: 21   DF: 29  Stamina: 36

Strength/11    Constitution/12     Agility/13     Dexterity/11

Intelligence/15     Empathy/8      Psionics/9     Intuition/16

Bravery/13       Leadership/12     GTA/7     MechA/8  ElecA/9

     Skills: Math, Astronomy, Chemistry & Physics/2; Psychology & Xenopsychology, Gen. Soc. Science & Comparative Cultures/5; In addition to some miscellaneous general skills (Groundcar, Jumpbelt, etc.), and shipboard skills picked up as the offspring of a space merchant, Rachun has "Dilettante/1".  This allows her to seem to know something about ANY subject.  She can even try applying this knowledge with a small chance of success...very small.  Fortunately, the adventuress has always had competent people around when dangerous or complex tasks needed doing.

     Rachun is attractive, at least to male canines.  The creature has sleek amber fur washed and trimmed in black.  Being rather spoiled, she wears rather expensive clothes and only uses the very best equipment and gear.  Rachun carries a Needler Pistol or Stun Pistol (Both Expertise/3) when she is armed at all.  

     Should the wayward lass be revived, she will be rather glum and distant for awhile (ashamed of her bungling), but will soon regain her spunk and attempt to dominate the PC's actions.  If encountered before getting to the asteroid, she will be arrogant and obnoxious, and have the full support of the Scamp's crew in keeping the PCs from nosing into her quest.

Aurph Rourr

Another possible survivor of the ill-fated Star Scamp crew, Rourr is a canine of the same stock as Rachun.  He is Average in physical stats, Above average in mental stats and skill levels.  His skills are concentrated in technical areas (primarily Communication & Computers), but also has Spaceship Orientation, EVA, and a smattering of weapon skills.  He uses a laser pistol and is expertise/4 with this weapon.  Rourr is in early middle age, and was the least enthusiastic of the Scamp's crew; he admires the youthful vigor of his bosses' youngster, and was understandably fascinated with the prospect of becoming very rich, but acted as a counter to Rachun and the Captain's wild plans.  If revived, he will be grateful but deeply chagrined at the mess he let Rachun get him and his fellows into.  Quite independently of Rachun's pleadings and threats, Aurph will hint that a share of the treasure is his.

2. The Robot 

     The product of a civilization centuries ahead of that of the PCs', the guardian robot is a deadly menace...too deadly for some folks taste.  Should the PCs wish to make the guardian less formidable, requiring more thought and skill rather than firepower to best, the following guidelines may be used.

 Stat: Mass 6.5 tons, Height about 4 meters.  Armor: ATV+0 Screen: Standard, can absorb maximum of twelve shots a turn before collapsing and letting the rest of the turn's shots through.  DF: 500 "creature" damage points, distributed as noted on the hit-location chart.  When the first total is reached, the part is "Damaged"; when an additional number of points equal to the second figure has been dealt to the part, the part is destroyed.

Hit Location: Rather than having a all-over score for damage, the robot now has individual systems.  When a shot hits the robot, roll a D10 and see the chart below:

Robot Wrecking
     Die Roll    Location   Points to Damage/Destroy
        1-2           Mobilizer              25 / 25

        3-6           Torso                 150 / 100

        7,8           R.Arm, L.Arm          25  /  25 (Each)

        9-10          Dome                  75  /  25

     The players may also specify a aiming point.  The robot is on the large size so they have a 50% chance of hitting the preferred point (roll randomly if this roll is failed).  See below for the effects of disabling the various parts.

Arms: The arms contain the deadly monofilament whips.  When damaged, the use of these whips are lost, but the arms can still be used as bludgeons.  Destroying an arm makes it fall off completely, to wriggle and thrash on its own.

Mobilizer: The robot's drive mechanism.  Normally, the machine can move 18 meters in each six-second melee round, making a total of 180 degrees of turns (it's a bit clumsy when it comes to making changes of direction).  When damaged, the mobilizer only operates at one-third efficiency (6m/round, 60 degrees of turns).  When destroyed, the robot must drag itself about on its tentacles at a rate of 2m/round per arm left.

Torso: The torso holds the weaponry and some sensory gear.  When damaged, the guns lose autofire ability and all ranges are halved.  When destroyed, the robot will be crippled, only able to talk (and only then if the dome is intact) and issue dire threats.  The giant computers deep in the asteroid's crust will begin to consider waking up a replacement robot if this happens.

Dome:  The dome/head has sensory gear and local processing circuits.  The robot starts with a skill of 6 in all of its weaponry when intact, and can see in Sonar and conventional Radar.  When damaged, the robot is reduced to expertise/2 in its weaponry department, and loses Radar.  When destroyed, the robot becomes almost blind (Torso sensors will be able to provide "tunnel vision"), and hearing reduced to 10 meter range with poor direction-sensing ability.  The robot's jolly voice will become slurred and harsh, too.

     The GM may have had the STAR SCAMP's crew damage the robot, making it an easier target for the PCs.  A disabled arm or battle-scarred torso will make the terrible machine a lot less formidable.  Also note that the robot's function is to terrify and drive off more than utterly destroy; only vandals and stupid boobs who'd melt down the treasures for their gold content really deserve to be trashed.  A second function is to prevent the PCs from totally emptying the vaults and preventing return visits.  Four trips to the caverns on the PCs initial visit will probably set them up for life.  If they return with a fleet of bulk freighters equipped with digging equipment, the robot and the mighty computers that control it could stoke the asteroid`s defenses up to full blast.  There is enough firepower in the Tower/Dome system to wipe out entire fleets of over avaricious types, but use this sparingly; leaving the PCs with an interesting tale to tell the grandkids and a crippled ship should be enough.

3. Details of the Vault

     The gravity in the Vault chamber is slightly higher than one "g", and the atmosphere is identical in composition to that in the "valley" above.  It is bone-dry and somewhat chilly in the chamber ( about three degrees centigrade ). In it's normal state, the vault is cooler ( -20 degrees C) and the atmosphere richer in nitrogen and helium to prevent oxidation; the crew of the Star Scamp set off a process to bring the vault into a state fit for visitors when they encountered the robot.


Besides the base of the spiral stair, there are only seven large structures in the Vault, the gallery buildings.  The floor of the chamber is fused Nickel-Iron, into which thousands of colorful tiles of ceramic and Stelt have been sunk.  The buildings are set on 30 meter thick bases of Nickel-Iron, which have sloping sides equipped (at the entrances) with inset staircases.  A 10 meter wide "porch" is located in front of the entrances, which consist of several arches, 1.5 meters wide and 4 meters tall.  The arches can be closed with 5cm thick slabs of a tough metal alloy; winches inside the buildings are available to raise or lower these slabs (70% of which are open when the PCs arrive).  The building-walls are of .3cm thick Stelt; cutting requires some sort of energy weapon or tool.  Each 5 points of vehicle damage will make a 1cm long slit in the material...making an alternate entrance to a building will take some time!

     The Gallery interiors have high ceilings, but are all one-storied.  The floors are vast but crowded, looking like a cross between a old curiosity shop and the bargain basement of a department store.  The various sections are divided by walkways, walls of shelves, and miniature buildings intended to provide flavor and appropriate settings for the art.  There are few other furnishings worthy of note; seats and benches, just the right size for a 2.4 meter tall Queyon, are set in the walkways.  Small chambers sunk into the metal floors hold plumbing facilities, and a number of water troughs are provided.  The water for both of these have been shut off long ago.  A civil engineer or xeno-anatomist may be able to find some interesting things about the Queyon by studying these facilities and furniture, and possibly earn himself a name in ergonomic archaeology.

     The Vaults are kept clean and sparkling by a system of electrostatic dust and grime removers.  Repairs were once done by robots which now rest in Cybernetic senescence next to stocks of repair parts and materials.  None of these are salvageable by PCs. Maintenance is currently carried out by the Guardian Robot when it is not puttering about the Bone Garden.  The entrances to the  heart of the asteroid's computer center, robot storeroom and other facilities are under 5 meter thick, 10 meters on-a-side slabs of floor material. These are quite well hidden and secured; entrance to these areas is virtually impossible without extremely heavy equipment that probably couldn't be brought into the vault in the first place.

4. ARTifacts

     To an average person from the PCs civilization, the works in the Vault galleries would seem to be arranged in totally random order.  A person not familiar with the Library of Congress sorting system would have similar troubles in the average university library.  To simulate this wild collage, the following tables are provided to spur the imagination of the GM.

General Category
Roll 1d10

Roll  Type
1

Painting

2

Statuary

3

Kinetic Art

4-5

Embellished Artifact (Clothing, Weapons) 

6-7

Scent, Taste or "Other" sensory display.

8

Recording of an art form, ranging from a black and white movie of a primitive dance to a direct-sensory hookup mental projection of a mind-bending trans-dimensional artform.

9

Recording of a history lesson, important event or biography, other non-entertainment subject.

10

A "working" artifact, a wonder, a gizmo.  This type of item is more than a "mere" object of purely esthetic interest.  The "Milky Way, Under Glass" and the Map-Globes are examples.

Description of object represented by Piece
Roll 1d10

Roll

Description
1           A Queyon (A "Porcine" race).

2-3          Other sentient species; roll a d8.

             1-Humanoid        2-Other Mammal

             3-Reptilian       4-Avian

             5-Icthyoid        6-Invertebrate

             7-Plant           8-Weirder Still

4           An animal, or plant.

5-6         A landscape, natural or artificial.

7           An abstract representation of one of the above;

            Roll a d6 to find the subject.

8-9         Totally Abstract, meaning debatable.

10          Roll a d8 and see above; but the object is as

            seen from an extradimensional angle and very

            difficult to comprehend.

Artifact Type
Roll 1d10

Roll
1-3

A weapon, ranging from a club of petrified wood



decorated with a complex geometric designs to a



sophisticated beam weapon enameled with scenes of



primitive hunters killing game.  All are non-



functional, but may be analyzed.

4-5

Clothing, from a brocaded toga to power armor.

6-7

Jewelry or other body decoration.

8

Simple tool, such as hammers, scissors, a 



spoon, or pore-reamer.  

9

A complex tool: Sensors, Pocket Radios, Power Saws.



Things that need power and have many parts.

10

HUH!?! An oddity, quite beautiful but totally obscure.



This could be a grooming tool used by a silicon



beings, underwear for a transdimensional creature,



or an object created by an advanced species with



little in common with primitives like the PCs.

Materials & Colors
Some materials will be encased in plastic or kept in helium-filled cases.  Roll a d10 for color and material. If indicated, roll on the Precious Material column.

Roll      Color     Material     Precious Material
     1         Black          Ceramic         Copper/Nickel

     2         White          Metal           Silver

     3         Red            Precious        Gold

     4         Orange         Flesh           Platinum

     5         Yellow         Wood            Iridium 

     6         Green          Fabric          Stelt

     7         Blue           Light           Psionite*

     8         Violet         Mineral         Crystals

     9         Metallic       Crystalline     Collapsium

    10         Natural        Other           Other


* Psionite:  First encountered in PK Crystals, this material may be a sort of petrified energy, or concentrated essence of THE FORCE, or perhaps the protrusion into this spatial volume of a super-dimensional material.  It comes in many textures, colors, and properties.

Working Artifact Function
Examples; roll 1d10

Roll

Object
1-2

Weapon: or other dangerous object.

3

Information gathering/dispensing device: Like the "Hero" statue or the "Milky Way" sphere.  Scope ranges from 1 (subatomic) to 100 (Galactic).

4-6

Psionic Device: This artifact can dampen, block, enhance and/or bestow psionic powers.  PK crystals and though screens are basic examples; these are more specialized and most are more powerful.

7-8

A Sentience:  Toward the End, the Ni`er Queyon had developed cybernetics to a fine art, literally.  The artifact found contains an artificial sentience, usually highly specialized and esthetically pleasing.  To the PCs, it may seem to be crazy, naive or obsessed.  Roll 2d20 for the thing's Intelligence, 3d6-3 for its Empathy, 3d6 for its Intuition.

9

Dimensional Manipulation: This artifact has an effect on the fabric of space-time.  It could be a FTL drive that the Queyon thought had nice lines, a tap into energy-rich DeSitter space, or a highly advanced device designed to probe spaces unknown to modern science.

10

???!!!?#%?@?: A "Whuzzaht?" or "Thingy" or a "Gizmo".  The device will emit, with or without stimulus and in random patterns, sounds, light, EM waves, and cute little tweaks in the fabric of the space-time manifold.  Chances are that even the Queyon shrugged at this one.  It does SOMETHING, though, quite beyond our comprehension.
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