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Introduction (Players and Referee)

Vinorian/Rhytanor (0701) is a medium sized world, largely covered by water. The atmosphere is heavily tainted with chlorine, which occasionally creates a green mist just above the surface of the seas, and which dissolves in the water forming very dilute hydrochloric acid. On the surface of the sea grows a kind of seaweed unique on Vinorian, which can be used to make certain drugs. The monopoly for this trade is currently held by Lindar Chemitechnics Ltd. The population of just over one million are mostly company employees, and live in Lindarport, a large domed city some two kilometres from the starport. The starport is on piles and stands twelve metres above the surface of the sea, but Lindarport itself is beneath the sea, on a plateau. The seas are warm, but the land masses are arid and support very little animal or plant life.

When the players land on Vinorian, they are forced to wait while their papers are updated. During the delay, a Lindar executive recognises them as travellers, who he supposes might be interested in earning the price of a passage off Lindar. He fetches his superior, a major of mercenaries, who is in charge of security. This man makes a proposition:

Lately drugs have appeared on the market, on Rhylanor and other worlds, which could only have been produced from this weed, but which were marketed by a rival company. This prompted an investigation, as the drugs undersold Lindar's products by a considerable amount, and the company's profits were threatened. The

 investigation showed that large amounts of weed were being harvested, by an unknown agency. Obviously Lindar wishes to put a stop to this, but is unable to use force because that would seriously damage its already shaky public relations. If, however, some off-worlders were to find out how the pirates operated, as if by accident, and render their trawlers useless, then Lindar could not possibly be connected. Any measures the players deem necessary could be used, if the action did not harm the weed crop or appear to be connected with Lindar. Lindar Chemitechnics would provide equipment for the operation: swimming equipment, and oxygen tanks for each man, along with a C02 harpoon gun and knife. Lindar would also arrange for the hiring of a minisub, with undersea equipment handling gear and microtorpedoes. The pay for a successful mission, which would require the immobilisation of whatever the pirate group are using to harvest the weed, would be Cr 50,000 per man, and possibly some little gift from the firm if the mission was carried out particularly well.

Minisubs

Displacement: 5 tons.

Dimensions: 11 x 2 x 2 metres. (Note: Hull is cylindrical.)

Speed : 30 kph submerged/25 kph surfaced. 

Passengers or crew: Max = 5.

Range: Powered by a nuclear micropile, 4800 km or four days.

Depth limit: 300 m.

Key to Minisub

1. Bridge: At the bow of the submersible is the bridge, a small space with one chair and controls (simplified) for the pilot.The bow portion of the bridge is made of reinforced glassteel, and searchlights mounted in the bridge includes sonar, image intensification and controls for the equipment mounted on the pylons. The airlock doors may be controlled from here.

2. Fore corridor : this narrow corridor is flanked by equipment lockers and the bow steering motors. The lockers have space for a wetsuit and oxygen tanks, with a little other equipment, and there are two in the forward passage. On the roof of the passage is a glassteel dome.

3. Cargo bay/sleeping area: This area is a cargo bay holding one ton of cargo. It can alternatively be used as a sleeping area, and beds are fitted, behind metal panels in the hold. There are four beds.

4. Aft corridor: This narrow corridor is similar to the fore corridor (2), but there is no glass dome.

5. Lounge: The so-called lounge is a small area about the size of the bridge, but without any control panels. There are two chairs in place, and the roof of the area is glassteel. The rear end is the airlock door. There are controls for the airlock above one of the seats, protected by a wire mesh cover which must be raised before the buttons can be pressed. The panel includes a warning light for each door, to show whether it is open. Another light indicates whether the airlock contains air (green) or water (red).

6. Airlock: When the airlock controls are operated, the inner door folds up into the ceiling of the lock. When this happens a buzzer sounds in the bridge. There is a control in the airlock, which, when pressed once closes the inner door. If pressed again it opens the outer door after a thirty second delay. If, within that delay period the button is pressed again, the outer door opening process is aborted, and the inner door opens. The outer door is controlled by a stud on its surface, and will open the outer door if the inner door is closed. Each time the outer door is opened, there is a pressure equalisation period during which time the lock is filled with water. The airlock does not function below one hundred and fifty metres depth.

7. Steering jets: These jets are the main drive and steering controls of the submersible. It is powered by water jets, which are fitted at bow and stern, top and bottom, mounted so as to be able to swivel, thus applying equal force in any direction. The work of the waterjets is assisted by hydroplanes mounted on the fins.

8. Equipment pylons: These pylons are mounted on the sides of the sub, and are intended for carrying weaponry or equipment. Each pylon includes a power supply, and universal fitting. Alternatively, equipment may be chained to the pylons, and there are shackles onto which the chains may be fitted. Such chains are carried as part of the usual equipment in a sub.

9. Work pack: This equipment unit contains grabs and wrenches, powered by an internal electric motor, and controlled from the bridge. The cameras mounted on the pod and the fine scales and controls on the bridge allow remarkably accurate control.

10. Micro-torpedo: This is a small torpedo, powered by compressed oxygen. An internal system uses infra-red to locate its target. The images are relayed to the submarine which fired ht, and the torpedo is controlled by the pilot. The explosive charge carried is sufficient to chase off most sea creatures, and can possibly damage a submarine.

11. Drive pod: This equipment unit contains extra, independent motor units which can increase the speed of a submarine carrying them by some 2'/2 kph for each one carried. As there are two pylons, a submarine's speed can be increased by a maximum of five kilometres per hour.

The Mission (Referee)

The players are flown by air/raft to Valarus, a small trawling colony near the scene of the trouble. There, their sub marine has been prepared. They will start out at once, searching to the south, but also checking the various small 'hamlets for any clues. The three nearest colonies are LC-261, IG-43 and AS-5TZ. This last is a special deep-water base, on the sea floor, which is about three hundred metres deep at this point, approaching the depth limit of the submarines. Each hex on the map represents one kilometre, thus allowing the submarine to cover the distance in a fairly short time. However at each of the small clusters of houses they must stop off. Each time they stop roll 8+ for there to be a rumour awaiting them.

Rumour (1d6, 1d6)

1-3 
:1 = The pirates are based at Valarus

:2 = The pirates are due south of Valarus.

:3 = The pirates use submarine trawlers.

:4 = A man called here lately - he was selling weed-derived drugs, but was not a Lindar employee. He left in a mini-sub

:5 = A submarine was destroyed last week by a Gunni skate - a kind of giani flatfish.

:6 = The pirate base is not at any listed area. Not LC-261, IG-43, AS-5TZ.

4-6 
:1 = A man purchased some illegal ex plosives under the counter at Valarus only last week.

:2 = A trawler pilot reports seeing a gigantic blue-grey bulk on the surface in a weed patch. It dived at once, and he thinks that it must have been some kind of sea creature, as it let out a blast of ait and water as it went under.

:3 = A fisherman in a weed-clear area heard powerful submarine drives running on the surface at night, but saw nothing

:4 = The weed was largely chewed up to the south of here.

:5 = The pirates are based at LC-261

:6 = A coastguard saw a starship land at night in the sea to the south.

Encounters/Events (Referee)

Roll 10+on 2cI6 per hex crossed or entered for an event or encounter, then 2d6 for type.

2:Gunniskate. This large grazer is no1 intentionally danqerous, but if attacked it will fight back on a thrown of 5+ on 2d6. See submarine combat.

Gunniskate 36,000 kg. A10/F8/S3. Hits: 38/14. Damage: 8D + 8. Thrasher.

3:Undersea turbulence. Roll 9+ to regain control. Each time the throw is failed, roll 8+ for the submarine to be damaged. If the submersible is currently at 300m or near the floor of the sea, add 4 to the chance to be damaged. If it is damaged roll on the hit table under submarine combat.

4:Mechanical failure. Some piece of equipment fails. Roll randomly on the diagram (2d6-2) to determine what part of the submarine is affected, then decide which particular piece of equipment is affected. The failure may not be noticed until the equipment comes to be used.

5:Sonar malfunction. The curious nature of the water causes a sonar echo to appear 1-6 hexes away from the submarine. The echo vanishes, and when the sub arrives there is nothing to be seen.

6:Weed trawler. A legitimate weed trawler passes by, forcing the submarine to dive if it is on the surface or at a shallow area.

7:Submersible. Another minisub is encountered - roll on the random person encounters table (Book 3) to find out who the occupants are. Dice also for a rumour to be available, if the crews of the two subs talk with each other. Use common sense.

8:Sandy water. The water is clouded for the next 1-6 hexes, and vision is reduced to just over 100 metres.

9:Subsea forest. A dense tangle of weed appears unexpectedly. Roll 8+ on 2d6 to avoid becoming entangled. If the sub is entangled it must be freed by the crew. 4-24 man hours of work will be needed, and during the time roll every 6 hours for an animal encounter: 9+on 2d6, and use the Animal Encounters Maritime locations in Supplement 2. The referee must choose which table is most suitable. An event should also be rolled for on these tables.

10:Seaquake. A small seaquake occurs. Roll 8+ for the submarine to be damaged, taking 1-3 hits, and ld6 damage to each person in the submarine.

11:Shoa/. If the submarine is near the seabed, an unexpected shoal occurs; roll 8+ on 2d6 to avoid it. If the roll is failed, the submersible takes 1-6 hits.

12:Pirates. Real pirates, as opposed to weed pirates. They will either have torpedoes of lethal capability and order the players to stop and hand over their sub, or they may try to board the ship by either pretending to be in need of help or simply inviting the players aboard their own ship.

Submarine Combat

Submarine combat is basically similar to space combat, and the control of torpedoes is much the same as that of missiles. Consequently Gunner expertise is of use here. Any expertise the character may have in submersibles is also valuable. The weapons used are of two types: (1) Microtorpedoes - intended to scare off animals, but sometimes effective against submarines; (2) Torpedoes - the illegal weapons used by pirates. They consist of two or three micro-torpedoes welded together, with the warheads replaced by mining explosives with contact fuses. The basic roll of 8+ applies for the 'to hit' roll; DMs are: target's Submersible skill, + gunner's Gunnery skill.

If a hit is scored roll on the table below to see where the hit occurred. The number in parenthesis is the number which must be rolled on 2d6 for a microtorpedo to do damage.

Hit Location (2d6)

2:Airlock. (5+) A hit here will destroy the airlock, and flood the submarine on 8+.

 3:Steering jets, aft. (9+) A hit here will render the submarine incapable of forward movement.

4:Lounge. (6+) A hit here will do 2d damage to anyone in the lounge, and blow the roofplate in on 9+, flooding the submarine, and doing another 1d6 damage to anyone in the lounge.

5: Aft corridor/ballast tanks. (9+) A hit here will incapacitate the aft ballast tanks and slow the submarine. It will also do 2d6 damage to anyone in the corridor.

6:Cargo hold. (8+) A hit here will burst the cargo doors on 9+, but otherwise will only shake equipment off wall racks and do 1 d6 damage to anyone in the hold.

7: Cargo hold.

8:Cargo hold.

9:Fore corridor/ballast tanks. (9+) hit here will have the same effect as in area 5. It will also burst the dome on 8+, flooding the submarine.

10:Equipment pylon. (6+) A hit here will ruin the equipment pylon, and an cargo or equipment currently on the pylon. It may start a fire in the bridge on 10+, o flood the cargo hold (9+).

11:Bridge. (6+) A hit here will do 2d6 damage to anyone in the bridge, destroy the sonar (1-3), pylon controls (4) or sub controls (5) or two of the previously mentioned (6). It will also flood the bridge and the rest of the ship on 8+. Any damaged equipment may be repaired on 9+, DM of relevant expertise. Repairs take 3-13 minutes - expertise level. (2d6+1 skill level).

12:Hull. (9+) A hit on the hull may split the submarine open on 9+. If a hull hit occurs, the submarine is totally wrecked, with crew taking 1-3d6 damage, and drowning if they cannot find breathing gear and get it on.

Damage: A torpedo does 10d6 damage to a man in the open sea; a micro-torpedo does 5d6 damage.

The Pirate Base (Referee)

The base is on a subsea peak, just below the surface of the water. There are two minisubs, one of which is armed with two torpedoes and will be on patrol. There is a small dome, and two large subsea vehicles: submarine trawlers. These are very large submarines, in the seventy-ton range, and largely automated. They are parked on the hill top. There are various men swimming nearby, or in the vehicles.

Sighting of the Base, and Beginning of Adventure

When the base is first sighted, the pirates will already have detected the minisub on sonar. The patrol minisub will be detached from patrol and sent in to destroy the intruder. Meanwhile the guards will take torpedoes from the armoury, and fit out the second sub for battle, a complex process which will take some 5-25 (4d6+1) minutes. If the patrol sub fails to report back with proof of a kill, the second sub will be sent out. If neither submarine returns the base will go to full alert. While the submarines are in action, one man will be went into the glass dome on top of the Seadome, while the other four guards will wait in the airlock. If an approaching submarine is sighted, they will send out two men, who will wait in the sea weeds near the lock and attack any men in the water. The others will wait just down the passage from the airlock, ready to fire with their harpoon guns or snub pistols. The guards will almost always be in this position when the players arrive, unless the players take special action, ie stirring up sand to hide their approach, covering behind other submarines, or approaching swimming. The crews will be in their vehicles, the others at their posts.

Location Key to Pirate Base

Note of explanation: The Seadome is made of reinforced plastic, and is likely to be punctured in a prolonged shoot-out. The walls can take 15 points of damage from a single shot, or a total of one hundred points. If the wall is punctured, the room will fill with water in 2-7 minutes. The sub trawlers have much stronger walls: the glass forward view ports can take 30 points from a single shot, or a total of 225. The steel hull can take a total of 300 points.

1. Airlock: This automatic airlock opens when a stud is pressed on the outside. The outer door closes after one minute, and the water is let out. When all the water is out, a period of about forty-five seconds, the inner door opens. The process is reversed for someone exiting the Seadome.

2. Central Shaft: The Seadome is built around a central ladderwell, which goes from the bottom deck to the observation area at the top. There are exits at each of the floors, with watertight doors fitted.

3. Lower Control Room and Sleeping Area: This room contains three beds, and basic control systems. The control systems include television screens showing all the rooms in the dome (currently bland) and areas of surrounding sea. In this room will be also the breathing gear and swimsuits for the sponsor, and command personnel.

4. Bunkroom: This room provides sleeping quarters for the guards and scientists. There are simple beds, lockers and overhead lighting. There is nothing of particular value or interest in the room.

5. Power Maintenance Area: This small area is in the centre of the dome's lifesupport systems. It has various controls, including a large switch marked on/off. Nearby are buttons, with green lights glowing above them labelled lighting, air, commo, lock, scan. Lighting shuts down all lighting in the dome, air will stop the air circulating if pressed, commo will cut power from the dome's communicatiors, lock will make the airlock inoperative, scan will cut the power to' the internal and external televisor systems, and the sonar. The on/off switch, if moved from on to off, will cut off all these functions. Pressing the button again will restore the green light, and make the function work again.

6. Central Control Area: This large control room contains commo gear,television screens showing the inside and outside of the dome, sonar and hydrophone equipment, computers and automatic analysis machinery. There are seats loosely scattered around the control room.

7. Armoury: This room contains two harpoon guns, each with five bolts, and ten daggers. There are also two torpedoes chained to one wall. The padlocks on the chains prevent removal of the torpedoes without the keys, which are carried by the security officer.

8. Generator Maintenance Corridor: This corridor runs between two minor generators, allowing their repair and maintenance. The generators are protected from the corridor by wire mesh screens.

9. Gunlock: This device allows the insertion of a weapon, which will then be manoeuvred by grabs to protrude from the side of the dome. By using a remote control panel set by it, the weapon can be made to fire in a wide arc over this side of the dome. The weapon currently in place is a heavy gas gun (as normal + 1, 4d+1 damage).

10. Observation Area: This clear glass observation deck allows vision in a 360% area. The glass is one-way glass, which does not let light out from the inside, but allows light on the outside to penetrate. A bracket on the ladder shaft holds three pairs of light intensification goggles, and a pair of binoculars.

11. Subtrawler Control Deck: This control deck contains the highly complex equipment necessary for the running of a subtrawler. At the front are the submarine controls, on the right is the trawl control desk, on the left is the airlock and drive control desk, and the rear of the deck is given over to the crew's beds. The rear wall is a panel covering the essential controls for the submarine. An explosive here will render the subtrawler totally useless; the high-tech innards cannot be repaired on this world.
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Pirates

1. Minisub Pilot: Lieutenant 668463 Age: 30 Terms served: 1(Sailor)

Submersibles-1, Demolition-1, Gravitics-1, Mechanical-1

2. Minisub Pilot: Sailor 49C483 Age: 22 Terms served: 1 (Sailor)

Submersibles-1, Battle Dress-1

3. Chief Pirate: Manager 885898 Age: 34 Terms served: 4 (Bureaucrat)

Interrogation-1, Carousing-1, J-o-T-1, Leader-2, Auto Pistol-1, Admin-1, Brawling-1  

4. Second-in-Command: Lt Cdr 986A74 Age: 30 Terms served: 3 (Navy) Electronic-1, Blade-1, Navigation-1, Ship's Boat-1, Fwd Obsv-1, Pilot-1, Computer-1

5. Scientist: 865A87 Age: 30 Terms served: 3 (Scientist)

 Computer-2, Electronic-2, Medical-1

6. Scientist: 7AAA97 Age: 30 Terms served: 3 (Scientist)

 Computer-2, Electronic-1, Medical-2

7. Security Officer: Major 69BAA6 Age: 26 Terms served: 2 (Army)

SMG-1, Rifle-1, Pistol-1, ATV-1, Mechanical-1 Tactics-1 Air/Raft-1, Fwd Obsv-1

8. Guard: Trooper C64965 Age: 22 Terms served: 1 (Army)

Rifle-1, Pistol-1, ATV-1

9. Guard: Trooper 979684 Age: 22 Term served: 1 (Army)

Rifle-1, Tactics-1, Admin-1

10. Guard: Marine 7C7977 Age: 30 Term served: 2 (Marines)

Cutlass-2, Medical-1, ATV-1, Vacc Suit-1

11. Guard:: Lieutenant 6855A3 Age: 26 Term served: 2 (Marines)

Cutlass-1, Revolver-1, Tactics-1, Computer-1, ATV-1, Blade-1

12. Trawler Captain: Lieutenant 368879 Age: 38 Term served: 5 (Sailor)

Computer-1,Electronic-1,Commo-1,Gravitics-1,Brawling-1,FwdObsv-1,Submersibles-1

13. Trawler Captain: Lieutenant 669643 Age: 26 Terms served: 2 (Sailor)

Grav Vehicle-1, Streetwise-1, Submersibles-1, Pistol-1

14. Technician: A813665 Age: 22 Terms served: 1 (Scientist)

Computer-1, Electronic-1, Mechanical-1

15. Technician: 4th Officer 475572 Age: 22 Terms served: 1 (Merchant)

Engineering-1, Navigation-1, Electronic-1

16. Sponsor: Knight 8786AB Age: 26 Terms served: 2 (Noble)

Hunting-1, Admin-1, Brawling-1, Leader-1

Pirate Locations

irate Duty
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Minisub

1
Minisub





6




5
4
1-3

2
Minisub





1




2
3
4-6

3
(6)
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The first column shows which area the pirate will be in if the players are spotted first.

The next section of the table is the die roll for a pirate to be in a certain area if the players have surprise.

The asterisks below the pirates number indicate which particular pieces of equipment he has on him. If the asterisk is in brackets it indicates that the pirate possesses the equipment, but is not wearing it. The guards for instance, have cloth armour in their quarters, but as it is rather uncomfortable, they do not wear it until necessary. The crew of the station all have swimming equipment, but in the relatively safe environment of the Seadome they have abandoned it. The sub pilots and crew wear they swimming gear, hanging such items as flippers by their belts, and racking their oxygen tanks The guards wear full swimming equipment, and carry their oxygen tanks while on duty. The second minisub pilot possesses a harpoon gun; it is in his sub, parked close to the dome.

Some Notes on Play (Referee)

The essential part of this scenario is the actual pirate base, and it is important that the players should be able to cripple both submarines. For that reason, the two trawlers are at the base, when it might reasonably be expected that they would be out trawling. Optionally, one might be trawling and the players would have to set a trap. The trawlers are currently full of weed, to an estimated value of around Cr 2,000,000, and if this is not destroyed the players could expect a bonus of 5%. The employers will almost certainly give some bonus to the players, at the referee's option, if the players have thought their problems out well. Examples of good play are caution (but not paranoia), ingenious and plausible solutions to problems, careful planning and so on. The bonuses might be a packet of rare drugs, or some little item to lead them into another adventure, or an introduction to a non-player character who could be useful to them.

Using one's imagination to solve the problems presented is important to the scenario. A micro-torpedo could be used to detonate an approaching torpedo. A work pack could do the work of four men if the submarine became trapped in seaweed (Event 9). If the players come up with any other solutions in this line, the referee should view them favourably. He must of course not suggest them himself, but if the players do think of them, they should be suitably rewarded.

Fighting in the water may pose considerable problems. The nearest equivalent is fighting in zero gravity, and the procedure for zero-gravity combat outlined in Mercenary should be used, with the following notes: A CO2 harpoon gun is a low recoil weapon. As water is slightly easier to hold one's position in than vacuum, especially while wearing flippers, the throws to avoid losing control, and to re-orient oneself should he reduced to 8+
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