


This page is intentionally blank. 



Table of Contents 
....................................... rNTRODUCTlON ........................................................... 2 Animal Encounter Tables .1 2. 13 

The Boxed Traveller Module ..................... .. ............... 2 Fornice ................................................................... 14 
Basic Facts ............................................................... 3 Tarsus ................................................................. 14 
Timekeeping ............................................................. 3 The War Period ..................................................... 14 
Referee's Notes ........................................................ 3 Post-War Developments ........................................... 14 
The Adventure Begins ................................................ 4 The Red Banders ..................................................... 15 

THE TARSUS SYSTEM. ................................................ 4 The Frontier Wars ................................................... 15 
The Planetary System ................................................ 4 Imperial Overtures ................. .. ............................... 16 

WORLD DATA ............................................................. 5 Chronology ............................................................. 16 
Physical Characterfstics ..................................... 5 GOVERNMENT OF TARSUS ........................................ 18 

........................................ Land Features on Tarsus ........................................ 6 THE MILITARY ON TARSUS 18 
Climate and Weather. ................................................ 7 The Standlng Army ................... .. .......................... 78 
Settled Regions of Tarsus ......................... ,........ ........ 8 Typical Equipment ................................................. 18 
Satellites of Tarsus .................................................... 8 The Mercenaries ...................................................... 19 
Visible Disks ............... .. .............. ... .......................... 9 Police .................................................................... 19 

............................................. LIFE FORMS OF TARSUS ....................................... . . .  AVAllABLE EQUIPMENT 19 
.................................................................. Evolution 9 Cold Weather Clothing ............................................. 19 

Adaptation ............................................................. 10 Communications ..................................................... -20 
Descriptions ........................................................ 1 LIBRARY DATA .......................................................... 20 

WORLD HISTORY ...................................................... 1 1 Li b r a y  Data Entries ................................................. 21 
Early History ............ ... ...................................... 1 1 Tables ....................................................................... 24 
The Rise of the Irnperium ....................................... 1 

World Data: 
larsus 

TRAVELLER" 
Science-Fiction Adventure 
in the Far Future 

Game Designers' Workshop 



Pew 2 G u m  Dmdgnmrs' Workshop 

Introduction 
The sprawling Third lmperium is e vast interstellar empire with 
nearly 1 1,000 worlds under its dominion. Those worlds de- 
pend on the strength of the Imperial Navy to keep the peace 
and to maintain order; a benefit of that peace and order is ongo- 
ing trade and commerce which is to  everyone"^ benefit. Yet 
many worlds lie beyond the Imperium's borders, content to 
trada with the lmperium and live safely in its shadow, but 
without the formality of membership in the empire. One such 
world-an agricultural world named Tarsus-lies a mere four 
parsecs from the Imperial borders. 

Years ago, a youth from Tarsus left to seek her fortune. She 
visited the Imperium, touching on the planets her ancestors 
had come from before they colonized Tarsus, calling at other 
worlds she had read or heard about, and finally joining the Im- 
perial Navy in the hopes of seeing even more of the universe 
at lirtle expense to herself. She did. 

'Now, however, the war that has raged in this sector is draw- 
ing to an end. Naturally, the armed forces that have fought the 
war are being reduced, and one person just mustered out is 
a 30-year-old Navy Lieutenant who had joined the navy to  see 
the universe. In her last days in the Navy, however, she re- 
ceived an express boat message that had followed her from 
planet to planet. finally catching up with her at Rhylanor, just 
weeks before her enlistment is up. The text is straightforward 
enough: 

Dear Sharik, 
l hope that this letter finds you well, and that the war 

has not turned against you in eny way. lr has been e long 
time since any of us have heard fmm you, end you know 
how your father sornefimes worries. 

Things are not going well here. Your father would be 
greatly disturbed if he knew that I was writing this, but 
he needs your help. The ranch has been a money-losing 
proposition far several years now, end I am efraid that 
he can9 hold it much longer withour some help. 

Please come home. He needs you here. 
Affectionately, 

But Sharik is not the only one mustering out; all of the services 
are reducing their strength. Not everyone has a need to speed 
directly home; some have no homes. The friends that Sharik 
has made in her years of service see here an opportunity to 
see mow of the universe before they too end their wanderings. 

So the entire band has set out for Tarsus- to help solve a 
simple problem for Sharik and then be on their way. Or psrhaps 
not. . . 
THE TRAVELLER BOXED MODULE 

The adventures that are possible with Traveller ate virtually 

infinite. This boxed module is merely one of them. But the for- 
mat of this boxed module is specifically designed to allow cer- 
tain features. The box allows extra components to be pack- 
aged with it, rather than bound into one book. So included in 
this module are maps for the players to refer to, separate 
scenarios for the referee to administer, and character cards to 
make playing the game a lirtle easier. 

Mote than components, however, this boxed module has a 
basic thesis that it is presenting, one that should provide value 
far beyond the several scenarios that ate included, In a role- 
playing game which covers the entire universe as Traveller 
does, it is sometimes possible to forget that a single world can 
easily be the site for more than one situation or adventure. No 
world is just an ice-world, or a swamp-world, or a rain-world: 
all are capable of a great diversity (think of Earth!) and of sup- 
porting many different adventures and scenarios. f arsus is no 
different. 

Once the adventures in this module have been run, there re- 
mains the basic material which describes Tarsus, and which 
makes the world a three-dimensional object in the minds of the 
players and the referee. Tarsus is the potential site for dozens 
of situations. 

Usability: Tarsus requires a Traveller nhes set in order to be 
played. There are several kmds, and any one will do. 

This module is designed as s companion to Starter Traveller, 
and specifically oriented to the information, rules, concepts. 
and background presented in Starter Travdlsr. It is consistent, 
however, with all Traveller rules sets, and can be used in con- 
junction with any of the sets -such as The Traveller Book, 
Basic Traveller, or Deluxe Ttaveller. 

Compatibility: Tarsus is set in a region of space called the 
Spinward Marches, where many other Traveller adventures 
have also been bocated. Any Traveller materials which deal with 
the Spinward Marches are compatible with this module. 

If this module is to be used with an existing Traveller cam- 
paign which is not set in the Spinward Marches, it is possible 
to use it with only slight modification, The essential details ere 
only that Tarsus be placed at the edge of a large, long- 
established interstellar emplre. The deta~ls can easily be con- 
verted as they occur. 

Contents: This module has the following components. 
World Reference Book: Materials concerning the history, 

physical details, life forms, society, government, military, and 
commerce of Tarsus are presented as basic information for the 
referee and the players. This booklet includes all of the infor- 
mation that a native of the world would normally know or be 
able to know. While usable as a player reference manual, it is 
normally held by the referee, and occasionally shown to the 
players when its information is called for, 

Referee's Scenario Sheers: Five four-page sheets present 
basic scenario information for the referee with emphasis on 
situations to deal with, their consequences, and special rules 
to cover matters not dealt with by the basic rules set. These 
sheets ars generally not seen by the players, although the front 
page of each contains materials which are to be read by the 
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players when a scenario begins. 
Tarsus World Mapr The large map of the world surface of 

Tarsus shows the world tha characters are on and indicates 
major locations and their importance. Smaller maps in the world 
reference book further elaborate on this large map. The map 
of Tarsus is generally available to the players as they require it. 

Detail Map of the Tanglewald: The smaller map of the 
forested region east of the starport is the result of satellie map 
ping and reveals more details of the region. The map becomes 
available in certain scenarios on Tarsus, and is presented to 
the players in those circumstances. 
Subsector Map of Disrricr 268: The map of the subsector 

in which the Tarsus system lies is an item of general reference. 
It can provide an understanding of interstellar relationships, 
trade routes, and other matters which affect worlds. All of the 
players who are interested in the map should see it even before 
they arrive on Tarsus. 

Cherecter Cerds: In the interests ~f speeding up preparation, 
and in order to provide characters which follow the basic story 
line of this module, twelve character cards are included. Each 
card describes one pre-generated character's attributes and 
characteristics. The Referee's Instructions detail how tr, used 
the cards. 

BASIC FACTS 
The following basic facts are assumed to be in force in this 

modufe. 
The Irnperium: The Third Imperium, established over eleven 

hundred years ago, is a human-dominated interstellar empire 
over 700 parsecs across. The empire is a major force for stabili- 
t y  within and along its borders, although the sheer size of the 
lrnperium makes communications slow end any sort of CQ- 

ordination between the capital and the fringes nebulous. 
The Spinward Mamhs: A t  the very edge of the lrnperium 

is a frontier sector only partly within the empire. Taking its 
name because it is the on the extreme spinward border of the 
Imperium, the Spinward Marches has until very recently been 
the site of a war between the lrnperium and several adversaries, 
including the Zhodani Consulate and the Sword Worlds 
Confederation. 

Diarict 268: Just beyond the border of the empire is a 
subsector cantaining 32 worlds. EnjoyFng a form of territorial 
status where the Imprium administers the region even though 
it is net formally part of the empire, District 268 is composed 
primarily of undeveloped worlds and planets settled by humans 
from the Imperium, the Sword Worlds, and the Darrian 
Confederation. 

Tarsus: One of three agricultural worlds which support the 
high-population systems of Collace and Forine, Tarsus was 
settled centuries ego, and has slowly developed its agricultural 
markets. Self-sufficient for food and basic needs, the planet 
sells enough agricultural exports t o  pay for any imported 
technology and equipment it needs, since it has few industries 
of its own, 

Tarsus is most notable, however, for its extrams axial tilt, 
which makes night on each polar cap some 45 standard days 
in length, followad by aqually long days. It follows that the 
world experiences extremes of Temperature end climate. Set- 
tlements are concentrated in the less severe weather zones, 
of the equatorial belt, and few ever venture into the inhospitable 
polar regions. 

TIMEKEEPING 

In any Traveller activities, there is a need to keep track of 
time and its passage. 

Clocks: Timekeeping in the lmperium (and on Tarsus) is based 
on the standard day, composed of 24 standard hours. Clocks 
and watches count time using standard hours, minutes, and 
seconds. 

The Imperial Calendar: Because of the differences batwssn 
day lengths and year lengths on various worlds, a standard 
calendar has been adopted by the Imperium. It is in common 
use on many human worlds (such as Tarsus) neighboring the 
Imperium. f he starting point for the calendar is the year zero- 
the year in which the lrnperium was founded. The current year 
is 1 1 10 lone thousand, one hundred and ten years after the 
lmperium began). 

The lmperial year consists of 365 standard 24-hour days. 
Days within the year are numberad consecutively from 1. The 
first day of the current year is 001 -1 1 10; the last day of the 
year w l l  be 365-1 1 1 0. The calendar divides the year into 52 
seven-day weeks beginning with day 2 (day 1 is a holiday not 
contained within any week). 

The Local, or Taman, Calendar: Weather and climate on Tar- 
sus depend an the world's local day and year, and information 
about weather and climate are especially important for an 
agricultural world. f hus, the local calendar for Tarsus has been 
developed to note seasons and daylight available. 

Tarsus' year is 21 90 standard hours 19 1 -25 standard daysl 
long; Tarsus' day is 72.94 standard hours long. The Tarsan 
year is 30.03 Taraan days long. Because the local year is used 
to determine favorable planting times, and because the local 
day is too long for humans to use for their own time rhythms, 
the Tarsan calendar has naver been fully refined. Instead, com- 
puters at the central weather service indicate the local time, 
local season, and local date on demand. There is no cor- 
respondence between the local and Imperial calendars. 

REFEREE'S NOTES 

This module is intended to  be as complete as possible. The 
materials in it supplement tha basic Tramller rules, and no other 
rules or material is necessary in order for the scenarios to be 
played. 

Other Necessary Mamtialr: In addition to fravel~er and this 
module, players and referee will require ordinary sccsssories 
such as paper, pens, pencils, dice, graph paper, and perhsps 
a calculator. 

Other Desirable Materials: The entire line of Travsllsr pro- 
ducts elaborates and expands on the universe of the future. 
Many of these products specifFcaily deal with situations in the 
Spinward Marches. Especially useful items include: 

Suppfement 3, The Spinward Marches: Maps and details of 
the sixteen subsectors (including District 2681 which form the 
Marches. 

Adventure 2, Research Station Gamma: A situation Involv- 
ing one of the Imperium's research stations {similar to  the one 
on Judice). 

Book 4, Mercenary: Details about the mercenary and his 
equipment. 

When one of the optional rules sets are used with this 
modufe, the details of the scenarios and of the background may 
be changed to  reflect the equipment and rules in those sets. 



AdmInlmdng Thlm Moduls: 'Ultlmatelv it fells on the Tmllsr 
referee to ensum that an adventure is exciting and enjoyable 
for the players. To achieve these resuks. he or she must work 
with the players without actually making their decisions for 
them. There are three tips that can help the referee do this. 

First, guide the players in the directions they should ga. 
Rather than tell them that they are to do a specific mission, 
allow them to  discover that a mission exists, and then to  set 
about accomplishing it themselves. 

Second, let the players follow their own instincts, even if 
they ars wrong. When players think that a lightning-fast raid 
with guns blazing is the answer, they should be allowed to tr)r 
it. But that doesn't m a n  that they will succeed, and ttw referee 
can then show that there are guards present, and sensors to 
detect them. If they still insist, the players may encounter s 
force sufficient to stop or arrest them (even kill them). Perhaps 
the prison terms they serve will bring them closer to their 
ultimate goal, i f  only years later. 
f hird, be prepared to elaborate on what happens. If the rules 

make no provision for an overland trek atter the airlraft breaks 
down, it falls on the referee to administer the activity. This abili- 
ty to deal with ths unexpected is an attribute of euer)r good 
referee, and one to be cultivated. 

What To Show T h  Players: Some of the information in this 
module must be treated as secret or it will give away the details 
of the scenarios. 

This world data book contains basic information abut  Tsr- 
sus. It can be shown to  the players whenever necessary to Im- 
part background or details, It is especially familiar to natives 
of Tarsus. In some instances, the referee may decide that the 
individual may have forgotten or overlooked some piece of in- 
formation. In such a case, it may be adviseble to throw to  see 
if it is remembered. f hrow 20 for the player-character's educa- 
tion for less); if the throw is not made, then the data is 
unavailsble. If the throw is successfui, then the referee should 
remind him ar her of the data end point out the reference in 
this book. 

The maps are available as required for the players' 
information. 

The Scenario sheets are generally restricted to  the referee's 
eyes only. The front page of most sheets may be provided to 
the players when they first encounter the situation. 

The referee's data sheet is definitely off-limits to the players 
in all situations. 

THE ADVENTURE BEGINS 

The world of Tarsus now awaits the adventurers. The events 
to come will be interesting and . . . 

The Tarsus System 
The planet Tarsus orbits its primary Hote along with three 

other planets and thirteen satellites. 

HOTE 
The primary of the Tarsus system is Hate, a spectral type 

K 9  star of approximately 0.6 solar masses. It has e diameter 
1,165,000 kilometers and radiates at approximately 3400° 
Kelvin. It is an orange-red in color, and approximately one-tenth 
as bright as Sol. 

Because Hote is dFrnmer and produces less heat than does 

Sol, its life zone is closer in than that of the Solar system. In 
the Tarsus system, the life zone ranges from 34.5 million 
kilometers to 73.5 kilometers out, with the optimal position 
situated at 43.5 million kilometers. At the optimal position, 
radiation, heat, and light would be essentially equal to that 
received by Terra, and would produce an average temperature 
of about 2s0 C. 

Hote is a relatively old Star with a long lifetime ahead of it. 
Its age is approximately 8 billion years, and it can expect to 
live for nearly fifty billion years. As a result, there is little 
likejihood that the star will fail or change to any great extent 
in the near future. 

Hote's color is most notable at  dawn or dusk, when its rays 
must pass through the most atmosphere. At such times, it 
becomes virtually blood red. During most of the daylight hours, 
however, its light is perceptible as only slightly more colored 
than that  of Sol. 

Hote is commonly called "the Sun" by inhabitants of Tarsus. 

THE RLANE'TARY SYSTEM 

The planetary system orbiting Hote consists of four major 
planets and a total of thirteen minor satellites of wrying sizes. 
In addition, the system boasts the usual array of planetoids, 
comets, and other space debris. None have any known value 
with the exception of the habitable Tarsus. 

The lihlus-Rode Relation: The planetary system roughly 
follows the Titius-Bode relation, with planets in predicted or- 
bits 1, 2,4, and 5. There is no explanation why orbit 3 is emp- 
ty, and the few (less than six)  planetoids in roughly orbit 3 ap- 
pear to be captured bodies rather than naturally oceuring 
bodies. Tarsus itself does not fully meet the requirements of 
a natural planet for orbit 1 under the Titius-Bode relation, and 
may be s captured planet. 

No planets have been discovered beyond orbit 5, 
T b  Pfanets: The four planets of the system include two small 

worlds end two gas giants. The planets were named by com- 
puter bank for cities of the nation Turkey an Terra. 

Tarsus: Tarsus is the innermost of the planets. Lt orbits Hots 
with a period of 91 -25 standard days and at a distance of 50.0 
million kilometers. Its axial tilt of 61 makes the planet sub- 
ject to extremes of climate and weather, but its dense at- 
mosphere and water make the world habitable and capable of 
supporting agriculture. 

Cheyhen: Hote's second planet orbits the star with a period 
of 276 standard days at a distance of 104 million kilometers. 
Cheyhan is 2,000 kilometers in diameter, has no atmosphere, 
and is uninhabited. It is a dusty blue-grey in appearance, and 
is reported to have exploitable mineral deposits. The world has 
no satdlites, 

Urfa: The largest gas giant in the system orbis Hots with 
a period of 954 standard days at a distance of 420 million 
kilometers. It is approximately 108,000 kilometers in diameter. 
The giant has two major satellies (both about 1,700 kilometers 
in diameter): Urfa V and Urfa VI. Its six mfnor satellites are 
numbered I to YI, and V11 to VIII. All of the satellites are airless 
with the exception of Urfa VI, which has a methane atmosphere 
and indications of frozen water. 

Erdemli. Erdemli is a small gas giant which orbits Hote with 
a period of 2200 standard days at s distance of 700 million 
kilometers. The world has a diameter of 54,000 kilometers. 
There are three satellites, all airless and under 1,600 kilometers; 
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in diameter, labelled Erdemli I, II, and Iff. 
Asteroids: The system has no noticable planetaid belt, 

although ten planetoids have been cataloged Fn the system. 
Six are more or less in orbit 3 (about 150 million kilometers 
from  hot^), while the other four have elongated orbits within 
the system. None of the planetoids are more than 100 
kilometers in diameter, 

The travel times table (on page 24) indicates the required 
times for a ship travelling at 1-G or 2-G acceleration to move 
from any planet to  any other planet within the Tarsus system. 
Times are given In hours, and the tables show the time required 
when the distance between the worlds is at its minimum and 
at its maximum. Travel times for higher accelerations can be 
computed using the travel formulae given in Traveller. 

World Data 
The basic physical details of the planet Tarsus make it possi- 

ble to understand the many situations which can take place 
on the world. Such events may range from the simple fall of 
night, to the probability of storms or bad weather, to extremes 
of temperature. and ta possible destinations on Tarsus' only 
continent. 

The lmperium has conducted twa surveys of its territory, end 
has made the information readily available. The surveys occur- 
red 790 years apart, and their entries for Tarsus (shown at the 
bottom of the page) show the difference that 750 years of set- 
tlement can make for a world. 

The First Survey's catalog entry for Tarsus in 450 was the 
tidbit of data that brought about its colonization. Calling up ad- 
ditional material in the Imperial data banks told the potential 
col~nists greater details about their new home. 

Tarsus is 801 4 kilometers in diameter and blessed with a 
dense, breathable atmosphere. Water covers 42% of rhe 
planet's surface En two oceans - the Sea of Winds and the 
Great Polar Ocean. 

At the time of the First Survey, no population was noted, 
and the world was undeveloped, but potentially agricultural. 

The Second Survey shows the results of centuries of settle- 
ment and development. World population (as of 1 1 10) is 2.2 
million, Virtually all inhabitants are human of various 
antecedents- Solomani, Sword Wodders, Darrians, and Vilani. 
Tarsus is a participatory democracy with a Board of Commis- 
sioners in control, Elections are open to citizens who own votes 
originally established when the world was colonized. Local laws 
provide no effective restrictions on weaponry. 

The tech level on Tarsus is slightly below the average level 
for the Irnperium. Manufactured goads are imported from off- 
planet; some local industry exists and repairs are available for 
most tech 10 equipment. 

Tarsus is an agricultural world, and derives most of its 
livelihood from farming and ranching. 

PHYSICAL CHbRkCT€RISTICS 

Tarsus is situated slightly beyond the optimum distance from 
its central star, and has an average temperature of 4 O  C. This 
average temperature is the midpoint in a range which extends 
up to 70' C. in the polar summer and down to -70CL C. in 
the  polar summer. The only continually habitable region is Tar- 
sus' equatorial belt. 

Axial Tilt: Tarsus' extreme axial tilt of 61 (Terra's tilt. by 
comparison, is only 23.5O1 grossly distorls the length of days 
and nights once one leaves the relative normalcy of the  planet"^ 
narrow equatorial band. When the North is in summer, there 
is no night above 61 north latitude. As the day length table 
shows, even at 2 7 O ,  the 73-hour day has nearly 67 hours of 
daylight at its longest. Conversely, in the dead of winter, the 
day is less than 10 hours Iong. 

A major effect of Tarsus' axial tilt is the restriction of most 
permanent settlements to a band cantered on the equator, 
soma 2800 kilometers wide at its greatest extent. Within that 
region, days are relatively normal in length, and the inhabitants 
may indeed never be aware that just to the nonh or south, there 
is constant day or constant night. 

A benefit of Tarsus' extreme axial tilt is its effects on world 
rotation. Normally, a world as close as Tarsus is to its primary 
would be tidally locked to the central star-its local day would 
equal its year, and one hemisphere would always be facing 
Hote. The fact that the axis is pointed toward the star has 
lessened the effects of Hote's pull, and Tarsus retains a rota- 
tion independent of the sun's. 

Tl;re Arctic and Antarctic Circles: Tarsus has an arctic circle 
at 2 9 O  north latitude. and an antarctic circle at 2S0 south 
latitude. Pokeward of each circle, the sun is always above the 
horizon in summer and always below the horizon in winter. 
Below the arctic circle. the alternation of day and night is 
relatively normal (although near it, days are quite long in sum- 
mer and nights are quite long in winter). 

The Term arctic circle should not be taken to mean that the 
area is covered with ice and snow; it merely means that the 
sun is above the horizon in the daytime- which lasts some 
45 days- and below the horizon at night. 

The surface of Tarsus is, for convenience, psititioned into 
three basic areas with the arctic and antarctic circles as dividing 
lines. The Girdle is the central or equatorial band between 29 
north latitude and 29 south latitude: it contains most of the 
livable. usable terrain on the world. Above 2 9 O  north latitude 
is the North; below 29O south is the South. 

The Girdle is  centered on the equator, and is subject to 
seasons only insofar as the weather from the North and South 
spills over the arctic circle. Temperatures remain within a range 
of 2 5 O  to - 5 O  C. throughout. 

Atmosphenr: The atmosphere on Tarsus is a dense envelope 
of typical gases, with nitrogen the major constituent at about 
80%. Oxygen cornposes 1 8%. The remaining 2% is compos- 
ed of trace amounts of argon, carbon dioxids, neon. hehwm. 

I 

TarsuslSpinward Marches Subsector M 0308 E5B4000-0 Potentially agricultural. G 
- First Survey 14501 

TarsuslDistrict 268 0308 8584620-A Agricultural. Non-industrial. G 
-Second Survey l f 0421 
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hydrogen, krypton, xenon, water vapor. and methane. 
The presence of a dense atmosphere on a small world such 

as Tarsus gives rise to a shallower density gradient. The den- 
sity of the atmosphere lessens a t  s lower rate than on Terra. 
and it remains breathable to a higher altitude (approximately 
20,000 meters). As a result, it is possible to scale even the 
highest peaks on f arsus without the benefit of breathing 
equipment. 

Seas and Water: Seas of water cover 42% of Tarsus' sur- 
face, and are divided into two major bodies: the northern Sea 
of Winds, and the southern Great Polar Ocean. Additional 
bodies include the Kinross and Ouloss Seas (more accurately 
lakes), and various rivers which provide drainage. 

The greater atmospheric pressure on Tarsus lapproximate- 
fy 1.4 standard atmospheres) results in a greater percentage 
of dissolved oxygen in the water of Tarsus. This, in turn, sup- 
ports a greater level of microscopic life in the seas. As a result, 
the seas of Tarsus teem with life in the equatorial band. 

Unfortunately, most of the water on Tarsus lies above 2 9 O  
north or below 29O south, Those seas are subject to the ex- 
tremes of temperature caused by axial tilt, and the surface 
temperature can range from 50° to 60D C. in summer a t  the 
pole to Oa in winter. 

Convection currents in the oceans prevent their freexing solid 
in winter, although scattered ice floes may be present, and the 
surface may be frozen solid within 100 kilometers of any sur- 
face feature such as an island or a shore. 

Convection currents also keep the ocean surfaces from 
becoming too hot in summer, as water flowing from the depths 
keeps the surface temprature at less than the air temperature. 
Nevertheless, in summer, the oceans become steamy regions 
'beset by local storms and rain as the humidity reaches 100% 
and returns the atmosphere's water to the sea. 

Bodies of water smaller than 700 kilometers (one hex on the 
map) easily freeze over when the temperature reaches O0 (for 
standing water) to -5O C. (for moving water]. Running rivers 
may freeze solid after five days at -30° C., but standing bodies 
will never freeze completely solid in the course of the Tarsan 
year. 

Bodies of water smaller than 700 kilometers will complete- 
ly evaporate in the Tarsan summer if the temperature reaches 
greater than 40° C. and rivers will dry up in such 
circumstances. 

The Atok Swamps, located at the southern edge of Noh Plain, 
are fed by a river which originates in the Nonh. As a result, 
the Big Dawn thaw is sending water to the swamps just as 
the Big Dusk freezes are beginning. The result is massive ice 
jams and flooding (followed by freezing) in the area of the 
swamps throughout the Tarsan winter, 

The Shallows, located at the western edge of the Sea of 
Winds, have rimle depth, snd in the heat of summer (after about 
three local days) the area dries up north of 2 9 O  north latitude, 
leaving a vast expanse of open plain. With the coming of Big 
Dusk, rains replenish the sea. 
Land: The land area of Tarsus spans the entire range from 

summer sun baked desert to productive farmland, and includes 
everything inbetween. The highest point is Peak 342, a moun- 
tain in the Cilician Ranges with a height of 24,300 meters and 
it towers over its companions by at least 10,000 meters. The 
lowest point on rand is the bottom of the Kinross Sea, which 
(when it dries in summer) is  730 meters below sea level. 

Tarsus has only one continent. and it has no name, there 
being no need to distinguish it from any other, Several notable 
islands or archipelagos exist, including the Calendar Isles, and 
Raft. 

Ra f t  is a large island about 800 kilometers in length entirely 
overgrown by tangletrees, even to the point of extending into 
the ocean and across a twenty kilometer channel between the 
island and the mainland. The name was given by surveyors who 
found the island similar to a log raft floating in the ocean. 

LAND FEATURES ON TARSUS 

The landmass of Tarsus is a diverse continent with a wide 
variety of terrain features ranging from high mountains to fer- 
tile farmland, and includes many intermediate types. 

The Clllcian Ranges: Tarsus' continent is composed of three 
wandering plates which determine the boundaries of the oceans 
and the land. One plate is relatively stationary centered on the 
Desert Sulani An, while two smaller plates have jostled for posi- 
tion with each other. These smaller plates meet in the Cilician 
Ranges, the largest and most rugged mountains on the planet. 

The peaks of the ranges have heights up to  25,000 meters. 
but generally 15,000 meters is a more typical altitude. Tarsus 
atmosphere allows scaling the peaks without auxiliary 
breathing equipment. 

The Cilician Ranges are the site of many mines exploiting 
the mineral wealth of the region. 

Between the many peaks are small valleys fed by snowmelt 
runoff, and many have been settled by the Red Banders who 
live in the mountains. 

The Desert Sulani An: Half of the northern hemisphere is  
taken up by the Desert Sulani An, situated surrounding the 
Mountains of Dreams. Weather patterns and geography pw- 
vent any appreciable water from reaching the region, and it 
is almost entirely devoid of life. When a f raak weather pattern 
does occur and creates a brief shower, the area comes to life 
until the water dries up. 

Nob Plains: Two great plains exist on Tarsus. One lies west 
of the Sea of Winds, the other is between the Great Polar Ocean 
and the Desert Sulani An. Each is the natural habitat of the 
nobble- a native herbivore highly prized by Tarsans for their 
meat and hides. One nob plain is actually called 'Nob Plain, and 
is the site of ranching and controlled harvesting of the animals. 
The other plain is unnamed and its nobbles run wild and 
unharvested. 

Walds: The forests of Tarsus are vast growths of native 
vegetation - thick, entwined walds of tangletrees forming a 
near jungle of almost inpenetrable thickness. Such walds are 
totally impassibFe to land vehicles, and require grsv vehicles 
to  pass over them. 

There are many welds, but two major ones have bean nam 
ed: the Tangle Wald and the Ice Wald. 

Tangle Wald is a vast forest in the Girdle south of Regiment, 
Its area has never been explored except for brief expeditions 
into its fringes. 

Ice Wald is an especially hardy wald in the North. It has pro- 
ven itself capable of withstanding the heat of summer and the 
cold of winter and still slowly expands each year to cover ad- 
ditional territory. The lee Wald is currently advancing at the 
rate of 500 meters per local year, and authorities have express- 
ed concern that it will eventually encroach on the Nob Plain 
and its nobble herds. 



Tarsus Page 7 

CLIMATE AND WEATHER 

Climate and weather on Tarsus are primarily influenced by 
the world's extreme axial tilt. Temperatures msy range from 
7QQ C. at the pole En summer to - 55' C. in winter, Because 
of Tarsus' short year. the progress of the seasons and the 
changes in temperature can be extremely rapid. 

The North and the South are subject to strong, violent 
seasons which correspond. to day and night. Day is summer, 
when temperatures can reach 70° C. at the pole, while night 
is winter with temperatures of - 50° C. a t  the pole. Seasons 
are opposite at opposite poles; when the North is in summer, 
the South is in winter. 

The transition times between the saasons is a time of violent 
storms as temperatures change rapidly. Falt and spring are no? 
used in the brief changes when temperatures rise about 5 O  C. 
per day. Instead, locals call them Big Dawn (which is like spring, 
with the transition from winter to  summer, or night to day), 
and Big Dusk. 

The temperature and weather tables are provided to  allow 
a referee to determine the locel weather conditions a t  any time 
and for any place on the surface of Tarsus. The required infor- 
mation for their use is the local latitude, the day number within 
the local year, and the terrain type within the hex on the Tar- 
sus map. 

Latitude: Latitude is a position between the pale and the 
equator and is expressed in degrees of latitude north or south 
of the equator. The equator is O O ;  the pole is 90°. North of 
the equator is north latitude; south of the equator is  south 
Iatitude. Thus, the Calendar Isles on the map are a t  about 6 5 O  
south latitude. 

Hexes on the map aw in rows corresponding to latitude, and 
each hex is about 9 O  of latitude. By counting rows of hexes, 
it is possible to determine local latitudg anywhere on the map. 

Local Day Of The Year: Tarsus' 21 65 hour year contains 

slightly less than 30 local f73-hour) days or 91.25 standard 
(24-hour) days, The local year begins with Big Dawn in the 
Norlh and counts conseccltive days through the year starting 
with 1. 

When characters are new arrivals on Tarsus, the referee 
should randomly determine the local day of the year. Roll 1 D 
times 6 and subtract 1 'D from that for a number between 1 
and 30. 

Local Terrah: The type of local terrain involved in any 
weather may be determined by inspection of the Tarsus map. 

Determining Temperature: The referee may determine local 
temperature using the tables and charts. The temperature teble 
shows the base temperature for specified degrees of latitude. 
If the area is in summer Ilocal day number 10 to 15) then the 
base temperature is positive; if the area is in winter (local day 
number 25 to 29) then base temperature is negative (below 
zero). During Big Dawn (local days 1 to 91, use a negative base 
temperature; during Big Dusk (local days 15 to 241, use a 
positive base temperature. 

The terrain effects table shows modifications to the base 
temperature by reason of local latitude and tarrain types. 
Generally, one latitude and one terrain type modification will 
be applied to a hex. Rugged mountain effects are in addition 
to all ethers. 

Big Dawn temperatures should start with the coldest winter 
temperature possible for the hex and increase it by 10° C, for 
each day since Big Dawn began (with a limitation that i t not 
exceed the hottest possible local temperature for the hex). 

Big Dusk temperatures should start with the hottest sum- 
mer temperature for the hex and decrease it by 10' C. for each 
day since Big Dusk began (with the limitation that it not go 
below the coldest possible local temperature for that hex). 

In the edges of the Girdle (less than 27O latitude) the same 
temperature transition also takes place, but at a lasser pace: 



temperature increases or decreases at the rate of one-half of 
a degree per degree of tatkuds per local day. 

For example, the player-characters begin their situation a t  
the starport et Newlend. Local latitude is about 4 . 5 O  south [half 
of a hexagon below the equator] and the terrain type is clear 
coastline. The referee has previously determined that the local 
day of the year is 4: this is the fourth day since Big Dusk. Con- 
sulting the temperature table shows that the base temperature 
is - 2 . 5 O  C. Local high temperature for summer is - 2 . 5 O  (base 
temperature] + 5 O  (coast hex) + 5 O  {latitude below 18O1, or 
7.Sa C, Locah low temperature tor winter is -2.s0 (base 
temperature) - (coast hex) -On  (tatitude below 1 8 O  1, or 
- 2 , s 0  C, Because this is the fourth day since Big Dusk, the 
temperature has decreased Q0 C, (112 times 4 times 4.s0), 
and local temperature is - 1 .so C., or slightly below freezing. 
At this latitude, the local low should be reached by day 5. The 
low temperatures of winter will last until Big Dawn in this hemi- 
sphere-day 1 5 of the local year. 

Dalw Variations: Local temperature varies with day and night 
as well as with weather effects within a hex. Within the Gir- 
dle, temperature can vary by plus or minus SiQ C.in a day, with 
generally lower temperatures at night and higher temperatures 
during the day. Beyond the arctic circles, where there is cons- 
tant day or constant night, temperature will be fairly constant. 

Tempemure Effects: Temperatures are given in degrees 
Celsius, where 0 fs the freezing point of wmer, and water boils 
at 100. The temperature effects chart shows some other 
typical effects which may be of interest to adventurers. 

Weather Effects: The weather table shows a variety of 
weather types which may occur-rain, flash floods, storms, 
and other effects of Tarsus' climate. 

SElTLED REGFONS OF TARSUS 
There are four settled regions on the surface of Tarsus: 

Stenden, Mob Plain, Newland, and Regiment. 
Newland is the oldest region, a farming region originally set- 

tled by colonists from Fornice in 450. Newland has one major 
city [also called Newlend, or sometimes Newland City). which 
is the capital of the planet as well as the largest and aldest 
settlement. 

Newland Is situated on the south shore of the Sea of Winds, 
and was selected by the original world survey as the most 
hospitable and exploitable location on Tarsus. It has scattered 
indEvidual farms averaging about one square kilometer; in- 
dividual rural towns contain support services and merchants 
which deal with the farm owners. 

Total population of Newland is about 1,474,000, of which 
700,000 live on high tach individual farms. 

Nob Plein is a primarily ranching region concerned with the 
care and harvesting of wide-ranging nobbles. It was a natural 
expansion from Newtand, and has been in existence for near- 
ly as long. 

Ranchers in Nob Plain generally have a small permanent base 
of operations at the edge of the Plain, and pursue the nobbles 
with wandering caravans of quarters and work buildings that 
follow the nobble herds. 

Nobble harvests are generally arranged to  be sold before 
harvest, and pick-up of prepared meats and hides is made by 
ships descending directly from orbit. 

Nob Plain has a population of 204,000. 
Regiment is a farming region to the eest of Nawland. Original- 

ly settled by members of the fironian (Sword Worlder) 3rd 
Regiment, it has since been integrated into the mainstream of 
farsan society. Farms in regiment tend to be larger than in 
Mewland (up to 5 square kilometers) and more family 
operations. 

The population of Regimmt is 432,000, of which 102,000 
lives in Kochstadt, the capital and only city in the region. 

Stenden is the most recently settled region of Tarsus, located 
to the west of Nob Plain in a wide, fertile river valley, Pavabid- 
ian immigrants leaving their neighboring world for religious 
reasons established their farms in this area in 780, and their 
numbers have grown to 210,000. The major city in the area 
is Evander, with a population of 21.000. 

Other settlements on Tarsus are small in size, and inelude 
the Red Bander settlements in the Cilician Ranges and a small 
SuSRG corporate village in Newland. 

SAfEtLlfES OF TARSUS 

Tarsus has two natural, and several artificial, satellites. 
Gloeh: Gloeh is the smeller of Tarsus' two natural satellites. 

It is 672 kilometers in diameter and orbits the planet at a 
distance of 55.480 kilometers t approximately .18 light. 
seconds). It is tidally locked to its parent, and completes only 
revolution in one Tarsen day: 72.94 hours. As a result, it re- 
mains stationary over one meridian of the world below. Its or- 
bit IS inclined at an angle of 27000 to Tarsus' equator. As a 
result, the satellite appears ta wander along a north-south line 
during the course of each Tarsan day. A tine showing the posi- 
tion of Gloeh during the course of a day is  marked on the map 
of Tarsus. 

Because one face of Gloeh always faces Tarsus (and even 
more importantly, Gloeh is always above the same area of Tar- 
sus) the moon has been established as the communicatFons 
center for the world. Large antenna arrays monitor the world 
surface below, receiving and retransmitting comrnunicetions, 
conversations, and data transmissions 0s part of the world- 
wide communications service. 

In addition, the world computer banks are maintained On 
Gloeh and are on-line as part of the computer services available 
to ccrnmunications subscribers. 

Finally, sensors and monitors on Gloeh accumulate data 
about weather patterns, crop production, nobble hard 
movements, and other activities onplanez, and make them 
available to computer users for forecasting, tracking, and 
anarysis. 

Gloeh is airless, and no exploitable deposits or features have 
been found in surveys of the satellite. Local gravity is slight 
(abaut .1 GI. 

Gloeh is a government-operated base, and has a population 
of about 3,000. Regular shuttle service is available from 
Newland Down Starport to Gloeh each local day at dusk for 
Cr 1 00. 

Rond: Rond is the larger of Tarsus' natural satellites. It has 
a diameter of 2,250 kilometers and orbits the planet at a 
distance of 333,250 kilometers [approximately 1.10 light- 
seconds). Rond completes one revolution about Tarsus in 1073 
hours, or about one-half the local year. Its local day is 40 stan- 
dard hours. 

Rond is airless and of no apparent value. It is featureless ex- 
cept for a large black splotch covering one-quarter of a 
hemisphere. The deep black of the feature approximates that 



of the night sky of Tarsus and makes it appear as if there is 
a hole in the moon. Appropriately, this marking is called the 
Tunnel by locals. Enhancing the effect are reflective rocks 
withh the area which (if the sun is shining right) appear to be 
stars shining through the tunnel. The phenomenon is rare 
enough that it is considered good luck to  "see a star through 
the tunnel of Rond", 

Rond is used only as the site for a base maintained by 
SuSAG, an Imperial megacorporatton. Agreements with the 
government of Tarsus in 860 established a lease for the north 
polar cap of Rond (ta a distance of 200 kilometers from the 
pole) for a period of 1,000 standard years. SuSAG pays an an- 
nual lease fee of MCr2.5 for its landhold. 

The SuSAG base is private, and fully marked with warnings 
and sensors against intrusion. No provision is made for landings 
at the base by non-SuSAG vessels. SuSAG maintains a shut- 
tle service for its own personnel; the SuSAG shuttle leaves 
Newland Down Starport each standard day at 0800 for Rond, 
end returns to the Srarport at 1600. The trip usuefly takes about 
two hours. If a stop is required a t  Gloeh (which happens about 
half the time), then the trip takes about four hours. The SuSAG 
shuttle is available only to SuSAG personnel and to specially 
authorized guests. 

Other Satellites: In addition to  its natural satellites, Tarsus 
has a variety of artificial satellites, of which three systems are 
important. 

f he Reglment Repeater: At the trailFng trojan point of Gloeh, 
an artificia! satellite capable of the same communications relays 
as on Gloeh repeats signals directed beyond the range of the 
main station. It represents an expansion of the communica- 
tions system to serve the region known as Regiment. This 
satellite station is 55,500 kilometers from the surface of Tar- 
sus, and 55,500 kilometers behind Gloeh in its orbit. 

The position occupied by the repeater is marked on the Tar- 
sus map. 

The station is fully automatic and unmanned; it is subject 
to service calls on s regular basis, generally once per forty days. 

Because of the distances involved, the Regiment Repeater 
retransmits cornrnunicaZions to the surface of Tarsus if possi- 
ble [the distance for the signal from the surface to the repeater 
and back to the surface is about 0.36 light-seconds). If required, 
the Repeater sends the signal on to Gloeh for retransmission, 
in which case the one-way distance involved is 0.54 light- 
seconds. 

The Navlgatlon System: A group of ten navigation satellites 
orbit Tarsus at an altitude of 200 kilometers. The individual 
satellites have orbits which form a pattern allowing navigational 
trackers on the surface to determine an exact location 
anywhere on Tarsus. Special instrumenlts are required to 
receive and use the navigation satellite d ~ t a .  Some persona4 
communicators are capable of using this system to  enter the 
normal communications networks as well. 

The navigation system also collects weather information 
from parts of Tarsus nor visible from the Regiment Aepeatar 
or from Gloeh. That data is relayed to Gloeh regularly for pro- 
cessing and inclusion in the date banks. 

The Military System: The Tarsus Defense Force maintains 
a set of six satellites at varying altitudes and with varying or- 
bits. They serve a variety of functions, including monitoring 
movements of spacecraft around Tarsus, and relaying military 
communicatians. 

VISIBLE DISKS 
Distance and world diameter determine the size that a world 

appears to ba in the sky. In the sky of Terra, both Sol and Lung 
appear to be about 0.50° in size. In the Tarsus system, the 
visible disk table (page 241 shows the relative sizes of the 
various bodies as seen from Tarsus, Gloeh, and Rond. 

The range of sizes for Gloeh as seen from Rond and Rond 
as seen from Glceh reflect the apparent change in size as the 
moons move from farthest ta closest approach to eech other. 

Life Forms of Tarsus 
In spite of the climatic extremes of the world, the various 

life forms on Tarsus were not totally alien to the first settlers. 
Everywhere in the universe, life forms seem to share certain 
basic characteristics. Those indigenous to Tarsus are no 
exception. 

The fact that even ecological niches in the most extreme 
climatic conditions of Tarsus have been filled is a testimony 
to the inherent ruggedness of life in general. 

The evolution of life on Tarsus was unremarkable in most 
respects, and seems to have followed along standard lines of 
development. Because of its location, only a few cursory 
paleobiological studies have been carried out since the world 
was settled. Most of these were botanical surveys done by 
SuSAG, although studies have been mounted by the Y niverai- 
ty  of Rhylanor (financad through grant from the Imperial In- 
terstellar Scout Service) and the zoology department of the 
University of Tarsus, Some of these are still in progress. and 
new discoveries are made regularly. 

The earliest fossil evidence of life on Tarsus (dating from 
about 3-3.5 billion years ago) is a number of cell-like structures 
preserved in the Mersin chert formations of the Cilician range. 
Although by no means fully-developed cells, these microscopic 
structures are quite well-developed and are thought by most 
experts to represent about 750 million years of cellular evolu- 
tion on the world. This makes the origin 07 life on Tarsus about 
4 billion years ago. 

Orher fossil finds indicate that, not surprisingly, life on Tar- 
sus originated in its oceans and spread from there to the land. 
Few of the imported life forms were aquatic, and the oceans 
of Tarsus are largely filled with native life forms. 

Most large land animals on Tarsus are descended from free- 
swimming chordate-like creatures, and therefore are similar in 
outward appearance to Terran animals (most are quadrepedal. 
for instance). Smaller creatures are descended from various 
other forms of marine life, particularly mollusc-. arthropod-, and 
annellid-like creatures, as well as other types for which simple 
Tarran analogues do not exist. 

The biochemistry of Tarsus IS, of course, unique to the world, 
resulting as it does from the independent evolution of life there. 
The basic chemical building blocks of life, however, are basical- 
ly the same throughout the universe. 
Some of the proteins of which Tarsus' life forms are con- 

structed are made up of amino acids which can be digested 
by off-world life-forms. The soil of most regions contains the 
proper nutrients to support many off-world types of plants. 

The first colonists discovered that although they could eat 
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most of the local flora and fauna without ill-effects, they needed 
dietary supplements because several amino acids vital to 
human life are not present in any native life form. Subsequent 
colonists brought a number of animals with them to Tarsus 
(mostly of Tsrran stock). These had been geneered to enable 
them to survive and prosper under the extreme conditions on 
Tarsus. In animals, this consisted largely of adapting their 
digestive tracts to the local fauna. In plants, this involved adapt- 
ing them physically to better withstand the climate. Some ex- 
periments were begun. attempting to adapt Terran animals to  
the more extreme ranges of temperature found away from the 
equatorial belt. but these were not very successful, and were 
eventually abandoned. 

Terran animal genera which were imported include Sus 
(swine), Bos (cattle), Ovis (sheep), Gallus lchickens), and Equus 
{horses), among others. Terran plant genera include Quercus 
(oaks), Pinus (pines), Acer lmaplesl, Triticum (wheat), et a!. 

These impons, unaffected by local diseases and parasites, 
thrived on Tarsus and quickly forced many local life forms away 
from the settlements. Many of the imported plants and animals 
spread into the wild after a few years, and off-world life can 
be found almost everywhere on the planet. intermingled with 
native life. 

ADAPTATION 

Life forms on Tarsus have adapted to the extreme climate 
in a number of ways. In the polar regions. two ways are 
predominant: 

-By hibernating or going dormant during the extreme 
seasons, coming to life to breed during the two relatively 
temperate periods of transition. The snow shrew and the Bur- 
row Tree are two examples. 

-By migrating out of the polar regions during the extreme 
seasons, and returning durfng spring/fall. The Nobble and 
various forms of Icemoss of the northern hemisphere are two 
examples. 

Other forms of adaptation can be observed, such as exter- 
nal insulating coverings, or means of internal heat regulation. 
The subject is much too complex to be covered in the space 
available here. 

Life an Tarsus is lush and varied. Authorities differ on the 
exact number, but between twelve and sixteen local phyla of 
plants and animals have been identified (not counting the many 
off-world phyla imported with the colonists). Approxlmetely 
1.2 million species of indigenous life have been described and 
classified. Experts believe that this represents only about 20% 
of the total number. A complete description of the biosphere 
of Tarsus would fill hundreds of volumes. What follows, 
therefore, is a series of capsule descriptions of the most in- 
teresting life forms. 

Tangletrees (IVefedde var.2: Tangletrees are tree-like plants, 
but they have many thin trunks instead of a single thick one. 
They are propagated both by seed and by rhizomes. Taproots 
off the plant bury themselves deep into the soil, but other roots 
travel outward from the main stem, just under the surface. A t  
intervals, these roots send up other stalks. In addition, the bran- 
ches off the stems send runners down to the soil, and send 
out roots from there. These runners sprout stalks, and the 
whole plant spreads. 

A single plant may, in this fashion, cover several square 
kilometers, interwoven with several other plants in a complex 
fashion. The tangtewalds are extremely difficult to eradicate 
for this reason. since cutting a single trunk lor even a hundred 
trunks) has no major effect on the plant as e whole. 

In northern species Ithose between 27O and 60a north or 
south), the leaves are thick, long, and narrow. in order to 
minimize damage by extremes of temperature. These plants 
are seldom more than 3 to 5 meters in height. In more 
temperate regions, the Feaves are broader, and the trees may 
reach heights of 10 to  25 meters. 

Leaves in the upper third of a tanglewood forest are very 
dense, making the lower two-thirds very dark, and thus free 
of undergrowth except in occasional ctear~ngs. The upper 
canopy is inhabited by many small creatures, with analogues 
to birds, insects. and small tree-dwelling mammals and rep- 
tiles. A few large animals feed on the young shoots at ground 
level. 

The dense network of sprouting shoots and thicker trunks 
and branches totally prevents travel by ground vehicles, and 
slows foot travel in the tanglewald to a crawl. Et is  very easy 
to get lost, @specially for those with little wilderness experience. 

Flying over a Tanglewald is risky. In case of accident. find- 
ing a space to land without major disaster is  largely a matter 
of luck. Searching for s downed craft is difficult, and clearing 
a space to land is a major undertaking without explosives (and 
requires constant vigilance to maintain, as the tanglewalds 
grow very fast). 

There are numerous legends told about the tanglewalds. 
Some inhabitants of Tarsus still believe that the whole forest 
consists of a single plant, which has achieved a rudimentary 
intelligence, and will trap and consume unwary travellers. 
Others tell stories of murderous humanoid creatures living in 
its dank, depressing depths. In any case, few people will enter 
the tanglewald without some small feelings of uneasiness. 

Burrow Trees (Oysptera eta!.): These are descended from 
the same ancestral stock as the tangletree, and have adapted 
to the extreme conditions of Tarsus' polar regions. The huge 
lcewald consists of Burrow trees, These plants have extreme- 
ly deep, widespread root systems, portions of which form large 
"trunks" a meter or two under The surface of the ground. These 
trunks stare vital nutrients in a place where they are well in- 
sulated from extremes of temperature. During the two seasons 
of the year (fall and spring) when temperatures moderate 
themselves samewhet, the root systems of the burrow trees 
send up thousands of shoots, which branch out, form leaves, 
and produce nutrients from soil and sunlight for the duratian 
of the short growth season. This growth is extremely rapid, 
and a seemingly empty field can be covered with dense 
undergrowth in less than 48 standard hours. 

At the end of the growing season, the shoots wither and drop 
off, and the burrow tree goes dormant for another 10 local 
days, until the next growing season. 

Fog Flower (N8hffftM9 Herni, #. d l a n g ~ } :  So-called because 
of the "fog" of pollen it emits during certain seasons. Dormant 
through most of the year, during spring and fall the plant shoots 
up thin stalks with flowers and seed pods. Within 24 hours 
the plant will have put out massive clouds of pollen, formed 
seeds wlth pollen received from other plants, spread its seeds 
on the wind using winglike structures on the seeds, and gone 
dormant again, During this time, all sorts of small animal life 
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comes alive (i.e., out of hibernation or estivation) t o  eat the 
seeds, plants, and pollen. Fog flowers are found throughout 
the Sulani An. 

Skimmer (Anavolens cilicia): A 1 gram desert flying filter 
feeder, which skims fog flower pollen from the air during the 
spring and fall. When it has eaten its fill, it breeds, lays its eggs 
in its burrow and dies. The eggs remain dormant until the next 
breeding season, when they hatch. 

Snow Shrew (Boretupie var.): A small mammal-like creature 
inhabiting the shores of the Sea of Winds. They live together 
in colonies of 10  to  20  individuals, digging burrows deep under 
the ground to  escape the extremes of temperature. During the 
spring and fall growing seasons, they gather seeds and plant 
material for storage in their burrows, in which they sleep 
through the winter and summer seasons, awakening every few 
weeks to feed off  their stored food. 

Ice Moss (M8Jtiri, et al.): A primitive plant-like growth which 
covers much of the polar regions to  a depth of several cen- 
timeters during the spring and fall. Ice moss grows with lightn- 
ing speed, producing clouds of spores in the final days of the 
season. These spores are carried on the wind, and enter a dor- 
mant period until the next growing season. The inhabitants of 
Tarsus tell tales of travellers being trapped in the stuff and 
overgrown before they could call for help. These are, of course, 
extreme exaggerations, but ice moss will clog radiators, air 
vents, and so on within a few hours if not cleaned out. 

Nobbles (Momagi kenyatta, M. planusl: This animal is a large 
herbivore grazer, indigenous to  Tarsus. It has a stocky body 
and short stubby legs as an adaptation to  the climatic extremes. 
The popular nickname for these beasts comes from the knob- 
by projections on the end of their 1.5 meter-long tail. Wild nob- 
bles mass about 3 tons, ranched (semi-domesticated) nobbles 
about 4 tons. 

Nobbles are covered all over with small, feather-like struc- 
tures, in several lengths. The inner layer is short and thin 
filaments, an excellent insulating material. The outer layer con- 
sists of long, wide filaments, which trap air in the inner layer. 

The head is short and wide, with the eyes set far apart. The 
large mouth is filled with large batteries of teeth-like grinding 
structures. 

Nobbles are extremely defensive of their herds, although ran- 
ched ones will tolerate people and machines at a closer range 
than wild ones. When threatened, they will form tight circles 
around their young, with their thrashing tails outside. 

World History 
Reconstructed events and some studied scientific guess- 

ing postulates that Tarsus was sighted by Terran traders as 
long ago as - 151 5. They may have refueled their ships at one 
of the gas giants in the Tarsus system, but it is doubtful they 
ever landed on the planet. History does record that these Ter- 
rans, wandering through the unexplored territory of the Spin- 
ward Marches, did discover the tech level 3 culture of the Dar- 
rians, some 13 parsecs coreward, in - 151 1, and, weary from 
their travels. settled there. 

EARLY HISTORY 

With the arrival of the Terrans, Darrian culture underwent 
explosive growth and by - 11 37 had achieved the capability 
of building jump drives for themselves. Expansion to  neighbor- 

ing worlds was a natural course of action: colonies on several 
planets were established and Darrian ships travelled far and 
wide in search of resources and novelties. It is relatively cer- 
tain that Darrian ships visited Tarsus during this period 
(tanglewalds native to Tarsus grow on the Darrian colony 
worlds of Cunnonic and Roget) but any records of such a land- 
ing were lost in the catastrophic stellar flare which virtually 
destroyed Darrian civilization in - 924. The various colonies, 
cut off from their mother world, struggled along for 650 years 
before one finally re-invented the jump drive and re-established 
interstellar trade and communication in - 271. 

When they did, they found that they now had neighbors. 
In - 399, the world of Gram (seven parsecs from Darrian) 

was settled by Solomani exiles, and by -271 several other 
worlds around Gram had also been colonized. The Sword 
Worlds (as this group of systems was called) developed in 
parallel with the Darrian Confederation and the two  cultures 
existed in relative harmony for nearly three centuries. 

It was during this period of peace that a Sword Worlds naval 
vessel exploring outlying systems visited Tarsus' region. Its 
report noted the presence of four potential agricultural worlds 
in a small cluster about 14  parsecs rimward: worlds now known 
as Tarsus, Pavabid, Trexalon, and Motmos. The Sword World 
archives on Sacnoth indicate that this survey occurred in 
- 140, and that several follow-up expeditions were undertaken. 
The last expedition established an oil mining site in - 104 and 
sent home at least one tanker full of very high grade 
petrochemicals. Unfortunately, the ship returned just as the 
Tyrfing Incident provoked a Civil War, and it was destroyed 
by local system defense ships taking no chances. In the con- 
fusion of the ensuing rebellion, the Tarsus base was forgotten 
or ignored. Without relief or evacuation, the base personnel 
were marooned on Tarsus and all probably died there by - 60. 

THE RISE OF THE IMPERIUM 

The Imperium, established in the year zero to  recapture the 
lost glory of the interstellar empires of centuries past, im- 
mediately began programs of exploration and absorption for 
suitable regions of space. Although its capital lay 120 parsecs 
distant, it had reached and settled at least one system in the 
Spinward Marches by the year 60, and had made its.first con- 
tacts with the Sword Worlds by 73. Formal contact with the 
Darrians did not take place until 143. 

The Imperium, however, did not restrict itself to  contacting 
already established cultures. It encouraged settlers, and it en- 
couraged merchants in commerce with those settlers. As a 
result, many of the worlds of the Spinward Marches were col- 
onized quickly by excess population, by splinter groups and 
malcontents, and simply by individuals with restless or adven- 
turous hearts. By 400, the Imperial border actually touched the 
Sword Worlds. 

In about 300, the Imperial Interstellar Scout Service began 
the First Survey: a comprehensive astrographic and 
demographic mapping of the worlds of the Imperium. Over 100 
years in the compilation, it detailed the planets of the Imperium, 
their populations, and their resources. Further, it was not limited 
to  just the borders of the empire; it contained in its many ap- 
pendices details of the rich and hitherto unsettled worlds 
beyond the frontier. 

In about 352, a scout service survey ship working on this 
First Survey, called briefly at Tarsus. Its crew of ten devoted 
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ANIMAL ENCOUNTER TABLES 

The eleven animal encounter tables on this provide t h e  players and referee 
with an indication of the animal life and basic events which can be routinely 
expectad on the surface of Tarsus. These encounter tables are utilized in mordance 
with the rules in frawlker. They need not be kept from players; examining the 
tables is a tom of learning about the types of animals and habitats on Tarsus. 
The tables can be considered to represent the basic knowledge of the playera. 

Known Animal Typel: Most animals in the tables are identified by their types 
(carrFon-eater, hunter, me), rather than by a specific name. In the cape of certain 
known animals (such as Nobbles) they are specifically identified for the referee and 
players. 

Animat R-m: Note that a zero given as an animal response for attack or 
flee may represent a dependent response such as flee i f  suprised, and the appr* 
prim animal tables En Traveller should be consulted. 

CLEAR f 0 ~ 8 h  T m n  B58rC82d-A (*I 
Die Qtv Animal 7ppe Wight Hits Amor Wound B Weapons 

2 4 Intimidators 400kg 27/12 none 28 thrasher A3 F7 S1 
3 1 Hunter 50kg 1018 none 10 claws A2F3S1 
4 5 Intimidaton t2kg 9/ 5 jack 8 claws A7 F5S1 
5 5 Flying Eaters 6kg 41 8 none 4 teeth A4 F9 53 
8 6 Nobbles 8000kg 20114 jack 20 thrasher F5 A4 S2 
7 10 Nobbles 6OOOkg 20113 jack 21 thrasher F6 A5 52 
8 TO Grazerr 800kg 28/13 none 17 hooves F2 A6 S3 
9 6 Chasers 25kg 91 9 none 4 teeth AO F J  54 

10 E ~ n t -  Howling Carnivores. Out of sight, unknown and unseen animals 
bgin howling continuously. The howling continues far 1D hwrs, and then 
ends just w mysteriously. The animals cannot ;be located. 

11 1 Killer 50kg 1st 8 mesh 10 claws A0 F9 S4 
12 1 Chaser 32kg 91 6 none 6 teeth A0 F7 S2 

MOB PLAIN Tamin Tarsus 8584820-A (9*1 
Die my Anif??@! T m  W;ght H h  Armor Wound & WW~WPS 

2 4 Reducers 100kg 181 8 none 4 teeth A8 F5 S1 
3 1 Gatherer 200kg 17/ 9 jack 13 claws A5 F7 S1 
4 2 Reduwro 100kg 141 7 none 6 teeth A9 F8 S3 
5 1 Hunter 2Mlkg 1 8 I 4 n m e  16 claws A3F5S1 
6 28 Nobbles 6000kg 20/14 jack 19 thrasher F5 A7 S2 
7 22 NobMes 6000kg 18/18 jack 18 thrasher F4 A8 S2 
8 18 Nobbles 6 W k g  21/13 jack 18 thrasher F& A7 52 
9 1 Pouncer 400kg 19/10 none 16 stinger A0 FO SZ 

10 Event-Reeentbv%Flow.ThepundishotfmmarecentvoleanFcenrp- 
tion, and the heat will cause tires or track to fail on a throw of 8+ per hour; 
DM 41 per level of driver skill. Walking is impossible. 

11 1 Chaser 25kg 81Qnone 17 stinger AQFBS3 
12 1 Siren 2Wkg 1016 jack 8 clam AOF6ST 

FARMUNO (Clear pa* of Stenden, Newland, Regiment) T a m s  BS8aBM-A 19+) 
Die Qty Animal Type Weight Hits Armor Wound& Weapons 
2 T Hijacker 12kg 814none 7 claws A 6 F f S 1  
3 1 Gatherer 50kg 181 7 none 9 teeth A6 F8 S3 
4 1 FlyingReducer 25kg 91 4 none 8 horns A8 F4 S2 
5 1 Hunter 50kg 1018none 11 teeth A3F5S1 
8 18 Nobbiws 8000kg 221 8 jack I6 thrasher FB A8 S2 
7 40 Nobbles 6000kg 2 W 8  jack 18 thrasher F4A8S2 
8 8 Grazers &OOkg 2719 jack 78 hooves FFA6S2 
9 1 Chaser 25kg 1217 none 9 clam AOF9S4 

10 Ewnt- Irate Fanner. The party has infringed on the territory of a local 
M e r ,  and he approaches with a shotgun end several companions. Roll for 
remion, and resolve the encounter. 

11 5 Chsrers '100kg 2314 cloth 10 asblade AOF5S2 
12 1 Pwneer 50kg &1 9 mesh 16 as pike A0 FO S2 

WALD Tanrain T a w r  B584BM-A (8+) 
Die Qty Animal W e  Weight Httr Armw Waunde & Weapons 

2 4 Flying Reducers 50kg 161 6 none 8 c lam A8 F4 S1 
3 3 Hunters 800kg 20111 none 22 thrasher A6 F6 ST 
4 9 Carrion-Eater 12kg 71 9 jack 3 claws+l A8 F3 S2 
5 3 Flying Eaters 50kg 1418none 6 claws A l f 5 S 1  
6 1 Intermittent 1OOkg 181 4 nme 8 horns F8A7 S2 
7 1 Grazer 2QOkg 281 8 mesh 9 horns F3 A8 S2 
8 1 Intermittent lOOkg 91 8 none 9 teeth FS A8 S2 
9 1 Pouncer 5Ukg 161 6 none 15 as pike A0 FOS2 

10 E ~ f l t -  Eaters. A mass of t h w m c k  of 10-gram eaters i s  e r d n g  the ad- 
venturers' path. A totally sealed vehicle will be impervious; any other will be 
subject to attack. 1IOnone 1 teeth AOFOS1 

11 1 Trapper 1600kg 39HO cloth 28 aspike AOF5SO 
12 1 Siren 800kg 341 6 none 22 as pike A0 FT SO 

SWAMP Terrain Tmml E8462Q-A (a+) 
Die Qty Animal Jype Wdjdrt H h  A m f f  Wound& Weapwrs 

2 3 Carrion-Eatem 800kg 261 9 none 21 horns A7 F4 S3 
3 1 Gatherer 3200kg 37111 jack 23 teeth+l A5 F7 S2 
4 15 Amphibian Reducers 1600kg 241 5 none 17 claws A5 F5 52 
5 1 Hunter 400kg 20118 none 1.6 thrasher A2  F3 S1 
6 1 intermittent 800kg 22/70 jack 26 horns F1A6S2 
7 12 FlyingGrazers 1OOkg 1516 none 9 hooves F4A8S3 
8 4 Grazer 400kg 17/12 nonl 22 horns F2 A5 S2 
9 1 Pouncer 400kg 171 9 none 11 clew+l A0 FO S2 

10 Ewnt- Bayou. T h e  swamp turn fran moist ground and shallow water to 
deep water. Further progress on foot or try ground vehicle i s  impwible. 

11 5 Killers 400kg 19/12 none 20 teeth+l A4 F9 S1 
12 10 Chasers 100kg 17114 mesh 8 &Made AOF7S4 

MOUNTAIN Tamin Tmus -20-A (%) 
Die Qty Animal Type Weighr H .  Amror Wounds& Weapons 

2 4 lntimidetors 50kg 141 6 none 9 teeth A3 F5S2 
3 6 Flying Hunters 50kg 111 3 jack 8 claws A5 F3 S1 
4 1 ReUucer 25kg 111 6 none 8 claws A7 F7 S1 
5 4 Hunters 4Wkg %I12 jgck f 2 teeth A6 f 6  Sf  
6 4 Flying  graze^ Wkg 1117none 11 horns F3A3S2 
7 8 Grazers t600kg a 1 4  none 30 homo F3 A0 S2 
8 1 Flying Intermittent 25kg 121 8 none 4 clam F7 A5 S3 
9 1 Killer 100kg 171 8 nane 7 e l m 1  A5 F7S1 

10 Event- Vident Electrical S t m .  Wavy winds and lightning force the 
party to halt for 2D hwrs. Throw 8+ for a cave or shelter to Ix found; ather- 
wise, throw 6+ for lightning to hit a pi- of equipment and disable it. 

11 12 Chasm 2a)kg 151 0 none 15 as Mads A0 F8 S2 
12 8 Chasers 3kg 5 1 5 n m e  7 claws AOFBS2 

DESERT Tarrain h m r  BXW20-A IgF) 

Die Qty Animaj Type WiSt Amcw W6lmhBWmpons 
2 13 Flying Redueen ?kg 21 0 none 6 clam A5 F8 S2 
3 1 Gatherer 100kg 15/12 none 7 claw A8 F4 S1 
4 4 Flying Intimidators; 12kg 101 7 none 2 horns A7 FS S1 
5 1 Gatherer 1OOkg 18110 none 5 claw A8 F7 S1 
6 I2 Grazers 50kg 141 5 jack 6 horns F2 A3 S2 
7 11 FlyingGramrs l k g  31Ojack 4 horns F1A652 
8 9 Grazers 25kg 9111 none 4 horns F4 A8 52 
9 1 Siren 100kg 1815 nwrs 3 twh+l AOF9S1 

1 0 Event- R@mmt Lava Flow. The ground is hot f rm a m e n  t volcanic enrp- 
tion, and the heat will cause tires wtracks ta fail on a throw of &+per hour; 
DM +I per level of driver skill. Walking k impowible. 

11 1 Chaser 25kg g l 9  none 7 1  stinger A0 F6 S3 
12 1 Siren 200kg 10/ 6 jack 8 c l a m  A0 F6 S1 

COAST Tensin farms ES8462O-A IS+) 
Die Qty Animel Type Wight Hits- Amm Wound& Weapons 
2 8 Amphibian Reducar 12kg 31 8 none 8 horns A7 F6 S1 
3 6 Eater !%kg 12/ T none 13 stinwr A2 F9 Sf  
4 4 Reducer 200kg 191 8 aMat 13 claws A7 f 5  S2 
5 5 Hunter 100kg 20/ 5 none 10 teeth A6 F6 S2 
6 8 Gram OOkg 221 8 none 14 hooves F4 A5 S2 
7 13 Swimming Grazers 800kg 271 8 none 7 teeth F3 A6 S2 
8 1 Filter 50kg 121 6 cloth 9 teeth FO A0 SO 
9 1 Chaser 200kg 1919 jack 11 aspike AOF752 

10 Ewnt- Swimming Electric Pwneer. This animal administen an electric 
&oek of high intensity whenever it mually contam e victim. 

25kg 71 3 none 20 as pike A0 FO 52 
11 1 Flying Pouneer 25kg 1814 none 21 asblade AOFOS2 
12 1 Swimming Killer l6OOkg 26/11 mesh 23 as blade A2 FB S3 

OCEAN SURFACE Tamin T a m  M 2 0 - A  (a+) 
Die Qty Anim8l Type Wight Hits Amor Wounds & Weapons 

2 14 Swimming Reducers 1 kg 31 b none 1 teeth A9 F3 52 
3 5 Awimming Hunters 2Skg 91 0 none 3 teeth A7 F8 S1 
4 1 Amphibious Hijacker lOOkg 14/ 2 jack 4 claws A8 F4 52 
5 1 Swimming Gatherer 50kg 9/ 3 mesh 4 teeth A4 F9 52 
6 14 Swimming Grazers 6kg 51 3 jack 3 teeth F9 A5 S2 
7 9 Swimming Grazers 25kg 10/ 0 none 2 teeth F5 A8 S1 
8 5 Arnphiblntermittents 100kg 1215jack 6 claws ASF8S3 
9 4 Swimming Chasers 1OOkg 12f B none 8 teeth A5 F5S3 

TO Eent-  Rou& Water. The surfm interface on the water baemnes turbu- 
lent, making any penom swimming subjwt to 1 D injury of 7+ per ten minutes. 
Turbulence lass for 1 D times Zen minutes. 

I? 4SwimrningKilkrs 100kg 17E2jaek 7 teeth ASF8S2 
12 1 Swimming Pounmr 50kg 91 4 jack 5 teeth A0 FO S4 

SPECIAL ENCOUNTERS 
The following special enmntaa mcur during the growing $ e m s  (Big Dawn 

and Big Dusk) in the North and the South. Roll on this table when in the North or 
the South during Big Dawn w Big Dusk, regardless of other emcountem. 

ANY LAND Terrain Twsus 6-A (5-dl 
Die Qtv Animal Type Mi@t Hits  A m  Wounds& bWapons 

1 10 Skimmers 1Q 1 1 0  none 1 teeth A4F9S3 
2 5 Snow Shremn 1 kg I/ f none 3 teeth+l A5 F4 $2 
3 40 Skimmers l g  1 /O none 1 teeth A5F8S3 
4 E m t -  Fog Flower. As an individual steps close to a plant, it erupts in a 

daud of pallen. Throw 8+ to avoid a mouthful. I f  tha pollen is  breathed or 
swallowed, throw 10 for hits received. 

5 80 Skimmers IQ I I O n m e  1 teeth ASF8S3 
6 Ewnt- lee Mm. Rapidly -ng iw moss  ha^ mple te fy  covered the 

ground in all dimions. A person standing on the ground must check carefully 
OF throw %to fill into a depression hidden by the ice mws. After a fall, throw 
strength or less to avoid injuw of 2[3 hits. Throw 4+ per minute to avoid 10 
hits due to breathing difficulty i f  withwt breathing equipment. 

CHANCES OF AN ENCOUNTER 
Ihe number given in parentheses on the fim line of each table i s  the throw to 

determine i f  an encounter is to m r .  Throw once every ei&t hours with modifi- 
cations shown below. Also throw o m  whenever a storm o e ~ u m .  

DM-3 iftemperaturn is Mw@. 
DM -3 i f  temperature Es abow 370. 
DM -8 i f  tern peratu re is abvs  4s0. 
DM -1 i f  local night. 
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three weeks to a preliminary report before moving on to the 
next system. The report they filed was duly entered into the 
Imperial data banks, processed and noted, and ultimately in- 
cluded in the published survey. 

When the complete First Survey was released in 420, its data 
on worlds became easily available for governments, corpora- 
tions, and individuals who would undertake the exploitation 
or development of new worlds. The data on f arsus was just 
what the civil service bureaucracy on Fornice needed. Settled 
early (about 851, Fornice was by this time suffering from in- 
tense population pressure. At the same time, the major land- 
owners were resisting pressure to  surrender their Lands for mom 
efficient development, Further, legalisms hampered the govern- 
ment to the point that it could satisfy neither the landowners 
nor those clamoring for more development. 

In desperation, the Fornicite government proposed to 
establish a colony at Tarsus, which had a better atmasphere 
and greater potential for agriculture. In return for the surrender 
of their lands, the landowners would be transported to the new 
world, established as a functioning cotonv, and given their in- 
dependence. Tarsus was to have its first real settlers. 

The Fornicite colony on Tarsus was formally established in 
450, and its entire complement of settlers was onpianet by 
462. During that time, a relatively detailed survey of the world 
was conducted, settlement sites were selected, a basic star- 
port built, and, in general, the world readied for its new citizens. 

TARSUS 

Tarsus offered great potential. Already possessed of local 
life forms, its chemical balance and atmosphere were 
reasonably hospitable to human life as well. The two types of 
life (locally evolved and Terran evolved) could even interact to  
a great degree-people could em some forms of local meat and 
vegetation (and local life forms could eat Terrakoriginated life). 

Climatic hospitality, however, was a different matter. Tar- 
sus is possessed of an extreme axial tilt I61 o 1, which coupled 
with its short year makes for a swift change of extreme 
seasons. Only in the narrow equatorial band is the climate 
relatively mild and constant. 

Narrow, however, is a relative tern. On Tarsus, the narrow 
band is 1 400 kilometers wider snough for thousands of farms 
and hundreds of towns. The colonists were wall aware of this 
aspect of the world before they arrived. Careful planning sited 
the starport, Newland (the major city and capital) and the in- 
itial settlements on a stretch of sea coasts on the southern 
shore of the Sea of Winds, where the ocean further moderated 
the local climate, 

With assistance from Fornice, the world quickly became self- 
sufficient. In less than 40 years, Tarsus had its own function- 
ing government independent of Forniea. During this same 
period, other neighboring worlds in District 268 were also set- 
tled. The agricultural worlds of Trexalon, Pav~bid, and Mot- 
mos were surveyed and their resources exploited. As in- 
terstellar traffic grew, markets also developed for the produce 
of these worlds, especially at the industrial world of Collace, 
just one parsec away. 

Although the subseetor was not Formally part of the fm- 
perium. the region had been colonized primarily by citizens of 
the empire, and where necessary, Imperial peace-keeping 

forces were deployed to help maintain order in disputes on or 
between worlds. In addition. a special trade relationship allows 
free access to the lmperium by traders and goods from this 
area without tariffs or duties. 

THE WAR PERIOD 

Tarsus was net involved to any great extent in the wars 
which raged between 589 and 623. The commerce raiding by 
the ZhodanF took place within the Imperium, rather than in 
subsectors beyond the frontier. Likewise. the actions of the 
Imperial Civil War were concentrated a t  the seats of power, 
rather than at the fringes of the Irnperium. Although a 
belligerent state existed between the Sword Worlds and the 
Darrian Confederation, the fighting did not spill over into the 
region of Tarsus. 

One event of importance to Tarsus occurred in the latter days 
of the Second Frontier War at the imperial subsector capital 
of Vilis (19 parsecs coreward). The world was temporarily ec- 
cupied by Sword World forces, including the Tironian elite 3rd 
Lift Regiment. When the tide of the war reversed. the 3rd Lift 
fought a fierce delaying action- one which Imperial forces felt 
was criminal in its ferocity. War crimes charges were levelled: 
vows of retribution after the war were made. When the war 
did end, certain of the Sword Worlds were forced to submit 
to occupation, including Tizon. Rather than face an lmperial 
justice they did not believe in and could not trust, the 3rd Lift 
Regiment commandeered transports from the Tizonian Navy 
and loaded up its troop complements, their families, and moun- 
tains of military stores and set out to find a new home. Through 
careful coordination and complicity by other Sword World 
forces, the ships escaped. Their new home would be Tarsus. 

Upon arrival at Tarsus. the ships concealed themselves in 
the outer system while a thorough reconnaissance was made 
of the world. For a while, a temporary base was established 
on an airless outlying moon (Erdemli 11). At this base, the military 
transports were re-worked to conceal their identities and even 
their bask lines. During this period. some officers visited Tar- 
sus, negotiated with IocaJ officials, and arranged for the 
establishment of a settlement area for their forces; they claimed 
to be a de-activated mercenary regiment from Huderu, formerly 
in the service of the Imperium. By carefully dropped hints, the 
officers let it be known that they had fought for a losing fac- 
tion in the Civil War, and that their homeworld now had too 
high a radiation level for them to remain. The story was ac- 
cepted, money changed hands, and the group acquired 
marginal plains which had not been previously cultivated. It 
was, however, sufficient to support the regiment and establish 
a settlement. Using the disguised transports, the troops and 
their families were shuttlsd to Tarsus' surface and ta their new 
homes. 

After several years of labor, the Sword Worlders succeeded 
in creating a self-sufficient colony for themselves. They re- 
mained apart from the existing Fornicite settlements and ten- 
sions naturally arose in the relationships between the original 
settlers and the newcomers. 

POST-WAR DEVELOPMENTS 

In the years following the wars, f arsus benefitted from the 
general affluence of a post-war Imperial economy, as surplus 
ships were turned to increased trade activity, and even 
agricultural produce from Tarsus was a commodity to be 



Tarsus 

shipped for profits. 
Trade agreements with worlds as far away as the Darrian 

Confederation and the Sword Worlds, not to mention with For- 
nice and with other worlds in the Fmperium, provided lucrative 
markets for both the protein staples of nobble meat, and the 
special pharmaceutical properZies of certain plants which grow 
in the tanglewald. 

The Long Winter: Tarsus' Cilician mountain ranges were sub- 
ject to extreme volcanic disturbances beginning in 71 6, and 
by 71 8 the amount of volcanic dust and ash in the atmosphere 
was sufficient to reduce radiation received from Hote-for e 
period of four local years, summer temperatures were never 
reached, and crop failures were epidemic. In addition, the 
severe weather resulted in decimation of the nobble herds. 

At this point, the settlers in Regiment, until then kept out 
of Tsrsan society by prejudice and tradition on the part of the 
original colonists, proposed and executed a chemical solution 
to the problem-a simple, easy-to-produce aerosol that natural- 
ly binds ash in the air and forces i t to  settle to the surface. 
Within a Iocal year, the problem was resolved, and the local 
seasons were again normal. 

The production of a solution to the problem by the Regimen- 
tals was an unexpected development. The original settlers had 
enlisted the aid of the lmperial government, and had appealed 
to Fornice as well, but as yet no solution had arrived. When 
the solicited solutions did arrivs, they proved to be less prac- 
tical and less timely than the one already proven successful. 
They would also have cost more. 

The Regimentals, careful not to press too hard, and careful 
ta ignore the fact that the solution seved their farms as well, 
accepted the gratitude of the original colonists. This gratitude 
included provisions to integrate the Regimentals into Tarsan 
society by according them votes, and incorporating them into 
the Electorate (in 722). 

The Ag Worlds Comblne: In 780, the agricultural worrds of 
the subsector concluded discussions and created the Ag World 
Combine. to include Tarsus. Motmos. and Tarkine, The three 
worlds attempted to create an agricultural monopoly that would 
serve Collace and Forine, both high population worlds in the 
subsector. Heavy-handed tactics did not work, but eventually 
a working relationship was established whereby the agricuhral 
worlds would provide a steady supply of produce, and the high- 
population worlds would provide a steady market at reasonable 
prices. Since reasonable prices were better than the sometimes 
poor prices received previously, the Ag Worlds accepted with 
pleasure. The high-population worlds were also pleased to have 
steady food supplies available. 

In 780, the establishment of a religious dictatorship on 
neighboring Pavabid resulted in the flight of many families from 
that world, and many settled in the previously vacant region 
of Stendan to take up farming. 

The banning of psionics within the lmperium in 800, and the 
subsequent campaigns to suppress psionies everywhere under 
lmperial rule came as somewhat of e surprise to Tarsus. Being 
outside of the Imperium, there was no direct effect. Indirect- 
ly, it was necessary for Tarsus to adopt strict psionics con- 
trols or risk being branded pro-psionic by lmperial authorities. 
If that had happened, it would have affected exports to the 
Imperium, as well as travel by Tarsans within the empire. 

During the period of the Psionic Suppressions, the subsec- 
tor was established as a protectorate of the lmperium (81 0) 

with the designation District 268: i t was not fully a member 
of the empire, but able to claim its protaction in the event of 
outside interference. The act effectively forestalled expansion 
by the Sword Worlds into the area, without forcing the in- 
dividual worlds to accept membership in the lrnparium either. 

In 832, the Imperial megacorporation SuSAC arrived at Tar- 
sus. Initially, rumors said that the campany was establishing 
a psionic drug factory, but this turned out to be false, as the 
company merely gathered raw plants from f arsus for the pro- 
duction of various drugs, and processed them at a local fac- 
tory, However, in 860, SuSAG concluded an arrangement with 
the Tarsus government (and ratified by the Electorate1 giving 
it a lease on part of Rond. SuSAC then established a drug pro- 
cessing plant there and supplied it with raw plant products 
gathered from Tarsus surface. 

THE RED BANDERS 

In 843, Tarsus contracred for the development of certain 
readily available resources in the Cilician Ranges by Central 
Resources, LIC, a mining concern from Trin in the Trin's Veil 
subsector. The activity, which lasted forty years, strip mined 
several valley deposits of petrochemicals and returned a healthy 
profit in royalties to the Tarsus government, which in turn 
reduced local taxes. 

In 883, when Central Resources left Tarsus. many of i ts 
workers remained to continue mining as independents. The 
group as a whole are called Red Banders, after a trademark on 
the uniforms of Central Resources employees. 

While most of the Red Banders continue mining as their 
primary occupation, the acquisition of families and homes has 
resulted in the settlement of many of the mountain valleys by 
the miners es well. Red Banders remain physically isolated by 
the mountains they live in, but they have made use of the local 
communicatians networks to join into society. 

THE FRONTIER WARS 

Beginning in 979, three Frontier Wars between the lmperium 
and the Zhodani have ravaged the Spinward Marches. Most 
of the belligerent action has taken place in the coreward 
subsectors, and the fighting has spared District 268. 

Other activities, however, have taken place in the District. 
Because the District is under Imperial protection without be- 
ing formally part of the empire, passage into the lmperium is 
relatively easy. Enemy agents (Zhodani and Sword Worlderl 
h a v ~  used the District as an espionage and sabotage base, and 
Imperials have maintained counter-espionage operations in the 
subsector. In addition, profiteers have smuggled Imperial war 
material into the District, and then beyond to the industries of 
the enemies. 

The Imperium, in dealing with such activities, has maintained 
limited military and mercenary forces charged with stopping 
Zhodani and Sword Worldsr agents from succeeding in their 
missions. 
On Tarsus, this has resulted in an occasional Imperial 

presenee, a t  various times including an Imperial naval squadron 
searching ships entering and leaving the system. and a small, 
temporary garrison of Imperial cornbet troops stationed at the 
Starport. 

In neighboring systems (although not on Tarsus], the Im- 
perium has resorted to lightning strike raids to eliminate covert 
Sword Worlder bases. 
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IMPERIAL OVERTURES 

Imperial policy has always been to  encourage membership 
in the Irnperium, but to avoid coercing it unless absolutely vital 
to Imperial interests. Sines the creation of District 268, the Im- 
perium has integrated only two worlds into the empire: Mer- 
tactor and Mille Falcs. The remaining worlds have been either 
insufficiently developed to merit membership, or have not been 
willing enough to join the empire. 

With the end of the fourth Frontier War, however, the Im- 
periurn began a gredual campaign to encourage the worlds of 
the subsector to join the empire. A t  the same time, the need 
to provide services such as express boat links, a governing 
hierarchy, and other lmperial perquisites has stallsd the 
process. 
f he onset of the Fifth Frontier War spurred some action, and 

Imperial overtures to  Tarsus {as well as other worlds in the 
subsector) have incre~sed. 

A measure before the Electorate of f arsus calling for a peti- 
tion requesting membership in the lrnperiurn has been under 
consideration. but has been voted on by only 20% of the eligi- 
ble electorate- with their votes about evenly split for and 
against. When the measure receives 50% of the eligible elec- 
torate's votes one way or the other, then the measure will be 
decided. 

CHRONOLOGY 

This chronotogy provides a brief overview of the events that 
have occurred over the past 2600 years. Events directly af- 
fecting Tarsus are shown in italics. 

Ca. Probable first sighting of Tarsus (by ex- 
ploring ferran traded. 
Darrian culture discovered by Terran 
traders. 
Darrian achieves local construction of 
jump drive and begins expansion. 
Tarsus probably visited by exploring 
Darrians. 
Darrian civilization destroyed by stellar 
flare. 
Gram settled by Solomani exiles. 
Sword Worlds settlement substantial- 
ly completed. 
Oarrian colonies re-discover jump drive 
and re-establish communications with 
Darrian. 
Sword Wodd survey ships discover and 
survey Tarsus and neighboring worlds. 
Oil mining colony established on Tar- 
sus by Sword World corporation. 
TyrfEng Incident triggers widespre~d 
rebeltion in Sword Worlds. Oil mining 
colony abandoned. 
Lest remnants of Sword World colony 
on Tersus die out. 
Third lmperium established. 
First Imperial settlement in Spinward 
Marches established. 
First Imperial contact with Sword 
Worlds. 

First Imperial contact with Darrian 
Confederation. 
Imperial First Survey begun. 
Scout ships of First Survey land on 
Tarsus. 
First Survey published. 
Initial Fornicite colony established on 
Tarsus. 
Fine1 complement of settlers arrives on 
Tersus. 
Tarsus achieves independence from 
Fornice. 
Terra re-integrated into lmperium by 
Empress Jacqueline, 
first Frontier War (Irnperium us. 
Zhodani) begins. Extensive Zhodani 
commerce ravding until 597. 
First Frontier War ends in Imperial 
victory. 
Olav hault-Plankwell (Grand Admiral of 
the Marches) and fleet seize Capital. 
killing the Empress and beginning the 
Civil War. 
Zhodani and allies again attack Imperial 
zerritory, beginning the Second Frontier 
War. 
Second Frontier War ends in Imperial 
Y ictory. 
lmperial troops occupy selected Sword 
Worlds. Tizonian 3rd Regiment flees. 
Civil War ends. Tironian 3rd Regiment 
arrives et Tarsus, 
Ernus electorate splits wtes fODOfor L 
The Long Winter. 
Regiment integrated into Tarsus 
society, 
Pavabidians arrive. 
Psianics Suppressions begin in the tm- 
perium. Minor refugee flow through 
Tarsus. 
Creation of District 2 68. 
SwSAG arrives and establishes opera- 
tions in District 268. SuSA G prod uets 
become available on Tarsus. 
Red Benders arrive from Trin. 
SuSA G establishes operations on 
Tarsus. 
Third frontier War. 
Solomani Rim War. 
Fourth Frontier War. 
Fifth Frontier War. 
Imperial overtures to Tarsus to join the 
empire increase. 

Government on Tarsus 
The original colonists from Fwrnice organized thsir efforts 

under a cooperative bureaucracy sfmi'lar in nature to the civil 
service bureaucracy which ruled their homeworld. Arbaute, the 
Tarsus Colonization Commission, was responsible for exacu- 
tion of the project with funding from the government of For- 
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nice. The commission formed the rudiments of the cument Tar- 
son government. 

Once the colony had established itself, an orderly transition 
to self-rule took place. Coordination betwesn ruling officials, 
representatives of the Fcrrnicite government, and ssFected col- 
onists allowed the establishment of participatory democracy 
as a basic principle of the colony's new government. OR that 
basic principle the details of a fair and equitable government 
were hung. 

Basic Structurs: The electorate is the basis for government 
on Tarsus. Composed of all individuals allowed to vote, the 
electorate, through its voting powers, performs three functions. 
First, it elects the Board of Commissioners. The Board serves 
as an executive agency-providing day-to-day control of the 
government, appointing various officials, and setting the agen- 
da of issues for the electorate to consider. Second, the elec- 
torate selac?s an independent judiciary to arbitrate disput~s and 
violations of the legal system. Third, the electorate votes on 
matters of policy which are brought up for its consideration. 

The Board af Commissioners (consisting of nine members) 
is elected every three standard years, or whenever dissolved 
by vate of the electorate (usually if the Board is not perform- 
ing satisfactorily in the majority opinion). During its term, the 
Board is responsible for the normal routine of governing the 
world. They elect a chairman who conducts meetings and 
supervises board activities. Answering to the Board is an ap- 
pointed Executive who handles the details of Board policy. 

The Board of Commissioners maintains offices in the world 
capital city of Mewland. 

The hiring power of the Board enables it to fill positions in 
the government; selection of individuals to fill these govern- 
ment positions is a powerful instrument of policy. Positions 
which are nor important to policy aw filled though ordinary civil 
service hiring. 

The Judiciary is an indeperndent lagal and arbitration system 
with the Tarsus government. Its judges are charged with 
deciding guilt or innocence in criminal matters, and for fixing 
responsibility in civil matters. Tarssn courts are extremely in- 
formal, and meet when and where required. 

Matters of Policy: The basic direction which government 
shauld take, the basic matters which government should ad- 
dress, and the decisions made on such matters constitute the 
government's policy. Policy can include the definition of ac- 
tions as crimes, or the decision to encourage or discourage cer- 
tain activities. Tarsan policy currently includes the encourage- 
ment of agriculture and agricultural exports, an active weather 
prediction program, and compulsory basic education. All of 
these programs have been approved by prior vote of the 
electorate. 

Regional Governrnmts: White the Board of Commissioners 
is established at the world government level, local governments 
are also necessary in order to deal with purely local problems 
such as education, urban and suburban planning, erosion eon- 
trol, and health maintenance. Such governments are in effect 
regional miniatures of the world government. 

Settled territory on Tarsus is divided into four regions: 
Newland, Nob Plain, Regiment, and Stenden. The Cilieian 
Ranges are generally administered by Newland. 

Local Governments: Communities may also establish local 
governments to deal with their needs. 

Voting: Tarsus has always had the benefit of relatively high 

technology. As a result, its voting system could be (and was) 
designed to allow all voters to participate in decisions as they 
came up, rather than just at special election dates. Voting is 
accomplished through the planet's ordinary communicator 
system. 

Tarsus has a communications satellite system, and each in- 
dividual has (or can have) a personal communicator which 
serves as a broadcast receiver, a computer terminal linked to 
central data banks, and as a telephone. b personal call number 
identifies the individual to the communications network for 
billing and access. Those who are eligible to vote are 
automatically accessed by the central communications system 
and given the opportunity to express a preference. Typically, 
voting on a specific issue continues until a majority is estab- 
lished on one side or another. For urgent or special matters, 
a limited voting time (usually one day) is established, and a ma- 
jority of those voting decides the matter. 

When the world government was established, each parson 
on Tarsus was given one vote. Votes were to be centrally 
registered; they could be sold, given away, or, on tha holder's 
death, a vote could be bequeathed [rules of inheritance 
governed in the event no will had been made).. It was even psr- 
missible to vote in a certain way in return for money or other 
rewards. The original population numbered 19,135 and so 
19,f 75 votes were established. 

It was originally intended that votes be transferred in unit 
lots. But as the world's population increased, many families 
had more children than votes and passed them on in fractional 
lots. The custom achieved widespread acceptance. 

In 670, fractional votes were cornmonpface enough that 
some voters held less than one-hundredth af a vote. The 
judiciary had previously held that fractional votes were legal. 
In a world-wide policy vote, it was decided that each original 
vote would be split into 1,000 new votes. Fractional votes 
would receive their requisite number of naw votes, Any in- 
dividual fractional vote of less than 1 El ,000 was transformed 
into one new vote. Additionally, fractional votes were 
henceforth outlawed. 

The arrival of the Tizonian 3rd Regiment in 625 marked the 
beginning of a period of political strife an Tarsus. The regiment 
bought (cheaply) land in undeveloped areas of the planet, and 
settled its troops and their families on it. Some of these new 
ssttlers bought votes and became part of the political system. 
but most were effectively denied enfranchisement. The original 
colonists found it in their own interesr to keep the Regimen- 
tals out of the electorate, 

In the following century, the Long Winter proved a time when 
the many different people of Tarsus could pull together, and 
through their joint efforts they were able to eliminate volcanic 
ash in the atmosphere which had been causing crop failures. 
As e result, the Electorate voted to extend a limited number 
of votes to the citizens of Regiment. Eight million new votes 
were established and distributed to the citizens of Regiment, 
and the holders were henceforth members of the electorate. 

The total number of votes as of 720 then stood at 
27,175,000. This number has not changed in the years since. 
Two-thirds of the population of Tarsus hold at least one vote. 
and the average number of votes held by an individual is 12. 
By law, only individuals may hold votes; companies and cor- 
porations are prohibited from owning votes although they may 
buy the use of the votes as may anyone else. 
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There is no residence requirement for membership in the efec- 
torate; any ~ndividual may purchase votes as soon as he or she 
arrives on Tawus. As a safeguard, however, no non-native per- 
son (not born on Tarsus) may own more than 27.1 75,000 
votes (roughly 0.1 % of the total).. 

Because votes can be bought, they have value, and a market 
exists for them, Any commodity broker can serve as an in- 
termediary in the purchase or sale of such votes. Their value 
remains relatively constant at Cr2.000 each. Generally, 
however, any purchase of more than one or twa votes per day 
will drive the market up by at least Cr 100 over the previous 
price, and such upward pressure will continua as long as buy- 
ing continues. 

The Authorities: Because votes ere the key to the govern- 
ment of Tarsus, there is an intense interest in the identities of 
vote owners and in any irregularities in dealings in them. By 
monitoring the registrations of votes, the authorities constantly 
ensure that they are not being accumulated by corporations, 
or by fronts for corporations. If they suspect that irregularities 
are taking place, they have the power to investigate and report 
to  the courts. 

The Military on Tarsus 
Like most worlds with a population over one million, Tar- 

sus maintains an army. called the Tarsus Defense Force. 
Because of the world's population base, however, the defense 
force is rather srnatl in size, and must assume additional duties 
beyond that of war and preparation for war. Indeed, the Tar- 
san army has nevet fought a war off-world, and even on Tar- 
sus, its fighting has been restricted to a few small pofica ac- 
tions centuries ago. 

The Army on Tarsus began with the original plans for the 
colony. The extensive preparations by the Colonization Com- 
mission indicated that an army could not be supported by the 
relatively small initial population; only later would a standing 
army be possible. Instead, every colonist was automatically 
a part of the militia- the reserve armed forces subject to catl- 
up if circumstances warranted. The remote possibility of an 
invasion of the world by another power, and the desire of the 
colonists to protect their new found homes made the system 
entirely workable. Each member of the militia was required to 
possess a suitable weapon and ammunition, and to undergo 
basic military training, 

In the early years o f  the First Frontier War, the potential for 
raids on Tarsus by either the Sward Worlds or the Zhodani was 
high enough for a standing army to be activated. Although its 
size was smell [barely more than a regiment of 2,000 troopsl. 
it was sufficient to defend the stsrport and the surrounding 
territory from quick invasion. 

Following the war, most of the army was deactivated; one 
battalion remained on duty to retain the skills and expertise 
which the army had developed. The remaining battalions were 
placed on reserve status, subject to recall if the need arose. 
As the population on Tarsus grew, the sire of the army was 
gradually increased in proportion. At the present time, the ar- 
my numbers somm 8,000 troops, assigned to four active end 
eleven reserve battalions. In addition, virtually the entire popula- 
tion of Tarsus over the age of 16 is part of the militia. 

The law of Tarsus provides for universal military training for 
its citizenry. The training provided, however, deals only with 

simple military discipline. marksmanship, and elementary 
military organization as a part of every child's basic education. 
Out of that group, a suitabbe percentage finds the pursuit an 
interesting one, and joins the militia. 

The militia is a reserve system which provides more training 
in s wider variety of military subjects. Members of the militia 
are soldiers. subject to call-up in the event of war Or disaster. 
On a regular basis, the militia receives training on a wide variety 
of military subjects, generally in their spare time, or off hours. 

Selected members of the militia make the military their full 
time occupation. As with any military organization, there is a 
need for a full time staff and command structure to plan for 
contingencies, to research and implement doctrine and policy, 
and to train the militia. Career soldiers are commissioned and 
non-commissioned officers in key positions (the central staff, 
the commanders of standing military units, and certain ttain- 
ing positions) throughout the world. 

THE STANDING ARMY 

Originally, all of the colonists on Tarsus were members of 
the rnllltia. Each was expected by a bsslc covenant which 
established the colony, to aid his or her neighbors in time of 
need, whether it be natural disaster or an external foe. From 
this background arises the universal military training practiced 
today. 

As time passed, and settlers found enough land for all, the 
distances separating families and homesteads made a 
dependence on neighbors impractical. Further, the types of 
problems that were to be faced were not those to be solved 
by a few neighbors. In the early days of Tarsus, storm damage 
in Newland was a continuing problem. 

The Tarsus Defense Force consists of fifteen battalions of 
troops, each containing approximately 500 soldiers. Each bat- 
talion has its own individual armory situated in the area where 
the unit's troops are located. 

Most of the battalions are militia units; they are activated 
only when necessary due to war or disorder. Three battalions, 
however, are active on a permanent basis. 

Active Ynlts: One active battalion is located in each of three 
regions of Tarsus-Newtand, Regiment, and Nob Plain. 

Mllitia Units: Each active battallon has attached to it for train- 
ing and administration four militia battalions. These battalions 
are scattered throughout the region and senre as a focus for 
the militia. 

Special Unb. In addition to the combat arms battalions that 
form the bulk of the defense forte, there are two special units 
which also come under the defense forces of Tarsus. These 
are an engineer company and a landing support company. 

The engineer company is located in the Cicilian Ranges and 
draws its personnel from the various mining camps in those 
mountains. As an engineer company, the unit is responsibb 
for construction projects, especially design and supervision. 

The landing support company is located at the starport and 
includes personnel from the starport administration. The land- 
ing support company is capable of providing starport services 
to a military farce in the event that the main starport is in- 
operative or unavailable. 

TYPICAL EQUIPMENT 

The typical Tarsan military unit is composed of five-parson 
squads consisting of a sergeant and four troapers. One trooper 
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(generally with a strength of 10 + 1 wiH be armed with a laser 
rifle; the other three troopers will be armed with rifles. The 
sergeant will be armed with a submachinegun and an automatic 
pistol. 

Troopers in the defense force wilt have a minimum of 7 in 
each physical eharaeteristic. The referee should determine the 
'UPP of any troops encountered only when the encounter takes 
place. 

Four squads form a platoon with s command section con- 
taining a lieutenant, a platoon sergeant, and a runner. The run- 
ner is armed with a carbine, The lieutenant and the platoon 
sergeant are armed with submachineguns and automatic 
pistols. 

Four platoons form a company with a command section eon- 
taining a captain, a lieutenant, a company sergeant (sometimes 
called a first sergeant), and two runners. Runners are armed 
with carbines. The company sergeant and the lieutenant carry 
submachineguns and automatic pistols. The captain carries on- 
ly an automatic pistol. 

Armor: All soldiers in the Tarsus Defense Force ere issued 
reflec and mesh armor. Officers typically purchase their own 
better quality cloth armor and wear it. 

Misslon Equipment: Any military unit will have equipment 
according to its mission. This equipment may vary but can in- 
clude communicators (capable of relay through the military 
satellite or navigation satellite systems), light intensifier gog- 
gles for night vision, and cold weather clothing (tech level 101, 

Vehicles: The Tarsan Defense Force theoretically provides 
one GCarrier for eaeh squad. In actuality, the army has never 
procured enough GCarriers, and troops are issued one GCar- 
rier for every two squads. A typical platoon will have two GCar- 
rien, and eaeh will carry two squads and a portion of the com- 
mand section. 

Tarsan GCarriers are armed with a Caser weapon which fires 
as a laser rifle, but does 60 damage. 

Troopers in the active battalions of the Tarsan Defense Force 
are trained with a weapon skill leven of 2 in the weapon they 
use, and a vehicle skill level of 2 in the vehicle they use. 
Troopers in the militia battalions have skill levels one lower. 

W E  MERCENARIES 

One unit of the Tarsan Defanss Force consists of a battalion 
of mercenary troops which makes its living hiring out to govern- 
ments, companies. or individuals which have need of military 
force. Typicarly, the unit is hired to defend an area against in- 
surgents or saboteurs, to attack and take a target, or to train 
and advise a new force being established. 

The battalion-the 3rd of the 3rd Regiment- retains a 
designation of an old Sword Worlds unit, although there is no 
formal connection. Likewise, it is the 3rd Battalion, although 
there is no 1st or 2nd in the mercenary unit. It is available for 
local operations in the event of need, but maintains its equip- 
ment at its own expense in order to avoid problems in using 
Tarsan equipment for private profit. 

The mercenary battalion is equipped with the same vehicles 
and weapons as the Tarsan Defense Force, but has more of 
them. Each squad has a GCarrier with an independent driver 
and gunner, and each command section also has its own GCar- 
rier, driver, and gunner. 

Skill levels in the mercenary battalion tend to  be one level 
higher than in the active battalions. 

There is no formal police force on Tarsus, and encounters 
with law enforcement agents are rare. When they da happen, 
the encounters take place between individuals and members 
of the Tarsan Defense Force. 

When the Tarsan Defense force operates as police, it fields 
squads of five (four troopers and a sergeant) operating out of 
a GCarrier. Two members will remain with the vetlicle [as driver 
and gunner), while the sergeant and two troopers will emerge 
to deal with the problem. 

If the problem is unclear, roll on the Trmller reaction table 
to determine hew the sergeant will respond. 

Throw 8 + for the troops to be from an active battalion (with 
weapon skill level-2): otherwfse. the troops are from a militia 
battalion with weapon skill level-1 . The mercenary battalion 
does not take part in enforcer activity. 

Police Encounters: The raw level on Tarsus is 0, which in- 
dicates that there will be no idle harrassment of off-worlders 
in the course of ordinary events. Illegal activity which comes 
to  the attention of any local citizen will result in a call (on an 
emergency communicator channel) for assistance. A unit of 
the local militia will arrive as soon as possible. depending on 
the distance to  a defense force armory. 

If the armory is in the same hex, the response will take place 
within 2D times 5 minutes. If the closest armory is in a dif- 
ferent hex, the response will take place in 7 hours times the 
number of hexes distance. Minor problems will be ignored in 
such cases. 

Available Equipment 
The following items of equipment are available for purchase 

on Tarsus, and they are items naturally useful on the planet. 
Other equipment may also be available, provided it is no higher 
than tech level 10. 

COLD WEATHER CLOTHING 

Tarsus' wide range of temperatures has made citizens and 
merchants aware of the requirements for good quality cold 
weather clothing. Most indivfduals simply choose ordinary cold 
weather clothing (see personal equipment lists in Travelbrsr) and 
it is sufficient to meet their needs. 

For the individual who wants more, the following military 
items manage heat exhaust and are therefore effectively in- 
sulated. They are light in weight and serve well in a wide range 
of temperatures. 

Chamlean Suit: Sophisticated version of the Combat En- 
vironment Suit capable of selectively bleeding heat to match 
background infrared levels, effectively rendering the wearer in- 
visible to infrared sensors. Other characteristics are identical 
to the Combat Environment Suit. 

This particular type of chameleon suit is Imperial Army 
surplus, and has been altered slightly to  prevent its wearer be- 
ing mistaken as a member of the Imperial Army. Tech level: 
12. Price: Cr1,500. 

Chlll Can: Accessoty for the Combat Environment Suit or the 
Chameleon Suit. Tech level: 10. Price: 0 2 0 .  

Combat Environment Suit: Neck-to-toe air-tight suit con- 
structed of ballistic clath, Generally worn open at the neck and 
wrists. the combat environment suit can be sealed by donning 
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gaurxtlets and a clear, flexible plastic headpiece. The suit is a 
military uniform. giving compkte protection against most 
chemical and biological warfare agents, tainted atmospheres, 
and even a moderate degree of protection against radiation. 
Heat build-up in the suit is handled by a simple solid state cool- 
ing system woven into the garment; it eliminates all infrared 
signature except on exposed face, hands, and heat exhaust. 
The heat exhaust is very pronounced to infrared detectors, but 
can be dampened by a chill can, easily inserted by the wearer 
into the cooling system. The chill can eliminates heat exhaust 
signature for one-half hour plus I D  times fifteen minutes. At 
the end of that time, the chilr can is disposable. The suit is 
treated ss cloth - 1 (cloth column of the combat table plus DM 
- 1  1 in combat. 

As clothing, this suit has no effective weight for the wearer, 
This combat environment suit is Sword Worlds Army ob- 

solete surplus (and dates prior to the current war). It has not 
been altered, and can be mistaken for the current uniform of 
the Sword Worlds Army unless certain changes in its cut are 
made (at a cost of about Cr75). Tech Level: 10. Price: Crl,000. 

Haatsuit: Skin-tight, head-to-toe covering (complete with 
gloves and transparent faceplate) providing adequate protec- 
tion against extreme cold. The heatsuit requires a battery to  
pawer the fine network of heating filaments woven into the 
fabric. The heatsuit has negligible weight: it is treated as no 
armor in combat. Tech Level: 8. Price: Cr300. 

Heatsult Battery: Disposable battery capable of powering a 
heatsuitas filaments for a period of 72 hours. Each weighs 500 
grams. Tech Level: 8. Price: 040. 

Heatsult Powerpack: Energy source designed t o  replace the 
battery for a heatsuit. Powers the heetsuk for up to  144 hours 
without recharging. Recharges in one hour from any standard 
power source. Weighs 2 kilograms. Tech Level: TO. Price: 
Cr500. 

COMMUNICATORS 

The communications system on Tarsus requires special 
equipment in order to tap into the network. Such equipment 
is  available in most merchandise stores in cities on Tarsus. 

Personal Communicator, Tarsus Basic Model: Basic compo- 
nent of the Tarsus communications system, with features 
which allow instant contact with any other communicator in 
a settled region of Tarsus, or on Gloeh. User must know the 
communications code for the recipient instrument. Other 
features include voice-actuated computer service, voting (if the 
holder is authorized), and an emergency locator service. Weighs 
400 grams. and is easily carried on a belt. 

Operation of the communicator is limited to locations which 
are under either Gloeh or the Regiment Repeater as marked on 
the Tarsus map. 

The basic model communicator is subject to a usage fee of 
0 3 0 0  per local year, payable in advance, in addition to the 
cost of the instrument. Tech Level: 10. Price: Crl50. 

brsonal Communicator, T a m  Special Model: Similar ta the 
Tarsus basic model, the special model includes several added 
features. It may communicate from any location on the world, 
with its signals relayed through a network of navigation 
satellites. It can call line-of-sight to any ather communicator 
within range twithour knowing the communications code of 
the recipient). It weighs 500 grams and is easily carried on a 
belt. 

Special model communicators are available on special order 
only. and delivery is two local rears later. The special model 
communicgtor is  subject to a flat usage fee of Cr400 per local 
year, payable in advance. Tech Level: 10. Price: Cr300. 

Communt;catar SenrFce: Any individual who buys a cem- 
municstor and signs up for service may select a unique com- 
municator code Ecomm code) of up to  eleven Fetters and 
numbers. Individuals who are not part of the Electorate must 
begin their camm code with an asterisk i*) which is not 
pronounced. 

Selecting a comm code is subject to prior selection of that 
specific code by someone else. The individual makes a choice. 
indicating the comm code desired. To see if that particular 
comm code is available, throw 16 + and apply DM + 1 for each 
letter In the choice Ino combination of less than four letters 
is allowed because they have all been taken). The computer 
operating the communicat~ons network w ~ l l  respond to spoken 
comm codes which are unambiguous, but require spelling of 
ambiguous codes. For example, 'STASHU would be recog- 
nized as a unique comm code when spoken, while REED and 
"READ would be ambiguous. and the computer would ask for 
a spelling. 

KeyboardlViewscrssn: Rapid access to the computer 
capabilities of the world communications net is made possible 
by this keyboardlviewscreen combination. It connects to a Tar- 
sus communicator, and can retrieve data, film, images, or 
sound recorded in the data banks, as well as access computers 
on a time sharing basis. The device weighs one kilogram and 
is typically used at a desk, although it IS easily portable and 
self -powered. 

The instrument requires a usage fee (in addition to its cost) 
of 0 4 0 0  per local year, payabte in advance. Tech Level: 1 0. 
Price: Cr500. 

Hardcopy Devlee: A printer capable of reproducing text, im- 
ages, or graphics which have been called up on the 
keyboardlviewscreen. Requires a keyboardlviewscreen before 
it will function. Weighs 1.5 kilograms and is typically used at 
a desk. 

Paper for the device costs Crl  0 for 1,000 sheets. Tech Level: 
10, Price: 0400 .  

Library Data 
Library data entries represent information that is readily 

available from ship's computers (using the Library program) or 
from locat data banks on Tarsus, in response to the proper 
keywords. The information is useful as background material, 
information that individuals may already know and need to  be 
reminded of, or information that player c'haracters wish to know 
and need to  be suppbied with. 
Some of the information in this library data section is mere- 

ly nice to know and has no real applicability to the adventures 
provided. Other data is genuinely useful in understanding the 
events in scenarios. Finally, the information itself may be used 
by the referee in generating and administering additional 
scenarios and adventures on Tarsus. 

Dates: All dates in the library data are given according to the 
Imperial calendar using standard 365-day years. Positive dates 
count from the year zero when the lmperium was founded. 
Negative dates are prior to that year. The current year is 1 1 10. 
and all information is current as of the beginning of that year. 



LIBRARY DATA ENTRIES 

A n c h  Race of intelligent non-humans who exercised eon- 
trol (approximately 300,000 years agobover the territory now 
ruled by the Imperium. The Ancients remain a puzzle with lit- 
t le actually known about their culture. Their technology has 
been proven (by recovered artifacts) to be far superior to cur- 
rent Imperial technology. 

Archeological evidence suggests that the Ancients destroyed 
themselves in a 2,000-year-long war which effectively 
destroyed their cities (and in some eases their planets as well) 
with surprising efficiency. 

The Ancients are considered responsible for the dissemina- 
tion of humans from Terra to their various worlds. At the same 
time, evidence suggests that they manipulated the genes of 
Terran dogs te create the Vargr (see Vargr). 

Barrier Fence: Electronic barrier between the provinces of 
Newland and Nob Plain on Tarsus. The purpose of the fence 
is to prevent migrating nobbles from leaving their open ranges 
and entering the cultivated fields of Newland. 

Using sonic emitters a t  closely spaced intervals, the fence 
creates e field of irritating sounds which divert nobble herds 
moving toward it. The fence is barely noticeable to  humans. 

Calsndar lslms: Archipelago in the Great Polar Ocean on Tar- 
sus, The Calendar Isles range from the south pole to the An- 
tarctic Circle. Their name comes from early explorers who 
noted that the position of the sun over successive islands 
shows the days of the local year. 

Capital (Core Sector 0508 A586A98-F): Central and capital 
world of the lmperium and seat of government since its found- 
ing. Capital is the site of the Imperial Palace and of major heed- 
quarters for the various Imperial bureaucratic agencies. It is a 
cultural and an industrial center es well, with many megecor- 
porations maintaining home offices on the world. 

Civil War (604 to 6221: Struggle for control of the lmperiurn 
fought between various factions in the lmperial power struc- 
ture. The struggle had its origins in the long eommunieations 
lag times commonplace in the sprawling Imperium, and was 
furthered by inter-service rivalries between military and naval 
commanders. 

The Civil War began with the end of the First Frontier War 
(589 to 604); the Spinward Marches had been left responsi- 
ble for the war with little direct assistance from the central 
government. With the end of the war, the Grand Admiral of 
the Marches led his victorious Grand Fleet to Capital and seized 
the throne, murdering the Empress in the process. The ensu- 
ing power struggle involved the entire empire, and lasted for 
eighteen years. A t  its end, the current (Alkhalikoi) dynasty 
emerged with the reins ot  power. 

In the aftermath of the Civil War, the lmperium took steps 
to remedy many of the problems which had led to the strug- 
gle, most important of which was the establishment of the ex- 
press boat network in order to reduce communications lag. 

Cnent-State: Independent political unit which has elected (or 
has had forced upon it) the patronage of a larger political unit. 
The client-state relationship is generally mutually beneficial and 

is essentially commercial in nature: political or defence ties be- 
tween tha two are intended to ultimately promote trade bet- 
ween tha two parties. 

The Darrian Confedaretion is 0 client-state of the Imperium. 

Cotlacs (District 268 0407 8628943-0.5: Highest population 
world in District 268, and major industrial center. Collate was 
one of the first worlds settled in the District and is the prfrnary 
candidate for its capitar when or if it is integrated into the 
Imperium. 

Darrlan Confederation: Group of Worlds (in the Darrian 
subsector) settled by humans from Darrian (Darrian subseaor 
0607 A463955-Gl during the period - 1 1 37 to - 927. The 
current capital is Mire (Parrian subsector 0507 A665A95-&I. 

The Darrian Confederation contains 18 worlds, ell within the 
same subsector, and has a population 17.1 9 billion. Darrians 
are humans who have developed independently on Darrian (see 
Hurnansl. Some Solomani blood is evident as Solcmani traders 
encountered Darrian in - 151 1 and provided them with suffi- 
cient technology to explore their subseetor. 

The Darrian Confederation is a client-state of the Imperium. 
It has had long-standing conflicts with its neighboring Sword 
Worlds. 

D i M a n s ,  Galactfc: Conventions which express galactic 
direction are based on the core of the galaxy and the direction 
of its rotation. Toward the galactic core IS coreward; away from 
it is rimward. The direction of galactic rotation is spinward: the 
opposite direction is trailing. 

Express b a t :  IntersZellar message or data carrier. Express 
boats attempt to reduce The information lag time between 
systems by relaying messages to succeeding boats with a 
minimal delay between jumps, much like the Pony Express. 

The use of express boats becomes impostant as the in- 
terstellar community becomes larger and the delay between 
jumps further delays transmission of messages. The Imperial 
express boat system is typical of the approach to the problem. 
Selected locations along majar trade routes are established as 
express stations: their orbital facilities service and refuel the 
boats on their comrnunicat~ons runs. When an express boat 
arrives insystem, it beams its recorded messages to the ex- 
press station, which then retransmits them to a boat waiting 
to make its jump. Time batween arrival of one boat and depar- 
ture of the next ranges from a few minutes to  a few hours, 
and is considerably less than the days most ships would spend 
refuelling and preparing to leave again. Messages received from 
the express boat system are processed and those intended for 
the current system are forwarded to local addressees on planet. 
Messages addressed to worlds which are nat directly served 
by express boats are accumulated and forwarded by the nexr 
available ship. 

The express h a t  system is available far use by government, 
business and private individuals. 

Express boats within the lmperium are commonly called 
xboats. 

F d n s  (District 268 0703 03 1 29B8-Al: High population in- 
dustrialized world in District 268. Forine is the primary producer 
of processed and refined metals and minerals for the subsector. 
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Fornlcm (Mom subsector 0605 A354A87-Cl: High popula- 
tion wortd which was the original source of colonists for Tarsus. 

Frontlet Wars: A series of interstellar wars fought between 
the lmperium and the Zhodani Consulate for control of the Spin- 
ward Marches. 

The First Frontier war (589 to 604) was the initial clash bet- 
ween the Imperials and the Zhodani and expelled lmperial set- 
tlers from regions spinward of the Spinward Marches. The ar- 
mistice in 604 gave the lmperium much of Vilis and Querion 
subsectors while the Zhodani receive Chronor subsector, 
formerly lmperial territory. 

The Second Frontier War I61 5 to 6201 resulted when the 
Zhodani saw the lmperium paralyzed by its Civil War; and seized 
the opportunity to  profit by its diversion. The lrnperium fought 
holding actions until local shipyards could complete a batrle 
fleet, which then forced an armistice, but only by ceding more 
Imperial territory to the Zhodani. 

The Third Frontier War (979 to  986) saw surprise Zhodani 
attacks followed by years of deep penetration attacks against 
high population worlds, and commerce raiding by both sides. 
It resulted in the creation of a demilitarized zone between the 
two sides. and the loss of several more lrnperial worlds to  the 
Zhodani. 

The Fourth Frontier War (1 082 to 1084) has been called the 
false War because of its brevity and lack of conclusion. Ap- 
parently started by accident (in a meeting between Imperial 
and Zhodani fleet elements) its eonclus~on saw the exchange 
of several worlds and little else. 

The Fifth Frontier War (1 107 to the present) began with 
widespread Zhodani attacks along the lmperial border and and 
a siege of Efate in the Regina subsector. Deep raids along the 
border struck as far into the interior as Rhylanor subsector. The 
war remains unresolved, although recently the tide apparent- 
ly has turned in favor of the Imperium. 

Humanitl (former spelling Humanity]: Collective name for all 
human races, including Solomani, Vilani, Zhodani, and others. 

Long Night [ - 1776 to 0): The period of interstellar decline 
and anarchy between the fall of the Rule of Man (also known 
as the Second lmperiuml and the establishment of the Third 
lmperium. 

Megaearporath: An extremely large interstellar corporation. 
When a corporation is truly lmperial in scope. and can provide 
services to  all regions of the Empire, it earns the term megacor- 
poration. Only thirteen companies are acknowledged to be 
megacorporations. 

Because of their size, megacorporations have truly 
astronomical numbers of employees, shareholders, and pro- 
fits. Their upper level executives labor at broad p l l c y  ques- 
tions, and are largely out of contact with day-to-day (and even 
year-to-year) activities of the corpora?ion. The real power in 
the company lies in the hands of the regional managers [under 
whatever title they have1 who control the actual operations of 
the business. While they may control only a small fraction of 
the megacorporation's assets, they wield more power in some 
areas than do the representetives of the lmperial government. 

A small number of Imperial regulatory agencies have power 
over the megacorporations, and the companies are subject to 

any applicable local taxes as well. Nevertheless, if lmperial 
sovereignty is not blatantly violated, regional managers can 
usually conduct their company's business as they see fit. 
Because a direct confrontation with the lmperium would be bad 
for business, intentional violations of Imperial laws occur on 
a covert basis only. 

Pavabid (District 268 0408 66678D8-63: Neighbor world to 
Tarsus ruled by a religious dictatorship. 

Psionics: The use of the powers of the mind to achieve the 
manipulation of matter and space, Psionics are perceived and 
dealt with differently by different races or cultures. The Im- 
perium and the Zhadani represent different extremes; other 
cultures take other stands somewhere between the twa 
positions. 

The lmperium considers psionics an invasion of the privacy 
of the mind, and an unfair or inordinate advantage for one in- 
dividual over another. Public opinion and official policy has foe- 
ed all psionie activity into secrecy. In addition. psionics is con- 
sidered a sin or a moral crime which can prompt instant retelia- 
tion by the public (usually in the form of a lynch mob). 

The Zhodani have institutionalized psionics into their socie- 
ty, and the ruling dass [social standing A + )  automatically 
recelves psionics testingand training. Selacted individuals of 
the lower classes who show potential are elevated in social 
standing and integrated into the ruling classes. The lower 
classes are not pdonic, but accept psionics as a natural part 
of their society. 

The Darrian Confederation, being a client-state of the Im- 
perium, generally avoids psionics, and it is outlawed in their 
territory. 

The Sword Worlds Confederation, which often allies itself 
with the Zhodani Consulate, accepts psionics as a natural 
aspect of human nature, but has been dow to integrate it into 
its culture. Few Sword Worlders are psionically trained. 

Tarsus has not formally banned psionics, but discourages 
its use. Registration of individuals who are psionically trained 
is mandatory. and few people comply, making the knowledge 
of psianics a covert taIsnt. Psionic drugs are available on Tar- 
sus, but their purchase requires an end-user certificate in- 
dicating who is buying and where the goods are to  be sold, 
in order to discourage smuggling into the Imperium. AS a result, 
most purchases are for offworld export by known, reputable 
companies. 

Sector: Mapping unit in astrography consisting of sixteen 
subsectors arranged in a pattern of tour across and four deep. 
Sectors are broad measures of area and have an average of 
480 to 840 worlds in each. 

Solamant: One of three major human races within the known 
galaxy. Solomani originated an Terra, end are con~entrated in 
the rimward regions of the Imperium. The term Solomani is of 
unknown origin, but has variously been translated as men of 
Sol, only men, or true men. 

Solomanl Hypothesb: The generally accepted theory that all 
Humans originated on Terra and that all other human races 
known arose from Terran humans (Solomanil transported off 
Terra by the Ancients. The theory explains the large number 
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of human races which inhabit the known galaxy, and does not 
require the farfetched concept of parallel evolution as had been 
previously advanced. 

Spinward Maln: Trail of worlds and systems, each within 
jump1 of the next. winding its way through the Spinward 
Marches, The Spinward Main is a common interstellar trade 
route for the jump-1 free traders which commonly operate in 
the Spinward Marches. Tarsus is situated on the Spinward 
Main. 

Strephon ( 1049 20 the present): Current reigning emperor 
of the Third Imperium; eldest son of Emperor Paulo Ill (90 1 to 
1071 1. forty-third emperor to sit on the Iridium Throne, and 
twelfth in the Alkhalikoi Byn~sty. 

SuSAG [Sehunamann und Sohn, AG, LlC): One of thirteer! 
megacorporations operating inside and outside the Imperium. 
SuSAG engages in a wide range of chemical, pharmaceutical, 
and geneering activities. SuSAG is the primary manufacturer 
of anagathics (life extending drugs) for the Imperium, and main- 
tains psi drug manufacturing plants in certain client-states out- 
side the Imperium. 

SuSAG was founded in 252 by Gustav Sehunamann, 
financed through royalties from his purification processes for 
various psionic drugs. Using the shell of a bankrupt company 
dating from before the lmperium (hencethe archaic AG suffix 
in its name), he built it into an Imperium-wide operation and 
a household name in pharmaceuticals. In 800, when the Im- 
psrium declared psionics illegal, all plants for the manufacture 
of psi drugs were closed and all stocks of the drugs confiscated, 
SuSAG, however, had sufficiently diversified to weather the 
crisis. 

In the past, SuSAG's chemicallbiolagical warfare division has 
suffered from a poor reputation for safety, especially after 
several near disasters, and local opinion has forced curtailment 
of such activities in some regions of the lmperium. In addition, 
sabotage has been a problem at many installations. As e result, 
SuSAG maintains a large paramilitsry force to protect its 
operations. 

SuSAG has established several operating plants in the Spin- 
ward Marches, including factories on Fornics, Trin, and Tarsus. 

Sword Worlds Confederation: A loose confederation of 
worlds in the Spinward Marches, located between the Im- 
perium and the Darrians. Total popuIation of the Contedera- 
tion is about 33.832 billion, not counting 12 billion in territories 
held but also claimed by the Darrian Confederation. Fugitive 
Solomani first settled at  Gram in - 399, and expanded to the 
surrounding worlds over the next 200 years. In times of peace, 
the confederation tends to fragment, with the various worlds 
forming trade or political alliances for their own profit. In times 
of crisis, differences are put aside, and the worlds form an 
overall confederation for the common defense. 

Although the Sobmani Confederation claims Terra, the world 
is a part of zhe lmperium and is administered by the empire 
under military rule. 

Third lmperium (0 to present): Founded in the rear 0 by 
Cleon, first Emperor. as the successor to the Sylean Federa- 
tion, a growing, expanding government centered in territory 
formerly part of the 'First and Second Imperiums. The rise of 
the Thlrd lmperium marked the end of the Long Night and the 
beginning of present day interstellar government. 

The Third lmperium contains more than 1 1,000 worlds in 
an area more than 700 parsecs across. 

Tdn i fr ings Veil subsector 0805 A894A96-F): Industrial 
world and capital of Trin's Veil subsector. 

Tyrffng Incident [ - 1041: Clash between naval vessels of 
Gram and Sacnoth in orbit above Tyrfing (Sword Worlds 0504 
B637735-A) which resulted m the War of the First Rebellion 
( - 104 to - 88). As a result, the Sword Worlds Canfederation 
dissolved into several separate states and conflict between 
them continued for the next century. 

Vargr: Intelligent major race inhabiting regions generally 
coreward of the Irnpex~urn. Vargr are derived from Terran canine 
stock which was genetically altered to allow an upright stance, 
an opposable thumb, and intelligence 

Vilani: One of three major human races within the known 
galaxy. Responsible for the First lmperium, a predecessor to 
the current Irnpmium, which had its capital at Yland for several 
thousand years. Vilani ere the most widespread of human 
races. 

Zhodsni: One of three major human races within the known 
galaxy. Zhodani inhabit the empire known as the Zhodani Con- 
sulate, with its capital at Zhodane. More than 90% of all racial 
Zhodani live under the Consulate. 

The major distinction of the Zhodani race is its routine ac- 
ceptance of psionies; all Zhodani of noble birth (social stand- 
ing of A + ) receive psionie testing and training in the normal 
course of their education. 

T m  (Sol subsector 0207 A867A69-F): Abo known as 
Earth. Origin world of the genetic stock from which all races 
of Humaniti are descended, former capital of the Tarran Con- 
federation, former capital of the Old Earth Union, and former 
capital of the Solomani Autonomous Region. 



SYSTEM STAT l S f  lCS 

Distance 
Name Diamewr From #ore Period Comments 
Hote 1,165.000 - - K 9  type star. 
Tarsus 8,014 50,000,000 90 Inhabited. 
Cheyhan 2.000 lW,M30,000 276 
Urfa 108,000 420,000,000 954 Large gas giant. 
Erdemli 54,000 720,000,000 2,200 Small gas giant. 

Note: Distances i n  k i lorne~rs.  Period i n  24 hour days, 

1-G TRAVEL TIMES BETWEEN PLANETS 

At firthest ----- At Closest Appm~h------  
Separation Tarsus Cheyhan Urfa Erdemli 
Tarsus - 40 106 1 50 
Cheyhan 68 - 98 144 
Urfa 1 20 127 - 105 
ErdemlP 1160 165 192 - 

2-G TRAWf  L TllMES BETWEEN PLANETS 
A t  Farthm ----- At Closest Approach------ 
Separation Tarsus Cheyhan Ur fa Erdemli 
Tarsus - 28 75 101 
Cheyhan 48 - 69 97 
Urfa 85 89 - 68 
Erdemli 109 712 132 - 

Note: Times are i n  hours. Times at upper right of the 
tables are for closest approach, and represent the shortest 
possible time; times at the lower left are for fanhest separa- 
tion, and represent the longest normally required time. 

VISIBLE DISKS 
--------visible Disks --------- 

From Hote Tmus GEwh Rond 
Tarsus 1.33 - 0.39 0.69 
Gloeh 1.33 8.31 - 0.38 to 0.46 
Rond 1.33 1.39 0.10t00.14 - 

Note: Size is apparent size, i n  degrees. 

POPULATlONS 

Regim Population Maim City Population 
Stenbn 2 10,000 Evander 21,450 
Nob Plain 204,000 
Newland 1,4 74,000 Newland City 398,000 
Regiment 432,000 Kochstadt 102.000 
Cilician Ranges 12,000 

WEATHER TABLE 
Die - - -- -- - - *son---- ---- 
Roll Big Dawn Summer Big Dusk Winter 

1 - * - - 
2 - - - - 
3 - - - - 
4 Short Heavy - Short 
5 Short Short Heavy Heavy 
6 Special Special Special Special 
7 Heavy Short Heavy Heavy 
h t e :  If ocean or coast hex, DM + I .  I f  temperature 3s 

greater than 3J0,  DM 41. 

D A Y  LENGf HS 

Longest Shorten Note: Oav lengths are in 
Latitude Day Day standard hours, and show the 

0 36.5 36.5 period of daylight available in 
9 40.8 32.2 a local day (72.9 hours). The 

18 47.7 25.3 length of the local n i@t  Can 
27 62.7 10.3 b determined by subtracting 
29 72.9 0.0 local day length from 72.9. 

f EMPERATURE EFFECTS (Degrees Celsiusl 

Effects 
Carbon dioxide solidifies to form dry ice. 
Xarsan Walds killed. 
Terran hardy trees killed. 
Exposed human flesh frozen. especially i n  
high winds. 

Kill ing frost destroys crops no t  protected by 
snow cover. 

Water freezes. 
Minimum temperature for growing season. 
Supplementary heating required for 

buildings below this temperature. 
Room temperature. 
Human physical activity curtailed if 

humidity i s  high. 
Physical strain on human body. 
Water boils. 

TEMPERAT lJRE DETERMINATION 

Latituuk 0 9 18 27 36 45 54 63 72 81 90 
Tempemtun? 0 5 10 15 20 25 30 35 40 45 50 

Read base temperature for any latitude below the latitude 
in degrees; Interpolate if necessary. For example, 4.5 degrees 
north latitude is midway h t w e e n  0 and 9 degrees- and has 
a base temperature midway b tween  O and 5 degrees, or 2.5 
degrees C. 

In summer, temperHure ic positive (above 0 degrees. C.J. 
In winter, temperature is negative (below 0 degrees C.). 

Terrain Effms On Temperature 

Condition Summer Winter 
i f  latitude above 29O +10 - 10 
if latitude lBO t o  290 + S - 5 
i f  latitude O0 t o  1 8 O  + 5 0 
Ef coast, island, or lake + 5 - 5 
if ful l  land +10 - 10 
if ocean, and above I P - 5 + 5 
if rugged mountain - 5 - 10 

Note: Terrain effects on temperature are cumulative, and 
all applicable effects are to be used. 

SEASONA t TRANSITIONS 

LmaI hrarthem Southem 
Day NO. Hemisphere Hem isphen? 

01 Begin Big Dam. Begin Big Dusk, 
10 Latest stan of summer. Latest s t a r t  of winter. 
15 Begin Big Dusk. Begin Big Dawn. 
25 Latest s t a r t  of winter. Latest start of summer. 



World Beyond the Frontier 

Take a science fiction odyssey to 
Tarsus, World Beyond the frontier . . . 

The xboat message finally 
caught up with you. After months 
in transit across the pars=, the 
letter has arrivd - to say that 
your father is in trouble, needs 
your help, needs you home. 

Home is Tarsus, a colonial 
world beyond the frontiers of the 
Imperium. Its environment is  
tolerable enough around the 
equator; many Imations are even 
suitable for agriculture. But 
toward the poles, temperatures 
range from -500 to +7Y C. in 
the course of each local ninety- 
day year. No one visits those 
uninhabitable wastH. As you read 
the letter, memories of your 
homeworld's sprawling ranches, 
impassable tanglew&s, high 
mountain peaks, and scattered 
farms seem dim after your many 
years away. But the call of family 
is strong, and now you are 
homeward bound. 

The fierce war which raged 
through this sector is now over, 
and troops are being mustered 
out. A band of loyal companions, 
veterans like yourself, has decid 
d to accompany you, Some of 
them are in search of adventure, 
others seek wealth or power. You 
will need their skills and ex- 
perience in your dealings with 
the unknown trouble you will 
face on Tarsus. 

When a game takes in the en- 
tire universe it's easy to forget 
how large and complex even a 
single world can be. Tarsus is  a 
demonstration of h w  much 
scope for adventure one planet, 
described in detail, can provide. 
Included in this Madule for 
Starh Trawllet, in addition to the 
descriptions and details, are 
adventures for player-c haracters 
to undertake, but they by no 
means exhaust the possibilities of 
the background contained in this 
module. 

Tarsus, World Beyond the 
Frontier, is an adventure 
module for Starkr Trwelk.  
The module is usable with any 
Traveller rules set. Players must 
have a copy of the Traveller 
rules in order to use this 
module. 

Design: Marc W. Miller and 
Loren K. Wiseman 
Art Direch. Paul R. Banner and 
Chris A. Purcell 

This box contains the following 
&ameromponenEs: 
World Map of Tarsus 
Subsector Map of Districr 268 
M a i l  Map of the Tanglewald 
Twelve Character Cards 
World Data Reference Book 
Referee Scenario Sheets 

C----. Desigrqrs "forkshop .. - 

P.O. Box 1646, Bloomington, Hlinois 61701 



Intentionally 
blank. 



1. Openings 
Jersus is an adventure, module for Starter Trg\gI/er. R pro- 

vides detailed descriptions of an entire world in the Traveller 
universe, and accompenies that data with scenarios calling for 
utilization of that information. The module is based on the role- 
playing Trsvsller system and requires those rures before it may 
be used. 

In playing Tarsus, the system calls for 8 referee who is 
familiar with the game system and the module and who then 
administers the adventures. Two or more other prayers actually 
participate in the game and undertake to resolve the scenarios 
and adventures. Players should also be familiar with the 
Traveller rules, but may learn more intricate details of the 
system as they play under the supervision of The referee. 

PLAYER CHARACTERS 

When the adventures on Tarsus begin, the referee must make 
sure that each player has an appropriate character. Such 
characters may be player characters elready in use by the 
players, or they may be. characters generated a t  the beginning 
of the adventure. Finally they may be the special pregenerated 
characters which accompany this game, 

Campaign Charactwm or Generated Chamctem: If players 
already have characters which they are happy wrth, and which 
they wish to continue using, than that should be allowed, In 
such a ease, the referee must select an appropriate player 
character as a native of Tarsus who has received a letter call- 
ing him or her home. That character then fulfills all of the re- 
quirements placed on the pregenerated character Sharik 
Resteff. 

Any other characters may haw a variety of qualities or at- 
tributes, but the referee should keep in mind that the characters 
are relatively ordinav veterans of s recent war, and are without 
great wealth or power. 

Progenerated Characters: The twelve character cards pro- 
vide a variety of player characters for use by an adventuring 
band. Three af the cards should always be used: Sharik Resteff, 
Gaz Ponnerkindt, and Trow Backet. These three individuals are 
the core of the group. Their cards are marked with an open 
[rather than solid) black border. If there are other player 
characters needed, they should be drawn from the remaining 
nine character cards. 

Each character has been pregensrated in accordance with 
the T m l I e r  character generation r u b .  In addition, a few 
details have been added to provide gome background and other 
information. 

Under Service, each character's former service is shown, 
along with the number of terms which were served, and the 
date on which the individual mustered out. 

Under Birthdete, the date the character was born is shbwn. 
Under BirthworJd, the actual world on which the individual 

was born is noted. Following the slash is the subsector the birth 
world is in. After the subssctor, the Universal Planetary Pro- 
file for the world is  given. All birthwerlds (except Stashu 

Nagoya's) are located in the Spinward Marches. All characters 
except Renard Ruche are lmperrial citizens (honorable service 
in the Imp.erial armed forces is sufficient to allow acquisition 
of Imperial citizenship). 

Under Comments, t h ~  individual's brief service history is re- 
counted to show whets he or she has been for the past several 
years. If characters compare notes, they may find that they 
know seh other, have sewed on the same worlds, same ships. 
or in the same arees. Proper role-playing can (and should) easily 
atlow zha existence of prior acquaintances, 

Players should retain their character cards during the adven- 
tures on Tarsus. If they wish, they should be allowed to keep 
the character and use him or her in future campaigns as well. 

THE SCOW SHlP 

One of the scout characters may have a type S scoutlcourier 
available for use in the adventure. If a player has one of these 
characters, then roll 2P for 9+ to determine i f  the scout ship 
is available. Only one ship may be available. and if necessary, 
the two scout characters must throw dice to determine whose 
it is. 

If the scout ship is available. it is a standard ship as described 
in Ravsllsr. 

ARRIVAL IN S V S E M  
Any ship arriving in the Tarsus system goes through the same 

essential process, regardless of whether it is privately owned 
or commercially operated. It breaks out of jump space at some 
distanca from the bodies of the system, and then proceeds to 
the destination world. 

Break Out From Jump Spam: The ship has just emerged from 
jump space, and lies about 120 million kilometers from Hote 
Cthe central star). This distance is necessary because the ship 
cannot emerge closer than F 00 diameters to m y  astronomEcal 
body. Since Hote has a diameter of about 1 . I  6 million 
kilometers, 120 million kilometers is a safe distance. Good 
navigation has placed the ship as close as possible to  Tarsus 
(Tarsus is about 50 million kilometers from Hotel, about 70 
million kilometers distance. 

A mistake in navigation could place the ship farther from their 
desired location (but never closet in!. Comrnerciel ships rerely 
make such mistakes, but they may occur in private vessels. 
Throw 10+ for a slip in computations to cause a mistake in 
navigetion; DM - navigation skill. I f  such a mishap does oc- 
cur, the ship will be 2 0  times 10 million kilometers farther from 
Tarsus. 

Moving to Tarsus: The trip to f ersus takes about 32 hours 
at 2-G,  or 47 hours a t  l-G. (The formula for this computation 
is in Traveller.) 

ARRIVAL BY PASSENGER CARRIER 

If the adventurers are arriving in the Tarsus system by a 
passenger carrier (passenger liner, merchant ship), then they 
were probably notified of arrival in-system by the crew once 
the ship emerged from jump space. 



High passengers are entertaltwd by the crew, given brief- 
ings about the system (number of planms, arrival rime. pro- 
cedures to be folbwed, etc.)  as the ship approaches Tarsus. 

Middle passengers are left t o  shift for themselves, and will 
need te consult library data in the shlps computer for any in- 
formation they would like. Even then, not all of the data will 
Be available. 

Low passengers, of ewrss, are not sven aware that they 
have arrived until awakened by the crew aftsr planetfn'il. 

The passenger ship will proceed directly to Newtand Down 
Sterpofi. The details of traffic control remain a concern of the 
pilot, and the passengers will simply have their awn prepara- 
tions to consider during this last part of rhe journey. 

Once on planet, the ship will unlosd passengers and cargo 
in accordance with the arrival onplanet section of the trpical 
activities checklist in Trmrsllsr. Procedures for passing customs 
are minimal: an arriving passenger need merely register name 
and identification with an officiaA at the starpofi. 

ARRIVAL BY 'PRIVATE SHIP 
Arrival by private ship probably means that the advsmrers 

are crew or at least helping the crew In the operation of the 
vessel. As a rasuk, they are more fully involved in the encounter 
with the Tarsus system. 

The typical activities checklist In Ttsvdfsr governs the pro- 
gress of the journey inward to Tarsus. 

Private ships have an advantage in t h a  they can trmei a b u t  
with fewer hindrances (such as schedules1 than commercial 
msssls. They can investigate the various bodies of the Tar- 
sus system if that is desired. 

In this system. the elomst gas g i m  orbits Hate at 240 mnlFon 
kilometers; detouring to the gas giant would take more than 
106 hours at 1 G or 72 hours a t  2G. Since fud  b availabfe (in- 
cluding free weter if unrefined fuel is acceptable) on Tarsus, 
the best course would be moving directly there. 

In this system, Urfa (the closest gas giant! orbFts Hote at a 
distanca of 240 miilion kilometers. f rdemli (the other gas giant) 
lies farther out. 

If the ship does visit the gas giant, the detour takes about 
four days in transit there, and four days in transit coming back 
{see the travel times tables in the World Data h k l .  Refuel- 
ling while there (a g d  idea once the ship is there) takes about 
eight hours. 

Roll for an encounter while travmlling to the gas giant and 
again while coming frorn the gas giant. In each case, apply a 
DM of -4. In addition to the regular stanhip encounters on 
the starship encounters table in Trmllsr, treat a roll of 2 0s 
the following: 

95-ton Shuttle: Operated by SuSAG pilot end technicFan en 
mute to  the vieiniZy of the gas giant. Equipped with one laser 
and ona Model13 computer. 

When the encounter occurs, roll the reactions table in 
Ttavdnw to determine what setions the shuttle pilot takes. Con- 
vert any attack result to flee. Appropriate circumstances for 
the situation include the following: If the ship flees, the pilot 
has been involved with the secret SuSAG psi pharmacautical 
factory end is under orders not to be stopped or diverted. If 
the pilot is friendly, he (or she1 and the rest of the shuttle oc- 
cupants are returning from their on-planet leave and are feel- 

Jng ~ ~ P P Y .  
Although the shuttle's crew knows of the sacrot factov's 

existence and its location, in no case will they reveal either. 
In any case, friendahips could be formed, at hostilities started 
as a result of this encounter. 

Once a private ship approaches Tarsus, it may elect to vis& 
either or both af the moons orbiting the planet. Rond is the 
lerger and is more distant. Gloeh is the smaller and closer in. 

VlSmNQ ROND 
Rond ia airless and uninhabited with the exception af a single 

base maintained by SuSAG. It has clearly marked a large area 
around the facility as offJmits to  casual visitors, Radio- 
communications warnings, as well as sensors end detectors 
are constantly alert to possible intrusions. 

Ships which anempt to land without authorization are 
warned off. Emergency landings are allowed, but in such e 
ease, the ship is immediately occupied by a SuSAG security 
squad (ten troops armed with laser rifles and in racc suits) un- 
til the exact situation can be determined. 

SuSAG is careful with this site, but not overtly nasty. Repairs 
are provided for the limited numbers of genuinely distressed 
ships that call here (perhaps one or two per standard year). 
Likewise, the resident doctor is happy to help in a medical 
emergency. However, open tours of the facility are not pro- 
vided, and inquiries are directed to SuSAG's local headquarters 
on Tarsus. 

An individual who is properly observant [by being In thls 
situation and telling the referee that he or she is watching close- 
ly to see any possible clues) may notice the following facts. 
Throw intelligence or less for each fact. DMs are noted for the 
individual facts. 

1. (DM - 1 if scout or naval character). Landing pads at this 
base will accommodate eight ships, and all eight pads look 
used. Only three shEps are present here, however. IRsfsrss: 
The other ships are at, or en mute to or from, the SuSAG secret 
psi drug factory.) 

2. (DM - 1 if merchant\, A rough estimate of the cost to build 
and maintain this base mearm that the operation is yielding near- 
ly half a billion credits per standard year. Thatas a guess, mind 
you. 
3, (DM - 1 if ducation 10 + I .  this bsse is on the polar eep 

of Rond. Althaugh Tarsus is visible from here. it is possible to 
launch and land ships frorn this bass without them being 
detected from the planet below. 

Local A m M o n s :  In addition to the SuSAG bass, Rond has 
one item of interest; called the Tunnel. 

A large crater is situated on ths  moon's equator. Ages ago, 
when ths meteorite hit and created this crater, it exposed a 
dark bedrock which matches the black of space. From Tarsus, 
this crater looks like a hole right through the moon. Prospec- 
ting in this crater (its probably not worth looking for more than 
en hour or SO) can yield a black volcanic glass flecked with 
metal grains. f hrow 8 + for each person looking around in the 
first hour to find a small piece massing about 20 grams. If a 
piece is found, throw 6 -+ for more pieces to be in the immediate 
vicinity, with a total mass of perhaps 150 grams (in 10 pieces). 
If the looking continues, throw 12 + in each subsequent hour, 
but allow a find of no more than one kilogram total. The adven- 



turenr should lose interest and quit looking after four hours un- 
successful search. 

Rofsrss'a notes: Yhla Rondglasrr {as a jeweller or trader on 
Tarsus will tell the group) is a rarity, not often found. It ap- 
pears to bloom up from the core of Rond in the Tunnel, but 
only occasionally. (A compenlon mder argues that the stones 
are the result of s metwrite fall rather than from a core bloom, 
but their discussion is inconelusive.l Here on Tarsus, Rondglass 
is considered lucky. He offers Cr100 per gram for the stones, 
and if pressed (and has reacted well to  the group) offers up 
to Cr200 per gram. This is a reasonably good deal; the stones, 
once set and polished, will sell for Cr300 per gram to  a retail 
customer. 

These stones are of little interest otherwise, and they play 
no important par? in the adventure. 

Mar. Information: The world data book includes details of 
Rond for presentation to the players. SuSAG is covered in the 
SUSAG scenario sheet. 

Gloeh is an airless moon relatively close in to  Tarsus. Tidal 
forces have Eocked its rotation to that of Tarsus, and one 
hemisphere continually faces the planet below. 
On that face, a Tarsusw government has established a com- 

munications center. Because of the tidal locking, this noon and 
its commo center are stationary over one specific meridian 
above Tarsus (approximately 2500 kilometers west of the 
Newland Down Starpofi). A large array of antennae are 
clustered eround a c~ntral structure; radio warnings divert craft 
from passing directly between the antennae and Tarsus. 

The landing area is saveral kilometers distant, and a monorail 
transport line connects it with the main base and its facilties. 
No ship repair or maintenance operations are carried on here, 
and fuel is not available. 

The base itself is open and eecesrrible to visitors. It sarves 
two basic purposes: it provides communications relays ba- 
tween points on the surface of Tarsus, and it provides com- 
puter sewices for customers. 

The communications network alfows anyone with a Tarsus 
official communicator to contact anyone else with a similar 
communicator within the service area of this base. A repeater 
in orbit ahead of this moon extended service to  include the 
region known as Regiment some centuries ago, 

A radio signal from Tarsus to Gloeh is subject to a lag, due 
to light speed, of about ane-fifth of a second; the round trip 
is obout two-fifths of a second. If a signal originated under 
Gfoeh and is repeated to a location under the repeater (over 
Regimsntl, the delay is three-fifths of a second each way. 

Local communicator users are accustomed to these delays 
and accept them as inevitable. 

7he Computer Center: To eliminate some of this delay when 
using the computer services of the communications system. 
the computer has been located on Gloeh, in large subsurface 
caverns. Nearly all of the centralized computer needs of Tar- 
sus are filled from Gloeh, although some back-up systems are 
maintained in the capital and in major cities. 

Placement of the computer system on Gloeh reduces the 
communications lag tima by nearly half. 

Local Attractions: Visitors to Giosh will find that the com- 
puter and communications centers are the primary attractions 
of the moon. The only other item of interest may be the traffic 

control station. 
If the group has not yet landed on Tarsus, they have not ye? 

purchased local mode communEcations which can access the 
computer and comm system. Better quality communicators are 
available here, and a salesperson can demonstrate their use. 
Both the Tarsus Personal Cornmunicetor and the Advanced 
Model are available. 

the Computer Centu: The sawices of the computer center 
are many and varied. Although many individuals own and use 
their own computers, nearly all can be hooked into the central 
network for access to data banks and to processing programs. 
The computer canter holds data on the world, its history, and 
its geography, as well as the legal codes, economic data, and 
other details accumulated over the ages. It is also possible to 
access library data for the subsector and sector if desired. A 
curious individual could spend hours here, but the same data 
is also available through the cornmunicetors. 

Lying on the floor of the computer center is a sheaf of print- 
out paper. It is dirty and wrinkled, and has been walked on. 
Checking the sheets out reveals that it is a comm code list for 
all individuals and offices on Gloeh and Rond. The item appears 
to be wastepaper, and an unobtrusive person could take it. If 
one of the group asks about it, the clerk will recognize it, grab 
it quickby, and thank them for returning it. 

The comm code list can later be checked: directory service 
on the computer provides data on Gloeh. but rafers all inquiries 
about Rond to SuSAG Icomm code SUSAG) a t  Newland. The 
list indicates about 1 0 0  comm codes on Rond. Forty are per- 
sonel listings without * preceding them; ten are personal 
listings beginning with *, and the other fifty begin with SUSR 
(apparently for SuSAG RondF and look like they are offices or 
departments. 

Refarm: This directoty serves to alert the players to  the ex- 
istsnce of SuSAG and its base on Rond. It further gives an in- 
dication of the names of the people on the base. 

Trsfnc Connd: A visit to this location introduces the group 
to the controrler who guided rho ship into controlled Tarsus 
space. A friendly conversation may follow, ~s the group sees 
how procedures are handled here at Tarsus. 

During the visit, the controller must excuse himself and hen- 
dla a shuttle moving from Tarsus to Rond. If questioned. he 
states that SuSAG runs a shuttle to Rond daily (if asked, that 
is once per local day). 

TOUCHWWN ON TARSUS 
Ultimately, the ship must proceed to the starport on Tarsus, 

and there go through normal arrival proedures. 
Newland Down Starport: The starport on Tarsus is s type 

B facility with refined fuel available and a shipyard capable of 
repairs and of constructing non-starships, There are no bases 
present. For unstreamlined ships calling at Tarsus, a shuttle 
service is available to  transport cargo and personnel between 
orbit and planet surface, and to provide refuelling. 

Unrefined fuel is available within a short distance at the Sea 
of Winds (to the north]; upon application to the starport 
authorities, a ship can make the short trip to the sea, and there 
fill its tanks with unrefined fuel (water) without charge. 

The formalities of entry to Tarsus are few. A registration of 
the individual's name, occupation, and a few details required 
for identification is all that is necessary. The starport hes a 
display (for the benefit of incoming passengers) which indicates 



a variety of local hotels, vehicle rental agencies, and ortrsr Rocal 
establishments, and it can be depended on to dired the group 
to quality (but about 10% overpricedl vendors. 

Communiwtors: One service which is sold right in the star- 
port i s  the focal communicator service. A shop right in the ter- 
minal can sell personal communicators (but not the advanced 
model), keyboerdlviewsereens, and hardcopy devices, as well 
as the service for the communicators. Comm codas can ba 
sssigned right on the site. 

Transpwtatlon: Local rental agencies can provide airlrafts 
and ATVs for rental by the 24 stendard hour day a t  approx- 
imately 11600th of their base price. Thus airlrafts rent for 
CrlM30 per day, and A W a  rent for Cr50 per  day. Other civilian 
vehicles rent for similar prices. None are armed. 

All rented vehicles are insured against loss for ordinary ac- 
tivity, but cefiain restrictions apply. The first desls with illegal 
activity. The second prohibition restricts vehicles from travelling 
above 29 north or below 2ga south, or beyond the limits of 
The communications system. Violation of a restriction renders 
the individual liable for any damage to a vehicle, regardless of 
CBUS9. 

Refuelling fm any rental vehicles is free laaually. i t  is included 
in the rental), but requires that the vehicle return to its rental 
station (this is e protection against theft of the vehicle). There 
are rental stations in each of the three major cities of Tarsus. 

BEGINNING THE ADVEMURE 
Once the group has arrived on Tarsus, the first ttem of 

business on their schedule should be to  travel to Sharik 
Resteff's father's ranch which is situated on the edge of Nob 
Plain between the Atok Swamps and the Lersion Mountain 
range. The ranch is about 4,000 kilometers from Nswland. 

Preparations: The city of Newland provides the amenities to 
be expected of s tech level 10 community. Prices for goods 
and services average about 10% more then the standard base 
price- cited in T m b r .  Food on a daily basis and food and lodg- 
ing on s monthly basis (par the T i l C r  rules) are availeble at 
10% more than shown. Individuals may stay in their ship, if 
they have one, without costs except for the berthing fee which 
must be paid anyway. A single night's lodging for two persons 
at a hotel is Cr25. 

Thb Local Comm System: Checking the local comm code 
directov shows that Sharik Resteff's father's ranch retains its 
old comm code- RESTRANCH. Calling the coda connects her 
with Hyrm, the ranch manager who says that her father has 
been gone for four days (standard) and is expected back 
momentarily. Hyrm can send a ranch airlreft (two if necessary) 
into the city on auto-pilot for their usla if they nead them. In 
such case, they will be available in 45 hours at the main 
starport. 

Now that the players have been introduced to the worrd of 
Tarsus, they can begin the next adventure- 2 .  NobbCe Ranch. 



2. Nobble Ranch 
The referee should allow the players to  mad only the first 

page of this module, whEch contains information generally 
available to the player characters. Subsequent peges should 
be kept smcret and revealed only ar the circwmstances of the 
adventure dictate. 

This module deals with the Restaff family nobble ranch at 
the south edge of lNob Plain. It provides background on nob- 
ble ranching, and details for a scenario concerning the rmnch. 

The nobble is an interesting beast. Looking somewhat like 
a stumpy-legged rhinoceros with a large mace for a tail, it is 
peculiar to Tarsus, and indigenous to  only two areas of the 
planet. These two areas ere very large, however, in order to 
support the animal's migratory habits. Nob Plain, site of Tar- 
sus' meny nobble ranches is one; the region between tha Desert 
Sulani An and the Great Polar Ocean is the other. 

Mlgratlons: The key to ranching and harvesting the nabbles 
is their constant migration. Understanding when end how the 
animals migrate is basic to the entire ranching enterprise on 
Tarsus. 

Typically, the yaerly cycle of overland nobble migrations 
begins in their grazing grounds on the Arctic Circle at the start 
of Big Dusk. fhs herds have been grazing in the long local night 
(night is their favored time for feeding) on grasses which have 
grown up through the preceding summer. The herd itself has 
been in the grazing grounds for several local days. With the 
approach of Big Dusk, the herds become restless, and when 
it begins, they begin their long trsk. 

The nobble migration begins with the the herd moving south 
et about 20 kilometers per hour for all of the daylight hours. 
The animals travel all day; at night they forage about half the 
time and rest the othsr half. The herd averages about 700 
kilometers per day, and reaches the equator within about four 
days. In another four days, the herd has reached its southern 
grazing areas ( 2 7 O  to  29* south). In these southern areas, 
where it is summer. the animals forage for perhaps eight local 
days until the coming of Big Dusk. During this grazing period, 
the animals replenish the stores of energy they have lost in their 
trek, and gather strength for the coming migration back north. 
When Big Dusk comes, the nobbles start north, retracing their 
prsvious path and returning t o t h i r  nofihern grazing areas. In 
theEr migrations, the nobbles make a complete round trip from 
arctic circle to antarctjc circle and back in the course of one 
local year. 

There are many nobble herds. The nobble is a gregarious 
animal and is rarely (if ever) apart from its companions. Each 
herd migra?es separately, and a form of precedence among 
herds makes the lesser herds defer to the larger ones. Herds 
may have from 100,000 to sewaral million animals in them. 

The Eeol~gy of Nob Plain: The complex ecology of Nob Plain 
Fs centered on the nobbles and their migrations. Over the 
millenia, the nobbles have evolved to take advantage of the 

rapidly changing seasons and the constant new growth of 
grasses and plants on the plain. Without their canstant migra- 
tion, the nobbles would place too great a strain on the flora 
of the area and could never have grown to the numbers they 
now haws. 

In addition, many of the ecological niches of the plains are 
filled by animals which live off the nobbks. Various species 
of chasers trail the nobble herds, picking off the old, the weak, 
or the young animals. Pouncers live off other enimsls much 
of the time, but gorge themselves when the nobble herds pass 
them eveiy fifteen local days or so, Carrion-eeters and 
scavengers live off the leavings of the carnivores, end off the 
natural deaths within the herd. 

Many plants of Nob Plain depend on the nobbles to help 
spread their kind, either as undigested seeds dropped along rhe 
trek, or as burrs caught in the nobble's feather-like coats. 

Pwpb and Nobblss: The nobble herds were soon recognized 
by the colonists of Tarsus as a prime source of protein for 
human consumption. In addition. the nobble hide produces a 
quality leather quite useful for clothing and othsr purposes sueh 
as decoration and upholstery. 

Originel efforts to capture and breed wbMes proved fruitless. 
The basic nature of the nobble, canditioned by hundreds of 
thousands of years of evolution, requires the frequent migra- 
tions. Attempts at domestication were met with failure. 

Alternative methods of nobbler harvesting were developed. 
By tracking the nobbla harvests, it proved possible to stake 
out a location ahead of the herd and to kill a limited number 
of the anirnels as they passed. The frequency ofthe migrations 
meant that two nobbfe harvests Brb possible in each local year. 
Careful planning means that any ranch can harvest enough nob- 
bles for its immediate needs each time a migratory herd passes 
by, and additional nobble meat can b sent to market. 

Marketing: Uncontrolled killing of no'bbles could ruin the 
herds and destroy the ecology of Nob Plain. As a result, a 
market system has been established to buy nobble meat and 
hides. The officiat Ag Market, an extension of the Ag Worlds 
Combine, controls all sales of nobble meat and hides. While 
individuals are permitted to harvest nobbles for their own use, 
they must have valid contracts for the harvesting of nob'btes 
before they may take nobbles for resale. 

The Ag Market issues sueh contracts on a bidding basis to 
ranchers on Nob Plain. After careful study, the Ag Market 
makes available a certain number of contracts (each for 100 
animals) for nobbls harvests based on the available market for 
nobble meat off-world, and on a specific time of harvest, Also 
taken into account is the current size of the wild herds, and 
the anticipated effects of various harvest sizes on those herds. 
Ranchers bid by indicating the minimum price they will take 
for the nobbles they kill; while underbidding is possible, in- 
dividual ranches are also restricted in the number of contracts 
they may take per year. 

The costs involved in harvesting nobbres are primarily based 
on labor {to kill and then preserve the nabble carcasses) and 
on equipment (to refrigerate or freeze-dry the meat). The bid- 



ding system kaeps income at e reasonable level above costs, 
but the net return is not enough for a rancher t o  get rich on. 

RANCHES 
Nobble ranches on Tarsus are unlike the traditional ranches 
m other worlds. Each ranch consists of two pafis-a perma- 
nsnt compound with the ranch house, and a mobile compo; 
nent to actually intercapt ths hsrd and hawest nobblss. 

fhs ' P s m  CMnpwnd: Almost a farm in style and layout, 
the permanent compound ia the base of operations for any ran- 
cher. In order to avoid diverting or disrupting the nobble migra- 
tions, permanent compounds are not permitted on Nob Plain; 
they must be placed a t  the edges of the plain in margin01 ter- 
ritory. Many are on the shores of the Sea of Wnds. while others 
are situated in the Lersion mountain range. 

The permanent cornpound usually has a ranch house, several 
outbuildings that serve as repair and storage sheds, and some 
surrounding cropland. Typically, the totsl area is about one 
square kilometer. A lsrge family and several hired hands live 
almost permanently in the compound. Compounds argl only in- 
frequently adjacent to each other; usually a t  least fifty 
kilometers separates ranch houses. 

Ths MOM. C o m m n t :  The mobile component of the ranch 
is a group of grav vehicles whose purpose Is to harvast nob- 
bles and prepare them for market. The vehicles include mobile 
quarters vehicles for the m w s  to live in, basic airlrafts for utility 
work, and a few large refrigeration vans to prepare and h ~ l d  
the nobbfe carcasses. Once a harvest has been made and 
prepared, cargo ships lor cargo shutttes) descend directly from 
orbit to pick up the cargoes and carry them outsystem to 
market. Psymnt  for the harvest is automatically credited to 
the rancher's account upon pickup. 

Referee's Information 
Ranching la o profession that nearly 10% of the population 

of Tarsus pursues, either as owners or as laborers. Sharik 
Resteff comes from a ranching family, end now her father is 
in trouble. Unfortunately, what kind of trouble is unclear. It falls 
on her and her companions to find out, and then remedy the 
situation. 

THE HOMECOMING 

h Resteff Ranch permanent compound 1s located on the 
a h e r n  edge of Nob Plain along the d g a  of the Atok Swamp. 
It occupies a stretch of hlgh ground safe from flooding, but 
separated from the plain by about ten kilometers of swampy 
low land. The cfosest neighbor ranch compound lies at least 
100 kilometers away. 

The Atok Swamp area is not an especially desirable area for 
ranch compounds. It is relativ~ly distant from the main nobble 
migration routes, which means the harvesters must spend more 
tima away from the ranch. 

The Ranch F m a n :  Hyrm, the writer of the letter to ~har ik ,  
is present at the ranch when the group arrives. Understandably, 
he is worried-Sharik's father has nnt yet returned, although 
he should have bean back ssveral standard days ago. 

The referee should determine the precise local day and time 
of day when the adventurers arrive. If it is night. then all should 
settle in until dawn. It would be impossible to search for the 
father at  night. 

Trying the father's cornmunicetor obtains only the message 
(from the central computer1 that it appears to not be function- 
ing. It may have been turned off, or it maw be broken. Persisting 
will be to no avail. An attempt to tram the location ofthe eom- 
munieator will also produce no results. 

Meanwhile, Hyrm is more than happy to share his concerns 
with Sharik. His stow is brief, but he tells her the details with 
a feeling of refief. 

Over the past several years /he says!, the raneh has been 
losing money. It started with an accident which prevented the 
harvesting vehicles from reaching the nobble herd in time to 
make a hawest. As a result, the ranch had to make a penalty 
payment for failure to perform, which made the raneh 
somewhat short of cash for almost a year, and also put it at 
a disadvantage in bidding for future contracts, 

Sharikas father was convinced that the mishap (failure of 
saveral grav units simultaneously) was a case of deliberate 
sabotage. Hyrm did not think so at the time, but then there 
were other problems. Hyrm says he has been getting more and 
more worried. 

The ranch's powet generator failed and had to  be replaced, 
Several types of predators from the swamps began marauding 
the livestock on the permanent compound. At that time, he 
wrote Sharik the letter. Later, the main barn caught fire and 
burned to the ground. It hasn't been replaced because it would 
cost too much. Strangers in airlrafts have been seen just s h u t  
every local day, but have proven impossible to stop or talk to. 
All of these events have made H y m  feel that there is something 
going on, and he is worried. 

Rece*, however, Sharik's father has been acting strangety. 
He said he was on to something, and as soon as he had more 
proof, he could straighten out the ranch's problems and 
everything would be all right. He left with a grav belt and a 
supply of provisions two local days ago, and hasn't called in 
since. Now Hyrm isn't sure what's going on. 

Ths Search: By now, the failure of Sherik's father t o  return 
should be a matter of great concern. Myrm's story should be 
enough to make Sherik curious, and probably worried herself. 
It is tima to organize a search party. 

Hyrm says that ShsrriYs father left the ranch house and head- 
ed into the mountains, He had indicated that he would be gone 
for quite a while, end not to worry. Close questioning of Hyrm 
will make him remember that the swamps were also mentioned. 

The search party must 10ok rather closely, and searching is 
a time consuming task. Each hex on the Tarsus map contains 
about 50,000 square kilometers; if searching each one took 
an hour, the search could take twelve standard years for one 
hex. Instead, the group can set out in girlrafts and search from 
the air. 

For each airheft and group of two searchers, they must 
specify a hex to be searched. Throw 12 + per hour to find 
Sharik's father. Allow DMs for various skills, but do not allow 
the father to be found unless a swamp hex is being searched. 
The search must be stopped when darkness falls, to be begun 
again tha next day, 

If the search lasts longer than three local days, then the 
referee should impose a solution and indicate that the group 
sees something in the swamps. 

In The Swamp Forest: Zeroing in on the sighting, the airlraft 
and ks passengers dips low into a patch of forest to find several 
50 kilogram carrion-eaters clustered around one particularly 



large tree. 
Tangled in the upper limbs of the tree, suspended from the 

harness of a grsv belt which is still on, is the dead body of 
Sharik's father. 

He looks like he has been dead for several hours, perhaps 
as long as 24 hours. One shot through the left shoulder and 
one shot through the leg have rrtsubed in enough blood loss 
to cause death, but it was not immediate. 

Various clues are present if individuals took hard enough. 
Any Army or Marine veteran can tell that the wound was 

csused by a laser rifle or laser carbine. Further, he can identify 
the weapon-a special madel laser designator which is quite 
efficient but also quite expensive. This particular model 3s iden- 
tifiable by the shape of the laser burn (oval rather than circular); 
if he sees one of these weapons, he will be able to recognize 
it. Later. this charactsr can show the others a picture (calling 
it up from the computer banks) of the weapon so that they can 
recognize it aa well, 

On the ground below the body is a single sonic stake similar 
to that used in barrier fences to divert nobbtas. Sharik or Hyrm 
can recognize that the stake is non-standard, and that it ap- 
pears to emit sonics in a range which would not affect n o b  
bles. Experimentation {throw 10 + per hour until suecessf ul) 
shows that the stake affects various carnivores from the 
swamp. 

Careful examination of the body shows bruises on the arms, 
legs, and torso. They are of a shape and sire to suggest a high- 
speed run through the swamp forest, as if he were being pur- 
sued. Obviously, the man got away, although he then died. 

A trail of blood and grazed trees (detectable only after very 
closer search; throw 10 + per hour t o  track it) leads tor several 
kilometers to a series of sonic stakes driven carefully into the 
ground in a funnel pattern leading to the ranch compound. 

Referee: The pattern of events, if conectly puzzled out, 
hould show that the father was out in the swamp investigating 
the mysterious events which heve occuned nesr the ranch. 
In that investigation, he found e group of sonic stakes which 
were directing local swamp carnivores toward the ranch. These 
stakes are non-standard, and must have been deliberately set 
to drive ths carnivores toward the ranch. Further, he took a 
sample stake from the group and probably was spotted by 
someone connected with them. At that point, he was shot by 
8 laser rifle or laser cerbine but managed to stay conscious and 
flee. During the chase, at high speed through the forest, he 
glanced off several trees, further injuring himself in the rush 
to avoid capture (if he had gone above the trees, he most cer- 
tainly would have been shot). In the caurse of t h ~  chase, he 
was shot again, this wound killing him. But by chance, his belt's 
lift took him into the branches of a trea, and his pursuers did 
not find him. When he died, he dropped the sonic stake ha was 
carrying, and it lay on the ground beneath him. 

The Authodttw: After discovering the body, the authorities 
should 'be notified. Tarsus' low law level would impose no 
penalty if they had not been notified, but it seems common 
courtesy to  do so. 

Notification of the authorities allows an Investigation to  be 
made if the player characters prove unsuccessfuf in locating 
all of the evidence. The Tarsus Defense Force will provide s 
GCarrier and squad to  look into the matter and make a report. 
Throw 7 + for each fac t  which has not been previously noted, 
and if successful, have the squad leader point it out to the 

group. 
Since there ia no direct evidmca of who camm)ttd ths 

crime, the squad will file a rspon Hating the dm as unwhred 
and leava without doing anything further. 

Ths Funeral: A simple funeral for Shwik'r father W 
almost immediately. Several neighborn and scquslrRancss ai- 
tend, but they have little to  say except thw the entire matter 
is shocking and they cannot unckstand it. Tlw group m y  con- 
sider seversl of the individuals present potential suspects, but 
nothing suspicious happens. 

Camputen: There is  always the chance that the computer 
network can be of some assistance in solving gome of the ques- 
tions before the player characters. Most questions posed to 
the computer will produce either elementary answers, or will 
produce a response of "insufficient data." Of course, the com- 
puter cannot produce an answer to questions such as "Who 
cornmittad the crime?" or even "Who is a suspect?" 

The question the computer can answer is ''Where are the 
airlrafts and people aboard them coming from?" The computer 
system can easily search its navigational trecking tapes and 
note general movements of vehicles. After a delay of several 
hours to analyze the data, the computer can report that, after 
filtering out standard patterns of traffic between cities, and be- 
tween renches, there are several traffic patterns which would 
bear investigation. 

The first is batween the city of Evander and the Atok 
Swamps. It appears that three airErafta per local day travel from 
Evander to the swamps (at about 1 8 O  south) at around dawn, 
and return to Evander around dusk the next local day. The three 
vehicles travel ssparetely at about one hour intervals. 

The second pattern is less conclusive. The computer in- 
dicates that there are occasional airlraft flights from Evander 
to Newland Down Sterport on an irregular basis. They have 
a slight, but statir;tically significant relationship to the airheft 
flights to the Atok Swamps. 

Other Urns Of Inqulry: Two significant pieces of evidenm 
are a190 in the adventurers' hands-the sonic stakes end the 
information about the Iaser wound. 

In checking out the sonic stakes, it can be sstablished thw 
they were produced by a small manufacturing plant in Newland 
City and that they were shipped to Evander for resale. There 
is no record of the ultimate purchaser. 

The laser weapon can be checked on at the Tarsan Defense 
Force, which nays that they once used such weapons, but that 
they were sold 8s surplus off-planst long ago. The mercenary 
battalion is initially non-committal, but a personal visit to the 
unit's armory in the Recluse Islands will find a friendly face who 
realizes that the group are not spies: he says that his unit has 
never used this weapon. 

Evander: Using ell of the information gathered, it seems 
Evander is the place to look. It is possible to establish an obser- 
vation post outside Evander and monitor the comings and go- 
ings of airhafts in the area. After several days of observations, 
the group can conclude that the airlrafts are based a t  a small 
company at the edge of town, and that a group of about twelve 
individuals rotate shifts and travel into the swamps. The eom- 
pany appears to be a f a m  machinery repair service. and it main- 
tains a repair bay in part of the building. Repairs performed ap- 
pear to be few, however, and the company does not look to 
be very successful. 

Generate a throw to determine if the player characters are 



sufficiently careful to avoid dwectton. If they appear to be being 
careful, use 4 + to avoid detgction. If there appears to be some 
lack of caution, use 8 +. If the group is clearly open or brazen 
in its activities, use t 1 + . Throw each time an airlreft from the 
company passes by. 

If the throw is not succeseful, then the alrjraft flights will 
cease, and the individuals at the campany will disappear. The 
company will close down, end the building will remain quiet 
for the next several months (akhough the repair activity will 
continue). 

If ths throw to avoid detection remains suecesshrl, girlraft 
flights will continue. 

THE ASSAULT 
The small repair shop appears to be the base of operations 

for the murderers of Sharik's father. A mid on the building 
should be able to captura them end flnd out wh8t is happen- 
ing. Or, the authorities may be called in. 

If a raid on the shop is mounted by the adventurers or by 
police, the indhriduals inside will resist with laser rifles and laser 
carbines (the same kind that killed Sherik's father) while at- 
tempting to blast e hole in the roof and then escape in airlrahs. 
Ultimately, the buildina will be destroyed by a fire started in 
the fight, 

Throw 10 4 for each of the four Individuals present to fight 
to the death in an attempt to escape. Wounded or unconscious 
individuals can be taken prisoner, but they will refuse to  
cooperate when questioned. 

Searching the ruins of the building, however, will produce 
one clue: a shipping label to a warehouse in Newland City. 

Referee: The people in the repair shop have been hsrvssting 
a local fungus which grows in the swamps near the Resteff 
ranch. Why they do so is still unclear to the characters, but 
it appears to be worth quite a bit of money If it'supports an 
operation like this one. Although the situation remains unclear 
(and the referee may choose to clear it up or not). it is prob 
able that the murderers of Sharik's father were psrt of the group 
in the assault, and are now dead or going to prison. 

70 NEWLAND 
Ths single clue now available ie the warehouse label leading 

the group to Newland City. That warehouse can be placed 
under surveillsnce, and in the course of time, it beeemes ap- 
parent that it remivss shipments from locations all over Tar- 
sus. These shipments arrive by sitlraft about once every fif- 
teen local days. Very little is shipped out of this warehouse. 

A close examination (or perhaps a stealthy intrusion into the 
building et night) reveals the warehouse's secret. It shares e 
back well with a SuSAG warehouse on the next block. A can- 
eealed door between the two allows crates to be transferred 
to the SuSAE warehouse without it baing apparent to outside 
observers (until now). If the group does break into the 
warehouse, it will find that the only thing being transferred to 
SuSAG are crates of fungus like the one the murderers were 
gathering. 

This information from the warnhause shows the key to the 
entire situation. SuSAG is harvesting s specific fungus from 
Tarsus, and wants to  keep this fact secret, even ta the point 
of trying to drive off Sharik's father. end finally killing him when 
he stumbled onto their efforts. But the proof is not firm enough; 
the group of adventurers must find out more before it can act. 

A NOBBLE HARVEST 

During the ewrse of events, R may prove useful for the player 
characters to undertake a nobble hamst in order to make sorne 
money. Such a harvest requires three things: 
I. A Contrsef. Sharik {as heir, and thus owner of tha ranch1 

must bid for a contract to harvest nobbtes (bids by corn- 
munieator are perfectly acceptable). Each contract is for 100 
nobbles, and calls for their delivery 8t a certain dste and time. 
The referee can specify these details to  cormspond to  the 
movements of the nobble herds. 

Lowest bid on a contract wins, but prices are fairly standard 
at Cr1.2 per kilogram of meat. A nobble provides about 1,800 
klwrams of meat w r  8,000 kilogram animal. A typical con- 
tract will call for Cr216,W payment for 1 0 0  mbble carcasses 
properly dressed and ready for delivery. 

Throw 9 + for a bid of 0 2 1  6,000 to be accepted. Allow a 
DM of + 1 for each Cr10,UOO less the bid is. 

Ranchers are permitted to  bid on one contract per migration, 
which amounts to  two contracts per local year. 
2. H8rrester Equipment. A caravan of vehicles to process 

the kills and to house the hunters is necessary. The Resteff 
ranch has these vehicles. 

3. Laborers. Because the harvest warka in e very short time 
frame, it is necesssry for there to be 8 reasonable quantity of 
hunters to make the kills and butchers to gather up and pro- 
cess the meat. Because the ranch has b ~ n  having problems, 
the player characters will need to  fill in this role. Ordinarily. 
laborers are paid Cr4,000 each for their work. Ten nobbles can 
be killed and processed per laborer hired. 

f h e  Haweat: ORCB the herd appears, the humers approach 
close to the ground in airlratts and pick off individual nobbles 
of reasonable size which are along the edge of the herd hob- 
bles in the center of the herd would be trampled afrer they fell, 
and the meat would be ruined). AH harvesting must take place 
within an hour and within 20 kilometers of the specified loca- 
tion. Thus, it is quite important that every shot count. 

For harvest purposes, it is convenient to use a standard nob  
ble for hits and killing daa. This standard nobble takes 20 hits 
to make unconsciour, and a total of 34 hits to kill. 

h k b :  The harvest contract calls for a penalty of Cr1,000 
for each animal contracted for and not provided (if only 90 
animals are killed snd delivered, then the rancher receives 90% 
of the contrect price, and pays Crl0,000 penalty), Animals 
killed over the contract limit of 100 are confiscated, and not 
paid for. 

M r n  
With information about the invofvemem of SuSAG In the 

events a t  the ranch, the group should determine to find out 
about this megecorpormion and what it is doing with this world. 
Thav will find out in the next adventure-3. SuSAG. 



3. SuSAG 
The referee should allow the players to  r e d  only the fltst 

pege of this module, which contains informatton generally 
available to the player-characters. The information contained 
on subsequent pages should be kept secret, end revealed to  
the players only as the circumstances of the gdventure dictate. 

This module deels with the megacorporation SuSAG. It gives 
some brief background data on the company (see the various 
Librar)r Data entries in ths World Dete Reference bookletf, 
outlines salient points of the firm's prasence En the Tarsus 
system, end presents the data needed by a referee to properly 
administer adventures involving SuSAG and the player- 
characters, 

SuSAG AND TARSUS 
Schunarnann und Sohn, AG (abbreviated SuSAGl is one of 

several extremely larger business organizations operating both 
inside and outside the Imperium. These organizations, called 
rnegacorporations, are so large that no one person can know 
everything they are concerned with at a given moment. They 
are so large that they actually rival the lmperium for power in 
some regions. A small number of Imperial regulatory agencies 
have power over the megacorporations, and they are subject 
to any applicable local taxes, but, provided they do nut blatantly 
violate Imperial sovereignty, company officials can usually con- 
duct their company's business as they see fit. However, 
because a direct confrontation with !he Imperiurn would be bad 
for business, intentional violation of Imperial laws and policies 
is done only on a covert basis. 

SuSAG is primarily a chemical and pharmaeeuticsl msnufac- 
turing firm, although it engages in s wide variety of other ac- 
tivities. It is the largest manufacturer of anagathics in the Im- 
parium, and is known to maintain psi drug manufacturing plants 
in certain states outside the lmperial borders. This is done 
because the manufacture and/or sale of psionic drugs is illegal 
within the Imperium. Psi drugs are not illegal on Tarsus, but 
because of the popular prejudice against psionics and those 
with psi powers, they must be purchased clandestinely. SuSAG 
is very cautious about those to whom it sells psi drugs, since 
smuggling psi drugs into the lmperium is a very lucrative trade 
and SuSAG is careful not to antagonize the Imperium. 

Schunamann und Sohn, AG extended the range of its ac- 
tivities into District 268 in 814. Operations in district 268 are 
controlled by SuSAG's Extra-Imperial division (X-IMPDIVI. 
District 268 is considered important enough to rate its own 
regional general manager (RGM). headquartered on Collace. 
SuSAG's activities in the f arsus system are under the control 
of the X-IMPDIV Manager for Tarsus Operations, who reports 
to  the RGM an Coilace. 

Although company representatives (mostly botsnical survsy 
teams) had passed through the system before, and SuSAG pro- 
ducts had been available for years, it was not until 860, (when 
SuSAG acquired a controlling interest in a near-bankrupt 
chemical processFng plant) that the company began full-scele 
operations on Tarsus. SuSAG scrapped the old facilities, and 

moved the factory to Rond, one of Tarsus' two moons, This 
fsciliw processes raw materials grown or collected on Tarsus 
into various drugs. 

SuSAG maintains an office building in the starport, which 
houses the company's administrative and public relations per- 
sonnel. Through the planetary network of cornmunitations 
satellites. ?his headquarters is in constant contact with the fac- 
tory. One security section is assigned to  protect this building. 

SuSAG maintains several docking bays and refuelling 
facilities at the starport for company use. A security squad is 
assigned to protect these facilities. 

Transpert vessels shuttle beck and fwth from Rond regular- 
ly, ferrying personnel and bringing cargos to Tarsus for tran- 
shipment out of the system, sometimes on SuSAG"s own 
vessels, but more often on those of Mher firms. Security troops 
accompany each vessel, the number depending upon the value 
of the shipment. 

In recent months, SuSAG is rumored to have assigned'one 
of its Covert Affairs Teams (CAT s) to the Tarsus system. If 
the rumors are true, it is e sign that somethfng very important 
t o  the company is occuring in the system, since SuSAG rarely 
engages in covert actions unless it is working at cross purposes 
to Imperial interests. 

COMPANY OROANIIZATION 

The Manager for Tarsus Operations is in charge of ell SuSAG 
activities in the Tarsus system. The manager is assisted 'by five 
dapartment heads (operations, security, public relations, 
marketing, and administration), The manager and the assistant 
manager and their respective administrative assistants are not 
part of any department. 

The Operations Department: This department is in charge 
of the day-to-day functions of all rnanfacturing facilities in the 
system. 

Ths h r l t y  Depnmnt:  This department is responsible for 
the protection of all SuSAG's facilities, information, and 
employees in the system. Because of the extremely valuable 
nature of its products and facilities, SuSAG is often the sub- 
ject of industrial espionage, terrorist attack, or burglary. 
Because of this, a good deal of corporate paranoia, and a lack 
of talth in the ability of the local military to adequetely defend 
them, SuSAG maintains a large paramilitary security force in 
the system. 

Tha hbWe Rdstiorw Rspammmt: This department is respon- 
sible for maintaining a good image in the public eye. In addi- 
tion to being a known manufacturer of psi drugs, SuSbG has 
an undeservsdly poor reputatian for manufacturing safety. The 
company spends a large amount each year counterecting this, 
reputation, mainly through advertising and charitable works. 

The MsFkeaTng hpamnmt:  This department Is responsible 
for the sale of all SuSAG products on Tarsus Cnot just those 
manufactured locally). SuSAG has a virtual monopoly on the 
sale of pharmaceuticals, industrial chemicals, agricultural 
chemicals, food additives and luxury textiles in the system. 
However, since Tarsus has a small population, this department 
is also small. 



TIm Admlnhtratfvm Dmpnmmnt: ThJs department is respon- 
sible for all record-keeping and accounting duties. In addition, 
this department oversees payroll and purchasing, monitors the 
operation of all other divisions, hires and fires personnel, and 
coordinates the implementation of company polfcy. 

The taxes which SuSAG pays on i ts opedons in tha Tar- 
ms system and its leess payment for Rond represent a signifl- 
cant portion of the planetaw government's incoma. For thia' 
rebson, the megacorporation has a greet deal of elout with Tar- 
sus' governing council. SuSAG ships are normally given only 
cursor)r customs inspections when they land, and SuSAG 
employees are seldom bothered by police or other government 
officials. For appearances sake, however, SuSAG never openly 
dictates to the council, and is careful to never blatantly violate 
local laws Or customs. 

SuSAG's public relations depammnt has been fairly suc- 
cessful on Tersus, and public opinion of the company la fairly 
high at the moment. 

Referee's Information 
SuSAG ta engagad in s number of operations In ZSre Tarsus 

aystem. Some of these operations are public knowledgn and 
Borne are secret. 

The facilities which the m p a n y  maiMalns on the surface 
of Tarsus are common knowledge (although parts of *em are 
not open to the public). 

THE PHARMACEUTICALS FACTORY 
SuSAG's Tarsus p h ~ r r r M e ~ ~ l 8  plem is opermted quite 

openty. It Is constructed on Rond. om, of the two m n s  of 
Tarsue. Tha plant has sefuslllng fncllitles for the transport and 
~ e u r i t y  ahips asslgned t o  the plant, but Is a not a public facili- 
W. As such, it is required by local Iaw only to render essimanee 
to  vassela in distress, and provides no other services to non- 
company ships. Such vessels will be warned uff by Zfis seeurjty 
vessels attached to the Rond facility. 

Ths Rond manufacturing facility employs 84 workers, plus 
securiw personnel. Employees at the plant do 48 day tour 
of duly w the plant, and are then rotated to the stsfport for 
8 days of rest and recreation before returning to work. This 
is done according to a stag~erad schsdufe SQ everyone is nor 
on R%R at the same time. 

THE PSI DRUG FACTORY 

Akhwgh the Rond manufacturing facility shows a prom, it 
would never have been acquired by SuSAG had the company 
not had another motive. The Rond facility is a blind to cover 
the operations of a secret psi drug factory located on s smell 
planetoid in orbit around Erdernli. 

It is not illegal to manufacture or sell psi drugs in the Tarsus 
system. In spita of this, SuSAG goes to great lengths to con- 
ceal the whereabouts of its psi drug factory. This is done to 
help protect it from anti-psionic sabotaga end raids by smvg- 
glers seeking to  steal psi drugs. 

'The psi drug factory itself employs 98 people and is protected 
by a security detachment and a number of rrrmed spacecraft 
(sw Security Forces Deployment, below). No locat personnel 
are employed in the plant, and most of the workers do not know 

the system they are in, only that it is laeatsd in the eorelspin- 
word quadrant of the Spinward Mnrchss. Workers in SuSAG's 
m e t  plants are carefully screened, constantly monitored, and 
(to meks up for this) highly paid. 

Externally, the plant appears to bs an ordinary nickel-iron 
plumtoid, indistinguishable from thousands of others of rfmibr 
size in the system. It is roughly sphericat tn shape, a little over 
40 km in diameter, and has six coneealtrd entry doors. Isrga 
enough to admit starships of up to 1000 tons. Inaide, spacious 
hangars can accommodmte up to twelve such ships (or a larger 
number of smeller vesselsl. A wide-ranging network of patrol 
crafr lpstrol cruiseni, shuttles, md fightem) combined with hun- 
dreds of automated passive sensor satellkes surrounds the 
ptenetoid. This network is extremely difficuh to penetrate 
without triggering an alarm. 

In some cases, a ship may be allowed to approach the ges 
giant, refuel, and laeve unmolested if it shows no sign of hav- 
ing discovered the secret facilrty. Vessels will be stopped and 
boarded only if they are deemed a threat to the factory's 
security. 

I n t s d  dmtah The planetoid is dlvidsd h t o  three main 
sections. 

The Factory: This is a mmetsly opmtsd fscilltyty. with at- 
ems from other seetions restricted. W w k m  nm their machines 
by remote controt using two-way vldeo systems. Mairitenence 
workera repair mnehinery using remote-waldos. Only a few 
carefully selected employees ara allowed direct access to the 
machinery of the plant in order to prevent thef t  andlor 
vandalism. 

Living Owartem end Entertainment FLICM~S: For security 
reasons, employees of the factory 8wnd their completa rix- 
year hitch on the planetoid. Security psrsonne! have their own 
quarters and facilities, separgte from the o t h e r  mployees. LEV- 
Ing quarters are spaciws and wd-appointed, in order to main- 
tein high employee morale. 

Starship Hangar and Maintanrrnce Fsc17Ms: T h ~ h e s s  aenrllce 
and refuel the variew of spreeersft that protect and service 
the plant. They ere not squivalent to a starport, but they can 
carry out routins repair and preventative maintenance. 

The installation is too extensive to be diagrammed in this 
module, In the event that the player-chsracters wish to carry 
out some m i o n  inside the facility, the refema shouM devise 
floor plans in as much detail as the situation requires. 

One of many substances wh'leh csn be wsd as a base in the 
manufacture of the great variety of psi drugs is tamuline, an 
extract of a rare plant fungus which grows only on certain 
regions of the Nob Plain under certain unique and short-lived 
conditions. Thus far, the fungus has resisted all efforts at 
cultivation and tarsuline has proven impossible to synthesize 
economicatly. 

Tarsurine is located and harvested by a number of specie1 
teems of SUSAG employees. These teams search the Nob Plain 
for likely locations of stands of the host plant, and guard any 
they find until the tarsuline can be harvested. Sometimes these 
teams pose as locals (with various cover stories to explain their 
presence] and sometimes they pretend to be SuSAG sx- 
plorgtory teams, studying the local plants and animars for passi- 
bla economic utility. The most common team consists of two 
people and an airtraft. SuSAG airirafts ere armed with laser 



weapons similar to those used by the Ternus Defense Force. 

8EeURlTY EQUIPMENT AND PEASONNEL 
In the Tarsus system SuSAG maintains three company-sized 

aecurtty detachments, a covert action team, and a number of 
armed spacecraft. 

Secwhy Fomn Orwnlzmtlon d Equipment: A security 
detachment contains three security platoons, an assault pla- 
toon and a haadquarters section. 

Each Headquarters seetion contains the detachment com- 
mander, the detachment vlmxommender, the wnk senior NCO, 
two communications speciatists, and three security personnel. 

Each sscurhy platoon contains a headquarters squad and four 
security squads organized into two two-squad sections. The 
leader of the first squad of a section is also the Section laader. 
Each security squad contains two fireteams of four each. The 
leader of the first fireteam of a squad is also the squad leader. 
Each headquarters squad contains the platoon leader, the assis- 
tant platoon leader, two communications specialists, and a 
firatearn of four security personnel. These troops are assigned 
the routine guard duties at SuSAG facilities, and protect 
shipments of finished products. 

Assault platoons ere o r g a n i d  ldentlcally to security pla- 
toons, but are more heavily armed and aquipped. These troops 
guard exceptionally valuable installations and shlpmems. They 
are also used in situetions which require heavily armed troops. 

All personnel except those in the assault platoons are e- 
quipped with clothlrsflec combination armor and are armed 
with laser rifles or lasur carbines. Assault troops are equipped 
with combat armor ~ n d  armed with laser rlflea. All have a skill 
of laser rifle or laser carbine-2. 

Officers end NCOa of all units hwe additional s h o ~  range 
communications geer. Comrnunicstiona spacialists have addi- 
tional long-range communications gear mounted in backpack 
units. 

OptionaJ Noter Those referees ulng M8mndry or Stn'kw 
should equlp the security teams to complete tech level 13 stan- 
dards as described in those works. 

CAT 8: Covert action teams vary in nha depending on their 
expected duties. CAT 4237, assigned to  Tarsus, contains 
eighteen membara. A CAT's equipment and weapons will vary 
greatly, depending on their assigned mission. Thgir only equip- 
ment limitation is the requirement to keep their mission within 
the assigned budget. 

Spacecdk Three sorts of a d  spacecraft are a s a i g d  to 
the Tarsus branch of SuSAG; 95 ton shuttles, type T 400 ton 
patrol cruisers and type F 10 ton fighters. 

Shuttles are as described in the T d  sterehip rules. Thy 
are typically armed with two pulse lasers and a missile rack. 
Twelve of them are assigned ta  the system as a whole, nine 
committed to the nm h e e n  Tarsus and Rond, and three msk- 
ing the run between Tarsus and the psi drug factory in orbit 
around Erdemri. 

Fighters are as described in zhe frmrsller starship rules. Half 
are armed with missile racka, the other half with pulse lasers. 
Four are assigned to each patrol cruiser in the system, nine are 
assigned to the pharmacsutieab ptanr, and I 8  are assigned to 
the psi drug factory (not counting those in the patrol cruisers). 

Patrol cruisers are described in t h ~  Travelller starship rules. 
Each patrol cruiser normally carries four fightsrs (two of each 
armament type). The aight troops normally carried are replaced 

with four fighter pitata and four Rghtm mechanics. The remain- 
ing ten tons of cargo space is usually taken up by spare parts 
for the fightera and applies for the crew. On occasion, a pmol 
cruiser will be stripped of its fighter eomplernernt to  ac t  as a 
troop transport. In this case, the 50 tons of cargo space will 
be temporarily conwed (using c h a m  designed rndular corn 
ponems) to house 16 troops (doublla occupancy). An additional 
eight troops occupy the staterooms vacated by the removal 
of the fighter pilots and fighter mechanics, making the total 
troop contingent 24. 

A varying number of merchant starships blonging to SuSAG 
will be in-system at any given moment. many of which are 
armed. These will consist of Type M, R, and A ships Isee the 
Travsllsr starship rules). The exact number of such ships in- 
system at any given time is up to the referme. 

Securfty Forms Dsploymmt: One detachment of SuSAG 
security trmps is assigned to the Rond base. Trmpa from Rond 
are assigned on a rotating basis t o  guerd faciliiee on Tarsus. 
Two detachments are permanently assigned to  the secret psi 
drug faciliw orbiting Erdemli. These troops are also available 
for special assignments, if necessary. 

If relations between Tarsus and the Impsrium were to  
become closer (i.e., if an express boa station were to ba 
established in ths Tarsus pysteml, there would very soon be 
increased agitation for the Council to patition for admission to 
the Imperium. If this were to come l o  pass, SuSbG would be 
required to close down their psi operatian and move it to  
another system. Since this would make manufacture of tar- 
suline more expensive, and since no other system in District 
268 is as well-suited to their needs as Tarsus, SuSAG apposes 
any expanded Imperial influence in the region. 

THE SWORD WORLDS COtONY 
SuSAG has known of the existence of the "last" Sword 

Worlders for a number of years. If It can be proven that ?he 
current group in really the descendants of the oil colony, they 
will probably be granted sufferege, and a large enough block 
of voters could ha created to swing any local votes toward Im- 
perial membership. Since SuSAG cannot count on the Sword 
Worlders voting their way, part af the mission of CAT 4237 
is to destroy the archgologicel evidence of the colony's 
pmaence on Tarsus before the Fmicite colony, and to kwp 
the existence of the colony secret until this can be accom- 
plished. A secondary plan provides for establishing sufficient 
economic and political control owr the colony to be abte to 
influence the vote En SuSAG"s favor (in case the colony is 
discovered before the evidence of its histow can be destroyed). 

THE MEGACORPORATION'S SCHEMES 

One major adventure has almady begun concerning SuSAG, 
The Scam Plan: Some of SuSAG's agents were trying to in- 

duce Sharik's father to move his ranch and set-up elsewhere. 
The funguslplant from which tarsuline is extracted has been 
discovered growing regularly and in Fair quantity on the ter- 
ritory ranched by Sharik's father. Several teems (disguised as 
noted above in the section on the tarsurine harvest) had under- 
taken many different sctfons in an effort to  drive the rancher 
off. However, much of what the teams did went beyond their 
instructions, and as such, were not working as agents of 
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SuSAG. 
The Bdventurers may duclde for tbmsehres how to go about 

dealing with SuSkG. They may investigate the organization 
of the company and then try to sabotage it as an act of revenge. 
f hey may choose to gather evidence and then publish the in- 
formatian in order to drive the company away from Tarsus. 
They may deal with the hierarchy of the company and demand 
rsparwions and punishment of the guilty parties. They may 
choose t o  try to steel a supply of psi drugs from the factory, 
or even ordinary drugs from the Rond base in order to  get back 
at the rnsgecorporation. 

OTHER ADVENTURES 

Other adventures concerning SuSAG urn also poseibb. The 
following are just a few. 

SmuggHng: One of tha flrst things to occur t o  most pfayera 
is that e fortune could be made if they could obtain a quantity 
of psi drugs and smuggle them into the Irnperiurn. Buying them 
over the counter is a risky proposition. however, because 005 
the widaspreed anti-psi prejudice on Tarsus, SuSAG is  forced 
to bs circumspect about selling psi drugs. 

To purchase psi drugs on Tarsus, it is necessary to obtain 
an End User Certific~te. This is a document issued by the local 
government showing who is purchasing tha dwgs, where they 
are to be shipped, and who will ultimately receive them. Ir is 
normally issued on the basis of a purchase order from the end 
user, or upon presentation of a Iener of credentials showing 
that the purchaser is an authorized agent of the end user. 
Violating any of these terms is cause for arrest and 
imprisonment. 

End User Certificates are difficult to obtain (roll 1 5 +, DMs: 
+ 1 per level of sdrnin skill. + 2 if evidence of association with 
a reputable firm can be shown). The referee should considar 
appropriate DMs for such things as forged letters from major 
companies, etc. 

Ernploymbnt: Player-charactam who seek employment with 
SuSAG as a means of gaining inside information (or an oppor- 
tunity to steal psi drugs! wlll find the going very difficult. While 
SuSAG hires a great many locals for its operations, only rarely 
are local workers employed in clandestine plants in the same 
system in which they are hired. 

CATS: The players may become involved with the covert ac- 
tion team, either by beFng hired by the team, in which case they 
will be working directly with it, or in opposition to  them. Addi- 
tionally, the players might become involved with the CAT by 
accident, or through some small clue which catches their 
interast. 

NUCT: 

Upon conclusion of the involvemem with SuSAG, the adven- 
turers are now evailable to  undertake a mission for e patron. 
The communicator is even now calling about the next 
adventure- 4. The People Of The 'Forest. 



4. The People Of The Forest 
The referne should allow the pleyam to read only'the first 

page of this module, which contains Information generally 
available to the player characters. Subsequent pages should 
be kept secret and revealed only as the circumstances of the 
advantura dictate. 

This module deals wfth the Tangle Wald, tha vast native 
forest mouth of Regiment, and with the rumors that a native 
int~ltigence lives within the forest. It provides background on 
the Tangle Wald snd the possible intelligenca In the forest, as 
well as details for a scenario to be played out whlle in search 
of the elusive People of the Forest. 

AN IMPEREAL PATRON 

f he Irnperium rnsintsins a consular office on Tarsus. Tha of- 
fice sarves the needs of Imperial citizens end often intercedes 
with Imal authorities when a problem comes up. In addition, 
the consular of ice can help merchants in dealing with the Im- 
perial bureaucracy, and local citizens who need information or 
assistance. 

The Consul should not be Mmfused with an ambassador. The 
Consul hes limited powers and is primarily concernad with the 
ptomotlon of trsde, and implementation of Imperial policies in 
the region. 

The consular offiea an Tarsus is; $mall, consletlng of m~ra ly  
a suite of several rooms in an office building in Nawland Ci ty  
and a staff of three. Of those three, two are only clerks; the 
responsibility rests on the Consul -Yurl Gelren. 

Firs? contact from Consul Gelren takes place by com- 
municator. He calls one of the group of adventurers and ex- 
presses a desinr for a meeting. Ha Fnsists thet it take plecs at 
the consular of ice and Bets a mutually agreeable time. 
Tha Mmting: At the office, located in a watl-kept office 

building, the adventurers are greeted by a clerk and escorted 
directly in to see the Consul. He is an older man who appears 
genuinely delighted to see the group. 

During the pleasantries which begin the meeting, the man 
mentions that he has the military service records of the group 
members, and these prompted him to make his call. 

He begins s prasentation. T M  lights are dimmed, and one 
well b e c o r n  an illuminated map of Tarsus, then quickly zooms 
down to show only a portion of the world surfaca, centered 
on the Tangle Wald. 
"f his area of Tarsus Is vlmally unexplored. The Tangle Wald 

forest is one of the densest and darkest areas on this planet, 
and it is totally impassible to vehicles. Even flying over the 
f angle Wald gives no clue to  what is below the uppermost 
canopy of foliage, 

"A recent computer survey of information from the past 800 
years of settlement on Tarsus has produced pettern of events 
which suggest that an intelligent race lives within this Tangle 
Wald, If that is true, 1 think it is of the utmost importance that 
it be contacted for study. The Imperial Scout Service agrees, 
but unfortunately does not have the manpower at the 

moment to provide e study teem. I have also contacted the 
Board of Commissioners, and they have dismissed the pattern 
of events found by the computer study as a statistical vsria- 
tion only. Nevenheless. thay have given me permission to 
undertake an expedition into the Tangle Wald if I desire. 

"My proposition is to  equip your group to make that ex*- 
tion. 1 feel that we would be W e r  served if I used Imperial 
citizens, end your names wen, listed by the starpon registra- 
tion banks as present on this world." 

The Computer Survey: A simple synopsis of the computer 
is available. It states: 

EvMsnce hdicatss s human-like cuktm m a y  exlst within the 
Tengle Wald, Consktant reports (evemga one per ten local 
years) from Red Banders h the CEIicj8n Ranges and from Regi- 
ment have identified primitive humanoids who disappear inro 
the depths of the Jangle Wald when a p p m c h d ,  No tangible 
evidence has been recovered. Reports are routinely dismissed 
as childnrn playing, hermits or loners who live in rhe fringes 
of the Wafd, or wild animal sighfings. 

Supporting this ~ynopds is a large volume of dwa which at- 
tempts to find a pattern to the sightings, but is inconclusive. 
The data does note that aightings occur at widely separated 
locations, but that they all seem to coma from a cen?ral point: 
north of the Plain of Blades. 

Mwntlng An Expedltlon: The lmperlal Consul is willing to 
provide equipment for a basic expedition into the Tangle Wald 
for an extended period in the hop& that on-ite reconaissance 
csn provide clues to the solution of this puzzle. 

He wants the group to begin with an investigation of the Rain 
of Blades, and then a trek into the interior of the Tangle Wald 
on foot. 

The lmperlum will provide the use of a GCanler furtranspwt 
to the Plain of Blades, and to act as sleeping quarters while 
on the Plain. 

To equip the axpedttion, each member may draw against a 
line of credit of up to Cr20,OOO. That equipment must be 
returned at the end of the mission. 

Also available will be rations for 365 standard days for each 
person. Some may be carried on the ECarrier; the rest may be 
placed in caches in the Tangle Wdd with radio beepers to note 
their locations. 

Finally. each member will be issued a Brav belt to  assist In 
travels through the forest. 

The expedition should ideally b%gin on loaf dey 15, but could 
start a few days earlier or later if the circumstances warrant. 
On local day 1 5, it will be Big Dswn on the Plain of Blades with 
plenty of daylight for the initial investigations and for placing 
food caches. Later, when tha group moves into the interior of 
the Tangle Wald, they will be moving into areas of more equal 
day and night. 

Rsrnunsratlon: The Consul realizes t h a  the group must be 
paid, and he offers each member Cr20,000 per local year as 
a salary. 



Thu 1- M a :  The Consul assumes that the group will 
take the job. He recapitulates the basic mission-venture into 
the Tangre Weld in search of evidance of an intelligent race 
hitherto unknown. He finally asks "Any queatbns?" 

Referee's i nforrnat ion 
The Consul hns pmsamad a mission to be undmaken. The 

adventurers should probably accept, although they may wish 
to  bargain for bsttsr pay. 

L b  In th. Fomw Once the axpsdkbn begin8. the group L 
looking for evidance of humanoids IivFng in the Tangle Wald. 
The job tmks simple enough, and the pay and beneffis are 
good. The People af the Forest are the remnants of the aban- 
doned Sword Worlder colony. The Tangle Ward is so thick that 
they could live in there forever and never be found. This ex- 
pedition is going to change that. There is ona problem though: 
once contacted, the forest people will appear to communicate 
over great distames with e m ,  and without e l e c t r m i ~ ~  or other 
visible communications equipment. If their communications 
methods prove to be psionic, the lmperium will react extremely 
negatively, both to  the forest people, and to Tarsus. 

WITIAL PREPARATIONS 

If the adventurers care to. they mey begin bargaining with 
the Consul about their payment. He is willing to  increase their 
expense allowance to Cr30,000 per person if it can be justified. 
On the question of increasing selaries, he is less witling. Final- 
ly, he agrees to  a bonus if the expedition is successful. 

He proposes the following: he will arrange for the lmperium 
to purchase a quantity of nobble meat from the Ag Market at 
an artificially Inflated price. That purchase will stipulate that 
the contracts for harvesting the nobbles must be given to Sharik 
Resteff provided she bids no more than Cr300,000 for each 
one. Sherik can then actually haruest nobbles and earn the 
money, or she may sell the contract to another rancher for a 
pemlum-in effect making a profit off an Imperial purchase 
order for war rations. He explains that he is constrained by 
various budget considerations, and he cannot psy cash bonuses 
because of a lack of properly budgeted funds. He can use this 
device to make further funds available. 

Tfmlng: The referee should determine the local day and how 
much time is available for preparations. If the current day is 
greater than local day 12, then the group will not be able to 
gat prepared in time, and the expedition will have to wait until 
the following local year. 

Expsnws: The expense allowances can be used to purchase 
almost any item which is tech level. 10 or leas. Prices for local 
purchase of items should Fun about 10% more than base price. 

Gmv BsRs: The Lmparium is providing one grav belt for each 
lndividusl in the expedition. These can be issued irnmedlately 
from a supply room at the Consulate. Because they are tech 
level 12 items, grav belts are scarce on Tarsus, being an- 
counterad only as imported equipment. 

These grav belts ere Imperial Army issue and come with a 
form-fitting harness capable of holding a person and up to  100 
kilograms of equipment or supplies. individuals wearing the 
grav belts are treated as encumbered if their load Fn kilograms 
exceeds their strength (because of their clumsiness which the 
load causes, rather than because of its weight). 

Grav belts are capable of speeds up to 100 kilometers per 

hour in open air; h closed areas, such speeds must bs reduced 
to 20 kilometera or even 10 kilometers per hour. As a prac- 
tical matter, grav beks need not be refuelled. Everyten weeks, 
they require a new chargs of hydrogen which is easily obtained 
from available water. 

Gmv belts require g m v  vshlds &Ill or slrlraft dtlll to operate. 
If individuals do not have zhws skills, the raferse shwld assign 
grav vehicle-0 as a skill to each member of the group. 

Fbmwd~: k is possible for tha group to research their assign- 
ment before thsy start out. Such research may be through corn 
puter data banks or through personal interviews, or both. 

Compmw Data Bank#: Scanning tM f arsua data banks can 
produce the same meterial which the lmperium used for its 
survey. Throw 94- per eight houm spent scanning computer 
daa  in order to locate additional information; DM +computer 
skill. If successful, it can provide details of aightings of pur- 
ported humanoids along the fringes of the Tangle Wald. 

These aightings are of four types. 
I .  Dist8nt Sightings: Moat f requsntly, f arsans report see- 

ing man-like beings in the trees of the farest. No further details 
are available in such cases. 

2. Close Sight-: Gathering teams looking into the botany 
of the Tangle Wald rsrely go deeper than a few kilometers in- 
to the Weld. Some of those teems have reported finding paths 
on the ground, and at various levels in the traes. On some of 
them, they have reported baing attackod by humanoids; on 
others, they have reported being saved when other animals 
have attacked them. 

3. Encounters: Very rarely, thare have h n  reports of theft 
from farms or compounds near the Wald, usually of clothing 
or small tools. Tha sighting assaeiwted with the theft indicates 
a barbarian human-like person who does not speak, and who 
flees the encounter. 

4. Sunreiilaance Records: The computer has some orbital data 
reeords which could ba construed t o  be primitive construction, 
clearing of fields, or other signs of local hebitation. Such signs 
are not proof of the humanoids, as t h y  could easib have been 
made by Tarsens. The computer indicates that prime locations 
are between the Highlands and the Nether Range, and in the 
headwaters of the Gruen River. 

Interviews: If computer data has been scanned, then comm 
codes and names of individuals making reports of this datg are 
available, The referee may generate up to ten individuals Ifive 
in Regiment, and five in the Cilician Rengerl who ere locatable. 
Interviews should be eonductad in person. Roll for reaction for 
each individual: hostile reactions will not discuss the matter; 
friendly reactions will Ibe happy to. Of those willing to discuss 
their experiences, roll 1 D. On a result of 5 + , their experiences 
will be wild and unbelievable Ithe referee should produce a fan- 
tastic story about high intelligences, or magic, or aliens, or 
Zhodani plots). Otherwise, their stories deal wEth reasonable 
encounters with human or semi-human beings. 

Refeme'r Notes: This data should convey the idea that them 
are possibly humanoids living within the Wald, and that they 
avoid contact with Tarsans. When necessary, however, these 
natives can attack intruders or save them. They very rar6ly ven- 
ture out of the Wald, and are probably mare numerous deeper 
within it. 

In addition, clues should direct the Broup to the headwaters 
of the Gruen River, and to the Highlands east of the Nether 
Range. However, the mission should call for a trek through the 



Tsngfe Wald in an effort to locate the sophonts, rather than 
to simply drop in on settlements by surprise. If such tactjcs 
were to be used, the group would probably find no evidence 
of ths hurnnnoids they seek. 

SETTlNB OUT FOR THE WALD 
Once fully prepared, the grwp begins its expedition. k t  should 

be in three basic szeps: 
f .  Travel to the Wain of Bludes. There, reconnoiterthe area 

and kmk for information. This part of the expedklon merely pro- 
vides a stmng point for the trek. h allows the grwp to become 
familiar with the Wsld'a edgas. 

The Plain of Blades is named for its high grasses which cwer 
this river flood plain to a height of ebout two meters. 

2. Establish Food Caches. These should be along the routs 
planned by the group, placed at about 700 kilomder intervals. 
Doing this task serves a major purpose: showing the density 
of the uppar canopy of the Watd. When the GCarrier selects 
e likely spot to place a food cache, roll 10+ for the vehicle 
to be able to break through the upper leaf structure of the Wald 
at that point. If un~u~cessful, enother location must be found. 
Indivlduars, however, cannot walk on the upper canopy-they 
sink to their necks in sntangled branches and leaves. Grev belts 
will support weight and enable people to move over the top 
of the canopy, but not to actually stand on the rewes and 
branches. 

3. Set Out Through The Wsld. This is the basic pmcass of 
the expedition, and calls for the group to travel through the 
forest in search of humanoids or signs of them. 

Initially, the group may try to  have their GCarrier shadow 
them above the canopy. f his is possible, but the vehicle will 
be unable to get to thsm in any specific situation except where 
they make i t to the upper canopy. Cutting through the canopy 
requires a throw of 10 + per hour to succeed even though the 
distance to cover is less than ten or fifteen meters. 

Other plans may 'be equally aecepteble. However, It Is 
necessary that the travellers venture into the Wald. Merely fly- 
ing abwe i~ in a GCerrier will not provide any information. 

THE TANGLE WALD 
The Tangle Wald is an imposing forest, especially when seen 

from the floor of the Plain of Blades. The wald begins rather 
abruptly, rising nearly 30 meters in height. Although green in 
color. its many shades approach black once the forest is 
entered. 

Initially, tha trek is very slow and difficult. Progress is less 
than one kilometer per hour for the first two hours. 

Once the expedition is two thousand meters within the 
Tangle Wald, throw 9+ each half-hour to discover an animal 
run. This is an open path, much Ilks a tunneb, which tuns for 
some distance through the tree branches and limbs, and is large 
enough for a person to walk upright in, although it twists and 
turns to a great degree, and may not go in the direction the 
group wants to travel. The adventurers, in their grav belts, can 
travel at speeds up TO 113 kilometers per hour for brief periods, 
end can make 5 kilometers per hour on a constant basis. 

At EI speed of 5 kph, the travellers will progress 40 to 80 
kilometers before stopping to camp for the night. After eight 
hours sleep and a few minutes preparation, the group can start 
out again. 

The group should have lights (purchased with their equip- 

ment atlowances) which will allow them to  continue their pro- 
gress even during local night. 

Overall, the adventurers can expect to travel the 700 
kllomaters to their first food cache in 10 to  20 days, depen- 
ding on how much time is spmnt moving, and haw much time 
is spent investigating. 

Anlnnal Encountem: frequent u w  of the animal encounter 
tables for the Wald is suggested. The presence of animal threats 
t o  the adventurers can keep thsm on their toes as they seerch 
for information. 

THE PEOPLE OF THE FOREST 
As the group gets deeper into the Wdd, s few signs of tha 

forest people may bagin to show up. At first, they are subtle 
things whieh are easily dismissed: strange marks an the trees 
or limbs cut in order to clear a path. 

The flnt Plsca of Evldsnos: Sitting in the pathway ahead 
is a small animal. It does not flee, and it appears to  be frkendly 
(Refarw: present this initialby as an enimal encounter). Whether 
approached, captured, or killed, the animel will still present a 
besic pkce of information-it is wearing a collar. Closer ex- 
amination of the animal and its collar leada to the conclusion 
that it L a pet. 

Tim NOH Pl-: Soon, the group will find additional items 
which can be taken as artifact8 made by intelligence-primarily 
wood carvings and trimmad branches. 

Face To Faw: At this point, the referee must select o m  of 
three methods by which the adventurers end the people of the 
forest meet. 

1 . A cry of distress indimeo that someom is being attacked 
by en animal. Select an animal from the encounter tables. The 
person being attacked is a child. 

2. An animal makes en attack on the goup (again, from the 
encounter tables), but it Fs called off by f o r m  people, and turns 
out to be a domesticated guard animel. 

3. Tha group is surprised by a large group of forest people 
who block all possible exits. 

Once the meeting takes place, the group must begin com- 
mwnicationa with the forest people. Attemprs to talk may be 
successful on a rudimentary level within a few hours. If anyone 
has a familiarity with the Sword Worlds, it should ha possible 
t o  recognize their language as a dialect of Sword World. As 
time passes, it becomes possible for the group to learn more 
and more about these pople. 

Rsfsm: These people are parl of a widely scattered group 
of families which were once the Sword World oil mining col- 
onists. They have established a basic agricubtural s w i m  whhin 
the Tangle Wald, and it serves their needs well. The rich forest 
growth tempers the climate of Tarsus and makes it fairly easy 
t o  survive by using the fruits and wildlife of the Wald. 

The major problem for the people has been the lack of cer- 
tain amino acids in their diet. Native Tarssn life lacks these vitel 
constituents, and human development is stunted without them. 
When the original colonists found that they were stranded on 
f ersus, a nutritionist in the original expedition determined the 
basic requirements that could not be filled from native Tarsan 
life, and took steps to provide those items from plants and 
animals which the colony had brought along. In the first 200 
years, the colony was always on the edge of extinction. Final- 
ly, in about 100, the families migrated to the Tangle Wald after 
an exploratory party found its interior habitable. 



Just aa fire was imponant to some developing cultures, the 
forest people were forced to carefully cultivate and maintain 
the few staple plants which would provide nutrients which they 
could not get from Tarsus. 

The forest people have a verbal curtwe. WhFla they have 
primitis facilities, they are not primithre as a cuhre. They have 
retained much of the memories of thak origins. Indeed, their 
verbal culture has cultivated mnemonic ability, and they have 
verbal racords of their many living sites, including ones hun- 
dreds of yaars old. These memories can provide evidence of 
who these forest people are, and also their approximate 
numbers at different points in time. 

Communlcatlon*: Ona major problem to  present to the 
adventurers is one of communications. CasuaHy, the ref ere^ 
should present to the characters the fact that aver the eoursa 
of several days, other forest people have arrived. Everyone is 
genuinely pleased to see these newcomers. The question 
becomes apparent; how did they know to come? When asked, 
the forest people defer t o  an old man, who says he sings to 
them, and they hear a far ways off, 

If properly presented, the resuh can appear to be a psionic 
talent. If that were actually trus, it would cause negative wac- 
tions from the tmperium. 

Actually, tha forest people have discovered a way of com- 
municating using the long-range connections within and ba- 
tween the tangle traes. By cutting a notch in a trunk of the 
Tangle tree, a connecting strand of the tree is laid bare. The 
old man ?hen places e stick against it and strokes it with a bow. 
This vibration is carried 'by the tree itself for tens and even hun- 
drsds of kilometers. If another person has a rod placed in a 
notch on the trunk of a tree, that rod will vibrate. Simple codes 
are passlble using the vibrations, and messages can be sent. 
Each family or settlement has some individual designeted to 
monitor this c~rnmunications system; the old man is in charge 
of it here. 

Once the peopfe have been studied and investigated, a final 
report can be made to the Imperial Consul. The characters 
themselves should decide whether to report in by com- 
municator before they have all of the information. 

Votlng Rbhts: Inevitably, someone will think of the local 
voting situation on Tarsus. A judge or lawyer can provide basic 
counsel on the metter, but everyone will agree on the basics. 

When Tarsus gained its independence, the wording of its 
charter gave one vote to each person living on the world. These 
votes were trensferable, could be sold, and could be inherited. 
Specific rules of inheritance governed when there was no will, 
but these rules were simple and straightforward. 

A strict lntsrpretation of the charter was followed. In several 
court cases which came up in the years after independence, 
judgas held that starship crew who were in Newland celebrating 
the Tarsus' independence were automatically accorded votes. 
Similarly, colonists who were off-world at the time of in- 
dependence were ruled not eligible for votes. 

Even roday, proof that an individual was living on f arsus on 
that original independence day would be sufficient to accord 
that person's descendents the right to that vote. In addition, 
that vote would be worth 1,000 votes due to the 1,000 for 
1 vote split. 

A case presented to a judge for consideration would have 

to indude proof of the claim, by whatever means possible. His 
ruling on the ease woufd depend entirely on whether the proof 
was reasonable and bslkvabls. 

R d m m :  Governments don't chango qufekly. Although the 
force of law and the interpretation of law is hh ind  the forest 
people, as EI practical matter, any judgs trying this case would 
have to strike a compromise, especially because a large voting 
bloc simply cannot be created if that block is not aware of its 
responsibilities in a democracy. 

Most likely, the judgs will decide that the forest people do 
have proof that their ancestors were on this world when it 
beceme independent, and thgt they are slfglble to hold votes. 
He will also decide, however, that they are not eligible to join 
the electorate until such time as each vota holder can 
demonstrate a basic knowledge of Tarsan society. This require- 
ment is equivalent to e basic Tarsan education. 

In the interim, the judge appoints a custodian for the forest 
people's votes, with instructions that they be delivered when 
his conditions are met. 

The result is Bn upholding of tha forest people's basic rights. 
while still safeguarding Tarsan society as a whole. His deci- 
sion could only be overturned by a majority vote of the 
electorate. 

Mwe adventures are possible on the worfd of Tarsus. Many 
are suggested in- 5. Endgames. 



5. Endgames 
The initial sceneries for Tarsus mark just a beginning for 

adventurea on this planet. The Wodd Data Book is filled with 
Information which is intended to help referee and players to 
more fully understand the workings of this single planet. From 
this point, any number of adventures can take place. 

The following sre the beginnings of smra l  advmres based 
on Tarsus. 
l h  b r r k  Fence: When bidding for an Ag Market eomrac? 

for the nobbte harvest. one of the group encounters a "help 
wanted" notice for workers on the Barrier Fence. Such work 
is hard, but it cannot be automated, so it pays well. 

Fence riders must walk the line of barrier fence sonic stakes 
which run between Newlend and Nob Plain, inspecting each 
one with a small hand-held computer to insure that St is func- 
tionlng properly. The units have a self-diagnostic circuit, and 
should broedcast a signal if they fail. but this manual eheck- 
ing is a fail-safe protection. 

If e nobble herd were to break through from Nob Plain into 
the farmland of Newland, they would wreak havoc on the 
agricultural economy of the ares for years to  come. 

fhs Clllclsn Mlnas: Contact with the Red Banders in the Cili- 
clan Ranges brings an offer for hunters to  deal with animals 
who infest a large abandoned mine only recently re-opened. 
Part of the job of re-opening the mine involves clesring out its 
many passages. 

fha Rsglrnsnt"~ SMp: Discussions with citizens in Regiment, 
or examination of library data records, indicates that there may 
be one or more ships still lying whets they were abandoned 
by the Tizonian 3rd Regiment- somewhere in the outer 
system. 

Runnhrg For OWce A position hes become aveilable with 
the retirement of one of the members of the Board of Com- 
missioners. Anyone who owns a Tersus vote may run for this 
office in the upcoming election. 

Me- Opnmtlons: The mercenary battalion bamd in the 
Recluse Islands sometimes hires on troops or special peraon- 
nel to assist in its operations. An application to the battalion 
may rasult in an offer of employment for a specific mission. 

Tha Expros8 goat Ststlon: Looking a t  the District 288 map, 
it is easy to see that the major trade route to connect the lm- 
psriurn a t  Mertactor with the next subsector spinwsrd is right 
past Tarsus. While the Imperium would tend to place an ex- 
press boat station at  Collace, because of its population, it has 
been known to place them at smaller systems in the past. It 
would be nearly impossible for the group to  influence the deci- 
sion makers In the choice. But once such a decision is made, 
it might be possible for the group to find out about It before 
the generel public. In such a situation, a great deal of money 
could be made in speculation as values for property ga up. Ac- 
tively searching out the information would require an ex-scout 
character who can call on scout bases in the subsector and 

try to gather the information desired. f his type'af activity calls 
for sdrnin and bibery skill rather than brawn and strength. 

PROCEDURES TO REMEMBER 
The following items are simple 7C.vslbr procedures which 

are sometimes forgotten. 
World Dbmotws: The diameters of Hote and of the planets 

in the Tarsus system determine the minimum jump distance 
needed from the body to avoid misjump. It is important to take 
a stsrship fully 100 diameters away from every large body in 
the vicinity before attempting a jump, or the misjump rules will 
apply. 

For smatl satellites which do not have diameters given, it is 
safe to  assume a diameter of 1,600 kitometers. 

P m a :  Whenever a group of individuals is in need of work 
or an assignment, they should aaek out a patron with a mis- 
sion to be performed. 

The patron tables in l h u d h  provide basic ideas about mis- 
sions and activities to be performed. 

WEATHER 

Weather situations whieh occur on Tarsus call for special 
rules. The following rubs deal with hot weather, cold weather, 
and storms. 

Cdd W-r Slhrstlons: Individuals in cold weather may be 
subject to injury or death if they are exposed to the cold for 
too long. 

For eaeh hour spent in an m a  with an air temperature below 
OD C., roll one die, Add or subtract the DMs given below. If 
the tesul? is negative, svbtraet it from strength, dexterity, and 
endurance (the same number is subtracted from each of the 
characteristics~ on a temporary basis. When any one of these 
characteristics is reduced ta zero or belaw. the character 
becomes unconscious. When hnro characteristics have been 
reduced to zero, the character is saverely frostbitten, end will 
require medical cars prior to recovery. When a31 three 
characteristics have been reduced to  zero, the character is 
deed. Note that this procedur~ is similar to the wounding 
procedure. 

The following DMs apply: Without protective clothing, - 7 5. 
With told weather clothing ITL 11, - 9. Wilh cold weather 
clothing (TL 101, - 6. With any cold weather clothing 
augmented with artificial heat (hot bricks, catalytic heaters, 
etc.), +3. 

With battle dress, - 9, With combat armor, -7. With heat- 
suit, +4. With combat environment suit. + 1. Wrth vacc suit. 
- 7. For eaeh increment of 20° C. below 0°, - 1.  If the sub- 
ject is immersed in water at any temperature below ZOO C., 
- 10. 

Hot W& Skudns :  Individuals in hot weather situations 
may suffer from heat stroke or exhaustion. 

For each hour spent in an area with an air ternpermre above 
37O C., roll one die. Add or subtract the appropriate DMs. If 
the result is negative, subtract it from the characters en- 
durance. When endurance is reduced to zero or below, the in- 



divicfual has d l w s e d  unconscious from heat proamion. Once 
uncunscious, his or her strength and dexterity are reduced by 
future negative values for heat for the situation. If rwo 
characteristics are reduced to zero, the individual will require 
medical care and is considered seriausly wounded. Reduction 
of ell three physical characteristics to zero results in death. 

Ths following DM8 apply: Heavy or excess clothing not 
removed, - 8. If encumbered Iload in kilograms greater then 
individuel*~ strsngthl, - 3. if triple lead (load in kilograms 
greaer than twice individual's strength), - 6. If water (at least 
one-helf tiitat per hour1 is not consumed, - 5. If in shade or 
shadow, + 2. If not moving or exerting oneself, + 3. If wear- 
ing combat environment suit or chameleon suit, +2. If sub- 
ject to wind, breeze, or in moving vehicle, +3. For each addi- 
tional lQO above 37O C., -8. 

Stwrrw: The westher table indicatea three types of mm- 
short, heavy, and special. On Tarsus, storms ore generally 
classified by their length. Short rrtorms have rain or snow and 
last less than three hours, and result from minor imbalances 
in atmospharic conditions. Haayr storms Isst up to  48 hours 
and result from basic redistributions of temperature and humidi- 
ty caused by seasonal changes. Special storms are unusual 
weether whieh may occur due to local conditions. 

Short Storms: When a shot? storm occurs, a buHdup of dark 
clouds takes place for about 20+3 minutes before it starts. 
Once a storm begins, it will produce heavy rah  (if the 
temperature is above O0 (2.1 or snow [if the tempersture is 
below Q0 C.1 which lasts for ID times 30 minutes. 

Heavy Storms: When a heavy storm hgFns, it initially Iwks 
like a short storm, but is accompanied by strong winds. A heavy 
storm produces heavy rein or snow for 1 D times 30 rnfnutes, 
and then produces light rain or snow for 2P times 4 hours. 

Spmcld Stormrr: Soma storms ere special in their violence, 
and must ba dealt with wparatety. Special storms b i n  sud- 
denly, with lfttle (1 D minutes) warning. High winds and heavy 
rain or snow begins immediately, snd continues for 1 D hours, 
aftsr which the storm subsides ss quickly as kt began. 

Following any storm, the local temperature will temporarily 
decrease by 1 D + 4" C. 

Storms will not occur at temperatures above 40° C. When 
the temperature drops from 40° to any temperature below 
40°, throw 1 0 + every fifteen rninlrtes until achieved, end a 
short storm occurs. 

Effects of Storms: In the initial stages of any storm, visibili- 
ty i s  reduced to  legs than a kilometer and the intensity of rain 
or snow makes air travel impossible, Once the heavy rain or 
snow haa subsided, air travel is possible at reduced speed 
(airlrafts are reduced to 50 kilometers per hour). Surface travel 
speed in ATVs is reduced to about 10kph by heavy rain or 
snow, but i t  is not halted. Note that after rain stops, ATVs may 
resume their normal speeds, but after snow stops, the snow 
remains and ATV speed remains reduced to 10 kilometers per 
hour until the snow melts. 

SCENARIO EXTENSIONS 
The following are extensions of the basic scenarios presented 

on page 1. 
The Barrier Fnm:  Miring on to check the barrier fanee is an 

excellent opportunity for the group to  become involved in 
animal encounters on Noh Plain. The work itself is tedious and 
involves manually checking each sonic steke in the line, which 

me placed about ten matan apm. 
Howsver, the entire group m l d  makes oftha opera- 

tion. Using DNo sirlraftg, the various membsrs could b shutHed 
along the line with e minumum of effort. Or using grav belts, 
they could float along the fence line to chmk each stake. 

At the rate of one sonic stake per two minutes, one person 
can check forty to  fifty per hour, and can expect to examine 
four kilometers worth in an eight-hour work day. The check- 
ing continuos through the local day and night. 

Pay for thia job is on a piece-work baais: Cr5 per stake in- 
spected, with a bonus of Cr100 i f a malfunctioning stake is 
located. 

The jab looks dull, and it is. But h has aom potemial for 
action- mostly local animal ancounters and runaway nobble 
herds. 

T b - W T t ? e j a b o f  clsaringoutanabandonedminine 
can be a long, complex operation. Poison gas has already been 
tried, but it has not been totally affective. The owners need 
good people to go in and make sure the mine Is clear. 

The referee needs to  diagram out e complex mine under the 
rugged mountains of the Cilician Ranges. Its tunnels should ex- 
tend for kilometers, and twist and turn as they follow the old 
ore seams. Thers should be occasional intersuctions leading 
off in many directions. The tunnels had cables laid on the floor 
t o  guide the grav minhg hopper cars. 

The map provided to the adventurers is necessarily an in- 
complete version of ths referee's map, with the excuw that 
the final mnnel plans for the mine were never updated. 

Several tunnels can lead out to  the surface again, end these 
have been the source of the animals whieh now live in the 
mines. 

Ths Raglrrmm'r SMp: When the 3rd Regiment came to this 
system, it stayed in the outer regions of tha system until ar- 
rangements could be made to transfer the troops and their 
families to Tarsus. During that time, the fleet of ships stayed 
on Erdemli II, using their time to disguise their ships and prepare 
for the transfer. A small base was created by the regiment; 
careful attention hid it well, and there is no sign of it to the 
casual searcher. The world data book contains the informs- 
tion as to where the regiment's base was created, and the 
players should be required to find it thsmselves. Once the 
satstlite to search has been decided upon, it must be sesrched. 

A dedicated search, however, can find the base (nestled in 
the overhanging wafl of a small crater); once per four hours. 
throw 11 + to  find the base. 

The base is old, but the vacuum of space has preserved it. 
All of the shelters have been emptied of air, but they have 
reserves in their tanks, and the air locks still work. 

There is indeed one ship still at the base (a Sword Worlds 
vttrsion of the patrol cruiser) which was an ascon for the 
refugee unit. 

Refem: This ship would be a great prize if it were in run- 
ning condition. As a result, its great value should be tempered 
by s number of fautts or problems which must be remedied. 

But this ship csn become a focus for a great deal of actlrity 
by the players. In order to bring the ship into repair and to enable 
them to utilize it, they must get funds to pey for new squip- 
rnent and for refurbishment of old equipment. 

Taking into account the abilities of the player characters to 
do much of the work themselves, it should cost between one 
million and six million credits to fix the ship up as an operating 



vsssel. However, once puE into operating condition, it wiH have 
a resale value of 1 D% of new cost {which was MCr22 t 1. The 
investment could then provide enough cash to acquire a free- 
trsder for use in merchant operations. 

Rumlng Far M c a :  Elections on Tarws require that the can- 
didate be sufficiently well-known to be recognized by the 
votars. As a result, popular figures tend to get the most votes. 

If the group has been successful in finding the People of the 
Forest, that may be enough popularity to achieve the votes 
need&. The players thernsetves must prepare en election cam- 
paign for their candidate. Based on their plans and how they 
carry them out, the referee should than deterrnina the result 
of the election. As a basis, throw 25 for the percent af the 
vote cast for the candidate. Allow up to six 1D throws to  
mode thmt bask throw; each 1 D is applied for a different sc- 
tivity. For exemple, 1 0  might be for campeign speeches; 1 D 
for platform statemems; 1 D for campaign spending: 1 D for per- 
sonality; 1 D for criticism of opponents; and 1 D for personal 
appeal, If the overall percentage of the vote received is graater 
than 50%. then the candidate has won a position on the Board 
of Commissioners. 

A Commissioner m IIW b a r d  fa probaMy able to have at least 
one acqueintsnce (throw 10-4; minimum of I l appointed t a  
a position in the government. f hose individuals can hire others 
in subordinate positions beneath them. In the course of time, 
a substantial position can be achieved in the governmental 
structure of the world. 

While holding government positfona may lead many 
characters to consider graft or personal ~ w e r  BS the perqui- 
sites of such positions, the referee should remember that the 
local government is a participating democracy, and the elac- 
ZoraR can easily throw out anyone who is too brazen or too 
corrupt in thmir actions in government. 

Msrmmry Oprstlwrs: The mercenary battalion would be 
prepared to hire trained military personnel for its forces if it 
needed them, but generally the unit is up to full strength. What 
the unit often does need is intelligence. 

The unit will keep applicants' names on file and contact them 
if necessary. Usually, that happens if the mercenary unit is 
preparing for a mission to a planet which the applicant has lived 
on. 

Typical candidates for hiring here would be Talie Celcidor 
(from Forine) or Renard Ruche (who hss worked In the Sword 
Worlds). Tha referee may select any likely character for this 
sort of work. 

The mercenary battalion may decide to hire on the group of 
adventurers as part of its force for e specific action. Once he 
has planned such an actian, the refwee can provide those plans 
to the player characters and hire them on for the mission. 

Mercenary operations are best administered using T m l k r  
Book 4, Mercenery, or Striker which more fully describe the 
equipment and weapons available. 

Ths Expmss h a t  Stsdon: Ultimateh, the lmperium will move 
into this subsector and integrate it into the Irnperium. The on- 
ly real unanswered questions are when will this rake place, end 
will the express boat station be established at Collace or Tarsus. 

It remains for the referee to decide where the express boat 
station will be placed. If necessary, throw 20. for 9+ for a 
positive decision to have h e n  made, and then throw a + for 
the decision to be in favor of Tarsus, 

Deep intrigue is possible on Tarsus. Inclusion in the Imperium 

Is a generally positive event, but it would drive SuSAG away 
from the system, resulting in the loss of some jobs and a good 
deal of tax income (SuSAG'a legal pharmaceutical plants in the 
lmperium are mora then enough to  cover its needs; it doesn't 
need a marginal one in the Tarsus system if subject to Imperial 
laws!. 

NUCt: 

After all of these scenarios, where does a group of sdvsn- 
turing characters go? Remember, there's s whole world out 
there on Tarsus. h k  et the map and have thsm gem s pi-. 
Perhaps the Mountains of Dreams? 
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Anicia Pantabreve 
%mr. ex-Navy 2 terms 21 7-1 109 - ~ s i i g n  
Mhl.l* 1 1 7- 1 083 1 '"'d"u SornemlRhyIanor C301340-0 
MR - Ship's-Boa~Na~gation~l,Co_mputmr-I Jacc-Suit-1. 

Crrmnn Sewed as boat pilot and assistant navigator aboard 
CL-10867 Vilisshu in operations over Efate. 



Intentionally 
blank. 



winter. 

Desert 
Dry terrain 
with sparse 
vegetation. 

A Mountains 
Mountain 
peaks and sur- 
rounding 
foothllls. 

Coastline 

1 FiG;nT- 

Clear 
Ordinary open. 
unrestricted 
terrain. 

/-\ City I-\ Starport 

i $mdl areas of Smell areas of 
dry bnd in tb wmr in the land. 
ocean, 

hqrn 
OvargrdWn 
with great 
trees and - underbrush. 

Settled areas to) Primary land- 
with clustered ing and con- 
living quarters, tact point for C 

Mountains 

~ i g h  mountain 4 
peaks and 

\ / stores, and \ / extra-planetary 
light industy. commerce. 

steep slopes. 

One hex equals 700 km 
One day equals 73 std hours. 
One year equals 30 locat days. 

Direction of Rotation 



Intentionally 
blank. 



REGIMENT 
I 



Intentionally 
blank. 



District 268 is an undeveloped region en- 
joying the protection of the lmperium with- 
out formal mamebership in the empire. In- 
duction into the empire is pending, and de- 
velopment of the worlds of the district con- 

. . tinues. i t '  'W" - 

MkP tU3EHP 
Gas G h t  

XBoat Rwte 

Trawl Zone 
bde 

No -F p m n t  

World -kaia 
No wbr present 
Water present 

ir: Asteroid b& - 
H Imperial Rmea& Station * Imperial Naval 3ase 
4 <lhprial Sowt Base 

Popu- 
&cundm Population umder one billion 
PRlMUS Population wer one billion 

World 
Asteline 
lnchin 
Singer 
567-908 
Avastan 
Kwai Ching 
Faldor 
Bowman 
Squallia 
Tarsus 
Walston 
Flexos 
Col l ace 
Pavabid 
Datrillian 
Nirton 

SUBSECTOR CONTENTS 
S t a t i s t i c s  Remarks World ~ t a t i s t i c s ~ e r n a r k -  

A Non-industrial. 
A Poor. Desert world. G 
6 Poor. G 
0 
A Poor. Non-industrial. G 
8 Icecapped, Non-agrieul. 
2 Non-industrial. 
9 S Asteroid Belt. G 
9 Non-industrial. 
A Agricultural, Non-indus.G 
8 S Non-industrial. G 
6 Non-industrial- 
D S Industrial. 
6 A G  
8 Mon-industrial. G 

Judice 0507 E9B2000 
Trexalon 0509 8361 851 
Motrnos 0510 B68r168B 
Noetocol 0803 E7A5747 
Tarkine O W  CQ66652 
Oallia 0605 8885833 
Talos 0606 E333532 
Dawnworld 0701 E885000 
Elixabeth 0702 8426467 
Forine 0703 03 1 2988 
Mertactor 0707 8262732 
Talchek 0801 C781462 
Milagro 0802 E21178A 
Pagaton 0804 C789873 
Binges 0805 A800231 
Mille Falcs 0807 BQA2469 

0 Research Station. G 
C Rich. G 
5 N Rich. Agricul. Non-indus. 
6 G 
7 S Rich. Agricultural, A 

0 Non-indust rial. G 
8 N Non-industrial. G 
A Non-a&icultural. Indus. 
B S 
5 Non-industrial . A G  
7 Non-agricultural. 
4 Rich. G 
A Non-industrial. 
C 2 Non-industrial .- 




