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THE RULES

This adventure is based on the movie 2001, and takes
place on Earth, the moon, and in outer space between
Earth and Jupiter. If you put his adventure in your
STAR FRONTIERS® game, place it back in time before
humans contact the other races.

You must be familiar with the Alpha Dawn
Expanded Game Rules and the Knight Hawks
Campaign Book to play this adventure.

This module is divided into four chapters. Each
chapter relates to the others, but is a separate
adventure at a different point in time. Read each
chapter completely before playing it. When you finish
a chapter, continue with the following chapter.

THE STORY

At critical points in Mankind'’s history, an algn device,
a monolith, appears and provides a key to the future.
Through this adventure, the player characters are
present each time a monolith appears. In each case,
whether or not Mankind successfully enters the future
offered by the monolith depends on how the player
characters react and how much they learn about
themselves and their universe.

Chapter one is set in the African wilderness
4,000,000 years ago where small bands of primjtive
man-apes struggle to survive. The man-apes have
reached the limits of their abilities, and are in danger
of extinction. Then, a monolith arrives. With its
mysterious power, it helps the man-apes learn and
take the firststeps toward humanity.

Chapter two takes place in the year 2001. Mankind
has begun to explore outer space; the moon is
partially settled and some exploration of the solar
system is in progress. But Mankind’s technology and .
knowledge are still limited, permitting only slow, _
cumbersome meandering through the nearest regions
of space. There has been no manned interplanetary
travel, and interstellar travel is only a distant dream.
There is little reason to push on—the'stars are far
beyond reach.

Then, a monolith is discovered, buried in.the moo
It is the first evidence of alien life, and prompts
mankind to take the next step—the construction of th
first manned spaceship with interplanetary capabili

Chapter three is the story of the first manned
interplanetary voyage. The crew of the spaceship
Discovery may have the first chance to contac a
alien life—if they survivethe perilous jo
In chapter 4, a monolith offers the ne

THE CHARACTERS

Each chapter, except chapter 4, is designed for a
different set of player characters. Chapter 4 uses the
same characters as chaptet 3. Each chapter explains
the PCs and NPCs necessary to play it. Before playing
each chapter, give each player a character. Use the
non-player characters to create a realistic and serious
atmosphere, as well as to develop the plot.

SHIP MOVEMENT

In A.D. 2001, interstellar travel and jumps through the
void are not possible. All spaceflight in this adventure
takes place in chapters 2-4. Those chapters explain
when and how to handle the necessary spaceflight.

THE MAPS

Map 1 is printed on the inside of the module cover;
use map 1 in chapter 1. Map 2 is on the large map
sheet included with this module. Use map 2 for
chapter 2. Maps 3-8 are also on the large map sheet.
Those maps are general plans of the spaceship U.S.S.
Discovery; use them in chapter 3. Chapter 4 needs no
maps.

FORMAT AND ABBREVIATIONS

Some sections of the text are enclosed in boxes. That
text descnbe_s action, places, and things the PCs
encounter. Read boxed text aloud to the players. You
can also refer back to boxed text for descriptions and
information later.

. This medule uses several abbreviations. The
abbreviations are defined in the glossary in the back of
RONTIERS® Basic Game Rules.

enture is written for human characters. You

h to play with other STAR FRONTIERS®

cter races. To modify this adventure, create

ilar settings and situations, but develop details

' @lnctwe to each race. For example, in a dralasite
ersion of chapter one, the monolith might teach
cooperation to primitive, independent dralasites. In a
Yazirian version, the monolith might instigate the
custom of life-enemies. Whatever details you develop,
keep the basic principle in mind: when the culture
reaches a critical point where growth stops and
stagnation sets in, a monolith appears to show the way
forward.




CHAPTER 1: DAWN

OF MAN

To play this adventure, you need map 1 and
31 counters from the STAR FRONTIERS®
Alpha Dawn game:
12 player character counters
8 herbivore counters
3 carnivore counters
8 pirate counters

In this chapter, the player characters are
primitive man-apes, struggling to survive in
the African wilderness. At first, the man-
apes have so few skills that they stand at the
brink of extinction. Only outside interven-
tion can save them. Later, a monolith will
enable them to acquire new skills and
become the first creatures on Earth to con-
trol their environment.

This chapter covers one week of time in
the lives of the man-apes. In the first two
days, the players will learn about the terrain
and problems of survival that affect their
man-apes. During the third and fourth days,
a monolith appears and the man-apes may
begin to gain new skills and abilities. On the
fifth, and following days if needed, the
man-apes must try to defeat the carnivores
that have dominated them.

1.2
PRIMEVAL WORLD

Place map 1 before the players. Map 1
depicts three levels of terrain, all covered
with small stones and sandy soil. The cliffs
(dark areas) cannot be climbed or passed.
The plateau (clear area) is 5 to 10 meters
below the cliff areas, and 1 to 2 meters
above the valley (shaded area). The valley
contains bushes, rubble, and occasionally a
few herbivores.

Place 8 herbivore counters on the bush
squares of the map, one per bush (leaving
any 4 bushes vacant).

Read the following to the players:

As the first red-orange rays of the sun
reach into the darkness of your shallow
cave, hunger stabs at your stomach.
Though you have little memory of the
past, most days start this way. You crawl
out from the overhanging rock, and sniff
the morning air. Somewhere across this
African veldt lies your two greatest
needs: food and water.

1.3
THE MAN-APES

Give each player one character counter
from the STAR FRONTIERS® Alpha Dawn
game. Use inverted (blank) counters to rep-
resent NPCs, for a total of at least 12 man-
apes. The players must start their characters
in caves, marked “PC"” or “NPC.” Any
number of PC counters may be placed in
the same cave. Divide the NPC counters as
evenly as possible among the three NPC
caves.

Man-apes can only enter the caves they
start in, they cannot enter any other cave;
the man-apes are not yet united. They only
trust the other man-apes that share their
cave. Entering another man-ape’s cave is
viewed as an attack. NPC man-apes defend
their lairs to the death.

The average PC and NPC man-ape has
the following ability scores:

STR/STA 50/40
DEX/RS 30/40
INT/LOG 20/20
PER/LDR 10/20
IM 3

In combat, any unarmed man-ape can
inflict 1-2 points of damage. At the start of
the game, characters cannot use tools of
any sort, and thus cannot be armed.

When the characters are ready, read the
following to the players:

Around you are shallow caves around a
valley. Several creatures of your tribe
live here with you. The caves are fairly
safe from predators, but far from food or
water. A water hole lies far to the south.
Others of your group have appeared
at their cave entrances, and are now
milling about, trying to decide which
need to search for first—food or water.
Though you have no language, you can
express feelings through body motions
and a few grunts. Your gut also speaks;
you are hungry, and must find food.
Your knowledge is limited. You know
that there is safety in numbers, but you
may choose to hunt alone or with oth-
ers. You know which plants to eat, and
which to avoid. You know which ani-

(boxed text continues)

mals are dangerous, and which are just
grass eaters.

Your abilities are few. You can stand
upright, and can even run a short dis-
tance if you must. If you find water, you
drink from clumsy cupped hands; it is
dangerous to drink directly from the
water, without watching for danger.
During those rare times when you are
not busy searching for food and water,
you usually sit with others of your tribe,
picking insects from each other’s hairy
bodies.

You may encounter others while
hunting—others who are like you, but
not of your tribe. They are not very dan-
gerous, but compete for the same food
and water you need. You might scare
them away by screaming, jumping up
and down, waving your arms and baring
your teeth.

Your goal is simply to eat food and
drink water. You should return to your
caves by night, but the choice is yours.

If a character does not drink in a day (24
turns), the man-ape loses 1d10 STA. Failure
to eat in a day results in the loss of 1d5 STA.

Movement: A man-ape can move at the
base rate of 8 map squares per turn, modi-
fied by the standard terrain penalties (see
“movement penalties’” in section 1.5) or by
wounds. A wounded man-ape moves as fol-
lows:

STA 20 or less:
STA 10 or less:
STA 5 or less:

Healing: A man-ape’s wounds heal at the
rate of 1 point of STA per 5 turns spent rest-
ing in a cave.

Stacking Limits: At the end of any game
turn, no two man-apes can occupy the
same square unless they are in a cave or
water square. (When armed combat is pos-
sible, as explained in section 1.7, there is no
stacking limit while attacking.)

Man-apes do not know how to speak, make
tools, or carry food or water.

6 squares per turn
4 squares per turn
2 squares per turn
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1.4
THE OTHERS
When any player character moves into a

valley square, read the following to the
players:

The valley contains rubble and a few
bushes—sources of food. Zebras and
other herbivores are browsing; you
know that they will run if you approach,
or at least won't attack. The bleached
bones of many of them lie scattered
about, the remains of meals of more

dangerous animals.

Herbivores: Zebras and other herbivores
move up to 10 squares per turn during the
day, or half that at night. They always run if
a carnivore approaches within 5 squares of
them, or if a man-ape enters their squares. If
cornered, an herbivore will attack. Her-
bivores appear only in valleys, and cannot
climb onto the plateau.

An herbivore counter can never move
over nor stop on any other counter. (How-
ever, other counters can move onto her-
bivore counters.)

Whenever an herbivore flees, it moves
west until it leaves the map. Once an her-
bivore leaves the map, it does not return
until the following day.

Each morning, all surviving herbivores
are returned to the map, and none have any
wounds at that time.

Standard Herbivore:

MOVE: Fast
IM/RS: 5/45
STAMINA: 40
ATTACK: 40

DAMAGE:  1d10

Carnivores: No carnivores start the game
on the map, but they may arrive at any time
(see section 1.5). When this occurs, use car-
nivore counters (the big cats) to represent
these large tigers and wolves. Each carni-
vore is undamaged when it enters the
board.

Carnivores can move up to 9 squares per
turn in daylight. At night, they can only
move 5 squares per turn. The standard ter-
rain penalties apply to carnivore move-
ment, except that the penalty for climbing
from valley to plateau is doubled (-2
squares). They always pursue food (either
herbivores or man-apes), and always attack
the closest prey.

Carnivores always fight to the death.
They do not leave the map until dawn of the
day following their arrival.

Standard Carnivore:

MOVE: Fast

IM/RS: 5/50

STAMINA: 51-150 (1d100+50)
ATTACK: 75

DAMAGE:  3d10

Enemy Tribe: Hostile man-apes of a differ-
ent tribe will be encountered at the water
hole. These have the same abilities as the
non-player characters, but with STR 60. In
hand-to-hand combat, they inflict 1-4
points of damage per hit.

When moving NPC man-apes, follow the
player characters. If the PCs all head for
food, all the NPCs do likewise; if the PCs
take different paths, the NPCs also divide in
roughly the same proportions.

1.5
SURVIVAL

The survival game is played in turns, each
representing 1 hour. In one 24-hour day,
there are 14 turns of daylight, followed by
10 turns of night. During a turn, a man-ape
may do one (and only one) of the follow-
ing: Move, Eat, Drink, or Rest.

During the daylight period, run the game
by turns. If all the man-apes return to the
caves for the night, describe it briefly
(growls and howls of predators can be
heard all night) and announce the dawn.

If one or more man-apes do not return to
the caves by nightfall, run the night period
by turns until they return or are slain.

At the end of each night period, place all
living herbivores on bush squares, and
remove any carnivores, slain herbivores,
and slain man-apes still on the map.
Remind the players to heal 1 point of dam-
age per 5 turns of rest.

Movement Penalties: For man-apes, a
square containing water, rubble, or bushes
counts as if 2 squares. Any plateau edge (to
or from a valley) is treated as an extra
square. A square cannot be entered unless
the movement cost can be paid in full; for
example, a man-ape with 1 unused square
of movement cannot cross a plateau edge,
or move into a rubble square. A character
may carry a fallen comrade, but at 1/2 nor-
mal rate. During night, all movement is at
1/2 normal rate.

Eating: To gain enough nourishment to sur-
vive, a character must spend 1 full turn
every day in a bush square, eating.

Drinking: To drink enough water to sur-
vive, a character must spend one full turn
every day in a water square.

The Water Hole: When any man-ape

counter moves within 2 squares of the
water hole, check to see if enemy tribes-
men are already there (a 40% chance,
checked once per day). If they are there,
stack four red pirate counters in each water
square before any PC or NPC counter
moves into them.

PC and NPC man-apes can never enter
any map square south of the water hole
until the enemy man-apes have surren-
dered (as described in section 1.7).

If a PC in a square adjacent to the water
hole jumps up and down and screams, the
enemies might run away (a 25% chance);
check for each character doing so, but only
check once per day per character. If the
enemy does not flee, the PC and NPC man-
apes may not enter the water until the oth-
ers leave.

If they are not scared away, the enemy
man-apes all leave after one or more turns.
Roll 1d10:

1-4 Leave at the end of the next turn
5-9 Leave after two more turns
10 Leave after three more turns

When the enemy man-apes leave, they all
move off the south edge of the board at the
same time.

Carnivores: A predatory animal may enter
the map at any time. The chance is only
10% per turn during daylight, but 70% per
turn at night. Use a carnivore counter (big
cat) to represent a predator. To determine
the point of entry, roll 1d10:

1- 3 = west map edge

4-10 = east map edge
Carnivores may enter in any shaded square
along the proper map edge. Each carnivore
is undamaged when it enters the map. A
carnivore cannot move during the same
turn it arrives.

During daylight, only one live carnivore
can be on the map at any one time; during
night, up to 3 carnivores may prowl! the area.

A carnivore always moves to attack the
closest prey, either man-ape or herbivore.
However, once a carnivore slays a man-
ape, it does not move from that spot until
nightfall, or until attacked. Carnivores can-
not enter caves.

Order of events in a game turn:

1. PC man-apes act (move, eat, drink, or
rest).

NPC man-apes act.

Herbivores move.

Carnivores move (if any).

Check for carnivore arrival.

Enemy tribesmen move (if any, and if
allowed).

Sk



Combat:

Combat occurs whenever an attacking
creature enters the same square its
intended victim is in. There are 10 combat
rounds in each game turn.

When a carnivore attacks an herbivore,
the carnivore gains initiative in each com-
bat round. Run the combat quickly, briefly
describing the results to the players.

When a carnivore attacks a man-ape, roll
normally for initiative (1d10 + IM for each
side). However, a man-ape who wins the
initiative may choose either to attack
(allowing the carnivore to attack in return,
afterward) or evade. If the man-ape evades,
neither side can attack during that combat
round.

Gamemaster: Run 2 full days and nights of
the basic survival game, and then apply the
details given in section 1.6. If any carni-
vores arrive during the first two days, there
will probably be casualties. Slain creatures
are not replaced; thus, by day 3, there will
probably be fewer herbivores and man-
apes than at the start of the game.

1.6
CHANGES

In the daylight periods of the 3rd and 4th
game days, no carnivores will appear on
the map. On the third game day, a large
black rectangular slab—the monolith—
appears in the southernmost point of the
valley (a single square, jutting south from
the rest). Do not tell this to the players until
a PC man-ape moves to an adjacent square
(either horizontal, vertical, or diagonal). No
non-player characters will approach the
monolith.

When a PC man-ape moves to a square
adjacent to the monolith, the character
must stop moving immediately. Read the
following boxed text to that character’s

player.

You see a new rock, large and black. It
might be tasty; you approach, cau-
tiously. Then you hear a low, throbbing
sound, and are fascinated. The sound
grows louder, and you forget your trou-
bles. You stare at it for a long time.

Suddenly, you lose control of your
body. Your head moves to and fro; you
bend down, and stand up again. You
reach straight forward, and then touch
your nose. Panting in fear, you continue
the strange movements.

After a while, you stop moving and
wait for a few minutes longer. Then you

forget about the strange experience, and

(boxed text continues)

After the Monolith appears,
the apes learn to use tools.

can continue on your way. Ignore the
black rock from now on; it is just part of
the scenery.

If any other characters approach, tell the
players that the same thing occurs with
them; you don’t need to read the text more
than once. Remember, however, that NPCs
will not move near the monolith, and PCs
doing so must end their move when they
are adjacent to the monolith. Continue with
the survival game for the remainder of the
third day.

On the fourth game day, the monolith
makes a singing noise. Any man-ape that
moves within 5 squares of it is drawn
toward it, stopping in an adjacent square to
watch and touch it.

This time, each PC man-ape visiting the
monolith gains one skill. Roll 1d10, find the
skill learned on the following chart, and tell
the player privately. The man-apes cannot
speak, and cannot tell the others what they
have learned; they must demonstrate to
communicate.

If the skills are used during the following
day, the other man-apes can learn them by
watching for 1 turn without moving, eating,
or drinking. Note that attacking with rocks
or bones can be taught anywhere; there
need not be a victim.

SKILL CHART

1-2  Your character learns how to
throw rocks. Gain +10 DEX.

3-4  Your character learns how to hit
something with a bone held in
one hand. Gain +10 STR.

5-6  Your character realizes that ani-
mals could be eaten if they were
caught. Gain +10 INT.

7-8  Your character realizes that food
could be carried, and taken back
to the caves. Gain +10 LOG.

9-10 Your character realizes that an
animal skin could be used to carry
things—such as water. Gain +10
LDR.

Adjust rolls if necessary to be sure that PCs gain
both combat skills.

1.7
CONQUEST

Continue playing the survival game, using
the new skills. Tell the players that they
have a new goal: to conquer the map. Their
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characters do this when (1) they have slain a
carnivore, and (2) the enemy tribe has sur-
rendered.

Weapons: An unlimited number of stones

are available. Characters with the appropri-

ate skills may throw them or use them in

hand-to-hand combat.

Hand held: Use standard combat proce-
dures. Damage is 2d10.

Thrown: Damage is 1d10. Ranges:

Point Blank: in the same square
Short: 1 square
Medium: 2 squares
Long: 3 squares
Extreme: 4 squares

Enemy Tribesmen: These man-apes have
not seen the monolith, and have no skills.
Each one flees if its stamina is reduced to 10
points or less. However, others arrive the
next day. If an enemy tribesman is slain, the
remaining tribesmen grovel and whine,
backing out of the water hole and generally
indicating their surrender. They will join the
PCs’ tribe if given food or otherwise treated
with kindness.



Action: A man-ape can now, in one turn,
do any one of the following: Eat, Drink,
Rest, Move, Attack, or Learn.

Food: A character with the appropriate
skill can collect food and carry it back to the
caves. Collecting food takes 1 full turn; a
character cannot both collect and eat at the
same time. One character can carry
enough food to feed one man-ape for one
day. This may be stockpiled or shared, as
desired. If the character collecting food
tries to show others the skill, all the man-
apes in the valley at that time also learn how
to collect food, and may do so immediately
if desired.

Water: Water cannot be returned to the
cave until an herbivore is slain, and its skin
used as a crude container. One skin of
water is enough for one man-ape for one
day. When one man-ape arrives in a cave
with a water skin, the others in that cave
(only) automatically learn how to carry
water at that time.

The conquest phase of the Dawn of Man
game should take 3 to 5 game days to com-
plete.




CHAPTER 2: LUNAR EXCURSION

To play this adventure, you will need maps
#2, #3, #4, and #5, and several “vehicle”
counters from your Knight Hawks game box.

2.1
THE SETTING

This adventure is designed for any number
of players. A minimum of 4 is recom-
mended.

Read the following text to the players:

The time is 1994; the place—Space Sta-
tion One, in Earth orbit. Man is expand-
ing into Space.

On earth, there are six billion people
— victims of overpopulation and food
shortage. Geographical boundaries
have faded into symbolic lines, of con-
cern only to politicians. The thirty-eight
nuclear powers glare at each other, ever
watching for false moves, but do little
else. The mega-corporations (which will
eventually evolve into Pan Galactic, of
the normal STAR FRONTIERS® game set-
ting) dominate the quality of life.

You are among the few, privileged to
live far from the teeming masses and
their ever-present crises. You live and
work on Station One, the largest of three
orbital cities floating above the Earth.
You occasionally commute to other Sta-
tions, or to the moon, the “local’’ fron-
tier. Six major bases have been
established there, but conditions are still
relatively primitive.

For almost a decade, there has been a
standing reward of 1,000 CR for anyone
able to produce an item created by an
extra-terrestrial life form.

2.2
THE CHARACTERS

Players use normal human STAR FRON-
TIERS characters. To prepare for the game:

Players should follow the standard proce-
dure for creating new characters. Existing
characters should not be used, as their
equipment and skills are designed for this
world’s future.

Each character must have a Primary Skill
Area and has two required skills: Com-

puters and Technician. Each player may
now select up to 3 other skills, but of the 5
total, at least 2 of them must be in the char-
acter’s PSA. Each character has a total of 12
Skill Levels, which the player may divide in
any manner, but with a maximum of 5 in
any one Skill.

Each player then has 40 ability points
(assumed from experience prior to this
adventure) to add to each character’s ability
scores in any way desired. Remember that
after adjustments, each pair of scores (such
as STR/STA) may differ by no more than 10.

The only equipment needed at this time is
one standard spacesuit with two packets of
suit patches. Other necessary items are fur-
nished later.

Finally, each player should secretly
choose a nationality: American, Russian,
Chinese, or Other. This is needed after the
mission briefing (see 2.3).

Now read the following text to the players:

In the course of exploring the moon, lit-
tle has been found. Its low gravity (1/6
earth normal) has helped speed the job;
but of its vast area (almost 38 million
square kilometers), less than 1% has
been fully investigated.

One day, as you review your message
list in the computer, you find an anony-
mous note, sent from someone at Clavius
Moonbase: ‘“Read the Chinese News.
Bring your suit!” Keying the News-
pad, you find that the Asians are prepar-
ing to investigate a “‘magnetic anomaly”’
near Clavius.

Opportunity has knocked. You have a
few vacation days available, and decide
to take the next shuttle to the moon.
Once there, when you ask for informa-
tion as you check your suit at Stores, you
are directed to the American Office.
There you receive a room number for a
general meeting.

The briefing room contains several
professionals from the Stations and the
moon, all apparently as uninformed but
excited as you are. You recognize the

(boxed text continues)
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The sun rises once again
over an Earth on the brink
of nuclear war.

High above Earth,
man’s first space station
floats unfinished.
Special Flight 3
prepares to rendezvous.
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official in charge—Dr. Roy Michaels, a
geo- (and now luna-) physicist and Chief
Scientist for the whole Southern Prov-
ince.

“Ladies and Gentlemen, | offer you
the chance to earn a thousand credits.”
The room buzzes with excitement; after
it quiets, he continues. ‘‘Last week, our
team here at Clavius deduced the exist-
ence of an unusually large magnetic
anomaly apparently within 400 kilome-
ters of this base—right under our noses,
50 to speak.

““Now, the moon has thousands of
minor anomalies; most dipole magnetic
fields are one to five gammas, but there
are some of up to four hundred, and
they correspond to areas where samples
tested by radiometric analysis—."
Another official interrupts, whispering to
him; then he continues. “I’'m sorry, but
we're rather wrapped up in our work
here. Anyhow, there are several
masscons—sorry; abnormal concentra-
tions of mass—here and there just under
the surface; part of our job is finding and
mapping them. This huge magnetic
anomaly is probably one of them.

““We have the equipment to search for
the exact location, but not the person-
nel. The Russians have just the opposite:
plenty of personnel, but not enough
equipment. We suggested a collabora-
tion, but they declined; probably
because of political tensions, earthside.
The Chinese, however, have everything
they need. Their ship will lift off tomor-
row, from Earth, and they should arrive
about sixty hours from now.

““As you may know, Clavius Base was
constructed by the United States Astro-
nautical Engineering Corps. It is now
open to all nationalities. Now, we Amer-
icans would much rather find this thing
ourselves, for obvious reasons. We also
believe that an anomaly of this size may
be a ship or device beneath the surface,
and it's not ours. | think it's extra-
terrestrial, and that would mean a
thousand-credit reward from Megacorp.
In the interests of scientific advance-
ment, and the United States in particu-
lar, | make the following offer. If you
work for us and find this thing in the
name of the United States, you can keep
all of the reward—subject to the usual
taxes and so forth.

“We'll loan you the equipment, and
give you ten credits for your efforts, even
if you fail. Whatever you decide,

though, we ask you not to spread

(hoxed text continues)

this news; it's not widely known, even
here. If you try to call someone, your
conversation will be monitored, and
you may be cut off. You can leave, if you
wish, but there’s been a temporary delay
in departures; by the time you get any-
where, leaks won't matter.

“If you want to participate, report to
Lock 3, with your suit, at 1400 hours;
that’s about 2 hours from now. Thank
you for coming, and sorry if there’s any
inconvenience!’

He does not wait to answer any ques-
tions.

Two* characters, which you may select or
determine randomly, will be approached
by agents as they head back to Stores to
pick up their suits. Each character will be
contacted individually, while separated
from all other characters. Run each
encounter privately, away from the other
players.

* If you only have one or two players in your
game, only one will be contacted, by the Chinese
agent.

The agent will approach peacefully and
ask to talk in private, on a matter of great
importance and possibly very profitable. If
the character agrees, the agent indicates a
nearby office.

Both agents know the identities and
nationalities of everyone who reported to
the briefing. Agent #1 is a diplomat-scientist
in the Russian office of Clavius Base. His
normal work is entirely legitimate. He will
approach another Russian in preference to
others. If no characters are Russian, he will
approach anyone but a Chinese.

Agent #2 is a computer technician who
works for Dr. Michaels, and who is a double
agent working for the Chinese. He leaked
word of the anomaly to his superiors. He
will approach a Chinese in preference to
others, or otherwise anyone but a Russian.

Each agent makes the same offer: 50 CR
to work for him, and if the character finds
the anomaly, to openly claim it in the name
of his country, instead of the U.S.A. The
finder can still keep the reward. Extra
equipment is also offered, to be used to
cause a vehicle malfunction for anyone
exploring the same area: a Laser Rifle, with
four 20 SEU clips. The agent suggests that,
as its range is 400 meters at the extreme, the
character should maneuver as closely as
possible. Perhaps a request for assistance,
or an offer of cooperation. . . .

If a character accepts, the 50 CR fee is
paid immediately, and the rifle and power
clips are produced from a storage cabinet.

The character also notices that the agent is
wearing tight-fitting skin-colored gloves.
The rifle must be smuggled in by hiding it in
the spacesuit.

If a character accepts the offer and then
reports the agent’s attempt, the Clavius offi-
cials will offer their thanks, but cannot take
any direct action unless proof is available.
(The money or weapon is not sufficient
proof; neither are any fingerprints other
than the character’s.) They will allow the
character to keep the money, if desired.

If a character accepts the offer, finds the
anomaly, but does not follow through with
the agreement, the agent will make sure
that a deadly ““accident’”” occurs when the
character returns to Clavius Base.

2.3
THE RACE

Referee: Before you continue, select or
randomly determine the actual location of
the monolith. To randomly choose a site,
roll 2d10; there are 19 numbered masscons
on the map (Clavius base is numbered 1).

When you know which masscon is the
monolith, make a secret note of it, and its
approximate map location.

In the original story, the monolith appears
in the crater Tycho. Wherever it appears in
your game, its code name will be the first
initial of the crater, followed by “MA-1"" (for
Magnetic Anomaly #1).

A character may choose to explore alone or
with one other character. The characters
are each given a map of possible sites of the
anomaly, and allowed to explore anywhere
they wish.

Each character or team may check out
the following special supplies at Lock 3. A
full demonstration of proper use is included
with each item, so the characters have a
100% chance to operate them. Lunar
Exploration Vehicle (LEV): This is similar to
the ““Explorer’” class of Vehicle in the
ALPHA DAWN game rules, but smaller and
designed specifically for lunar use. Large
windows are located front and rear, and the
airlock hatch is on one side. A radiophone
is included.

Treads are the primary movement power,
but power struts (“legs’’) are also mounted,
enabling the vehicle to jump. The horizon-
tal range of a jump is 46-55 (1d10+45)
meters from a stationary position, or 72-90
(2d10+70) meters when executed at maxi-
mum speed. The maximum height of a
jumpis 1/3 the jump range, reached at mid-
point. Modification of the jump characteris-
tics requires Level 3 Technician Skill and
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3-30 hours of time.

To make a moving jump, the driver must
make a Technician Skill check for Operat-
ing Machinery. A -20% penalty applies
unless the driver has 3 or more months’
experience at LEV operation. If failed, each
passenger takes 1d10 damage, and devices
carried may also be damaged; use the
chances and damage given in “Fissures’’
for a ““hard collision.”)

Top/Cruise
speed: 42 kph/18 kph
Accel/Decel
(m/turn): 40/30
Top/Turn speed
(m/turn): 70/50
Stationary
Jump Range: 46-55
(1d10+45) meters
Moving
Jump Range: 72-90
(2d10+70) meters
Passengers: 4
Cargo Limit: 750 kg,
5 cubic meters
Power: Type 3 parabattery

(good for 1,000 km of
travel)

If a LEV is hit by a laser, use the standard
Vehicle Damage Table to find the results.
Massometer: This device scans for the clos-
est abnormal concentration of mass, and
displays the direction and distance (within
5% error). Its range is 20 meters at mini-
mum, 10 kilometers maximum. It is nor-
mally left in the vehicle, operating
continuously. It has the same relative com-
plexity as a commumications device, and
can be repaired by anyone with Technician
skill (at standard chances of success). Mass:
3 kg. Power: SEU clip, beltpack or back-
pack; uses 1 SEU per hour of continuous
operation.

Gaussometer: This specialized Level 1
computer scans for a magnetic field, and
displays an analysis of its strength. In use, it
must be very close to the object producing
the field. If in contact with the object, a
reading may be obtained in one minute. If
within 10 meters, 10 minutes are needed
for the result. If used within a vehicle, it will
give a faulty reading, affected by several
fields at once. The sensors have five set-
tings:

#1 1 to 10 gauss
#2 .1to 1 gauss
#3 .01 to .1 gauss (100-1,000 gammas)
#4 .001 to .01 gauss (10-100 gammas)
#5 .0001 to .001 gauss (1-10 gammas)

A note with this device provides further

information:

1. All minor anomalies discovered on the
moon range from 1 to 400 gammas.

2. The large anomaly produces a strong
field, 900 gammas at its maximum.
However, this information comes from
extensive analysis of the area; local anal-
ysis should produce average readings
unless the gaussometer is directly above
the anomaly.

Settings 3, 4, and 5 are used in this adven-

ture. Computer Skill is needed to operate

the device. Mass: 5 kg.

Power: SEU beltpack or backpack; uses 1

SEU per 10 minutes of operation.

The following Standard supplies are also
issued, per vehicle or per person as
described:

Chronocom per person
Flashlight per person
pair Infra-red Goggles per person
pair Magnigoggles per person
pair Sungoggles per person
Survival Ration per person
Life Support packs per person,
each with 20 hours of food, water,
and oxygen
(50 SEU) power beltpacks per vehicle
spare parabattery per vehicle
Holoflares per vehicle
Water pack per vehicle
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Unfortunately, albedo suits and screens are
not available. They are still being devel-
oped.

Dr. Michaels again appears at Lock 3, for an
important purpose. He distributes one
Laser Pistol for each vehicle, each with a 20
SEU power clip. He explains that a saboteur
may be among the explorers. He also warns
everyone that there has never been a mur-
der on the moon, and the first case—
whenever that may be—will be used to set
an example of swift and exact justice.

On a lighter note, he reminds everyone
that, should they need more supplies, each
crater contains an emergency depot.

Maps: Lay out the four maps of the lunar
surface (Maps #2, #3, #4, and #5) so that
they are aligned to form a playing surface.
Each Lunar map square represents an area
12 kilometers across.

Counters: Give two vehicle counters from
the ALPHA DAWN game (explorer, ground
car, etc.) to each player or team. One
counter is used on the large lunar map; the
other may be needed for the smaller scale
battle maps. All LEVs start at Clavius Base
(marked START).

In addition to PC counters, place extra

counters at Clavius Base, representing NPC
teams, if needed. There should be a total of
6 to 10 LEVs in operation.

Testing a Masscon: Any masscon can be
tested by moving the LEV to the same
square. (Note the procedures for testing, as
given in the equipment descriptions.) If not
interfered with, an LEV must spend one
square of Lunar map movement (see
below) to test a masscon. On Scale 1 and
Scale 2 maps, use the times given in the
equipment descriptions.

MAPS AND MOVEMENT

Since the Lunar map has a very large scale,
two other maps may be needed to resolve
combat and other LEV interaction.

On the Lunar map, the race is played in
30 turns, each representing 2 hours of time.
Each LEV moves 7 Lunar map squares (84
km) per turn, at maximum rate. Have the
players take turns moving, though all action
is simultaneous.

Move the NPC units to the closest mass-
cons that are not being explored by PCs. Do
NOT avoid the real monolith when moving
NPC units. If they reach the goal first,
assume that they do not test it accurately,
and believe it to be a large (300-400
gamma) but not unnatural anomaly.

When two or more LEVs occupy the same
Lunar map square, use the map sheet from
the ALPHA DAWN game to examine action
on a smaller scale, called ““Scale 1. All
action on Scales 1 and 2 (as explained
below) take place within a single Lunar
game turn.

SCALE 1

Use the “Mountains” map for play at
Scale 1. At this scale, each square is 70
meters across; vehicles move 1 square per
turn (a standard STAR FRONTIERS® game
turn).

Note the direction of travel of each vehi-
cle