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Adventure Introduction 
 Mar Sara is a central location to the StarCraft universe. A fringe desert world, it was where the StarCraft audience first 
encountered James Raynor fighting against the invading Zerg swarm. Recurring several times throughout the StarCraft 
storyline, it has become a noteworthy part of the setting, known for its wild west vibes, frontier lifestyle, and the struggles 
between terrans and zerg.  
 
 This adventure contains a variety of basic adventures and opportunities for low level characters who are getting 
started adventuring in the StarCraft setting. Players will have a mix of intrigue, danger, and exploration as they explore the 
town of Heriston and visit with its many colorful characters. Heriston does well as an early game base point for the terran 
characters. As the Game Master, you can challenge them with an adventure of your own devising, as well as the possibilities 
included in this supplement. 

Contents 

Adventure Introduction .................................................................................................................................................................... 2 

Adventure Hub: Town of Heriston .................................................................................................................................................... 5 

The Town of Heriston ................................................................................................................................................................... 5 

Heriston Noteworthy Locations ................................................................................................................................................... 6 

Dirt Row Flophouse ................................................................................................................................................................. 6 

Doc Mastiff’s Science Lab ........................................................................................................................................................ 6 

Grimvault Armory ................................................................................................................................................................... 7 

Heriston Port ........................................................................................................................................................................... 7 

Kelly’s Bar ................................................................................................................................................................................ 8 

Kel-Morian Corporate Enclave ................................................................................................................................................ 8 

Stacco’s Scrap Yard ................................................................................................................................................................. 9 

Sheriff Gor Causeway’s Office ................................................................................................................................................. 9 

The Gor Strip Mine ................................................................................................................................................................ 10 

The Mud Hole Bar ................................................................................................................................................................. 10 

Potential Adventure Opportunities ............................................................................................................................................ 11 

Adventure: Turf War ............................................................................................................................................................. 11 

A Rare Breed ......................................................................................................................................................................... 11 

A Matter of Laziness .............................................................................................................................................................. 12 

Corruption ............................................................................................................................................................................. 12 

Corporate Invasion ................................................................................................................................................................ 13 

Heriston Adventures ....................................................................................................................................................................... 14 

Adventure 1: Burrowing Horrors ............................................................................................................................................... 14 

Hook ...................................................................................................................................................................................... 14 

Part 1 ..................................................................................................................................................................................... 14 

Part 2 ..................................................................................................................................................................................... 14 



3 
 

 LEOVAUNT’S STARCRAFT ROLEPLAYING GAME | Adventure: Mar Sara Adventures 

Part 3 ..................................................................................................................................................................................... 15 

Part 4 ..................................................................................................................................................................................... 15 

Adventure Conclusion ........................................................................................................................................................... 16 

Adventure 2: Shadow Monster .................................................................................................................................................. 17 

Hook ...................................................................................................................................................................................... 17 

Part 1 ..................................................................................................................................................................................... 17 

Part 2 ..................................................................................................................................................................................... 18 

Part 3 ..................................................................................................................................................................................... 18 

Adventure 3: Crashed Explorer .................................................................................................................................................. 19 

Premise ................................................................................................................................................................................. 19 

Adventure Hooks................................................................................................................................................................... 19 

Adventure Introduction ........................................................................................................................................................ 20 

Level 1: Buried Hanger Bay ................................................................................................................................................... 20 

Level 2: Labs .......................................................................................................................................................................... 21 

Lab Puzzle Pieces ................................................................................................................................................................... 25 

Level 3: Control Deck ............................................................................................................................................................ 26 

Adventure Conclusion ........................................................................................................................................................... 28 

Adventure 4: Sirocco Canyon ..................................................................................................................................................... 29 

Premise ................................................................................................................................................................................. 29 

Adventure Hook .................................................................................................................................................................... 29 

Reaching Sirocco ................................................................................................................................................................... 30 

Random Encounters .............................................................................................................................................................. 30 

Sirocco Canyon Map .............................................................................................................................................................. 31 

Navigating Sirocco Canyon .................................................................................................................................................... 32 

The Burrow Tunnel ................................................................................................................................................................ 32 

Carnivore Cavern ................................................................................................................................................................... 33 

Hermit’s Shack ...................................................................................................................................................................... 33 

The Lost Bunker .................................................................................................................................................................... 34 

Scaver’s Pit ............................................................................................................................................................................ 35 

Sirocco Overlook Bandit Hideout .......................................................................................................................................... 36 

Adventure Conclusion ........................................................................................................................................................... 41 

Additional Heriston Adventures ..................................................................................................................................................... 41 

Bounty Hunters Arrive........................................................................................................................................................... 41 

Treasure Hunt ....................................................................................................................................................................... 41 

Mining Disaster ..................................................................................................................................................................... 42 

Lost Loved One ...................................................................................................................................................................... 42 

Refugees ................................................................................................................................................................................ 42 



4 
 

 LEOVAUNT’S STARCRAFT ROLEPLAYING GAME | Adventure: Mar Sara Adventures 

The Zerg Approach! ............................................................................................................................................................... 42 

Protoss Explorer .................................................................................................................................................................... 42 

The Great Heriston Zerg Hunt! .............................................................................................................................................. 43 

Government Take Over ......................................................................................................................................................... 43 

Famous Outlaw ..................................................................................................................................................................... 43 

Adventure NPCs ......................................................................................................................................................................... 44 

Broodling Description ............................................................................................................................................................ 44 

Broodling Sand Crawler ......................................................................................................................................................... 44 

Larva Description .................................................................................................................................................................. 44 

Sand Crawler Larva ................................................................................................................................................................ 45 

Shadow Monster Description ................................................................................................................................................ 45 

Shadow Monster ................................................................................................................................................................... 45 

Bandit Hover Truck Description ............................................................................................................................................ 46 

Sirocco Bandit Hover Truck ................................................................................................................................................ 46 

Sirocco Bandit Hover Truck ................................................................................................................................................... 46 

Special Thanks................................................................................................................................................................................. 47 

 

 

 

 
 
 
 
 
 
 
 

  



5 
 

 LEOVAUNT’S STARCRAFT ROLEPLAYING GAME | Adventure: Mar Sara Adventures 

Adventure Hub: Town of Heriston 
 The StarCraft Roleplaying Game is a game about adventure, intrigue, and heroism in a war-torn sector of space. 
Adventure hubs are important parts of that. They are locations within the universe where the characters can rest and relax, 
recuperating from battle, before branching out into nearby missions in the surrounding area.  
 
 This resource produces an example adventure hub for you to use in your StarCraft adventures. Designed for low level 
StarCraft terrans (levels 1-10), the town of Heriston is a place for players to operate out of while they venture into the 
surrounding regions for trouble, profit, and excitement.  
 
 This resource is going to directly describe the township of Heriston, a desert town in the badlands of Mar Sara, as it 
stands after the Second Great War. This will include its notable occupants, interesting locations, and businesses that the players 
can use. There will also be discussion of missions that the players can undertake directly within the city, so that they can search 
for excitement and profit without ever leaving the township.  

The Town of Heriston 
 Heriston is a small mining and farming town in the badlands of Mar Sara. Originally founded in 2482, it was lost after 
the Zerg swept over Mar Sara and the protoss purified the planet. It was repopulated in 2503, founded by scavengers who were 
searching the ruins of the town for loot and later decided to rebuild it. It was spared the touch of the Zerg during the Second 
Great War and has since boomed in population by people heading to the fringe to rebuild and escape government authority.  
 
 When the players arrive at Heriston, read or paraphrase this description of the town. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 After their arrival and getting a feel of the town, the characters need to decide what they will do first in exploration. 
Common goals include finding a place to drink, buying supplies, or looking for a place to sleep.  
  

Heriston. A rough town of scavengers, farmers, and miners. In the middle of nowhere on a planet similarly far from 
anywhere of important, it is a place of outlaws and freedom seekers.  
 
 The town resides on a plateau surrounded by barren desert and rocky mountains. There was no planning or order into the 
making of this town. Every building is made from scrap, spare parts, and whatever the locals could hobble together. The buildings 
are haphazardly spread across the township, just enough room between each structure for the locals to have a dirt yard filled with 
scrap and trash. Makeshift fences or lines of spray paint mark the separation between each colonist’s territory. The well-worn paths 
winding through the city are filled with empty bottles, used cigars, and broken machine parts.  
 
 The residents are equally rugged, dressed in long dusters, ragged overalls, and hats to keep the sun out of their eye. Many 
of them have a bottle in hand and a pistol at their side. They look ready for trouble, which may qualify as getting simply too close to 
them. As you travel, you see drug addicts lying amongst heaps of garbage, dreaming mindlessly about whatever ecstasy their stim 
addiction provides them. Many colonists look wearily at one other, like they’re expecting their neighbors to draw at them at any 
moment.  
 
 Heriston is a dangerous town, with a lot of baggage and problems. A place like this could be ideal for laying low, starting 
new, or looking to make a quick fortune. It all depends what work you are willing to put into it and what risks you are willing to take.
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Heriston Noteworthy Locations 
 There are many places worth visiting in Heriston for heroes looking for work, supplies, or relaxation. The town has 
plenty of interesting characters and people to talk to.  
 

Dirt Row Flophouse 
 

 

 

 

 The Dirt Row flophouse is a cheap motel run by a man named Megis. Megis is a one-eyed man with a stooped posture 
and a preference for chewing tobacco. He doesn’t advertise this, but he was born on Dead Man’s Rock, but smuggled himself 
off the planet as a young man some 20 years ago, after he got a bounty on his head for thievery. The bounty has long since 
expired, but Megis has drifted from one planet to another trying to survive. He was an employee at the flophouse working for 
the previous owner, Timbo, who was killed by a feral zerg while on a drunk stroll. Megis took over and declared himself owner. 
No one has denied his claim.  
 
 Megis will rent sleeping space for 5 credits per person per day. This space is by no means secure; the rooms have no 
doors, and the sleeping condition is merely a cot with a few ragged sheets and pillows. Every character that spends the night 
risks being robbed by the other inhabitants. Roll a d20 check for each sleeping character. On a natural 1, something is lifted off 
that character’s person in their sleep. This is usually a wallet filled with credits, chemicals, a medipack, a pistol, of something 
along those lines. A DC 20 perception check will allow the robbed victim to wake up while they are sleeping at the sound of 
someone pilfering through their things. The culprit is likely to be a nervous drug addict named Klim who is looking to pay for his 
next fix.  
 

Doc Mastiff’s Science Lab 
  
 
 
 
 
 

 
 
 
Doc Mastiff is a native of Chau Sara who got his doctorate on Tarsonis before returning to the fringes. Mastiff, whose 

real name is Gorge Mastoff, is a tall, dark-skinned man with mutton chops and bushy eyebrows. He wears of a lab coat over a 
utility jump suit, carrying a network of tools on him at all times, fit for both mechanical repairs and medical services. He is a 
gruff professional with little bedside manner and little patience, who prefers to get his interactions with customers done as 
quick as possible. Despite this, he is quick to talk about his research and studies.  
 
 The heroes may choose to visit Doc Mastiff a visit when they need medipacks, chemicals, or healing. He can remove 
crippling wounds and perform surgeries. His rate is 4 credits per the DC of the medicine check. Thus, a DC 15 medicine check 
costs 60 credits. In addition, he can restore 60 hit points for 50 credits, costing a healing threshold as normal.  
 
 Mastiff is very enthusiastic about his research, which is focused on studying Zerg biology and the effects of protoss 
purification. He collects the body parts of certain rare Zerg to study their evolutions and is very interested in mineral nodes that 
have been exposed to the protoss purification process. For every different Zerg corpse the heroes bring him, he will give 500 
credits. He is not interested in zergling samples, because he has plenty of them. He will only pay once for every Zerg creature. In 

 The exquisitely named Dirt Row Flophouse is yet another structure made of scrap parts and welded together plates of 
steel, but nonetheless is a sturdy structure that seals the building from the elements. The interior of the flophouse is less 
dependable, mostly tarps and old rugs thrown over a concrete floor. The main room has several eating tables and bedrolls for 
basic living quarters, along with an old refrigerator and beat-up record player that tends to skip. The flophouse has ten side 
rooms, mostly just isolated cabins lacking doors or security where a pair of cots could be set up. The bathroom has running 
water but does little to conceal the smell of the occasional blocked pipe.  

 One of the most extravagant buildings in town, the science lab lacks charm but makes up for it in amenities. It is the only 
building in Heriston to have its own generator and air conditioning. It even has a pair of giant black mastiff dogs out front, laying idly in 
front of the lab, chewing on scrap metal, broken parts, and Zerg bones. Inside, the lab is dark and windowless, but kept at a refreshingly 
cool temperature. Two biological vats, large enough to hold a man, bubble in the center of the lab. The left side of the laboratory looks 
like an engineer’s workstation, with messy tables covered in half-finished projects. The right side of the lab is the medical station of a 
mad scientist, with bloodstained gurneys and an unsterile surgery station covered in knives and tools. The lab is a dark, barely lit 
chamber with the appeal of a gulag. The robotic auto-turret at the door, aiming at you no matter where you stand, does not add to the 
appeal.  
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addition, he will pay 250 credits for every 10 pounds of enhanced crystal. They can be found on mountain peaks in the 
surrounding area and are recognized for their greenish glow.  
 
 Doc Mastiff receives his names for his two dogs, Brusk and Ghoul, who are both large mastiffs. They spend a lot of 
time in the yard around Doc Mastiff’s lab.  
 
 If you need rules for Doc Mastiff, he counts as a Military Scientist (Advanced Terran Training Manual, page 179). His 
Auto-Turret is found on page 312 of the Core Rulebook, and his mastiff dogs are Guard Dogs on page 296 of the Core Rulebook.  
 

Grimvault Armory 
 

 

 

 

  
Grimvault Armory is a secure location that collects, sells, and distributes weapons. It was started by Gor Causeway, 

now Sheriff Causeway, to reward colonists for the broken weapon scraps they found when scavenging. Causeway hired a 
wanted but brilliant engineer named Oran Grell to fix up the scavenged weapons and create an arsenal out of the weapon 
parts. Over the years, tons of loose weapon parts were scavenged from battlefields and old Confederate enclaves. Gor and 
Oran created a massive armory of advanced weapons far beyond what a small backwater town should possess. Causeway uses 
access to the arsenal to help control the town.  
 
 Grimvault Armory sells the basic tier version of all Terran weapons. It also sells light and heavy armor, excluding the 
HES and combat body suit. They do not sell tier 2 or 3 equipment. Grimvault will also sell ammunition.  
 
 Oran Grell is an erratic and blunt individual without much manners or social skills. He is a thin, older man with a 
balding head and is perpetually covered in oil and grease. He doesn’t like to make small talk or reveal anything personal about 
himself. He is especially nervous around government officials, as he is a former Dominion SCV operator is wanted for 
sabotaging the repairs on a space platform.  
 
 Oran Grell does most of the work in the armory, buying and selling equipment as well as fixing up the scrap. The 
armory is a secure location, that is guarded by two Auto-turrets (Core Rulebook, page 312). Also, four of Sheriff Causeways 
deputies help protect the armory (counts as Police Officers, Advanced Terran Training Manual, page 180). Oran Grell counts as 
a Military Scientist (Advanced Terran Training Manual, page 179).  

Heriston Port 
 

 

  
 
 

Run by the Mires family, the port of Heriston is a simple affair made of several clay rings in which to safety part a ship 
within. Most of the port’s traffic is commercial ships and Kel-Morian vessels coming by to pick up loads of minerals, often in 
exchange for water and food. Otherwise, the only other regular traffic the port has is passenger vessels moving personnel to or 
from Heriston to one of the more established settlements on Mar Sara. 
 
 The port is managed by Sal and Ginger Mires, as well as their eight children. The Mires are friendly and decent folk. 
They were local scavengers before they found an old, derelict refinery underneath Heriston, lost since the Great War. They got 
it working again and use it as a refueling station for the ships that stop by. Sal manages the refinery, Ginger deals with the 
business angles, and their kids refuel the ships and act as security.  

 The armory is a fortified structure with extra thick walls, an electronic lock on the door, and a pair of guards at the 
door. Heading inside requires passing through a tiny checkpoint that feels like a micro-airlock as another guard buzzes you in 
and out of the holding room. Inside the armory is the workshop of an obsessive man who keeps his tools orderly and in rows. 
The back half the room is caged off, the door possessing another mechanical lock. Beyond the cage is endless lockers filled with 
ammunition, weapons, and body armor, possibly enough to arm the entire town. 
 
 Truly, whoever possesses this armory can control the town.  

 The Heriston Port is a series of three ship lots. Each lot is secluded, surrounded by a wall made of clay, with a single tunnel in 
and out of the docking station. The customary refueling pumps surrounding the pad all appear to originate underground, with fueling 
tubes rising out from the rocky dirt on the outskirts of the disk. The station as a comfortable atmosphere about it, with colorful finger 
paintings on the walls of the landing platforms, children playing and laughing, and the gleeful whistling of the patroness of the 
establishment.  
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 The port can handle docking for ships up to colossal size, at 50% below normal docking rates (see StarCraft Heroes 
Guide). The Mires family are kind and are willing to give directions to any newcomers in town. If the players push them for work 
opportunities, they will admit their underground refinery is going dry and they need more vespene gas. They will pay 500 
credits for every barrel of vespene that is brought to them.  

Kelly’s Bar 
 

 

 

 

 Kelly’s Bar is the preferred hang out of most of the locals in Heriston. It is a friendly, positive atmosphere that does 
not allow drugs or chemicals. It is run and named after Kelly McGreth, a lifelong resident of Mar Sara. Kelly is a survivor who has 
rebuilt her bar four times after it’s been destroyed: twice from zerg attacks, once by pirates, and once by her ex-husband. She 
has an array of mementoes that she’s kept from her years of settling, evacuating, and resettling her home planet. Kelly is a 
woman in her mid-forties, who dresses in a sleeveless shirt and jeans, wears a silver cross, and has shoulder length brown hair 
and a deep tan. 
 
 Kelly works hard to keep her bar a positive environment. Any fights must be taken outside. Blood split on her 
property must be cleaned up by those who spilt it, with an extra 25 credits tax for Kelly for disrespecting her house. She offers 
day work for those in need of credits, giving people jobs of cleaning, fixing food, or serving drinks for 50 credits a day and drinks 
on the house.  
 
 Kelly is a source of all sorts of gossip around town and is the person to talk to for hints at job opportunities. She is an 
outspoken critic of Sheriff Gor Causeway and is mistrusting of the Kel-Morians. She is a good friend to hard working locals and 
honest folk. She pushes addicts hard to clean up their act. In general, Kelly does her best to improve the quality of life around 
Heriston and believes in straightening up the town.  
 

Kel-Morian Corporate Enclave 
 

 

 

 

 
 The KMC has a walled-off enclave on the outskirts of Heriston. This enclave brings modern technologies and powered 
armored soldiers to the fringe township. Merely approaching the enclave results in a confrontation with KMC marines, who 
demand what business the characters have with such an important location.  
 
 The enclave is run by a Taskmaster Guan Winston. Guan is a rough man who has clearly been adopted into business, 
rather than being born into it. He started out in security, and ruthless climbed his way in the corporate ladder through 
deception, business savvy, and cunning manipulations. He wears a business suit over his muscular frame, possesses a shaved 
head, and a beard over his wide jaw.  
 
 Guan has made it his mission to take over Heriston to gain full mineral rights out of the resources salvaged from 
surrounding mountains. Currently, he has an agreement with Sheriff Gor Causeway to split the proceeds of the mining 
operations 70:30 in favor of the Kel-Morians. Guan supplies the mining equipment, construction costs, and handles the sale of 
the minerals. The sheriff supplies the manpower and security, as well as general permission to use the town for KMC 
operations.  

 The bar is easily recognized by the neon green, flashing size broadcasting the name ‘Kelly’s Bar’ bright enough to land a 
spaceship. It appears to be one of the more trafficked locations in the city, with people regularly heading in and out at all hours of the 
day. Inside, the bar has a relaxed atmosphere. A bell rings when you walk in, causing the occupants to salute you with their drinks. The 
patrons are spread across a half-dozen round tables and a bar counter. Two jukeboxes flank opposite sides of the room, each playing 
a different tune. A ceiling fan helps relieve the overwhelming heat of a Mar Saran day. The walls and windows are covered with 
pictures of current and former patrons of the establishment.  

 This fortress dwarfs the rest of the town. Consisting of a neo-steel wall patrolled by Kel-Morian hardskins, this outer 
perimeter conceals a large, domed command center. The KMC flag flies from the ramparts of this fortress, and a side door allows the 
passage of space construction vehicles as the migrate back and forth between the mines and the fortress. You can tell the guards are 
bored and twitchy, even through their powered armor. They are looking for any excuse to shoot something.  
 
 This fortress is very out of place in Heriston. It could symbolize a mere mining operation, or the beginnings of a full-fledged 
military outpost in the name of the Kel-Morian Combine.  
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 Guan very much wants to take over the town and make it a 100% cut for himself, but he doesn’t want to create a 
political event. Therefore, his methods are largely subversive, planning to pit the people of the town against one another until 
they are begging to accept KMC control.  
 
 The KMC enclave is also a vendor for advanced weapons and armor, including powered armor and Tier 2 equipment. 
However, the rates are atrocious, 40% higher than normal prices. It also takes 72 hours to fulfill any orders for powered armor 
or Tier 2 equipment. While the rates are high, it is the only place nearby to get premium goods. Information can also be 
purchased here, but it’s expensive. People who are wanting obscure lore can get it at a price of 2,000 credits.  
 
 The enclave is well guarded. It has four Kel-Morian Rippers protecting it (Explorer’s Guide to the Sector, page 144), 
and eight Kel-Morian Soldiers (Explorer’s Guide to the Sector, page 145). Guan is a Kel-Morian Taskmaster (Explore’s Guide to 
the Sector, page 137). The rest of the staff are dozens of Colonists (Core Rulebook, page 274).  

Stacco’s Scrap Yard 
 

 

 

 Stacco is a professional scavenger that has found a lazy way of making money.  He travels across Mar Sara and 
collects scrap from across the planet, even buying worthless junk off other individuals. He collects this in his secure scrapyard 
and charges people credits to spend a day going through his collection, disassembling his junk for raw parts. Stacco gets the 
credits for the labor of his customers and loses nothing but worthless parts.  
 
 Stacco is a middle-aged man with a gaunt, wiry frame, long hair, and a thick beard. He doesn’t care about much 
besides drinking and getting paid and spends most of his day in the scrapyard watching other people work in a reclining chair. 
This isn’t the first scrap yard Stacco has founded with this business premise. He had an identical yard on the opposite side of 
the planet, before the locals ran him out of town for being a cheat and a thief.  
 
 Stacco’s scrap yard is a good place for people looking to using the terran item crafting system. He charges 100 credits 
for 8 hours in his yard, per person. This time can be used to either scavenge the wreckages for item crafting components or use 
his workbench to make items. If you choose to spend the time salvaging crafting components from the scrap, make a science 
check. The result determines how many parts you gain after the eight hours are up. For crafting items, he has a tier 1 
workstation. If the item takes more than 8 hours to craft, you must pay for multiple days.  
 

Science Check Result Crafting Components Found 

5 1 Generic Component 

8 1 Generic Component and 1 Framing Component 

10 2 Generic Components and 1 Framing Component 

12 2 Generic Components and 2 Framing Components 

15 3 Generic and 2 Framing Components 

18 3 Generic, 2 Framing, and 1 Weapon Components 

20 3 Generic, 3 Framing, and 2 Weapon Components 

22 3 Generic, Framing, and Weapon Components, and 1 Electronic Components 

25 4 Generic, Framing, and Weapon Components, and 2 Electronic Components 

28 4 Generic, Framing, Electronic, and Weapon Components 

30+ 4 Generic, Framing, Electronic, and Weapon Components, and 1 Robotic Component 

 

Sheriff Gor Causeway’s Office 
 

 

 This ramshackle establishment is nothing more than a large, electrified fence surrounding a lot filled with old 
vehicles, broken tools, and other electronic junk that is far past its expiration date. Such is the quantity of scrap and debris in 
the yard that one could get lost in the piles of mechanical refuse. In the center of the lot is a ramshackle shack, outhouse, 
and an impressive collection of beer bottles.  

 This multi-level home, one of the few in Heriston, is the residence and office of the ruler of Heriston. Aside from being 
larger, it is a ramshackle as anything else in town. Heading inside is the office, which more accurately resembles a parlor filled 
with drinking and smoking sheriff deputies. They eye you suspiciously as you walk in, fingering their sidearms. On the far side of 
the parlor is the sheriff himself, telling a grand story of his military exploits to a group of local colonists who clearly couldn’t 
care less about his old triumphs.  



10 
 

 LEOVAUNT’S STARCRAFT ROLEPLAYING GAME | Adventure: Mar Sara Adventures 

 

 The monarch of Heriston is Gor Causeway. A retired soldier who came out to the badlands to become rich, Gor 
Causeway is a self-important, boisterous man who likes to listen to himself talk. He is a large man, over six feet tall, with a 
muscular frame and beer gut. He deeply tanned skin, a thick mustache, and shaggy hair. His arms support both tattoos and 
scars denoting his military service.  
 
 Gor struggled in Heriston at first, until a band of pirates gathered to destroy and loot the town. There was a lot of 
debate on how to handle the intrusion, and no one could agree what to do. Eventually, it was decided to have an election to 
determine who would serve as the commander of their small town against the threat. Gor won and became both sheriff and 
mayor. Enlisting Oran Grell to create weapons out of scrap, Gor distributed the weapons throughout the town and planned a 
cunning defense. Very quickly, the pirates were routed against the fearsome defense.  
 
 While is actions were successful, Gor did not relinquish his power over the town. He collected all the weapons he 
distributed and stored them in Grimvault Armory. He deputized some of his most loyal followers and made them his own police 
force in ruling the town. Through intimidation, violence, and bribery, he took control of the city and made sure nothing could 
happen in Heriston without his knowledge or say so. In addition to controlling the weapons, he claimed property rights over the 
town and forced people to buy or rent the land they wished to claim. Now, he has secured a deal with the Kel-Morian Combine 
for mining rights for the minerals outside town, and has convinced, or forced, half the town’s population to work the mines. 
 
 The sheriff will be very interested in the activities of the players and will likely try to intercede on any adventures they 
undertake to get a cut of the profit. Sheriff Gor Causeway is a Colonial Marshall (Advanced Terran Training Manual, page 178) 
and his deputies are Police Officers (Advanced Terran Training Manual, page 180).  
 

The Gor Strip Mine 
 

 

 

 

 When a node of useful minerals was found in the rocks just to the west of town, excitement spread throughout the 
city at the possibility of the town’s explosive growth of wealth. Soon after it was discovery, the KMC Taskmaster, Guan Winston, 
came to Heriston and set up an alliance with Sheriff Causeway and the established a command center in town. Now, half the 
town trudges across the desert every day to the strip mine outside town, toiling in the dirt to line the pockets of their overseers 
while taking a meager portion home for themselves.  
 
 While there is little for the players to do in the mine, it is a major point of contention in town. The profits of the mine 
and the beleaguered state of the workers gives rise to much of the social issues of Heriston and resolving them could be the 
character’s benefit. 

The Mud Hole Bar 
 

 

 

 

 The Mud Hole Bar was an old public saloon going back to the founding of the town but has recently been purchased 
and refitted by the Kel-Morians. Now, it is established as the designated place for the miners to get free food and drink. 
Supplied for free by the enclave, the Mud Hole is owned and operated by the miners, and only miners are allowed. The truth of 
this is more subversive; it is part of Taksmaster Guan’s role to subvert the town to their control. 

 A kilometer west of Heriston was a tall, mountainous cliff that was recently discovered to have rich veins of minerals. 
Now, supplied by Kel-Morian mining equipment and SCVs, dozens of men tear open that cliff facing like a hungry zergling. Exposing 
the rich bounty of blue ore within, the work crews ravage the desert terrain into a shallow pit of destruction eating away the 
mountainside like a tumor. While the men dig into the cliff with power tool and explosives, the SCVs ride in to cut apart pieces of 
minerals and take them back to the Kel-Morian Enclave to be refined.  

 This long drinking hall greets you with boarded up windows of broken glass, a saloon style door, and a front deck 
with a few patio chairs. Long dining tables accompanied with benches fill insides, and a self-service bar is opposite the 
entrance. The bar counter is covered with Kel-Morian flags and propaganda symbols, speaking of a better pay and quality of 
life. The occupants of the drinking hall are clearly miners, whispering amongst each other, turning to give you glares saying 
that you are not welcome here.  
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 In addition to supplying the miners with sustenance, the KMC spreads a great deal of propaganda amongst the 
miners. They boast the perks of being a KMC operated settlement and try to pit the workers against Sheriff Causeway. So far, 
this subtle influence has gone under the nose of the notoriously egotistical sheriff. Guan’s subtle influence is slowly turning the 
miners against the sheriff, outsiders, and anybody opposed to the KMC. It is the hot bed of a revolt waiting to happen.  
 

Potential Adventure Opportunities 
 Now that you understand the town and the major players in it, you may already have some idea of problems that 
could come up in town that need a hero to solve. For further elaboration, this section will discuss some plot hooks and 
encounters that will get your players in on a problem that could be solved.  
 

Adventure: Turf War 
Summary: A group of KMC loyalist miners are threatening Kelly’s Bar 
 
 This adventure will likely begin when the players are visiting Kelly’s Bar. A group of miners will come in and begin 
menacing Kelly and the other occupants. They believe, rightful, that Kelly has been complaining about the Kel-Morian Combine. 
The miners believe the KMC are good for the town, and that Kelly is just ungrateful. Unless there is intervention, the miners will 
make some thinly veiled threats and leave.  
 
 This is the beginning of a larger problem, as more animosity begins to spread toward Kelly. A plot by disgruntled 
miners starts where they plan to burn down her bar. The party may be hired by Kelly to diffuse tension, preferably without 
hurting anyone. They will need to confront the miners and talk them down, possibly even rough up some of them. Their leader 
is the same individual who threatened Kelly at her bar, an angry rough man named Henric. If they fail to diffuse the situation, 
they may need to actively defend the bar from a mob. 
 
 Alternately, the characters may side with the miners and the KMC. This will likely happen if they are actively trying to 
help Taskmaster Guan take over the town. In this case, the characters will run point and need to burn down Kelly’s bar without 
being detected.  
 
 Either victory will give the players 50 experience points. If they save Kelly and her bar, she will pay 500 credits. If they 
destroy the bar, they get the same payout, plus an additional 1,000 if they were working for the KMC.  
 

A Rare Breed 
Summary: Hunt down a rare Bane Creeper zerg and return its corpse to Doc Mastiff 
Note: This mission is recommended for level 6-10 characters 
 
 This adventure sparks if the players spend time with Doc Mastiff and ask him about his research. He will talk in-depth 
about his study of Zerg genetics and his interest in their evolution. When he mentions that he will pay for Zerg samples, he also 
mentions that he is particularly interested in a rare breed of Zerg encountered by prospectors to the south. Known as a Bane 
Creeper (Monsters of Koprulu, page 122), this species has been rarely encountered or studied. He wants the heroes to kill and 
bring back the sample of the Bane Creeper. He needs it fresh, however. He will pay 5,000 credits for the zerg, or 8,000 if they 
bring it back within 8 hours of its death.  
 
 The bane creeper in question was spotted about 20 miles to the south, loitering around a burnt-out hive cluster. The 
scorched, reeking heap of a hatchery still hangs over the area. The bane creeper has been slowly feeding on its remains for 
nutrition. It is burrowed most of them time but will unburrow when living creatures emerge. Because of the size of the bane 
creeper and the distance it takes to get to it, the players will probably need a civilian vehicle to get there and back in time. 
Thankfully, Stacco of the scrapyard has a truck he lends out for a couple of days for 250 credits.  
 
 In addition to the pay, completing this adventure will grant the players 50 experience points.  
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A Matter of Laziness 
Summary: Organize a parts agreement between Oran Grel and Stacco.  
 
 This quest is likely to spring up from two sources. The first, is talking to Sheriff Causeway and learning that he could 
better provide arms for the town if he could get a trading deal between Oran Grell of Grimvault Armory, his employee, and 
Stacco at the scrapyards. Alternately, talking to Stacco will make him admit he’s been pestered to supply parts to the armory, 
and wishes people would leave him alone. Either way, the party will need to speak to Oran Grell at the armory to get the scoop.  
 
 Oran Grell is the mechanic who repairs and refits broken technology into usable weapons. Unfortunately, a gold mine 
of supplies is sitting in Stacco’s yard, and Stacco has a knack for bringing back the best salvage. Stacco, however, has been 
unwilling to share his stock, charging Oran the same rates as everyone else to plunder his salvage. Oran is too busy to work on 
Stacco’s salvage for him, and it’s simply not economical for him. He wants to make a trade agreement where Stacco regularly 
disassembles his own scrap and brings it to the armory for a payment. Oran promises to give the character’s a cut if they can 
get Stacco to agree to a trade deal.  
 
 Stacco’s problem is his laziness. He doesn’t want to work his own yard. Therefore, for the deal to go through, the 
players must find someone to do the work for him or convince him the benefits that a new wealth stream will grant him. The 
deal Oran wants him to accept is 200 credits a day for 10 pounds of usable parts every day. Stacco will not accept the deal as is. 
There are several options the player might negotiate with influence checks if they are clever.  
 
 -Give Stacco two employees to disassemble the scrap for him for 50 credits a day. Employing miners from the Mud 
Hole would be the ideal choice. Stacco would want a larger cut so he could hire employees and keep most of the money for 
himself, around 300 per day. This would require a DC 15 influence check with Oran, and a DC 10 influence check with the 
miners.  
 
 -Stacco will do it for 500 credits a day. Alternately, he will do it for 400 credits per day if the players succeed a DC 20 
influence check. Getting Oran to agree to either will require a DC 20 influence check.  
 
 -Stacco also wants safety and security when he goes on his salvage runs. He will do it for 300 credits a day if he is 
regularly supplied weapons and ammunition from the armory, and his salvage truck is kept in tip top shape by Oran will a 
mounted gun for extra security. Oran will agree to this for if the players make a DC 15 influence check.  
 
 If the players secure the trade deal, they will be awarded 50 experience, 500 credits, and a bonus 500 credits after 10 
days.  
 
  

Corruption 
Summary: Remove Gor Causeway from power in Heriston 
Note: This quest should only become available once the heroes are established in town.  
 
 Sheriff Gor Causeway rules Heriston with one agenda: his own profit. People are tired of his self-indulgent rule and 
want new elections to appoint a new leader of town. Kelly will bring this up to the players if they have proven friends to the 
town and its inhabitants.  
 
 They want to convince people to have a new election to appoint the leader of the town. The first thing to do is gain 
public support. To do this, they need to resolve the following concerns with several people to support the election. 
 
 -Sal and Ginger Mires are worried about the safety of the community without a warrior to lead them. 
 -Doc Mastiff is worried that things could get worse if someone with less leadership is elected. 
 -Stacco worries that new leadership could mean more rules and oversight for him and is worried about losing his 
lifestyle.  
 
 In the meantime, Megis of the Dirt Row Flophouse is ready for new leadership, as are the miners. The miners, 
however, want the Kel-Morians to take over the town. Therefore, they want Taskmaster Guan to be on the ballot. To persuade 
them to be an impartial vote, they will need to be provided proof of the Kel-Morians exploitive conditions that it forces their 
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citizens under. This sort of information could be found off-world, at a Kel-Morian mining operation, or from the Guan’s personal 
computer in the enclave.  
 
 If all the required people are convinced of a need for a new election, they will start a whisper campaign to bring new 
leadership. Over a week, the town will be clambering for a new leader. Sheriff Gor will allow voting to begin but will keep his 
name in the race for reelection. 
 
 Four other possible candidates will step forward for leadership: Kelly, Doc Mastiff, Guan Winston, and Ginger Mires. 
The players could also put one of their group up for the candidacy, if they wish to rule the town. The party must decide who 
they are going to help win the race. If they do not intervene and did not dissuade the miners against the KMC, Guan Winston 
will win. Otherwise, Gor Causeway will win, as he will actively send his deputies to pressure and persuade people against voting 
for him.  
 
 If the players manage to create an election that gets the sheriff out of office, they gain 100 experience points. They 
get nothing if Causeway is still in charge.  
 
 

Corporate Invasion 
Summary: Allow the Kel-Morian Combine to takeover Heriston 
 
 Guan Winston, the leader of the Kel-Morian operations in Heriston, wants total control of the town to increase his 
profits. If the players are active in town, he will ask for them to meet with him in his enclave. He will tell them he will give them 
20,000 credits to help him win over the town. This can be done in any number of ways, including inciting rebellion, having 
elections, spreading propaganda, or simply assassinating any dissenting voices (or a combination of all of those). However it is 
done, Guan will pay the players their fortune for helping him takeover. They will also receive 50 experience points.  
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Heriston Adventures 
 This chapter includes 4 example adventures to have your heroes undertake while in Hevinor.  

Adventure 1: Burrowing Horrors 
 This adventure is a horror story, as a resident gets imbedded with a unique Zerg spore that causes a spread of 
parasitic worms throughout Heriston.  

Hook 
 This adventure begins in one of two ways. The first is that the players are wandering town when they see two men 
calling for help. One man is helping a second wounded man walk. The wounded man has a great deal of blood coming from his 
chest, along with a pale complexion.  
 
 These men are Francis and Jordoo. The pair are brothers and hunters, stalking and killing a variety of wildlife for their 
meat and hides. Francis is the older brother; a shorter man with a mustache, round features, and short hair. Jordoo is his 
younger brother, who is much taller, heavily muscled, with unkempt hair. Jordoo is the one that is wounded. Upon seeing the 
players, Francis will ask them to help them to help Jordoo to see Doc Mastiff. If they players oblige, they will be on course for 
this adventure. 
 
 Otherwise, if the players have worked with Doc Mastiff before, he might send for them to help him once Jordoo is 
brought to them.  

Part 1 
 Jordoo is on the operating table, Doc Mastiff investigating his torso to see what is wrong. Jordoo has a giant organic 
pod forcibly jammed in his stomach. This pod seems to be growing, connecting to Jordo’s body and pumping toxins into his 
body. His blood veins are noticeable and turning black. Doc Mastiff recognizes this as an invasive Zerg organism but does not 
recognize the type. In the meantime, Jordoo seems to be in incredible pain. 
 
 While Francis worries at his side, Doc Mastiff pumps Jordoo full of painkillers and antitoxins. He turns to the players 
for help, saying that he needs to know more about what he is dealing with. He asks the players to talk to Francis and find out 
where they were attacked. The players then need to go to that location and find what type of Zerg organism attacked them.  
 
 Francis is very anxious with his brother’s condition and will ramble on before giving any real intel. He tells the players 
that he was hunting outside the Morrison farmstead, a few miles outside town. He has a contact with the Morrison’s to hunt 
lyote off their lands, so he was doing his rounds there. He never saw what attacked them, although there were some unusual 
tracks.  
 

Part 2 
 When the party travels to the Morrison farmstead, they can make DC 10 survival checks to pick up the brother’s trail. 
If they succeed, they can follow their exact tracks and trail. Otherwise, they will wander until they reach the homestead. 
 
 If they follow the tracks, they will be brought directly to where Jordoo was infected. It is a dusty field about a 
kilometer from the farmhouse. Jordoo’s firearm, a long rifle with hollow point rounds, is still lying there. Also in the vicinity is 
another one of the same spores embedded in Jordoo, apparently designed for his brother. A DC 15 science check reveals that 
this is the type or spore often used by a brood queen. It looks like it has already split open, and something small crawled out of 
it, like a worm. Apparently, this creature headed towards the Morrison farmstead. The party can collect the seed sack for proof, 
but they may also travel towards the farmstead after the creature. As they follow the tracks, they will notice the creature 
seemed to get larger as it traveled, until it was about the size of a person. 
 
 Either way they get there, the party will likely find the Morrison farmstead (unless they found the spore and did not 
follow the tracks). Once there, they come to a gruesome scene with many dead farm animals and hired hands. The deaths are 
gruesome, with terrible torso wounds. The party can make DC 15 medicine checks on the bodies. If they are successful, they will 
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see that something crawled out of the bodies, burst from their stomachs. All of this happened very recently, within the last 
hour. 
 
 When the players get close to the barn, they will hear movement. If they approach, they will be swarmed by a host of 
broodling sand crawlers. The exact number is double the number of players +2.  
 

 
 
 
 
 

 
 
 When the creatures are dead, the players should have evidence of what happened. Have them make a DC 15 science 
check. If they succeed, they realize that the Zerg spore contains mutating larvae creatures that turn into larger creatures, then 
spawn more larvae that create more Zerg. These larvae can grow into the larger form in a time span of less than ten minutes.  

Part 3 
 When the players return to town with their evidence, they find Doc Mastiff’s lab is a mess. Jordoo lies dead on the 
table. Apparently, the seed sack burst into six larvae grubs, which immediately sought to escape. Francis, Mastiff, and the dogs 
were able to kill two, which means there are still four in town.  
 
 Doc Mastiff might be able to find a remedy for the parasite’s victims, but it depends on how much the player’s 
learned for him. Gauge the value of information based on how much they provide him. 
 
 -If they bring back the other spore pod that was found in the desert, that is one point.  
 -If they succeed the science check on the pod, that is one points. 
 -If they followed the tracks to the farmhouse, that is one point. 
 -If they defeated the Zerg at the farmhouse, that is two points, or three points if they also succeeded their science 
check.  
 -If they brought back an adult broodling, that is another point. 
 
 If the party secured 4 points of information, then Mastiff has enough to work on tracking the broodlings and creating 
a poison that can kill them. If they gain 5 points of information, Mastiff believes he can create an antidote to save their victims.  
 
 Of course, now the players must find the worms in town, so they can be dealt with.  

Part 4 
 The worms went four different directions, each with the goal of growing, infecting, and spawning. The longer the 
players go without following up on a lead, the more damage any one worm will do. They can make the following actions to try 
to find worms: survival checks to track them, perception checks to see areas influenced by them, or influence checks to see if 
anyone has seen them. Each worm will be tracked separately. This section is on the clock, so it is important the GM keep track 
of time passed.  
 
 There are four separate worms.  

 

Hungry Worms 

 A DC 10 survival check will track a worm going to the northeast towards a supply shed that stores grain. It takes 10 
minutes to follow the trail. If the players arrive there within 10 minutes, they will find the worm ate a cat and a few rats and has 
already turned into a broodling sand crawler. If they take 45 minutes to arrive, the broodlings have already gone to a nearby 
house and infected and elderly couple, Yorn and Melinda Gorn. This passage can be tracked from the shed leading to their 
home (DC 10 survival). By the 90 minute mark, these folk are already dead and there are now 5 broodlings inside the home. 

 

Play up the horror of the Morrison farm scene. The smell of the bodies out in the burning sun, the eerie quiet aside from the sound of bugs, 
the unearthly stillness of it all. Let the party be in apprehension of what is going on, expecting an ambush at every corner. This should be a 
frightening experience.  
 
For the encounter arena, there should be the barn, a ranch house, a storage shed, and a parked pickup truck and old SCV. The Zerg should 
coming swarming towards the players from the barn, which should have a door that is 2 squares wide. 
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Down Below 

 A DC 10 survival check will also track a worm to the south, where it enters a utility tunnel where the town’s fuel line 
operates. This complex is a maze, where the party must use difficult survival checks to find the trails the worm left behind. The 
party must make DC 18 survival checks to find the worm. They must make 5 successful checks to find the worm. After 
successful check means 2 minutes has passed. Every failed check means 8 minutes is wasted looking. If 15 minutes passes, 
there will be one broodling, plus 1 broodling for every additional 15 minutes that passed, to a maximum of 8 broodlings. When 
they finally find their quarry, they will find a damp, dark room with leaking fuel where the worms have been replicating.  

 

Not a Pet 

 One worm was found by a local youth, Brian Jebs, who trapped it in a bottle and stored it in his house. This is learned 
by making a DC 10 influence check. The influence check takes 60 minutes, -10 minutes per every point of success to a minimum 
of 10 minutes. A local will have seen Brian Jebs trap the worm in a bottle and bring it home. 
 

After 15 minutes from their escape, the worm will turn into a broodling. If 30 minutes pass, the worm has infected 
Brian’s parents, Toris and Delair Jeb. After 1 hour and 15 minutes, both are dead and their house has 5 broodlings in it. After 2 
hours, young Brian will return home and be killed.   
 

A Bloody Trail 

 A DC 10 perception check will notice a seen where a group of civilians have gathered to the east of the Doc Mastiff’s 
clinic. Investigating will reveal that someone was bit by some type of ‘worm creature’, which then moved off to Stacco’s 
scrapyard. If the players go to the scrapyard within 30 minutes, Stacco will not believe them that there is a worm inside his 
yard. They will either must pay his scrap access fee (100 credits) or convince him that his life is in danger with a DC 20 influence 
check. If they get inside the yard, they will have to fight 1 broodling. If more than 30 minutes have passed, Stacco will tell them 
he saw a Zerg creature sprint out of his yard, going to the east.  
 
 They can track the zerg with a DC 10 survival check. If successful, they will find the Zerg has started preying on miners 
near the Mud Hole Bar. If it has been 45 minutes, there will be 2 broodlings in the garbage dump by the mud hole. There is +1 
broodling, and 1 dead miner, for every 15 minutes beyond the 45 minute mark, to a maximum of 8 broodlings. 
 

Adventure Conclusion 
 Part 4 of this adventure involves racing against the clock and trying to deal with four problems at once. It might be 
worth splitting the part at different points to cover as many angles at once. However, after an hour has passed, these problems 
will have multiplied, and the players will need to work together to cover obstacles as the worms multiply.  
 
 As the Game Master, you will need to keep track of how much time has passed and how each of the worms are 
progressing. As for Doc Mastiff, if the party received four points of information, after 15 minutes from the start he has created a 
way to track the Zerg pheromones, giving the players a +10 bonus on survival checks to track the worms. He also has created a 
spray canister that, when used to make a successful attack on a worm, will instantly kill it. When used on a broodling, it will deal 
20 poison damage. The spray requires a ranged attack roll with -1 accuracy, and can only be used with the character’s reach.  
 
 Within 40 minutes, if the party received 5 points of information, the doctor can heal anyone with the parasites within 
them. This will be useful if the players find people who are infected but not dead, such as the Jebs or Gorms. 
 
 If the party concludes the adventure, they will receive 100 experience, minus 10 for every civilian that was killed while 
hunting the worms (minimum 20 experience). If only 2 or less people died as part of the adventure, not counting Jordoo, they 
will be rewarded with 500 credits by the town leader and will become the toast of town for a few days. People are more likely 
to hire them for additional jobs. If nobody dies in the town infestation, they will receive an extra 25 experience and 500 credits. 
 
 If the party declined to hunt the worms or undertake this job, after 48 hours, the town will be attacked by 60 
broodlings. While the town will be successful in fighting them off, it will be estimated that over a hundred citizens died between 
the attack and infestation. The party will also be viewed as useless pariahs in town, until they prove themselves.  
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Adventure 2: Shadow Monster 
 A classic story about digging too deep, the party is set upon a killer, radioactive monster that was unleashed when 
mining.  

 

Hook 
 This adventure likely begins with the Heriston rumor mill, as people have begun talking about a terrible monster that 
is killing miners. Inquiries into the monster will point the players towards the Mud Hole Bar, where a miner named Tod 
Amnesty is talking about what to do about the monster. Otherwise, if the players are well known in town, Tod might come talk 
to them.  
 
 If the talk to him, Tod will discuss how they were digging an exploratory tunnel to reach an underground gas pocket 
by the mine when radio chatter cut out. They lost contact with the diggers, and sent a team in to check on them, when they 
were attacked by some type of ‘shadow monster’. All but one of the miners were killed. In the night since then, something 
rampaged the outsides of the mine entrance, destroying lights, equipment, and electronics. The mine has needed to be shut 
down since then, and the area abandoned.  
 
 The miners are willing to pay 2,000 credits if the players can kill the monster and make the mine safe again.  
 

Part 1 
 The first part of this adventure involves information gathering, but only if the players are proactive. They might 
consider investigating the outside of the mine or talking to the single survivor of the expedition, Treyborn. He is resting at his 
home. 
 

Investigate the Mine 

 If the party goes to investigate the outside of the mine, they will see the ruin that was unleashed by the monster. 
Lighting systems are wrecked, portable generators smashed, power cords are ripped apart, and the heavy drills are smashed. 
Players can make survival, lore, and science checks to gain insight on the monster.  
 
 DC 15 Survival: The creature, clearly bipedal, came out of a side mining tunnel. Based on its stance, it is about twelve 
feet tall, with three toed feet that do not represent any known species. Its walking pattern represents a frenzied pace of an 
agitated animal. 
 
 DC 15 Lore: The creature is clearly a territorial predator that is expanding its marked territory by destroying 
everything within its proximity. After being exposed to the miners, it now feels threatened. The marks it has left on the 
surroundings show that it as a large creature, that attacks with both fangs and enlarged talons that possess four fingered claws. 
 
 DC 15 Science: The order of wreckage the creature left behind seems to note that the creature attacked the brightest 
and loudest instruments first. It attacked anything that had an electric charge or illumination, suggesting the creature was 
sensitive to light or had the ability to detect electricity.  
 
 If the party tries to explore the mine area at night, they will be attacked by the monster (see below). 
  

Interrogate the Witness 

 The survivor, Treyborn, is resting at home with his girlfriend, Aerial. When the party reaches his door, Aerial will try to 
turn them away. A DC 10 influence check to convince her that they are looking to stop the creature will get her to let them in. 
Once inside, they can talk to Treyborn and investigate his wounds.  
 
 Treyborn will tell the story that they went into the mine expecting a collapse but not trouble. He was in the back of 
the group. They slowed their pace when they found the mangled dead bodies. Shortly after, they saw something rise from the 
rocks, a creature. It had a dark carapace and blended in with the stones. Very quickly, it lashed out and killed two miners, 
gaining speed as it killed. They instantly started running. Another miner, Hort, tripped. Treyborn helped him up but got gored in 
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the leg for his trouble. Hort died anyway. Treyborn, wounded, ran out of the mine. The creature stopped following by the time 
he reached daylight. 
 
 
 A DC 15 Medicine check on Treyborn’s wound will reveal that he was injured by a claw with serrated, metal like 
fingers. Whatever did the injury was incredibly powerful and had blades that could easily pierce metal or a climbing suit. While 
dangerous, the creature at least does not seem to be poisonous. Treyborn should be okay with medical attention and rest.   
 

Part 2 
 After collecting information, its time for the players to go after the creature. They either need to enter the mining 
tunnel or go to the open strip mine after dark. Either one will put them in contact with the monster, and their first battle with it 
will begin.  
 
 If the battle takes place in the strip mine, it will be a mostly open arena with rocks and broken equipment acting as 
cover. It will be important to mark where the cave entrance is, as this is where the creature will retreat to when panicked. The 
battlefield should also have some areas of uneven ground to be difficult terrain. If the battle takes place in the tunnel, all the 
ground should be difficult terrain, due to its elevation and being without flat surfaces. The tunnel should be a total of 100 
squares long and 3 squares wide. Introduce some slight turns in the tunnel so it is not a straight passage downward.  
 
 Either way, the players will fight the shadow monster. They will quickly notice two things. The monster prioritizes its 
attacks on the player emitting or projecting light, more lights means greater priority for the creature. Second, is the creature 
regenerates its wounds almost instantly. Only concentrated light seems to weaken it.  
 
 If on the surface, the creature will fight for 5 rounds, then retreat into the cavern. In the tunnel, the creature will keep 
fighting until the players are dead. If the creature is still mostly uninjured after five rounds, players can make a DC 10 lore 
check. If successful, they will realize their attacks are not effective and they need to retreat and rethink their strategy.  
 
 After the encounter, the players can make DC 15 lore or science checks. If they succeed, they realize that the creature 
hates bright light and is incredibly aggressive towards sources of light. They also realize that light seems to weaken the 
creature’s natural resilience, stopping its regeneration. In order to kill it, they might need to expose it to daylight.   
 
 
 
 
 
 
 
 
 

Part 3 
 Without overwhelming firepower, the only sure way to kill the monster is to expose it to daylight where it is 
weakened. The players must find a way to do that, to get it to leave its cavern during the day. The players can either make skill 
checks or ask certain people around town for their advice. 
 
 By making a DC 15 science check, or asking either Kelly or Doc Mastiff for advice, the players will gain the idea of 
filling the tunnel with combustible fuel and lighting it. It would fill the tunnel with flame, making it inhospitable for the creature. 
Even if it does not kill it, it will force the creature to the surface. 
 
 By making a DC 15 tactics check or asking either Sheriff Causeway or Oran Grell for advice. The players will get the 
idea of using explosives to get the creature out. To do so, someone will need to plant explosives to collapse the tunnel, then 
venture into the tunnel and lure the shadow monster out. Using lights and flashbangs are bound to distract and agitate the 
creature and make it likely to follow.  
 
 For the first route to work, they will need to borrow about 2 barrels of vespene gas from the Mires family at Heriston 
port. They will part with it for 200 credits but can be persuaded to give it for free if they think it is the best interest of the town 

Shadow Monster Description 
 The so called ‘shadow monster’ is a hunched, bipedal beast of about twelve feet in height. It stands on multi-jointed legs 
atop wide, three toed feet. Its torso is small, and its head sits directly in front of its body, instead of atop. Its head is almost bird-like, 
angular and pointed, with a large hooked beak with serrated edges. From its body protrudes two long, lanky arms that reach forward, 
tipped with four-fingered hands that end in claws. The creature is the color and texture of charcoal, with an earthen look and smell to 
its hide. It has pale white eyes that blink excessively when exposed to the light. 
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(DC 15 influence). If this plan is put into action, the shadow beast will emerge from the tunnel with the Burning condition and 
will not go back into its tunnel while the flames are active.  
 
 The second plan requires a demolition charge to pull off. If Causeway is still leading the town, he will provide the 
demolition charge for the good of the town (and to protect his bottom line). Flash grenades are also useful, as the monster is 
susceptible and agitated by them.  
 
 Once the creature is out in the daylight without its healing and regeneration, it can be killed, but will probably still be 
a tough fight to overcome. However, success means the players gain 50 experience points and their promised reward. They will 
also become extremely popular amongst the town miners, who will toast their praises.  
 

Adventure 3: Crashed Explorer 
 Crashed Explorer is a dungeon-crawl adventure designed for parties between levels 1-10. The players will seek out the 
mysterious spaceship wreckage out in the dunes of Mar Sara and seek to explore it for profit and knowledge.   

Premise 
The crashed ship was a prototype science vessel named Extravago. It’s goal was to discreetly collect zerg biological 

samples from across the Dominion and conduct secreat bio research. Much of this research was to be used by the Moebious 
Foundation’s hybrid program. It collected samples from a number of illegal private contractors who worked for credits. The 
Extravago possessed prototype cloaking technolog, new to science vessels, in order to conceal it’s activities from other 
governments. 
 

The Extravago was in orbit over Mar Sara at the outbreak of the Second Great War. It was planning to collect samples 
located by colonial hunters. However, the Queen of Blades arrived to invade the planet, and was able to take control of the zerg 
in containment aboard the vessel. They escaped containment, and overwhelmed the ship. It ended up crashing in the wastes of 
Mar Sara, not far from Heriston. The cloakng device, however, remained sound and continued to hide the ship long after the 
crash.  
 

That is, until recently, when the cloaking device failed, revealing the crashed ship half buried in the sandy dunes. Now, 
the locals of Mar Sara, both terran and zerg, are flocking to the ship. 

Adventure Hooks 
 Around noon one day the players are in town, the local scavenger, Stacco, will speed into town in his truck. He 
exclaims that there is a crashed space ship, a giant one, just a few miles to the northwest, beyond the mountains. He states it 
wasn’t there the day before, and they would have felt the crash of such a ship. He states, that in his expertise, the ship is a ripe 
target for some great salvage. However, he is scared to go near it, because he saw Zerg congregating near the wreckage. 
 
 If your campagin is not using Heriston, the players might find the ship when wandering across Mar Sara. If they are 
long time residents of Mar Sara, the player’s might be preplexed at the presence of a large ship wreck where none exsisted 
before. Everyone on the fringe knows ship wrecks are prime opportunities for salvage, especially a wreckage as pristine as the 
one in question.  
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Adventure Introduction 
 The players will head out into the desert, braving the heavy heat, in order to find the wrecked ship. They will locate it 
between two towering, red cliffs. Read the following text block to your players once they see it. 
 
 
 
  
 

 

 

 

 

 

 

Level 1: Buried Hanger Bay 
 The entrance to the science vessel is a giant tear in the base of the ship, accessing the hanger bay. This hanger bay has 
been flooded with sand, that is the perfect hideouts for Zerg and sinkholes. Upon entering the sandy hanger, several Zerg 
emerged from the sand and attack the characters. 
 
 This room should be roughly 25 by 25 squares. The characters enter from the east side. Scattered around the room 
are four, wrecked, space construction vehicles that are half buried in sand. They can be used as sources of cover. In the 
northwest corner of the room, is a large construction crane. It is also decrepit, and half buried, but it will serve a purpose later. 
The west center side of the hanger bay is a sealed bulkhead that leads to the facility’s resource hold.  
 
 Use the following chart to determine the Zerg encounter in the hanger. They are feral, so they do not have any 
command benefits. 
 

Party Level Zerg Encounter 

1-3 2 Zerglings, +1 Zergling per player beyond 4 

4-7 3 Zerglings, +1 Zergling per player beyond 4 

8-9 3 Zerglings, 1 Roach, +1 Zergling per player beyond 4 

10 6 Zerglings, 2 Banelings, 1 Roach, +2 Zerglings per player beyond 4 

 
 This chamber is littered with sinkholes and sand traps that are spread throughout the sandy pits. Whenever a non-
Zerg finishes a move or shift action in the room, roll a d20. On a 1-5, they trigger a sand trap. Upon triggering a sand trap, they 
must make a DC 15 acrobatics test or fall into the sand up to their waist. When in the sand, they are immobilized until they 
make a DC 10 athletics checks as a standard action. An adjacent ally can make a DC 10 strength check to pull you out of the 
sand trap. 
 
 After the Zerg in the chamber have been killed, they players need to find a way out of the hanger. The bulkhead to 
the next cargo bay is closed and covered with sand. The primary entrance to the laboratories is in the same condition, sealed 
because of crash and so buried in sand it is not even visible.  
 
 However, a DC 10 visual perception check will reveal a usable ventilation shaft on the northwestern corner of the 
science vessel. It can be reached by climbing the construction crane, which is a DC 10 athletics to climb 4 squares upward. Once 
atop the crane, it requires a DC 10 acrobatics test to balance across it to reach the shaft. It will require a final DC 5 athletics 
check to slip into the vent. All the characters will need to pass through these hurdles to get to move on. However, a more 
acrobatics character might be able to drop a rope down to the others.  

 Rising from the yellow sands, placed firmly between two crimson cliffs, a giant spherical vessel sits in a ruined heap amongst 
the desert waste. In relatively good shape, you can confirm this is one of the old Explorer-class science vessels, prized ships of the 
Great War. Based on the markings on the ship, this was a Confederate ship repurposed with Dominion colors and flags.  
  
 The wreckage is fairly old and well worn with sand, despite just appearing. The outer edges of the ship have been crushed 
beneath of the weight of the fall, rendering large portions of the ship inhabitable. The ship has listed on its side, with a large tear in 
the base of the hull leading into the cargo bay. Over time, sand has flooded into the tear and started occupying the ship. Despite the 
damage to the lower hull and outer wings of the structure, the core of the ship seems mostly intact.  
 
 You don’t seem the first to find it, however. In the distance, you can see a pair of Zerg overlords floating over the northmost 
cliff adjacent to the ship. Tracks around the vessel, easily recognizable in loose sand, indicate Zerglings, vehicles, and hover craft. So 
far, it seems no one has gone inside the ship. That fact might not remain, however, and the longer the vessel is here, the less likely you 
will have rights to salvage. 
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 Once in the shaft, the characters will need a light source and time to squeeze and climb upwards to get to the next 
level. No check is required, but a DC 10 acrobatics checks will allow you to traverse the tunnels in half the time. Otherwise, it 
takes 20 minutes to navigate.  

Level 2: Labs  

 

 The labs are the primary level of the Extravago. In this level, the characters must navigate through the dark labs to 
scavenge for supplies and look for clues about what happened to the facility. This level has infested terrans and the occasional 
escaped Zerg. Because of it’s failing systems, it is only illuminated by the failing emergency lights. This means, unless the players 
have their own light, they have concealment penalties on all checks. Make sure to emphasize the ruined and bloodstained 
nature of the labs to your players. 
 
 The connected map will show the layout of the labs. There are several features that can obstruct the players from 
proceeding, marked with colored lines on the map.  
 
 The green lines are closed bulkheads. They require a plasma torch to cut open. Opening a bulkhead requires 10 
rounds and 10 fuel from a torch to open. Breaching charges can also clear bulkheads. Demolition charges will not. 
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 The red lines are sections of collapsed infrastructure or debris that are blocking the passageway. They seal off 
passages but can be removed with a demolition or breaching charge. 
 
 The blue lines are locations where active power conduits have gotten loose and are sending intermittent sparks of 
electricity across the corridor. Contact with these currents will cause 20 damage, with the Energy Damage and Penetration (5) 
traits. Passing through these currents requires speed and timing. You must make a DC 10 agility test to get by the conduit 
unharmed. In addition, a character with the sabotage talent can diffuse the conduits with a DC 20 science check.  
 
 Most of the rooms in this facility are split between offices and labs. The labs are the areas of greatest interest, while 
the labs are worn out and wrecked chambers with little interest. However, if the players are diligent in searching an office, roll 
on the following tables to see if they find anything. 

Office Loot Table 
Roll Find 

1-10 Nothing worthwhile 

11-12 2 Generic Crafting Components 

13-14 Medipack 

15-16 1 Electronic Crafting Components 

17-18 Painkiller 

19-20 Antitoxin 

 

Office Miscellaneous Table 
Roll Find 

1-2 A picture frame showing the personnel and his family 

3-4 A classic record player 

5-6 Stack of old encyclopedias  

7-8 Academic documents that someone was peer reviewing and editing 

9-10 Some X-Rays taking of a Zergling 

11-12 The leftover screws and bolts of a used repair kit 

13-14 Bandages and blood stains leftover from someone who applied first aid 

15-16 A trophy awarded from a prestigious university on Tarsonis 

17-18 Broken eyeglasses that once possessed a HUD 

19-20 Documents that prove the official was embezzling  

 
 The characters to start on the right center side of the map, on the thin tunnel labeled entrance. The vent shaft comes 
out into an old, worn out office. From there, the party can navigate the science facility, dealing with the corridor hazards as 
listed above. The labs are mostly empty, but there is a group of infested and zerg in three locations: Lab D, Operating Room, 
and wandering the halls near specimen storage. Use the following tables to determine the enemy encounters in each room, 
based on the party level and quantity. 

Lab D 

Party Level Zerg Encounter 

1-3 Infested Colonists equal to number of players 

4-7 Infested Colonists equal to number of players +3 

8-9 2 Infested Marines, plus Infested Colonist equal to number of players 

10 4 Infested Marines, plus Infested Colonist equal to number of players 

Operating Room 

Party Level Zerg Encounter 

1-3 1 Zergling, 2 Infested Colonists, +1 Infested Colonist per player beyond 4 

4-7 2 Zerglings, 3 Infested Colonists, +1 Infested Colonist per player beyond 4 

8-9 2 Infested Marines, 1 Roach, +2 Infested Colonists per player beyond 4 

10 3 Infested Marines, 3 Zerglings, 1 Roach, +1 Zergling per player beyond 4 
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Wandering the Corridors 

Party Level Zerg Encounter 

1-3 2 Zerglings, +1 Zergling per player beyond 4 

4-7 3 Zerglings, +1 Zergling per player beyond 4 

8-9 3 Zerglings, 1 Roach, +1 Zergling per player beyond 4 

10 6 Zerglings, 2 Banelings, 1 Roach, +2 Zerglings per player beyond 4 

 
 The labs  are filled with testing equipment, Zerg bio-samples, tables, and expended medical stations, and more. Feel 
free to adorn the rooms however you want to make them interesting. In addition, each lab has it’s own problems, and their 
own computers that can be repaired. As the computers are repaired, they begin to network together, recalling more of the 
ship’s logs for every computer that is fixed. When the players start up the first computer, have them make a DC 10 computers 
check. If they succeed, tell them the more computers they activate, the more data and information the computers recover. 
 

Lab A 

 The first lab the characters are likely to come across, this laboratory is simple and relatively empty. They seemed to 
run chemical analysis on Zerg bio-samples here. Searching through the room will reveal a catch of medical supplies in a cabinet 
containing 2 medipacks and 2 antitoxins. A semi functioning computer is still located in here, trying to boot itself back up. A 
character can make a DC 15 computers check to have the computer recover and function once again. Once it does, players can 
spend 5 minutes to recover the first piece of the puzzle of the Extravago. 
 

Lab B 

 The next lab was largely dedicated to data and information processing. One of those computers is still functional, but 
there is a problem. A terran corpse, arms infected by the Zerg virus, lays in a chair in front of the computer. If anyone tries to 
use the computer, the corpse will instinctually lash out at them. This is a +4 accuracy attack that deals 19 damage with 3 
penetration on a hit, with no max attack overages. Shooting the body is ineffective, because it is already dead. The key is to 
destroy the infected arm, which is the root of the virus on the corpse. Any dedicated firepower should destroy the arm.  
 
 Once the arm is destroyed, and the characters can reach the computer unmolested, they can reboot the computer, 
not requiring a check, to start the computer, which will cause it to network and uncover the next puzzle piece. In addition to the 
computer, there is a corpse wearing an analysis mask and two power cells in a cabinet. 
 

Lab C 

 This is less of a lab and more of a generator room managing the systems of the other labs. However, there still is a 
networked computer in here, but it has no power because of its severed electrical cables. To fix it, you can either plug a power 
cell directly into it or spend 10 minutes making a DC 15 science check to repair the cables. Success allows you to boot the 
computer, giving network access. In the meantime, there are plenty of spare parts around the room, found in a toolbox against 
the far corner. These parts are crafting components, including: 20 generic, 5 framing, and 5 electronic.  
 

Lab D 

 This lab is filled with infested, former residents of the ship who were turned by the Infestor. They continue to linger 
aimlessly in this room, eating the dead for sustenance. If the characters avoid this room, the infested will leave and start to 
hunt them down as they wander the ship. Also inside the room is a networked computer that needs to be booted up and the 
consumed body of a security officer. This mangled corpse still a military shotgun with 20 shells. In addition, a nearby medical 
station has 2 medipacks, and a credit chip, worth 5,000 credits, can be found next to the networked computer.  
 

Lab E 

 The original purpose of this room is lost, as it has been overcome with Zerg growths. These organic growths look like 
sickly green flesh climbing up the walls, pulsating due to strange muscular actions. Some of these growths are emitting toxic 
spores into the room, making it difficult to breathe inside. Anyone within the room that relies on air must make a DC 12 
endurance check each round or suffer 8 poison damage. A DC 10 computer check can be made as a full-round action to reboot 
the computer and allow it to network. In addition, either 1 minute of searching or a DC 15 perception check will find a host of 
supplies in an open drawer, including a Tier 2 data disk, 5 electronic components, and 2 robotic components.  
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 Proper application of flame, such as from a flamethrower, will destroy the growths and consume the toxic spores. It 
would require 5 shots of a flamethrower to clear the infestation. 
 

Lab F 

 This lab is on fire, due to a power failure from the nearby cloaking field generator. Putting it out will require a fire 
extinguisher. Otherwise, it will do 30 damage per round of exposure, and makes a 1d20+10 attack roll against any character in 
the area. On hitting toughness, it will set them on fire. Once the fire is put out, a DC 15 science check made over 5 minutes is 
required to get the computer up and running again.  
 
 This room also has a locked, fireproof, storage compartment. It can be opened with a DC 15 science or stealth check, 
or a DC 10 strength check. Within is a flamethrower with 20 fuel, a protective mask, and an oxygen tank.  
 

Lab G 

 This room is also overdone with Zerg growths. Several infested terrans have died here, their corpses fused into the 
wall as the growths spread throughout the chamber, radiating from the corpses. In addition, four Zerg eggs have developed in 
here, each one slowly growing a pair of Zerglings. If they are not destroyed, they could spawn a new menace within the facility. 
In the meantime, another computer is here, although it needs a DC 15 computer checks to fix the software failure it is suffering 
from. A storage cabinet contains a fire extinguisher, a trauma kit, and 2 combat stimulants.  
 

Specimen Storage 

 In this room, the Zerg specimens were held in glass capsules in slots along the walls. An automated machine removed 
the capsules from the tall wall racks and inserted them into a secondary slot in the center of the room, where the machine 
unfroze and sedated the specimens. Most of the specimen containers are broken now, as their occupants got free despite being 
frozen. Besides this revelation, there is nothing inside this chamber.  

 

Operating Room 

 The largest room on the level, the operating room is filled with surgical tables, medical equipment, and robotic 
surgery equipment coming from the ceiling. Some of the tables are large enough to support a roach or hydralisk. Even now, a 
group of Zerg linger inside the operating room, woken from their slumber by the sounds of someone invading their home. Once 
the Zerg are defeated, the players will have a chance to explore and look around, witnessing the vile experiments the scientists 
were performing on live Zerg.  
 
 If the players are not opposed to dark science, they can collect some of the Zerg bio-samples already extracted before 
the fall. Each of these four samples would be worth 500 credits to Doc Mastiff in Heriston. They might be worth up to 1,000 per 
sample to scientists off-world. They would be worth more if they were not so degraded. In addition, searching the room reveals 
a treasure trove of supplies, including a tier 2 equipment belt, 2 tier 2 medipacks, a flashlight, 3 antitoxin, 2 painkillers, and a 
needle rifle with 10 needles. 
 

Cloaking Field Generator 

 This chamber is blocked by a heavy bulkhead, that can only be opened from the control room or a breaching charge. 
Behind the door is a narrow but towering chamber that contains the cloaking field generator. The generator itself is a spherical 
device with endless plugs, ports, and circuitry that connects it to the rest of the ship. Reaching it requires going up 6 squares of 
ladders and walkways, or by reactivating the service elevator (DC 20 science check). The cloaking generator is still warm to the 
touch, having only been recently deactivated after a long period of use. Safetly removing the cloaking generator without 
damaging the device requires a DC 35 science check or elaborate instructions by the adjutant on the top floor. However, if it is 
removed, it can be worth a fortune.  

Stairs 

 There are a set of stairs in the north section of the labs that leads to the top floor, the control level. There are also 
stairs in the southeast that lead down into the first floor. The stairs down are blocked because of the crash and are filled with 
sand.   
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Lab Puzzle Pieces 
 Part of the adventure, if the party is so inclined, is discovering what this ship is and where it came from. This 
information can be quite profitable, especially if used to placate the malfunctioning adjutant upstairs. 
 
 Every computer the players unlock and get networked uncovers another piece of the puzzle that is the lab. The more 
computers unlocked, more information about the ship, it’s mission, and where it came from. Whenever a computer is unlocked 
and a character spends 5 minutes searching it for information, give them a puzzle piece. These puzzle pieces should be 
displayed in the order displayed below. The puzzle is attached to each networked computer, not individual computers, so it 
does not matter which computers they activate, and which order they do them in. 
 

Puzzle Pieces 

Part 1) Extravago was a covert, early Dominion Science Vessel that traveled the fringe worlds and collected Zerg specimens, 
alive and dead, for expirementation. The Extravago worked in concert between the Moebious Foundation and the Dominion 
Science Corp, and the ship possessed personnel from both institutions. 
 
Part 2) The Extravago worked with private contractors recruited from all walks of life, but were most often ex-soldiers, law 
enforcement, and criminals. They were paid to retrieve Zerg samples and bring them to certain extraction points, so the 
Extravago could collect them and pay the contractors. The contractors did whatever was nessecary to get the samples, and 
their crimes included theft and murder.  
 
Part 3) The Extravago possessed a proto-type cloaking module that was new for the Explorer-class science vessel. It was 
designed by the head researchers in Moebious, and came with jamming technology and a computer system that could fool 
scanners by registering the Extravago was in another system. It was used for the Extravago crew to maintain distance from any 
criminal actions used by the contractors. This prototype cloaking device, the EP01 ‘Phantasm’, was increadibly valuable. 
 
Part 4) The Extravago was sent to Mar Sara on a standard extraction job, sent to recover bio-samples from two groups: a group 
of nomadic desert hunters known as the Borisses, and fringe raiders known as the Red Eclipse. When passing by the system, the 
vessel became alarmed with warning lights, as the adjutant detected a massive quanity of Zerg in space above the planet, quite 
close to this ship. The adjutant became so overloaded with data that she was recklessly controlling the ship torwards the Zerg. 
They were forced to use emergency code phrase ‘Red Code 991’ to shut down her systems temporarilly and free the ship from 
her control. 
 
Part 5) The damage was done, however. A psionic presence washed over the vessel. The living Zerg specimens, even those that 
were frozen or drugged, came to life as their bodies began to rapidly combat the anesthetics. Quickly, the zerg spread 
throughout the ship, causing a massacre. The Zerg had been claimed by a nearby Zerg commander, and was using them to 
wreck havoc. 
 
Part 6) The ship adjutant was reactivated and pushed to activate all defenive measures. In the meantime, a nearby Zerg 
leviathan bombarded the ship with spores, including one with an advanced Zerg bioform, an Infestor. The Infestor began to 
infect the crew with a new strain of evolutionary virus, to convert them into infested terrans. The monster made it’s way to the 
hanger after clearing the mid-decks of the ship.  
 
Part 7) In a move of desperation, Captain M.J. Holland ordered the adjutant to crash the Extravago into the Mar Saran surface. 
The ship was compromised anyway, nothing could save them. With the crash, they could at least kill the Zerg and save 
themselves from the half-life of infestation. The adjutant did what it was told, and crashed the ship, killing everyone onboard. 
Some level of power remained with the ship, however, and it’s emergency systems and cloaking generator continued to 
function.  
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Level 3: Control Deck  

 

 The control deck is a series of rooms around a long corridor, that is guarded by floor turrets. Three sets of floor 
turrets guard each corner of the hallways, shooting at anyone that comes near. Each set of floor turrets has two Auto Turret 
(core rulebook) NPCs. If the players are level 3 or less, one of those turrets is already destroyed, leaving only one active turret at 
each corner. If the party is level 8 or higher, there are three turrets at each corner. These turrets will generally use area bursts 
and saturation fire to pulverize anyone who enters the hallway. Based on the dead Zerg lining the corridor, the turrets have 
been very effective.  
 
 Several rooms branch off the control deck, many of which have valuable supplies. 
 

Barracks 

 The barracks to the south are blocked with bulkhead doors. Even if the doors are breached, there is nothing 
noteworthy inside these rooms, besides the personal effects of the soldiers. 
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Armory 

 The armor has no weapons inside, but it has something even better: two unused suits of CMC-300 Powered Combat 
Armor. It even has a fitting device that will automatically install the armor around a character, but only one at a time. Applying 
the armor takes 5 rounds. Remember that properly using powered armor requires the requisite talent.   
 

Captain’s Quarters 

 This room belonged to the ship’s captain, Marsha Jennifer Holland. Compared to the rest of the ship, it is in relatively 
good shape, just shaken about by the vessel’s last battle and subsequent crash. It was a luxurious chamber, with wood paneling 
creating an old fashion environment with brass plated ornaments, warm hanging lamps, ornate rug, and an advanced audio 
system playing classical music in surround sound. 
 
 The valuables in this room are well hidden in a secret drawer, requiring a DC 25 perception check to find. Included is 
the captain’s diary, which details some secret information. Essentially, the diary will reveal the first 3 puzzle pieces, as listed 
above. It also talks about the captain doing what she must for the Dominion so she can return to Vardona and provide for her 
family: her husband, who is a professor, and her young daughter named Bella. Also in the drawer is a credit chip for 2,000 
credits, and a hand cannon weapon with 12 armor piercing extreme slugs. 
 

Control Deck 

 This is the bridge and control room of the science vessel, Extravago. It is home to the facility adjutant and where the 
remains of the ship’s crew lie. The adjutant is on the north wall of the room, rambling in binary and also saying the words 
‘Warning’, ‘Evade’, and ‘Emergency’. If the players approach the adjutant, its eyes will turn red and will begin twitching 
uncontrollably. If the line ‘Red Code 991’ is said in the adjutant’s presence, it will reboot and calm itself.  
 
 The Adjutant, calling itself Unit-9921, is friendly once rebooted. In fact, it is even talkative. While it talks in a feminine 
monologue, as normal for an adjutant, it has some personality, expressing fondness for the ship’s crew and regret over her own 
failure. The adjutant knows everything that happened with the ship, and will recount the fear she felt when exposed to the Zerg 
fleet. She is confused on why she felt fear, as she is a machine and nothing more. She believes there is something wrong with 
her. She also feels regret at the death of captain Holland; whose body is nearby. 
 
 The adjutant will also make a request; she wishes to be relocated out of the Extravago. She wishes to be put to work 
again, and not surrounded by the corpses of people she failed. If this request is met, she will instruct the players on the safest 
way to remove the Phantasm cloaking device from the ship. The device is worth a fortune to the right people. She also states 
that there is a huge catch of valuable resources in the ship’s hold. She cannot open the door to the hold, however. In fact, she 
has control over nothing outside the command deck.  
 
 If the players salvage the corpses in the bridge, they will find the following goods: 
-Gauss Pistol x5 
-Gauss Spikes x200 
-Medipack x2 
-Equipment Belt x5 
-Tier 2 Gauss Pistol  
-Tier 3 PDA 
-Tier 2 Fone 
-Multiple credit chips totally 2,000 credits 
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Adventure Conclusion 
 If the players successfully made it through the entire ship, they would have received quite a haul in credits and 
equipment. However, three final details could create an even bigger windfall.  
 

Adjutant 9921 

 The ship’s adjutant, if placated, will request to be relocated somewhere where she can continue her work. If the 
players want, they might be able to sell her. Doc Mastiff would be willing to buy her for 1,000 credits, to help him with his 
research. Alternatively, the Kel-Morian embassy will buy her for 4,000 credits, but they will disassemble her for parts and data. 
They will not tell the players that, however. The players can also keep her on as their own assistant if they desire, or return her 
to the Dominion to serve on another starship. The Dominion will pay salvage rights of 2,000 credits, but no more, since the 
adjutant is their own property. 
 
 The adjutant will be happy as long as she is put to work with living people and is not left in the Extravago or 
disassembled. Finding a new home for the adjutant is worth 50 experience points per character. 
  

Cargo Hold 

 The ships cargo hold contains 5 tons of minerals and 10 barrels of vespene gas. Overall, this comes to 20,000 credits 
per ton of minerals, and 1,000 per barrel of vespene. However, this cargo bay is filled with sand and locked behind a sealed 
cargo bay. It would take weeks of work to undo by hand, or several days with a pair of SCVs. Most likely, the players will have to 
contract help to get access to the minerals. This sort of help can be found in the form of a government body or hired hands.  
 
 If a government body, such as the KMC or Dominion, is extracting the resources, they will take the resources and give 
the players a salvage claim of 10% of the total value (in this case, 11,000 credits). If they are simply hiring a group to dig out the 
resources, the group will ask for either 12,000 up front or half the total value of the resources within after they are sold.  
 
 If the party either digs it out themselves or has hired hands uncover it, they still need to move the resources. 
Thankfully, the Mires family at Heriston Space Port buys vespene gas for 500 a barrel. The KMC will buy the minerals for 5,000 a 
ton, a substantial markdown, but it prevents the party from loading it on a ship and selling it off-world. It is also a substantial 
fortune for characters this early in their careers. If the players are not content with these deals, they must put forth greater 
effort for their own deals.  
 

Cloaking Device 

 Once the adjutant has been promised to be relocated, she will instruct the players on how to remove the Phantasm 
cloaking device from the ship. Without her instruction, it requires a DC 35 science check to safely remove the device. If the 
device is not safely removed, it is worthless.  
 
 Even with the instructions on how to remove the cloaking device, it is still a trick to get out. The service elevator 
within the cloaking device chamber can exit all the way to the lower hanger, where the cargo bay is at, but it will require the 
cargo bay being cleared of all sand and debris. Even once lowered to the cargo, the cloaking device weighs a ton and is the size 
of a small vehicle. Moreover, it is also quite delicate, and rough handling could destroy it. To safely transport the device, the 
party will need either an SCV or a large truck.  
 
 Even once extracted, making a profit off it is difficult. No local institutions have need of the device, or resources to 
pay for it. The only exception is the KMC, who are only willing to pay 10,000 credits for it, a fraction of the value. However, off-
world, governments such as the Umojans or Dominions may be willing to pay high credits, upwards of 200,000, for the cloaking 
device. Criminals and mercenaries might be willing to pay more.  
 
 Unless the group is pawning it off to the KMC at the first opportunity, make an adventure out of selling the cloaking 
device. Force the players to travel worlds, build contacts, and get betrayed. If they do not have the capacity to travel between 
worlds yet, let them hold onto the cloaking device and be forced to guard it until they are able to sell it. Make it a long-term 
goal.  
 
 Gaining custody of the cloaking device is worth 50 experience points. 
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Adventure 4: Sirocco Canyon 
In this adventure, the players will explore the depths of the Mar Sara desert in Sirocco Canyon: a distant, hot 

mountain range filled with canyons and dangers. Sirocco Canyon is home to a vicious group of desert bandits who prey on 
vulnerable colonist communities lost far from the safety of big cities.  
 
 Sirocco Canyon is an exploration adventure designed for parties between levels 4-10. The players will seek out Sirocco 
Canyon to stop the bandit attacks on their home and search for hidden treasures amongst the cliffs. This adventure goes well 
when combined with the Heriston adventure hub provided in the February Bonus Content, as the hook for the adventure 
occurs from a bandit attack on Heriston. However, this attack can be adjusted to be upon any settlement that the players are 
visiting out in a desert, with minor reworks. Because it has a slightly higher-level recommendation, this adventure is best 
performed once the players have done several other tasks around Heriston. 

Premise 
Sirocco Canyon is a series of passages through a tower mountain range that connects to an endless wasteland 40 

kilometers southeast of Heriston. This canyon gets its name from the blazing hot air that whistles through its windy, rock 
passages. It is known as a place for outlaws, exiles, and fugitives who do not wish to be found. Sirocco canyon is known for 
being a desolate place, barren of food, water, and any other usuable resource.  

 
This has not stopped it from being inhabitated. The Sirocco Bandits live within and around the highest spire in Sirocco. 

They built a makeshift outpost from spare parts high up on the peak. This outpost is supported by a complex network of 
elevated posts and supports, forming a multi-level hamlet held high above the surface of the ground. These structures are 
connected via bridges, ladders and walkways, and include passages inside the peak in some place. From their lookout, they 
have a wide view of the surrounding countryside to see any threats coming their way.  

 
While their accomplishments are impressive, the Sirocco Bandits are ruthless takers who make their living killing and 

stealing from nearby settlements. Now that they have picked clean most of the settlements to the south of them, they are 
heading north and targeting Heriston.  
 

Adventure Hook 
 This adventure has a very direct hook that will quickly bring the players into the action. One evening, around 7PM, the 
Sirocco Bandits will attack Heriston. This attack group will come in the form of two Hellion vehicles (Advanced Terran Training 
Manual, page 243), and a Bandit Truck carrying 6 Gun-for-Hires (Core Rulebook, page 291). Set up a battlefield in the middle of 
town, with plenty of colonist running and fleeing for their lives. The hellions will focus on burning buildings, while the gun-for-
hires will attack colonist and start ransacking structures.  
 
 If the players intervene, they will engage in battle with the forces. At first, only the gun-for-hires will bother fighting 
them, while the hellion will focus on destroying buildings. If they hellions are attacked, they will fight back. The bandits will fight 
until either a hellion has suffered 100 damage or they have lost 3 gun-for-hires. Afterwards, the hellions will flee while the 
surviving gun-for-hires get back up on the truck and escape.  
 
 If the players do not intervene, 12 colonists will be killed, four buildings will be destroyed and ransacked. You may 
also want to consider having a prominent named NPC in the settlement, such as Stacco or Doc Mastiff, be killed in the attack to 
build dramatic tension and punish the players for their inaction.  
 
 After the raid, the rest of the night will be spent putting out fires, burying the dead, and begganning reconstruction. 
The next day, discussion about the bandits will begin. Whoever is currently running the town will tell the players about the 
Sirocco Bandits, detailing their presence, activities, and location. They will offer the players 5,000 credits to take the bandits out 
and reclaim all of their stolen goods. If the KMC is currently in charge of the town, then the reward increases to 10,000 credits. 
If, by some miracle, that the players are running the town, then Kelly McGreth will talk to them as a concerned citizen. She will 
state that it is the party’s responsibility as leaders to take out the bandits to protect their home. There will be no credit reward 
offered, but the party is free to use whatever is found for the benefit of the town.  
 
 It will be emphasized if the players do not act soon, there will be future attacks. In fact, another attack will come 10 
days after the first attack. If the players fought back against the first attack, this wave will be even larger, with two vultures 
supporting the raid in addition to a fresh assortment of guns-for-hire. 
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Reaching Sirocco 
 Sirocco Canyon is 40 kilometers to the southeast across oppressively hot, barren desert. Walking would be long and 
brutal, taking 8 hours of travel time. If the party had a vehicle, however, with a maximum speed of 80 or more, the trip would 
take only 1 hour. This makes the trip much more bearable, for every hour spent traveling across the desert will require a DC 20 
endurance check or give a character 1 exhaustion. Traveling for by foot, then, would require 8 endurance checks. In addition, 
these endurance checks will be at -5 if the characters do not have a unit of water for every hour they travel. 
 
 For a vehicle, a basic car or bike can be purchased from the occupants of the town (Core Rulebook, page 211). The 
KMC would be willing loan vulture bikes supposing the players pay 2,000 credits per bike over the next 30 days (or the full 
20,000 if a bike is lost). They will not supply any grenades or spider mines for the bikes. Finally, Stacco has his work truck that 
he uses to scavenge, but it might take some convincing. This would be a DC 20 influence check. On a success, he will loan the 
truck for a 10% cut of the salvage. If the players are, rightfully, worried about water, they can buy a bottle of water for 10 
credits a piece from Kelly’s Bar.  
 

Once all of their preperations are made, the players are free to leave whenever they are ready. What time of day they 
leave is important, because it will determine what time of day they arrive. Their arrival time, and method to Sirocco valley 
determines how likely they are to be spotted entering the valley. Roll a d20 and add the following modifiers to whether they 
get are spotted.  

 
-If the players arrive at night, the check gets a +5 bonus 
-If the players arrive on foot, the check gets a +5 bonus 
-If the players arrive via their vehicle, the check gets a -5 penalty 

  
 If the check result is 8 or less, the players were spotted entering Sirocco Canyon.  
 

Random Encounters 
 Once within the canyon, the player’s have a chance to get within a random encounter with an enemy or obstacle. 
Every mile that they travel, roll a d20. On a 16+, they trigger an enemy encounter. Some of these encounters will only occur if 
they have been spotted by the bandits. Upon determining there is a random encounter, roll on the table below to determine 
the nature of the encounter. 
 

Random Encounter Roll Encounter 

1-4 Pack of five starving Lyote (Core Rulebook, page 300). They will attack the players, but can 
be appeased by being given food to eat.  

5-8 Two feral zerglings (The Zerg, page 148), that will attack anything they see 

9-12 A roaming Rhynadon (Core Rulebook, page 302). It will not attack if the players do not 
make loud noises or approach within short range. If approached within medium range, it 
will stomp and growl until they leave.  

13-16( If the party had been spotted by patrols, they will be fired at by a sharpshooter high upon 
a mountain top. These attacks will be at +9 accuracy, dealing 17 damage (penetration 6 
and rending 2, with 6 max attack overages). The shooter will fire three times, and then 
disappear.   

17-20* If the party has been spotted by patrols, they will be approached by a bandit on a vulture 
bike, that will attempt to slay them (Advanced Terran Training Manual, 263). 

*If the players have not been spotted by the bandits, then count these results as no encounter.  
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Sirocco Canyon Map 
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Navigating Sirocco Canyon 
 Upon their arrival at Sirocco, read the following section to your players.  

 

 

 

 

 

 
 You can see the general layout of the Sirocco Canyon in the map above. The orange areas representing the desert and 
the canyon floor, while the brown areas are the cliffs about 100 squares above the desert floor. These cliff walls are exceedingly 
difficult to climb, as they are smooth, as requiring a DC 30 athletics. The map also marks points of interest with red marks. If the 
player arrives at one of those locations, look to that section in this adventure for what that location involves.  
 
 When the players reach a fork in the canyon, describe to them how the canyon turns so they can decide which way 
they need to go. Navigation units can be immensely helpful here, giving an assessment of the terrain for between one to thirty 
miles, depending on the quality of the navigation unit.  
 
 The players goal in this adventure is to reach the Sirocco Overlook, the mountain spire at the peak of the range. The 
bandits have built their home around the peak, thus that is the location that must be overcome.  
 
 Pay attention to how long and how fast the party is traveling. Sirocco Canyon is large, and the players might have to 
make camp if they spend too long. They will also have to worry about endurance checks related to exposure, food and water 
loss, and forced marches.  

The Burrow Tunnel 
 The burrow tunnel is an underground passageway dug into the canyon. It is half buried in sand but is very smooth and 
organic in nature. A DC 25 science check reveals that the tunnel was probably dug out by a large Zerg organism, such as a nydus 
worm. This tunnel provides an option to explore other than exploring the canyon walls. 
 
 If the players choose to investigate the burrow tunnel, they will find it deeps into the earth beneath the cliff face, and 
then begins the level upwards once again. It connects two different points in the canyon, acting as a short cut to the eastern 
range without having to pass under the oppressive heat of the sun. However, this tunnel is not unoccupied, as it is a home to 
dormant Zerg.  
 
 When the players reach the lowest point in the burrow tunnel, Zerg will unburrow and attack them. Determine the 
type and number of Zerg based on the party’s level and size. 
 

Party Level Zerg Encounter 

1-3 2 Zerglings, +1 Zergling per player beyond 4 

4-7 3 Zerglings, +1 Zergling per player beyond 4 

8-9 3 Zerglings, 1 Roach, +1 Zergling per player beyond 4 

10 6 Zerglings, 2 Banelings, 1 Roach, +2 Zerglings per player beyond 4 

 
 The battlefield for this encounter is simple: a lightless tunnel, straight tunnel about 8 squares wide. Half of the Zerg 
will unburrow in front of the players, the other half will emerge behind them. Once the Zerg are slain, this tunnel can be used to 
quickly travel from one point of the canyon to another.  
 
  

 The Sirocco Canyon stands as a towering range of red rock cliffs towering over a flat, desolate plain of barren desert. 
Around you, hot, dry winds whistle around you and cascade into the worn canyon cutting through the cliffs ahead. Millenia of 
erosion have carved a rounded passageway through this towering edifice of stone, providing a lifeless passageway through the 
labyrinth of stone.  
 
 There are no maps providing guidance for passing through the canyon. Why would there be? This is a place of 
lifelessness, as barren as a terrestrial environment could be. Despite this, there is signs of habitation. Tire treads, distortions 
made by hover bikes, claw marks; all point to the fact that this is an occupied area for desperate souls. Desperation leads to 
violence, and you must be on your guard. 
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Carnivore Cavern 
 This cavern is home to a very large clan of lyote; jackal like carnivores. They have a hard time feeding their whole 
pack, so are aggressive to anything they come across, including bandits and Zerg. The rotted, skeletal remains of both are found 
outside the cavern, along with the sounds of yipping and howling from deeper in. A DC 20 survival check will reveal that this is 
the home of many lyote. While dangerous, there might be some useful plunder within.  
 
 The cavern is made up of two rounded chambers, each about 10 squares around. Each cavern is home to a number of 
lyote based on the player’s level and numbers.  
 

Party Level Zerg Encounter 

1-3 4 Lyote, +1 Lyote per player beyond 4 

4-7 6 Lyote, +2 Lyote per player beyond 4 

8+ 10 Lyote, +2 Lyote per player beyond 4 

 
 Once the players engage and start killing lyote in the first cavern, lyote will leave the second cavern to reinforce their 
lost ranks in the first chamber. Thus, all the lyote will be killed in the first cavern eventually, unless the players fight in both 
rooms at once. Once all the enemies have been killed, the players can search the cavern for supplies. The second cavern 
contains the remains of many bandits that have been killed by the jackals, and they can find the following goods there: 
fragmentation grenade x2, land mine x2, sniper rifle, 5 extreme slugs, 2 medipacks, 4 bottles of water, and 2 backpacks. 

Hermit’s Shack 
 A lonely exile built a home in the middle of these canyons. Their home, a 5 by 5 square shack, is built on a large 
mound of artificially placed dirt. Nearby, is the wreckage of a pre-Great War SCV. It looks like it has been scavenged for parts. 
More worrisome is the number of mangled, dead bodies leading up to the shack. If the players try to get the attention of 
whoever lived on the shack, they will receive no response.  
 
 The mound the shack is built on is covered with land mines; that is what has been killing looters. The players must 
traverse the mound without stepping on any land mines. There is a total of 6 squares in any side of the mound that they must 
go up without stepping on any mines. Every square they traverse up the side of the mound, they have a 50% chance to set off a 
land mine. They can make a DC 20 perception check before each step to see if there is a land mine in front of them. If they 
succeed, they can move up a square without stepping on a land mine. Other characters can follow in their wake. If a character 
succeeds three perception check to spot land mines, they can make a DC 15 intelligence check to determine a pattern for the 
mine’s placement. If they succeed, they realize the scattered pattern placement for the mines, and can cross the minefield 
without trouble. They can also direct other players to navigate the mine field as long as they are no performing any other 
actions.  
 
 If any player steps on a land mine, it attacks them, making a +8 attack against them, dealing 40 damage, penetration 5 
(half damage on a missed attack). Because these are very precise land mines, they do not have a burst area and effect only the 
triggered square. 
 
 If they make it up to the shack, they will find the door is locked. The lock can be picked with a DC 20 stealth check. 
Otherwise, it can be broken down with attacks or a DC 15 strength check. However, if the door is broken or forced, it will trigger 
a shotgun trap that shoots whoever opened the door (+5 attack accuracy, 14 damage, hailfire 3, 0 max attack overages). Inside 
the shack, they will find trashed rooms filled with spoiled food, excrement, and junk. The final room will contain a chair with a 
dead terran inside of it, who had apparently killed himself with a gunshot to the head. Some useful supplies can be found in the 
hermit’s shack, including the gun he shot himself with: Tier 2 Heavy Revolver with 5 hollow point rounds, a sack with 300 
credits, 10 bottles of water, 20 shotgun shells, 2 unused land mines, a navigation unit, 20 generic crafting components, 10 
framing components, and 5 electronic components.  
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 The Lost Bunker 
 The lost bunker is an old confederate military outpost buried deep in Sirocco Canyon. As the players explore, they 
may find the artificial metal hanger door against the side of the cliff wall. This door is open and cannot be closed. As a result, 
years of sand and dust has been spread into the bunker. It appears some emergency lighting is still active within the facility, 
possibly indicating habitation or at least that the facility is somewhat operational. 
 
 Unknown to the players, the lost bunker is now occupied by the bandits. They use its systems to scan the surrounding 
landscape and provide fresh water from a powerful deep drill located in the facility.  
 
 Use the following map for navigating the lost bunker. The players will enter in the southwest corner, in the tunnel 
leading towards A.  
 

 

Location A 

 In this location, the players will find a collection of bandits lounging around in an old, beat up barracks. This room is 
occupied by 4 thugs (Core Rulebook, page 292), 2 guns-for-hire (Core Rulebook, page 291), and an enforcer (Core Rulebook, 
page 290). They are playing cards and relaxing and will be surprised at the party’s intrusion. Searching the room will uncover 
roughly 50 credits, and a dose of combat stimulants.  
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Location B 

 This large room is packed with computers and scanning equipment. A DC 20 computers or science check will reveal 
that is a radar station that watches and surveys the surrounding region. It is probably what the bandits use to spy on 
surrounding settlements and find places to attack. After realizing this, if the players spend 10 minutes trying to tap into the 
navigational data, they can download a map of the canyon to a PDA. It still will not tell critical locations, such as noteworthy 
spots are in the canyon or where the entrance to the bandit base is.  

Location C 

 This is the station generator. It is old and in poor shape but is functional. The players can salvage the reactor for parts, 
at the cost of deactivating the bunker. Doing so requires a DC 20 science check. On a success, the players gain an assortment of 
electronic crafting components equal to their check result. On a failure, they receive only 5 electronic components. On a 
success or failure, the generator is permanently destroyed and cannot be used further. Power to the station, including the 
scanners and water purifier, will be deactivated.  

Location D 

 This hallway looks like it traveled deeper into the bunker, but these reaches seemed to have collapsed over time. The 
lower reaches of the bunker are filled with rock and sand. This passageway is now blocked, and no amount of work will clear it.  

Location E 

 There are some side rooms in this corridor. They look like they were once crew quarters and are now the sleeping 
chambers for the bandits that live in the bunker. The lower room possesses the following plunder: 100 credits, 10 generic 
crafting components, 2 magazines of 50 light slugs, and a medipack. The upper room possesses its own loot: 10 generic crafting 
components, 2 framing components, two painkillers, a dose of rage, and a dose of sniper’s glory. Both rooms contain about 5 
days of rations.  

Location F 

 This room is important because it is an advanced water extractor and purification unit. The mechanisms in this room 
tap water from underground rivers and filters it into the station, where it is purified to be made drinkable. The bandits have 
been using this machine to keep their colony supplied with fresh water. This machine can produce 10 gallons of usable, 
drinkable water every day. Such a machine could be of great benefit to Heriston. Remember, the machine does not work if the 
players destroyed the generator in Location C.  

Scaver’s Pit 
 Scaver’s pit possesses one of the few mineral nodes in Sirocco Canyon. In fact, these mineral nodes are incredibly rich 
and valuable. However, these nodes are protected by an area of sinking sand that has claimed the lives of many scavengers. 
Anyone who walks out onto the sand risks the sands engulfing them.  
 
 Looking at scaver’s pit, it is a region that encompasses a roughly Burst (30) area. The rich mineral node is in the 
middle of the pit. Scattered across the pit are two engulfed SCVs (one to the 4 o’clock position and one at the 12 o’clock 
position), and an engulfed hover truck (7 o’clock). All of them are about halfway between the edge of the pit and the center 
where the resource node sits. The players will arrive at the pit from the roughly 3 o’clock position. 
  
 The truth about the pit, is the ground is the way it is because of a betentacled alien lifeform that lives in the pit. This 
creature will also grab anything that goes to deep in the pit to pull them down as food.  
 
 The trick of this encounter is to get in and out with rich resources, without pushing your luck so far that you get pulled 
under the sands. Each of the wrecked vehicles in the sand has 50 lbs. of the yellow, glowing, mineral, which should have a value 
of about 500 credits. In addition, spending 10 minutes harvesting the center node can yield about 2,000 credits of the resource. 
However, longer spend on the sands gives you increasing chance to get caught by the monsters and the sinking earth.  
 
 For characters walking on foot, each square going through the quicksand costs 4 squares of movement and a DC 20 
athletics check. If the check fails, the character still gets to move, but begins to sink. Count all the points of sinking that a 
character gets as they move through the sand. When a character gets 3 sink marks, they gain the Slowed and Swiftness Drain 
(3) conditions. When they gain 5 sink marks, they are Immobilized and gain the Swiftness Drain (6) conditions. They cannot 
move and must be pulled out of the sands by someone else. Pulling a character 1 square towards safety requires an athletics 
check with a DC of 20, +1 for every 10 lbs. the trapped character is carrying. An automated winch attached to a vehicle can 
make this check with a bonus equal to 8+ the vehicle’s strength score.  
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 Land vehicles going through the fields follow the same rules, except they make pilot checks instead of athletics 
checks. They receive a penalty to their pilot check based on their speed, as normal. Vehicles gain sink points, and every sink 
point reduces their acceleration rating and max speed by 20%. Vehicles are incredibly difficult to pull out of the sand, requiring 
a DC 30 for large vehicles, DC 40 for huge vehicles, and DC 50 for gargantuan vehicles.  
 
 If a character is standing still in the sand, either because they are stuck or simply waiting, or slowly moving through 
the pool, they will eventually be grabbed by the tentacle alien in the pit. This usually occurs after a minute of contact with the 
sand. If the creature goes after a character, it makes a +20 attack against the players toughness. If the attack is successful, the 
character gains 1 sinking point. Every sinking point beyond 5 increases the DC to be pulled out of the sand by 3. If a character 
receives 10 sinking points, then they are underneath the sand and begin suffocating.  
 
 Hover vehicles function differently. When they are above the sands for 10 rounds, the tentacle will reach up and grab 
the vehicle. This is the normal +20 attack versus toughness. If the tentacle is successful, then the hover vehicle is pulled to the 
surface of the sand. Each subsequent successful attack gives it sinking points. The tentacle, when emerging from the sand to 
grab a hover vehicle, can be attacked. It has a defense of 20, damage resistance of 8, and 60 hit points. It has a damage 
threshold of 30. When it receives a crippling wound, it drops whatever it is holding and retracts under the sand. If the monster 
loses a tentacle or its grasp on an object, it is a brief reprieve; 5 rounds later another tentacle will go after the target.  
 
 Salvaging the rare resources from the wreckages requires being able to lift, carry, and get back to safety with a 50-
pound piece of rock. Harvesting the center node will require 1 minute of work with designated mining equipment, while 
worrying about sinking and the tentacle monster grabbing them. Even after extracting the resource, the player will have to 
bring a 200-pound section of rock across the sands to be able to use it. 

Sirocco Overlook Bandit Hideout 
 This is the primary objective of the heroes in this adventure, taking over the bandit hideout. They will recognize the 
location when they spot a metal ramp going into a manmade structure carved into the rock wall of the canyon.  
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 Going into this structure, they will find it is the garage for the bandit’s vehicles, where they send out their raids. 
Within this structure, they have four vulture bikes and four hellions, as well as their bandit hover truck. This is minus any bandit 
vehicles the players have destroyed over time. The vultures are up front in the cramped garage, while the hellions are in the 
back. The secondary room of the garage, located in a northern wing of the room, has the bandit’s hover truck.  
 
 This room is guarded by 2 outriders (Advanced Terran Training Manual, page 220) and 4 gun-for-hires (Core Rulebook, 
page 291). Further exploration will reveal there is a southern chamber that possesses a tall elevator that leads up to the 
bandit’s hideout.  
 
 Read the following section to the player’s once they take the elevator upwards.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  
 The players goal is to capture this town from the bandits. There are quite a few of them up here on the rickety 
platforms. Use the following key to understand the map. 
 
 -White areas are walkable platforms on the complex. They are surrounded by rope railings to prevent people from 
falling over. These ropes have a 50% chance to negate any push or knock back attacks that would push someone over the edge 
of the landings or bridges. 
 
 -Black areas are raised structures on the walkways. They cannot be walked on, but they can be entered. You decide 
where the doors are at. While fighting on the platforms, enemies will frequently leave these buildings to reinforce their allies. 
 
 -The brown center section is the rock spire that the complex is built around. The light brown section is tunnels within 
the rock spire, connected to the outer complex.  
 
 -The orange section represents the ground far below the players. Falling from this height would deal 500 falling 
damage, certainly resulting in death.  
 

 

 This rickety lift does not feel safe or stable, and you can’t help but feel uncomfortable while being carried upwards. The 
lift brings you through the heart of the cliff, passing through a cylindrical rock tunnel passing upwards. Eventually, the elevator 
passes through the cliff facing and you find yourself being lifted through the air.  
 
 Around you, the unstable elevator is pulled upwards by four suspended cables, carrying you high into the air. Above you, 
you see the Sirocco Summit, the highest peak in the mountain range. Remarkably, it seems this summit is where the bandits have 
chosen to make their home. They have constructed a series of platforms and structurers around the circumference of the rocky 
spire, supported by pillars, planks, and girders to hold their home far above the surface of the ground. This shanty town of hand 
made structures is connected by rickety bridges, and weaves into the natural spire, with tunnels going into and out of the mountain. 
It looks like a hazardous place to fight, for a single wrong move can send you falling to your death. Furthermore, explosives can 
cause the entire complex to destabilize and fall to the ground.  
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Sirocco Overlook Level 1 

 The players will arrive at this level at the entrance point, on the southern side of the map. The elevator will rise up in 
the center of this platform, and the players will find themselves under attack shortly after. Spread across this level, this map 
contains roughly 10 Thugs (Core Rulebook, page 292), 4 Gun-for-Hires (Core Rulebook page 291), and 1 enforcer (Core 
Rulebook page 290). These enemies will not attack the players all at once, but instead will be scattered across the level as the 
GM sees fit. Make sure you capture how disorganized and unprepared the bandits are against an assault. Many of them will be 
trying to find out what is going on, waking up from rest, or grabbing their equipment as they try to find out where the fight is at. 
The players will also hear enemies becoming active on the upper landings, preparing for a fight.  
 
 The entrance the next level is a ladder within the spire itself, accessed on the north side of the overlook. The 1 
enforcer on this level will probably be guarding this level.  

 

 Remember, that the bandits will not waste their lives frivolously. If they are clearly being decimated in combat, they 
will surrender, particularly the Thugs. However, they might try to rally if enough surrendered warriors get together.  
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 Sirocco Overlook Level 2 

 The players will enter level 2 from within the spire. They have two choices on where to go: either head west and back 
out to the platforms to continue on or take a diversion to explore the inside of the spire. 
 
 If they explore inside the spire, they will find 2 Enforcers waiting for them in the next room, just to the south. This 
room serves as the complex kitchen, complete with ovens, refrigerators, and storage. A great deal of a food can be taken from 
here, including water and alcohol. The next room has an electronic lock (DC 20 computers check to open). When opened, this 
room contains 8 barrels of vespene gas and a half ton of raw minerals. This can be useful for Heriston. 
 
 When they head out on the platforms, there is another 8 Thugs, 6 Gun-for-Hires, and 1 Outrider spread across the 
platforms on the second level. Follow all guidelines for the first level for how the fight on the second level will proceed.  
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Sirocco Overlook Level 3 

 This is the top level of the bandit complex, and where their most elite residents live. Spread across the platforms on 
this level are 8 Thugs, 2 Outriders, and 2 Frontier Pillagers (Dominion Intel Briefing, page 13). There is another passage on the 
north side of the platforms that lead into the spire. The first room off the corridor is the bandit’s leaders chamber, who will not 
be here. The next room is the command room of the spire, where the bandits communicate with their forces via 
communications equipment and plan raids via a holographic display table. This room will be guarded by a Frontier Pillager and 2 
Outriders. The Frontier Pillager is tanned, scarred woman named Agretta Storm, the bandit’s leader. If the players seem 
reasonable, the Agretta will try to surrender. They will try to trade all their possessions for their lives and freedom, promising 
never to bother anyone again. It is the players choice how to resolve this, and GM’s discretion on how honest or untrustworthy 
they want Agretta to be. Agretta might consent to being arrested, if she feels there is no way out of the circumstance. 
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Sirocco Overlook Treasure 

 Most of the treasure salvaged from the overlook is the credits and gear the various bandits were carrying. However, 
the bandit leader’s chamber includes an additional 2,100 credits, 2 demolition charges, tier 2 navigation unit, CMC-400 
powered combat armor, and 2 magazines of 150 gauss spikes. There is also the resources on the second level which can be put 
to good use. Scavenging the complex can also yield a bountiful amount of crafting components: 30 generic, 20 framing, 20 
weapon, and 10 electronic. Most importantly, is that the players can commandeer all the bandit’s vehicles in the garage. 

Adventure Conclusion 
 Removing the bandit threat completes the mission. Once the players return to Heriston will news and proof of their 
victory, they will gain 100 experience and any promised rewards. In addition, they may be returning with prisoners and a haul 
of valuable resources. It will be up the players how these resources are used, and the town leader how prisoners are handled 
(though the players might be able to get their say in the matter). Most likely, Gor Causeway will want prisoners executed, while 
the KMC will send them to work in the mines as indentured laborers.  
 
 Meantime, if the players have not explored Sirocco Valley to their own contentment, they may continue to explore 
the location for the treasures it hides. In particularly, the Lost Bunker might be valuable for the town, as it can provide clean 
water and scanning data for the residents. It is possible that they might set up a new operation for townsfolk to operate out of 
the bunker and run water back and forth between there and town. This might be worth additional profit for the players for 
setting up an operation.  

Additional Heriston Adventures 
 There are all numbers of adventures that new characters can go on around the town of Heriston. While four 
adventures are presented, here are the basic blueprints of 10 more adventures on Mar Sara. As these contain most basic 
information on the adventure, it is up to you as the Game Master to flesh them out and find out how they will work in your 
StarCraft campaign.  
 

Bounty Hunters Arrive 
 Towns like Heriston are refuges for those who want to remain lost and hidden. Bounty hunters know that and sweep 
the backwater systems looking for those looking to escape notice. That happens when a loud and arrogant bounty hunter 
named Kal Beachwood comes into town with his cohorts. He instantly begins checking the identifications of the local citizens 
looking for outstanding warrants to arrest them on.  
 
 Oran Grell of Grimvault Armory is of interest for the bounty hunters, and if they find out who he is, they will certainly 
try to take him. There are also a dozen ordinary citizens without outstanding warrants. The town leader will try to get the 
players to get Kal Beachwood out of their town. Kal will instead try to hire the players to help him find delinquents, promising a 
finder’s fee. 
 

Treasure Hunt 
 A dozen treasure seekers arrive in town via the Heriston Port. They state that there was a rumor back in Dead Man’s 
Rock that a great treasure is hidden on Mar Sara, and they have come to compete with each other to find it. If the party 
investigates, people around town will tell them that the treasure is supposed to be real, but no one has found it. Apparently, a 
Confederate marine captain buried his plunder in a bunker before the planet’s cleansing by the protoss. Supposedly, it held vast 
stacks of credits, ammunition, and weapons that he extorted from his corrupt duties.  
 
 If the party is are interested in looking for the treasure, they have a first lead, the decrepit ruins of the military base 
where the captain used to work. Devise a series of errands for the players to follow, going from location to location, picking up 
clues as they travel as they make their way to the captain’s buried bunker. But beware; the new arrivals in town will do 
anything, including kill, to get to the treasure before the players.  
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Mining Disaster 
 A disaster strikes Heriston as the miners uncover a volatile vespene gas deposit. Suddenly, the town begins to get 
filled with toxic gas. Players will need to help evacuate residents from the town before they succumb to the toxin, while 
protecting themselves from the hostile gas. Once everyone is evacuated, a plan must be formed to plug the gas. Players will 
need to go on a mission into the gas filled town, a mission that will be timed as they must complete a variety of technical and 
scientific checks to finish the mission before their air supply runs out and they succumb to the toxins. 
 

Lost Loved One 
 An ex-marine, Tabitha Clarence, has come into town on a quest to find her missing brother. They were separated 
during the first evacuation of Mar Sara, and she has not seen him since. After serving her tours in the Dominion marines, she is 
now looking for her younger sibling. She had a tip from someone that was on his evac ship that he was going to return to Mar 
Sara to rebuild his life. 
 
 Unfortunately, her brother, Aaron, fell on tough times upon returning to Mar Sara, and was captured by highwaymen. 
After working as a slave for them for a while, he ended up earning his freedom and was recruited into their ranks. Tabitha 
knows nothing of this. When she finds that her brother was captured by pirates, she will ask for the players help so she can find 
the people that kidnapped her brother. This will resort in an unfortunate confrontation where she will come to face her brother 
in the ranks of the people she opposes. Hopefully, the players can settle a conflict before one of the siblings accidently kills the 
other.  
 

Refugees 
 A nearby settlement is wiped out by the Zerg, and the survivors roamed the desert looking for somewhere to settle. 
Eventually, they find Heriston and move in. The small town, struggling in the best of days, is overwhelmed by people who are 
starving, penniless, and desperate. As conflicts brew, turfs are drawn between the natives and the refugees. The players will 
find themselves in the middle of a terrible feud. They may be forced to take sides to defend the town or find a compromise so 
that everyone can co-exist peacefully. This will require that everyone in town work to improve it, and making sure there is 
enough food, water, and housing for everyone. 

The Zerg Approach! 
 Early scouts have reported that there is a new Zerg hatchery a few miles southeast of Heriston. One hatchery could 
mean hundreds of combat ready Zerg within a week, and those Zerg will be looking for a new place to set up a hatchery. This 
could be the greatest threat the town has ever faced, as Heriston is a rich ground from Zerg expansion. The town will need to 
set up a militia and get ready for inevitable attack. However, it will not be over until the hatchery is destroyed. The players will 
be needed as capable hands to bring the fight to the enemy, leading civilian soldiers into battle against the most horrible 
enemy. 
 

Protoss Explorer 
 The town goes into a frenzy when a wayward Khalai protoss wanders out of the desert into Heriston. Instantly, the 
locals are apprehensive of him, following, taunting, and pelting him with stones as he enters town. Many residents still blame 
the protoss for burning Mar Sara. Kelly calls for reason, however, and asks the players if they can work with the protoss and get 
him out of town safely and quietly.  
 
 If they do, they will realize that the protoss, Khazier, is an explorer searching for an old protoss temple that was 
placed on the world before the arrival of the terrans in the Koprulu Sector. He is offering a reward if the players can help him 
find the temple and recover the artifacts that were there. To reach it, the players will have to compare map markers, climb 
towering mountains, and deal with hostile wildlife.  
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The Great Heriston Zerg Hunt! 
 Heriston decides to start a tradition performed elsewhere on Mar Sara and begin an annual Zerg hunt! The person 
who kills and collects the most Zerg wins a handsome bounty of 4,000 credits! The larger and more powerful the Zerg, the 
better the bounty! If the players work together and begin to win, they will find themselves hunted by the competition who 
want to claim the reward for themselves. 
 

Government Take Over 
 A local colonial magistrate, Abaxter Thoro III, has decided that Heriston falls under their jurisdiction and has decided 
to ‘civilize’ it. Abaxter assigns the town its own police force, sheriff, and tax collector. The player may be torn on what to do 
about this sudden intrusion. On one hand, Abaxter has the resources to modernize the town and bring some level of safety and 
security to it. On the other hand, his actions will surely remove the freedom and independence of the residents. Can they co-
exist? Does Abaxter need to leave? Can the players convince the residents that his presence is for the best? Or do the players 
need to forcible remove Abaxter’s goons from town? 
 

Famous Outlaw 
 The town becomes the home to a famous grifter, outlaw, and gunslinger, Maron Double-Tongue. As soon as he 
arrives, he amazes everyone with his charm, adventurous stories, and delightful personality. However, powerful people start 
going missing in town, and Maron seems to be pushing to gain political power in Heriston. Leadership begins to feel that he is 
planning a coup. This is worrying, for as pleasant as Maron is, his reputation is one of death and betrayal. People will push for 
the players to investigate this charming criminal to see what dirty business he is up to, and if he is connected to the 
disappearances.  
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Adventure NPCs 
 These are the monsters and NPCs used by the four adventures in this supplement, that do not show up in any other 
supplements. Any NPCs that referenced in the adventures that are not here should be found in the corresponding book or 
supplement described in the adventure. 
 

Broodling Description  
 These broodlings live to consume and implant their eggs into nearby hosts. When triggered, they will advance in a 
large pack and seek to overwhelm their foes. They will primarily attack with their bite weapon, trying to take large bites out of 
their target’s flesh. They will only try to grab and implant a foe if they are not in danger of being killed by weapon’s fire, thus 
rarely do it against an enemy that fights back. These broodlings will release worms when they die, which will either try to hide 
or avenge their parent. 
 
 Compared to the common broodling, sand crawlers are tan and brown in coloration, therefore much brighter.  
 

Broodling Sand Crawler 
Level 3 Small-sized Zerg Creature (Non-heroic Prowler), Low Threat 

Hit Points: 36  Healing Threshold: NA  Damage Threshold: 17 
Defense: 19  Toughness: 12   Resolve: 12 
Speed: 7   Shift Speed: 1   Morale Bonus: NA 
Space: 1 square  Reach: 1 square   Initiative: +3 
Damage Resistance: 9 Psionic Resistance: 6 
Regeneration: 2 

-Ripping Fangs 1d20+5 accuracy, 22 damage, 1 strike maximum; Special Traits: Penetration 6, Rending 4 
-Scything Claws 1d20+5 accuracy, 14 damage, +2 strikes maximum; Special Traits: Penetration 3 

Skills: Athletics 3, Acrobatics 1, Melee 3, Defensive Training 3, Durability 3  
Skill Focuses: Melee +2, Stealth +2 
Talents: Awesome Abilities (agility) 
Creature Abilities: None 
Strength: 3 Instinct: 3 Agility: 4  Fortitude: 2 
Intelligence: 1 Willpower: 2 
Gear: Small-sized Ripping Fangs with Brutal Edges, Zerg Light Carapace 
 
Special Ability (Implant): if the broodling is grappling with an enemy, it can make a special bite attack against them. If the 
attack bypasses the target’s defense and toughness, it implants a larval sand crawler egg within the target. After thirty minutes, 
the larvae will burst out of the target’s stomach, killing the host. If 4 potency of anti-toxin is applied within 5 minutes of the 
infection, the larva is killed. Outside of five minutes, it will take a specific antidote to kill the parasite and save the host.       
 
Special Ability (Death Burst): When the broodling dies, it releases two larval sand crawlers. These sand crawlers instantly roll 
their own initiative and act on their own turn. They start in the broodling’s previous square.     
 
Special Ability (Blind): The broodling is utterly blind and cannot see. It automatically fails all visual perception tests. However, it 
can detect heat signatures, such as a warm body or an active engine, and actively seeks out those targets it detects as hostiles.  
 
Special Ability (Zerg Traits): Zerg have a regeneration value based on their size. They can burrow as a standard action, and have 
a biomass score equal to their fortitude + strength + willpower.  
  

 

Larva Description  
 These worms look like Zerg larvae, but without a harder outer shell. They do possess more powerful and active legs, 
allowing them to scurry quickly. In battle, they will join broodlings to fight others, or will simply hide from sight and wait until 
they grow into broodlings on their own. This growth happens quickly, over roughly twenty minutes.  
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Sand Crawler Larva 
Level 1 Tiny-sized Zerg Creature, Trivial Threat 

Hit Points: 22  Healing Threshold: NA  Damage Threshold: 8 
Defense: 20  Toughness: 4   Resolve: 12 
Speed: 3   Shift Speed: 1   Morale Bonus: NA 
Space: 0 squares  Reach: 0 squares   Initiative: +3 
Damage Resistance: 9 Psionic Resistance: 6 
Regeneration: 3   

-Ripping Fangs 1d20+2 accuracy, 13 damage, 1 strike maximum; Special Traits: Penetration 3, Rending 4 

Skills: Athletics 1, Durability 2, Defense Training 1, Endurance 1, Melee 1, Perception 1  
Strength: 1 Instinct: 3 Agility: 3  Fortitude: 2 
Intelligence: 1 Willpower: 2 
Gear: Tiny-sized Ripping Fangs, Zerg Light Carapace 

 

Shadow Monster Description  
 The shadow monster is an extremely dangerous foe for new characters and is essentially indestructible while outside 
daylight. Its attacks are powerful and are likely to deal crippling wounds to new players, so they will need to be ready for that. 
Fortunately, the creature is easy to goad, and it can be lured around by activating and deactivating flashlights, at least in the 
dark. In the daylight, it will enter a berserk frenzy and attack the closest enemy every round.  
 

Shadow Monster 
Level 5 Large-sized Creature (Heroic Hunter), Extreme Threat 

Hit Points: 159  Healing Threshold: 9  Damage Threshold: 33 
Defense: 17  Toughness: 27   Resolve: 20 
Speed: 7   Shift Speed: 2   Morale Bonus: NA 
Space: 2 by 2 squares Reach: 3 squares   Initiative: +4 
Damage Resistance: 10 Psionic Resistance: 17 

-Bite 1d20+6 accuracy, 33 damage, 1 strike maximum; Special Traits: Penetration 5, Rending 2 
-Claw 1d20+7 accuracy, 23 damage, +2 strikes maximum; Special Traits: Penetration 4, Rending 1 

Skills:  Acrobatics 3, Athletics 5, Defensive Training 5, Durability 5, Endurance 5, Melee 7, Mental Training 5, Perception 2, 
Survival 2 
Skill Focuses: Athletics +2, Melee +2 
Talents: Awesome Ability (strength I), Leap, Penetration IV, Weapon Mastery (melee) 
Creature Abilities: From the Darkness*, Hates the Light*, Long Reach 
Strength: 8 Instinct: 4 Agility: 4  Fortitude: 8 
Intelligence: 1 Willpower: 5 
Gear: Large-sized Bite, Large-sized Claw, Carapace 
 
Special Ability (From the Darkness): If the shadow monster begins its turn in an area of darkness, it gains 40 temporary hit 
points and has 40 regeneration. If is in the area of a flashlight, it loses 10 of both temporary hit points and regeneration. If was 
hit by a flash grenade since its last turn, its temporary hit points and regeneration are reduced by 20 for that turn. If it is 
exposed to daylight, it has no temporary hit points or regeneration.  
 
Special Ability (Hates the Light): The shadow monster always prioritizes its attacks on enemies that are carrying sources of 
light, such as a flashlight or a flare. The brighter lights being carried, such as a high tier flashlight or multiple flashlights, are 
prioritized first. It will attack such targets with priority if possible. 
 
Special Ability (Long Reach): The shadow monster has long arms and gains +1 reach with its claws.   
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Bandit Hover Truck Description  
 The hover truck is a large, flat-bed truck with grav lifts that allow it to float above the ground. The statistics for it 
while piloted by the bandits is provided, as well as the base vehicle in case the players manage to get ahold of it. 

 

Sirocco Bandit Hover Truck 
Level 5 Terran Non-heroic Character in Huge-sized Vehicle (Fringe Colonist/ Skirmisher/ Outdoorsman/ Scout), High Threat 

Hit Points: 230  Healing Threshold: NA  Damage Threshold: 48 
Defense: 19  Toughness: 42   Resolve: 16 
Acceleration Rating:  20 Max Speed: 100   Morale Bonus: +3 
Space: 5 by 5 squares Reach: NA   Initiative: +3 
Damage Resistance: 19 Psionic Resistance: NA 

Skills:  Athletics 4, Acrobatics 4, Defensive Training 6, Durability 4, Endurance 4, Medicine 1, Melee 2, Mental Training 2, 
Perception 4, Pilot 4, Ranged 4, Tactics 1, Science 2, Stealth 4, Survival 4 
Skill Focuses: Defensive Training +2, Athletics +2, Survival +2, Pilot +2 
Talents: Defensive Fighting, Dodge, Hardened Survivalist, Stalker, Survival Instincts, Weapon Mastery (ranged) 
Strength: 10 Instinct: 3 Agility: 6  Fortitude: 10 
Intelligence: 4 Willpower: 4 
 
Special Ability (Transport): The hover tank has room for 8 passengers or an equivalent amount of cargo. The tank is a hover 
vessel, meaning it ignores difficult terrain. It is also open topped, so it’s passengers can fire out of it or be attacked, but they 
gain +5 to their defense.  
 
Special Ability (Reconnaissance Craft): As long as they are at least 30 squares from a target, and have not attacked, or been 
attacked, on their turn, the truck counts as sneaking.  
 

Sirocco Bandit Hover Truck 
Gargantuan Terran Hover Vehicle, High Threat 
Hit Point: 230   Damage Threshold: 48  Toughness: 42 
Strength/ Fortitude: 14  Structure Rating: 2   Damage Resistance: 19 
Pilot Requirements: 1  Space: 5 by 5 squares  Reach: NA 
Acceleration Rating:  20  Max Speed: 100   Defense: 6 +Defensive Training +Agility 
Crew: Pilot, 8 passengers or equivalent cargo 
Base Gear: Headlights, Light Hull, Hover, Enclosure  
 
Special Trait (Open Topped): This vehicle is open-topped, and the rider can be attacked in addition to the vehicle. However, the 
ridder has cover and they gain +5 to their defense. 
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