Silversphere

The Plot

AlexsandroRohasis planning to rob the
Imperial Bank on Byzantium Secundusto
financehis own army. To do this he requires
threethings, vehiclesand weaponry,a method
of disablingthe security forces and a way to

disable the technological defenses of the bank.

The first two he haglannedbut wasunable
to find a methodto solve the latter until he
learn't of a letter from Sir Harakil Hazat,once
a knight of The Hazat but now a Questing
Knight. He had discoveredhe crashsite of a
2nd Republic Battlecruiser.  Alexsandro
recognisedhe ship and knew of it's weapons,
one of which would solve his problem of
disabling the technology of the bank.

Knowing that his brother, Miguel, was in
the area he, posing as his Father, sent a
messagdo him to get this particularitem and
return to Byzantium Secundus.

The Story

The story is in five parts.

» The Prospectors
e The Thieves

» The Couriers

» The Detectives

» The Saviours

The Prospectors: The group land on Icon
and try to locate the crash site.

The Thieves. Once located, the group
breaksinto the campand stealswhat it needs
and anything else it wants.

The Couriers. The group transportsthe
goods safely to Byzantium Secundus

The Detectivess  The group discover
something is wrong and try to discover what

The Saviours: They save the day.

The Prospectors

The Background

Over a millenia ago a large battlecruiser
was damagedin a battle and crashedon a
mood. There it has laid, gradually being
coveredby silt and dust, waiting to by found.

It's wait recently ended when Sir Harakil
Hazat,a QuestingKnight, discoveredcluesto
it's existance.He soughtit out andfoundit on
the second moon of the fourth planet of the Icon
system. Upon this discoveryhe sentword to
the Emperor who dispatched a team of
scientists, engineeers and archeologists
protectedoy Imperial troopsto learnwhat they
can. Sir Harakil also wrote to his sisterand
mentioned, in passing, this discovery.

By the time the players get to Ictimerewill
be full researctbaseset-upin the moon Calig.
The researchteam, however, have been very
careful to avoid notice in moving here and as
such the first challengeto the playersis to
locate them.

The Searchers

Whena QuestingKnight appeardn a area
of populationthe newsof his presencespreads
like wildfire. Sir Harakil landedon Icon onthe
planets main spaceport,bought a spacesuit,
assortedmining and scanningequipmentand
othersuppliesand hired a Runt. He thenleft
planet, returning about a fortnight later. He
sent messagdo the Emporerand waited. It
was during this wait then he wrote to his sister.

About three weeks later a researchteam
landed on Icon, located Sir Harakil and
immediately set off again. They spoke to as few
peopleas they could and told no one of their
destination.

Theresearctbaseis only a smalltemporary
set-up and requires suppliesfrom Icon on a
regular basis. Once a fortnight they send a
Runtcrewedby an Imperial Guardsmar(plain
clothed)and a technicianto get supplies. The
journey is a two day round trip.

When seekinginformation on Sir Harakil
everyones morethanhappyto talk of what he
said, what they sold him etc. The following
information can be obtainedusing the relevant
rolls (Word-on-the-Street, Inquiry etc)

*1VP: What he bought

*2VPs: He met up with Imperial troops a
little over a month ago, and hasn’t beenseen
since.

*3VPs: Whenhiring the Runt he said that
his destinationwas only a day away, which
restricts it to the two nearest planets.



If the playersattemptto ask further about
the people he met.

*1VP: They came in an Impeial Lekaf

*«2VPs: They set out without getting
supplies except for hiring a couple of Runts.

*3VPs: One the Runtshsabeenseensinec
at the spaceport. They by food, technicaland
mining supplies

*4VPs: A Runt appearsoncea fortnight to
buy supplies.

If they players cannotlocate them then they
should ‘stumble’ on them after abouta week.
The GM should reducetheir plunder at the
crash site.

The Thieves

The baseis a rapid assemblesort, the
standard sort used by the Empire. It has
reinforced doors, walls and windows with
armourandyvitality 5. It is equipedwith radar
and a radio capable of contacting Icon.

The base is occupied by the Head
ResearcheAlea Simone,the QuestingKnight
Sir Harakil Hazat,5 scientistsand 6 Imperial
Guards. Theyscientistavork 10 hoursin every
24, thereis always 2 guardson patrol at any

one time, an likely 2 others awake. The
crashedship, buried in the cliff face hasthe
basedife supportandis only accessablgia the
base.

Each bubble has an airlock and bubble 2
has 3 (sparecraft connections).

Bubble 1 houses Harakil's and Alea’s
quarters,2 the stores, 3 the labs and 4 the
guards and scientists housing.

The ship contains a variety of decript
technologyof variablevalue. A scavengewill
find 20 * VPs rolled on Perception +
Redemption High Tech) the first 10 minutes
they have search, 18 the second etc to a
minimum of 1 pr VP.

The Couriers

Assuming thet Miguel gets what he is
searching for the group has to get it to
Byzantium Secundus. Unfortunately a pirate
operationwas going to raid the basebut the
playersgottherefirst. The pirateswill ambush
the playersat the jumpgate,attackingwith a
Hazretd Sidestepper (PHB 205) and four
Imperial Archangels (FL:T 74).

The piratescan be assumedo haveslightly
above averageTraits. They will continueto
attack until the ship is disabledor the group
surrenders.



The pirates operatefrom a basein Icon’s
asteroid beltabout20 AU’s from the jumpgate.
If captured thePC’swill betakenthereto seeif
they areworth anything,if they are discovered
to be worthless they will be killed.

They will be stripped of their equipment and
putin a metalcell. The only possibleexit is
through an electrified grid (6 DMG unless
insulated, Armour 3, Vitality 4) into the air
conditioning system. Their equipment will
havebeentakento a lab for inspection. There
areabout20 piratesin total on the base,armed
with a wide variety of weaponsput all carry a
light pistol and knife. They are, however,
cautiousto usehigherpoweredweaponsn case
they damagethe hull (a critical failure will hit
the hull, armour and vitality 8). Outsideis
hardvacuum. The PC’s ship is dockedto the
station, as are all of the pirates ships.

The Detectives

The plot is such. Fundedby a mysterious
source, Alexsanderhas ‘bought’ the Deacon
resposiblefor taking care of the Penitentson
the Orthodox cathedralin Imperial City an is
getting him to ferry themto his base,they are
then brain washed. Alexsander is also
frantically buying all and everyweaponhe can
gethis handson. He just awaitsthe delivery of
the EMP sphere for all th@iecesto bein place.
He is ferrying all of these goods through a cover
companycalled ByzantineCouriersto his base
which is about 80 miles out of the city in a
mountainrange(nearthe horizonwhenviewed
from the city). Oncehe hasthe spherehe will
fit it into the necessaryequipment. He will
then launch his air supportand then fire the
EMP weapon, disabling all the electronic
equipmentin the base. Thenthe air force will
assaultthe base,breakingdown all necessary
barriers for the ground troops and penitents,
which will have been droppedsoon after, to
strike. As soonas the areais securethe air
transpostwill comein and be loadedup with
the funds, the troopsand ait forsewill fend off
the early responsefrom the Imperial Guard.
They will then flee to the basewherethe loot
will be trasferedo numeroussmall shipswhich
will speedout into the solar systemto hide, to
later transferagainto larger, more inoccuous
ships for transport out of the system.

This operation,however,hs left numerous
clues to it's existance.

The Church

DeaconYerth of the the Orthodox chuch
has an expensiv@astefor certaindrugsandhas
found it necessaryo seekfunds elsewhereHe
receivesmoney from an unknown sourcein
return for Penitents with certain powers
(Psyche) to them. He takBenitentswith these
powersto bar (‘The Imperial Arms’) in town
where they are collected by a recognisedbut
unknownfigure to an unknownlocation. They
arein fact collectedandtakento the Byzantium
Courierswherethey arethentransportedo the
main base. DeaconYerth will claim (and the

books will show) that they are being transported

to a monastoryin Holy City, althoughno-one
else knows of this. He will stick to his story
unlessdefinitely provento be guilty, threatened
or offered enough (100+ FB).

Possible clues to this happeningare the
players seeingan Othodox priest entering a
downtown pub, a penitent approachingthe
playersand askingthemto seewhat they can
find, theplayerwitnessa penitentaskingwhere
all his friends are going and being beatenand
told not to ask again,the Deaconmay let slip
somethinglike ‘Shut up or I'll getrid of you
too.” or ‘I haveno choice,don’t you realise’.
The playersmay alsowitnesshim eithertaking
the drug or traces of it on the Deacon’s desk.

The Hazat

Upon delivering the sphereto the Hazat
Embassythe receptionistwill call for an aide
(Sophie Gilas) who will then be asked to
deliver the package toa certain room,
Perception + Observe to hear the rooom
number as 132a She will appear confused
(Perception + Observe to notice) but to it
anyway,the roomis emptyandunused.. Then
the receptionist will thank Miguel ardy to get
him to leave. That night there will be an
attempt on Miguel'dife, 3 muggerswill attack
him, armedwith medium pistols and knives.
Some will be carryingCh’aak cigarettegwhich
are distinctive by their greenish hue)thsyare
one of the legitimate imports that Byzantine
Couriers deal with, they just nicked a few
packets At the sametime someonewill collect
the sphere, leaving the clue confused
(Perception + Observe to notice) of a used
Ch’aak cigarette,and a semi-burnt,light blue
match. The matchis from Thelmperial Arms,
which is written orall of the matchesalthough
only ‘ial Arms’ is visible dueto the burning.
SophieGilas will also be murderedthat night



while shewasworking late in the office. The
next day the receptionistwill have changed
back to the normal one, who was muggedthe
previous day and had to spend the day in

hospital. No-one seemsto know where the
replacementcame from, managerresponsible
for it noticedthat the receptionisthad changed
but assumedit had been dealt with by an

underling,all of whom assumedsomeoneelse
had organisedit. No-one recognised the
replacement.

Investigationsinto the suppliersof Ch’aak
cigaretteswill ultimately (10VP’s,1 roll per
hour) lead to ByzantiumCouriers if the PC
follows this route, via numerous middlemen..

Scraver

He will becomeaware that the prices of
weaponsare much higherthanthey shouldbe,
and that, with someresearchthat they have
risensharpelyoverthe lastfew weeks. This is,
of course,due the the needof Alexsanderfor
weapons. The local Scravers,most of whom
are corrupt to various degreesto get hold of
weapongdy any meanshe can asthey wll pay
him handsomely for ifandthensell it for more
elsewhere). If he managego earnthe trust of
any of the plotting Scraversthen he will be
asked to make deliveryfor them.The package
will be a suitcasewith a combination lock
(Perception + Observe -4 to see, 0 with
telescope eye)and will contain certain plans of
the Imperial Bank stolen from the Palace
(thoughthis will not be detailedon the plans),
to be deliveredto ‘The Imperial Arms’. If he
asks too many questionsor his link to Don
Miguel is discoveredsomeof the Scraversare
in the employ of Alexsander)then the same
will happenbut a note will be addedto the
plans, on the top, saying ‘This man is
untrustworthy, dispose of him’. They will
attemptto take his life (seeHazat, but with 2
assailants). The sameclueswill be presentjn
addition to the address of the Orthodox
Cathedral (this is not clear on the address,t
has to be investigated)and the name Yerth
written on the backof a Import Customd_abel
He carried this addressin case the Deacon
needed eliminating. If Zarakim uses his
network of contacts,one of which will be easy
to find here (there are numerous at the
Embasyy), then they will be aware of the
increaseinterestin weapons,and know that
they are beingtransportedria a courierscalled
ByzantineCouriers Theywill alsoknow about
thetheft of the plansfrom the palace andwhat

they are plans of, but won't commentunless
asked directly of missing plans.

Imperial Arms

The Imperial Arms is usedfor much of the
trading,arrangingfor the transferof goodsand
the obtaining of the Penitents. At all times
there is at least one agent of Alexsander’s
presentmore during the night, thereis a 50%
chancethat any individual smokesand a 90%
chanceit is a Ch'aak cigarette,if the PC’s
choosehis methodto locatethem. If the agent
is watched hevill havesuspicousonversations
with numerous indviduals, including on
gentlemen in plain clothes with numeous
confused,shavenheadedpeople (the Deacon
andthe Peinitents) they will be escortedaway
by one of the agentsand takenin a van to
ByzantineCouriers Thereshouldbe a chance
that an agentspotsthe PCs, especiallyif they
act conspiciously or Don Miguel is present.

Byzantine Couriers

ByzantineCouriersis a cover companyfor
Alexsander’soperationson the outskirtsof the
city. During the day they perform normal,
legal, operations (including the delivery of
Ch’aak cigarettes). During the night thereare
numerousunmarkedvans making surreptitios
deliveries,andat bout lama largetruck leaves
for the mountains,marked as Muster Mining
EquipmentThis contains many of theeapons,
penitentsand miscellaneougquipmentfor the
operation.

The Saviours

The Base

The main entranceds abouthalf a mile into
a largishcaveat the baseof the mountain.it is
obviously well travelled, with many foot and
tyre markesleadingin andout from the nearby
track. The entranceitself as a large armoured
metaldoor, Armour and Vitality of 15. Inside
the baseare all the pilots and drop troops,
literally 100’s of armedand trained men from
various backgrounds,Hazat, Muster, Scraver
and freelancers.

The arrival of the PC should be dependant
uponthier sucesseat discoveringthe place. If
they took a long time they should arrive just
before the attack.

There are numerowsaysthe PC’s couldtry
to gte in, but which everroute shouldbe made



difficult by the GM, althoughthey believethey
arein no dangerthe failed attemptson the Pc’s
lives have madethem more cautiousthat they
would havebeen. If the party arecapturedhey
will be takenin front of Alexsander,whom
Miguel will recognise.  Alexsander is
impressedwith thir ability to locate him and
will makea tentativeoffer to themto join him.
Any hint that they would betray him then he
will havethemtakenaway and strappedo the
launch pad where the jets of the air-vehicles
will fire, incinerating them. They strapsshould
be madeso that the strongesif the group can
break them or escape by some other method.

The forcesinclude 100 attack fighters, 20
troop transports, 5 transports and a few
hundered soldiers and 40 penitents

The central aspectof the mission is the
EMP ‘silver’ spherewithout which the mission
is doomecto failure. It is situatednearthe top
of the mountain and controlled from in the
main control room.

If the attackgoesaheadt will succeedvith
a minimum of losses. The carrierswill collect
the firebirds and carry thebackto thebase as
will the transportswith the troops. Then the
people and funds be movedto 30 small, fast
ships that will speed out into tlselarsystemto
hide in numerousdifferent locationsfor a few
weeks, slowly trnsfering their cargo to other
‘legit’ ships for transport out of system.



