THE PRINCIPLE DILEMMA
by Wayne O Connor, Gaelcon 2014

SYNOPSIS: The Game is a mix of "Alien/The Thing". A ship in transit crashes on a barren inhospitable planet and with Oxygen running low and other Planet based threats, the PCs must overcome individual politics and problems to escape. Also the Internal problem of a rampant disease.  The Game has a freeform aspect. 

Characters: The Characters are a mix of the surviving passengers who were on the ship for various reasons. 

BACKDROP: 

This scenario is set in the Heretis Sector. A recent outbreak of a virulent disease has spread across several planets. Scientists are calling it Aganars Folly, believing it was manufactured by a scientist of that name. As the Disease has spread, planet wide evacuations have also begun as the threat of a Sector Blockade by the Imperium looms...The players are individuals on board one such Departing vessel.

Scene 1: 
TAKE-OFF!
Read or Paraphrase: 
Around you the panic is visible in many faces. People board vessels hurriedly, saying goodbye to this diseased world. And you wander through the throngs of people towards your own Evacuation vessel. 

The ships name is the Epiales. An old rusting Trading vessel that is to be your home for the duration of this journey at least. You take in the view of it as around you the Shipyard is bustling with crew, engineers and Imperium security. Her hull has been marked and rusted, dented in places and her names is barely visible on the side. The Front Cockpit juts out and you can see the ships pilot settling in to his seat. The rear thrusters are being maintenanced by a dock crew and smoke leaks out of them. Nearby another Dock worker adjusts a panel back into position. To your eye you can see only one ship weapon, a laser cannon that looks like its seen better years. 

The players board the vessel. Basically describe the players individual boarding's etc. The Prisoner is led to the Cryo chambers and sealed in. The Pilot character probably introduces himself to Captain Falkirk, who greets him amiably. The Prison Guard must attend to Cryo and then once the players are hibernating is led to a small but adequate bunk near the Hold. The Scientist is likewise in a private bunk chamber. Don't bother highlight the ship layout yet, you can show them that map once the ship has crashed. 

Either way, after settling in, the characters who are still awake go about a few duties or tasks as they desire to pass the time, the co-pilot probably doing duty in the cockpit for a while. Allow some time to settle/role-play as you see fit. The Ship takes off and blasts into space. The crew punch in the Hyperspace computations and the journey begins...
GOING DOWN!

Read Aloud to the Prisoner:

Your eyes open, the darkness replaced by a flashing red light in your vision. Your head filled with the sounds of sirens blaring, shouting, distant small explosions. In front of you the Cryo glass forms a barrier that muffles these outside noises. You heart beats and you struggle against the confines of this tube. Suddenly a face appears in front of you, shouting something that's lost in the cacophony of sound! It disappears from view and reappears again a moment later! You see this person shouting again and the Cryo chamber door opens and suddenly you are able to exit. 
The Rescuer is the Scientist, nearby is the Prison Guard also and the other prisoners. Around the Cryo Chamber a fire is started and the Scientist is rescuing the prisoners from the Chambers before they burn alive. Both the characters awoke only minutes ago when the sirens started blaring. As well as this the Gravity has failed and the players now find themselves in Zero-G. This is dangerous, with objects flinging around the space as the ship rocks violently. Exit from the room is via a Doorway that has now shutdown and must be manually pulled open. 
All players must make ZERO-G skill checks while moving at present. 
In the Cockpit Area, the Co-Pilot (who was sleeping)stumbles into a scene that finds the Captain struggling with controls. In the viewpoint, the player can see the ship is pushing through grey clouds over some planet.  Captain Falkirk yells for help, quickly telling the Co-Pilot that "Something went wrong, we've had a Power drop to the Hyper drive, We've come out of Hyperspace too soon. The Ships going down!"  

Suddenly a panel explodes, throwing the Captain to the Ground, screaming and wounded badly on his face! The Co-Pilot must steer the ship in for a Crash landing!

PILOT CHECK: Spacecraft, -4 (very difficult)

Once the Ship enters the Atmosphere Players find Gravity returning. The Ship Crashes. Depending on Success in Piloting Checks etc and whether players have strapped in or tied themselves down somehow, Players take damage. (no success: 1d6 +3,  Success: 1d6) As the Ship slides into a dead halt among a rocky landscape, The computer announces a Hull Breach. The Hull Breach is located in the Engine Room, the Room must be sealed immediately to prevent total Oxygen loss. Readings indicate the planet has no Oxygen, so the Engine Room must be sealed off. 
"We need seal off the Engine Room or we lose all our oxygen!"

Cue a mad panic to seal the Engine Room manually. 

The Hull Breach is in the Engine Room, and  must be a STRENGTH Check (-2 difficult, 0 if aided by another player) to seal the Door. 
Situation Report:

In Summary: 

· The Ship has a Hull Breach. 

· The Communications/Sensor array is damaged. Intermittent readings are possible.  These Intermittent signals are detecting a nearby Energy Source, approximately 1 mile away. 
· Power problems, the ship has minimum power but not enough for a take-off. The Engine Room needs to be re-entered. 

· Oxygen leak. The Players must conserve O2 and the breach has vented a lot of it. 

· Food, supplies for 1 month. 

· The Escape pod, Angled to the Ground, seats only 3. 
· The Captain is alive, but critical. 
Throughout the remainder of the game, keep track of Oxygen levels. 
To be honest, use a bit of Dramatic license here but I'm providing a rough outline that will aid you in calculating how much oxygen remains. Ideally as game progresses the O2 should deplete and there should be a situation of  "who is expendable?" with certain NPCs ramping up tensions. It takes a minimum of 10 game hours to fix the Engine/Breach if players achieve the necessary successes. 
The Planet, appears Lifeless. Rocky terrain and minimal vision due to dust and stormy conditions. 
· Anyone using  Ship systems to monitor the area can use SENSORS (+0, -2 in Stormy weather). They are able to determine a hostile atmosphere, low Oxygen environment and that the atmosphere is poisonous. Tainted: (exposure to the air cause 1d6 damage every few minutes). 

· They detect a nearby Power source, approximately 1/2 mile due east (read SIGNALS FROM THE BEACON). Also they can pick up approaching life forms as you see fit.
SOLUTIONS:

Power:
· If Players enter the Engine Room, Manual Strength Checks (+0) to open and shut the Doors. Players may wish to tamper with minimal power to reroute to the doors, this is a ENGINEER(electronics, +0) SKILL CHECK. 

· Once in the Engine Room, players find the Engineers corpse in the chamber. The Repairs can be done requiring ENGINEER (-2) SKILL CHECKS. One Check is allowed per hour. Assistance adds a Bonus to the primary player.  The Players need accumulate 10 successes. Exceptional successes count as 2.

· To avoid a boring series of rolls, You can liven this repair up in several ways. Perhaps some damaged consoles finally explode causing a fire which must be dowsed? Perhaps a Saracc gets through a Breach. 

· Investigate checks (+2) uncover something unusual. Sections of Engine Metal that are brittle and collapse to dust when held (this is the remnants of damage by Aganars Folly-see later). It seems this damage was the main cause of the crash. 

· When Power is Restored, Players have computer systems, lights and power to boost the Engines. With Computer Systems Restored, the players uncover a new problem (see the SIGNALS FROM THE BEACON section)

· However until the Breach is fixed, this Ship cannot take off. The Breach would tear open in Space..

Breach:

· Requiring the players to go outside to fix properly. 

· RECON/VACC SUIT checks (+0, -2 if you deem the stormy weather to be a problem)
· A Large Piece of Rock must be pried loose first, STRENGTH (-4). A collective effort will reduce this penalty to -2. 
· This Requires MECHANIC (+0, -2 in battle)SKILL CHECKS with one roll allowed per hour.

· They need acquire 10 successes.  Exceptional Successes count as 2. 

· The Breach repair is the Repair which can most set the time on the game, But this repair activity will however be interrupted by another problem, The Saracc alien race. At a dramatically appropriate time, have 1 shown up. If Sensors have been repaired you get to do the whole "there's something coming towards you" from the person monitoring sensors within...See Scene 3: Native Greetings.
The Communications Array:

· Requiring Outside treks to Fix. ENGINEER (electronics, +0) SKILL CHECKS to repair, one check per hour. 

· 6 Successes required, Exceptional Successes count as 2.  

· Once Repaired, if players have restored power, they may attempt to emit a Mayday signal. 
· This is a COMMs skill check (-2)

· Attempts to blindly contact other ships can be done too. No Reply is registered though you can tantalise them by informing them of a ghost sound/voice they may have heard for a second. At the Climax of the game, if you wish to engage some dramatic license, you could have a ship suddenly arrive to rescue but this duex de machina is very much a final scene option if you feel charitable and other factors are looking to lead to a total party kill...

The Captain:

· Requires Medic Checks (+0)to stabilise.  
· But at various points, he will require further checks. 

Weapons.
· The ship has limited weapons. The 2 Prison Guards are armed, there are also 2 more lasers pistols on board.  
· The Weapons can only be accessed via a Thumbprint scanner locked cabinet, with only the Captain and the Pilot character having access. The Cabinet can be broken into with manual STRENGTH (-1) checks. 
· A blowtorch and some other tools might make decent melee weapons. 
· The Ships weapon is a cockpit Laser cannon. It however has a tendency to jam...Each time it's used, roll 1d6, on a 1-2 it jams requiring either a GUNNER(+0) or MECHANIC (+1) to unjam...
INSIDE ATMOSPHERE:

Dark, occasional flickering lights etc. Quiet Cold. 
EVENTS ON PLANET:

Essentially events can flow in a free form way. It's up to you to choose dramatically appropriate moments to throw further problems in the way of the players repair and escape plans. These are to stop the game becoming a series of repair rolls. The primary external problem is an aggressive Alien race, the Sarac. The Primary internal conflict is interparty tension and an apparent outbreak of Aganars Folly among the party. 

EXTERNAL PROBLEMS:

· The Saracc

· The planet is home to a race of Alien Creatures. We will call these Sarac in the text. 

· Description:

With a Slug Like body at the head of which is a pair of Antenna like legs, Spider like eyes and a small mouth. These creatures dwell beneath the surface of the planet, where they survive on a diet of rock and also cannibalistic tendencies. They view the new arrivals very much as dinner. They move using the small legs and rapid movement of the tail of their body. Their outer shell is a toughened carapace. They are about the size of a small dog. 

· At some point, during repairs on the Breach or Array, a Saracc approaches and attempts to attack a player.
· Read/Paraphrase:

As you work, your concentration is interrupted by...a movement? You look behind you and see nothing. You stare for a moment and are just about to return to your work when you spot a movement beneath the soil near you. As you watch a creature begins to emerge. 2 small thin legs burst the surface and then drag up a slug like body with a hardened Carapace. Its spider like eyes gaze at you and its small mouth twitches. 

· You might wish to ramp up this to having a few more of the creatures but this is very much a small encounter that sets up the Saracs full on attack later in the scenario and shows their vicious intent. Maybe one of them is in the Engine room having got in there through the Breach? 
· While the Creatures can be shot/killed the biggest danger is that up close in Melee they might rip a Vacc suit, losing valuable oxygen and causing damage via exposure to the tainted air. 
Weather:

The planet has a stormy weather atmosphere, rain and lightening. This may present issues. Players attempting to climb to the Communication Array may slip on the Ship surface or lose grip of handholds, requiring DEX roll, +0. On a Failure, there is a chance the Suit may have ripped (Have the player roll 1d6, fails on a 1).

Perhaps a Lightening strike hits a Rock overhanging where a Player is located. Dex to avoid?

SIGNALS FROM THE BEACON:
The Saracs nest is located in a downed Alien vessel located a short distance from the crash site. This Energy Signal is of a type used in Ship vessels. The Heat emitted by the Ships Energy Drive drew the Saraccs over time and now they infest this ship. Players may totally ignore this section but if they do trek to the vessel, they must contest with Saracs in the area and within. The crew are long since devoured and the ship has a few strange technology and artefacts that they may take but have little to no effect on this scenario. The Energy Source might be something that proves attractive and possibly be of use to repairs? The Trek itself might prove eventful?
· A Rock slide? DEX checks to avoid it (+0))?  1d3 damage. 

· A Ground collapse? players dangling over a 20foot crevasse drop.  1d6 damage on the fall. Needing to climb out? DEX Checks (+1)
INTERNAL PROBLEMS:
AGANARS FOLLY:

· This disease that has ravaged the Heretis Sector is actually a Nanite race manufactured in a Government lab and based on an Alien Tech. Unknown to the players a clutch of these Nanites were on board the Epiales. The Nanites feed on Energy in its various forms. It was their activities as they chewed into the power of the Engine Room that caused the crash. Now with the Ship crashed they spread further. As well as being dangerous to Tech, the Folly invades the body and causes a skin eating effect that in most cases proves fatal in a matter of a day or 2. 

· There exist now several Clutches of the Folly (it replicates after sufficient energy absorption. Play it by ear :P 

· The Presence of Aganars Folly will be announced when the NPC @@@@@@@ coughs up Blood. Players using MEDIC (+2) will immediately recognise the symptoms.  You might also hint at its presence by having players locate similarly brittle sections of metal, pipes at places around the ship. Though, probably until the Scientist chirps up about the Folly it's unlikely PCS will know it's the cause of these things..
· This situation may see a divide between those who want to tend the sick, those who want to isolate or even kill the sick...Use the NPCs to encourage this division with the prisoner GAREN being vocal that the Infected be removed and  the Guard Makray being the primary voice for helping the victim medically. 
· At a dramatically appropriate point, have one of the players begin to register symptoms (perhaps an irritating scratch on his arm, then occasional cough, then coughing up some blood etc. Select a Player whose proving most capable in repairs etc. That presents them with the problem that they need the player to still help and not just be Quarantined. 
· Another Danger is that the Folly can eat through the Vacc suits! Thus in turn exposing players to the Toxic air and wasting more O2. Again, dramatically appropriate use of this particular effect can ramp up tension. 

· The Visual Look: Once Players have twigged that something is also on the ship, there's no harm in allowing them to glimpse it. When bunched together, the Folly Clutches have a shimmering effect similar to the Predator Camouflage effect. Perhaps they glimpse a clutch scurrying along a pipe or into a dark corner or vent. 

· To further lure players near the Folly, have panels or minor damage occur somewhere which they must go to fix? As they arrive, they spot the Folly or the Folly attacks them or an energy source they carry?

· Maybe get players to roll CONSTITUTION checks, don't tell them why. maybe even a half under your breath but just audible, "hmm, that's not good for you..."   Some notes might help? (Player X isn't looking too well)(Player Y is scratching his arm a lot)

DEALING WITH THE FOLLY: 

The Scientist Player is the only person who knows about the Folly and a means to combat it.
 A EMP pulse directed at a clutch will switch the Nanites off, saving infected and preventing Nanites from further damage to ship. Players can build a small EMP device (MECHANIC checks (+1) that can be used on infected or against small colonies. 
Sensor Checks (-1) can be used to try locate Clutches of the Folly, if full power is restored the Ship can have a selective EMP pulse sent through it to wipe them out. SENSORs (-2) to succeed But the area hit will lose power functions until restored from Engine Room (ENGINEER +1). 
THE NPCS:

The Cast of NPCs are roughly sketched. They're primarily here to stir up division and conflict. Some of this will be just verbal arguments and finger pointing but some might escalate to actual action such as attacking an Infected or trying to get a hold of weapons  or betrayals at key points etc. Remember that such physical conflict costs more oxygen. 

Garen: Another prisoner (Murder). He's big, mean and tattooed. He's all about himself but his strength might be of use in repairs etc and in such situations he jumps to help (though most of the time more out of helping himself than the group). He's also the most vocal about letting the Captain die to conserve Oxygen or letting an Infected be killed or whatever too..

Makray: The Prison Guard Captain. Probably the most calm and level headed in most matters and the voice for reason in most situations. He'll be the main one preaching that the Captain be helped, the Infected be aided. Essentially a leader figure though his assuming that role might cause tension too (" who made you the boss?"). Armed with a laser pistol but most likely to try avoid bloodshed among the party as he believes everyone must help if they are to survive. 

Kenner: A politician and a bit of a weasel. Likely to back Garen but in a more subtle way ("he's right") rather than chirping up ideas himself. Also a coward whose unlikely to want to help in repairs or anything that puts him in harm's way. In such a situation Kenner may show his true nasty streak by doing something that sacrifices another party member to save his own skin (running instead of helping, closing off a door etc). 
Zimmer: A quiet but panicky type. he's a Prisoner too (fraud). Despite this he is helpful and recognise that the group must pool together to escape so tentatively volunteers when required, though admittedly has few skills of much use on a ship. 

CAPTAIN FALKIRK: Will spend most of scenario in a daze and injured, but might be able communicate weakly if asked about things relating to the ship? He is finger printed for Weapon access, so there is a chance Garen or Kenner might go and chop a finger off if left alone with him to get access to ship weapons. (maybe even offering to look after him alone at some point, to get the opportunity). 

THE ENDING:

Just as players are getting to the final moment of repairs to the Breach, a mass horde of Saraccs attack the ship. The final repair rolls need be made under pressure of this attack with the Ship weapons etc being used...

This could play out any way really...Have the Players dealt with the Folly? If it's still active, it too begins to do some damage as the ship attempts to escape. The Saraccs swarm over the ship, crawling into through the external ports and over the view screen, trying to crack the hull glass? 

Have the Saracc invaded the ship? Has there been a division of the group on board? 
Is there enough Oxygen, or must someone be sacrificed if the group are to make it home (perhaps the more antagonistic NPCs know this and decide it's time to take things into their own hands)?
They'll need at least 4 units of Oxygen to last the journey to the nearest colony? If they don't have it, is it time for a Mexican standoff? 

THE AIR IS RUNNING OUT!

The Planet's atmosphere is toxic meaning the remaining ships Oxygen supply is a vital commodity. After due calculations are made and factoring in Oxygen needed for travel once the ship achieves orbit and must fly to nearest planet, the players have a limited supply to survive with on the planet. 

Each Player has 25 units. 

Stressful activity drains extra units and one unit drains every hour naturally. 

Normal Hourly Rate: 1

Hours in which Heavy Activity is done (repairs/shifting doors manually): 2

Hours in which Combat is engaged: 3 units (players may try regulate their breathing in this case, allow them a ENDURANCE CHECK). 

Ripped Suit: 1 per round that O2 is venting.  

If a Player dies or is murdered, his O2 can be salvaged to other players supply. This takes about 1 unit per minute. 

PLAYER CHARACTERS:

Olgar- A Prisoner en route to a Penal colony. Olgar grew up in a rough street environment and learned to use his wits. He has Engineering Skill and is best trained for the repairs. 

Graxus-Prison Gaurd, assigned to look after the 3 Prisoners being transported. He has the best Combat Skills of the Players. 

Reyus-Scientist. He has the best Medical abilities. Reyus was investigating the Folly and has made a discovery that he was about to try reveal to authorities in the Imperium. He has discovered that the Aganer Folly is a Nanite based Disease that feeds on Energy sources and can eat through metal/flesh. He knows that EMP pulses can be used to switch off the Nanites.  

Sarel-Pilot. The best skilled in Piloting the Ship. He has been given access to Ship Systems on a fingerprint analysis. This allows him access to the Weapons locker and access to the ship systems and Weapon. 

