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INCOMING TRANSMISSION

At the time of its commission, Imperial Research Station 37 held nearly ten-thousand scientists and researchers, working on a vast array of biological and chemical projects. Then, six-months before the outbreak of the Last War, Station 37 went dark. There were no distress messages. No escape pods were launched. Only a solitary, repeating broadcast filled the silence, ‘This station is under quarantine. Do not approach’.

When the Last War came, the station was forgotten, left to drift lifelessly in its empty system. Now, with the war over and independent crews roaming the ruins, the station has been rediscovered. Although the station must clearly be approached with caution, the technology it contains is worth many fortunes…
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INTRODUCTION

For me, wargames have always been less about competition and more about using miniatures, terrain, and dice to recreate the feeling I get when watching a great adventure movie or reading an action-packed novel. I tend to get into my games by adding sound effects for laser blasts and explosions. I like to shout orders and make garbled radio messages that usual end with a scream right before the signal goes dead. If my miniature is pushed off a high tower, I make sure that I send them screaming to the ground before I remove them from the table. If that’s all a bit childish, so be it. I’m playing a game with little toy soldiers after all and, more importantly, I’m having fun.

Even before I finished work on the rulebook for Stargrave, I knew what I wanted to cover in the first supplement. My favourite science fiction stories have always been the ones that blended into horror. I love stories where the small group is trapped somewhere, hunted by some unstoppable killer, or besieged on all sides by an army of ravenous creatures. It’s the basic plot to Aliens, The Thing, Predator, Pitch Black, and about every third episode of Doctor Who. The more I thought about this idea, the more excited I became. There was just one problem. I couldn’t decide on what the main threat should be for the supplement. At first, I was sure I was going to use ‘alien bugs’, but then I decided I should go with ‘plague zombies’.

I went back and forth for a while because each threat brings their own nuance to the table. Zombies, individually, aren’t particularly scary opponents, especially against a soldier with a plasma carbine, but their numbers are always limitless and their slow advance seems inevitable. Zombies also present a unique horror – they are the shambling manifestation of their own threat. They are death walking and serve as a mirror for the fate of all who look upon them. No matter how many you kill, no matter how many lucky escapes you make, eventually, death will catch you.

Alien bugs, on the other hand, are individually scary. They are all teeth and claws and spiky tails. Their numbers may or may not be limitless, but that hardly seems to matter when the one right in front of you can tear you in half. Unlike zombies that will pound on a locked door forever, trying to get at their prey, alien bugs are cunning. They will find other ways into the room, they will lay traps, they will wait patiently in the ducts, under the floor, or clinging to the ceiling. Their terror comes from their ability to strike at any moment and from their complete and utter lack of humanity. Human concepts such as empathy, mercy, and pity mean nothing to them. They cannot be bribed or trained. We can never truly understand them, because they don’t even ‘think’ in the way we understand the term.

You see my problem? They’re both just such good antagonists for games of military science fiction horror, how could I choose one over the other? In the end, I didn’t. Instead, I decided I would include both threats in the book. Imperial Research Station 37 is a massive structure that hosted all kinds of weird and dangerous research. I figure it has more than enough room for zombies and alien bugs. It just all depends on which of the airlocks you enter through!

So that brings us directly to the heart of this supplement, eight competitive scenarios of science fiction horror. Four of those scenarios form a mini-campaign where the independent crews venture deep into the station before they are surrounded by a horde of zombies. Then they must fight their way to freedom – while battling other independent crews for any loot they pass along the way. Four more scenarios form another mini-campaign, in which the crews unknowingly venture into the territory of alien bugs. This results in a running fight in which the crews are slowly herded deeper into bug territory, until they finally come face-to-tooth-filled-face with the alien queen!

As I worked on these scenarios, I realized how good this topic is for playing alone in a dimly lit room. So, I took four of the scenarios, two from each of the campaigns, modified them for solo-play, and mashed them together into a campaign. While these solo scenarios, and the rules presented with them, aren’t meant to be a comprehensive guide to solo play, they should be enough to get your started.

Beyond the scenarios, there are lots of other bits and pieces found in this book that players might want to add to their games. There are two new backgrounds, the Aristocrat and the Hunter, that players can use for their captains and first mates, and some new powers that relate directly to these backgrounds (but that can be taken by anyone). There are also some new soldiers that can be recruited to join the independent crews. There is a whole table full of new Advanced Technology that the crews can potentially recover from the derelict station, and, of course, a bunch of zombies and bugs in the bestiary!

As I said at the start of this introduction, for me, wargaming is about capturing the feel of those heart-pounding movies and books. The rules exist to aid in that pursuit. If any rule found here, or anywhere, detracts from that experience, please feel free to change it or drop it all together. In the same vein, don’t be shy about creating your own rules to capture some aspect of storytelling you really love. The more you personalize the game, the more you will enjoy it.

Thanks for picking up the first supplement for Stargrave: Science Fiction Wargames in the Ravaged Galaxy. I hope it gives you some great adventures, some memorable moments, and many excuses to add in the sounds of explosions, rapid gunfire, and alien shrieks. If so, please share your stories with us online on the Stargrave Facebook page, or any of the other great gaming sites.

Finally, a huge thanks to everyone for their continued support of my games. Without you guys, I wouldn’t have the time, or near as much motivation, to keep exploring strange, new worlds and to see how far I can push my game designs. I appreciate it.

If you would like to see what I’m up to hobby-wise, and keep up to date on my games, please check out my blog: http://therenaissancetroll.blogspot.com.
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CHAPTER ONE

NEW BACKGROUNDS AND POWERS

This chapter includes two new backgrounds and eight new powers for captains and first mates. These work exactly the same way as the backgrounds and powers presented in the main rulebook. The backgrounds can be selected anytime you create a captain or first mate. Some of the core powers for these backgrounds are ones found in the Stargrave rulebook, others are new and presented here. Any of the new powers can be selected by figures of any background; either during creation or when gaining a new power from gaining levels.

NEW BACKGROUNDS

These two backgrounds follow the exact same rules as those found in the main rulebook.

ARISTOCRAT

Even in a ravaged galaxy, most societies still have their aristocrats. This may be a legal designation, as in feudal societies, that comes with specific titles and special status, or it may be a de facto situation created by a small number of families holding most of the wealth. Whatever the case, a figure with this background had a privileged upbringing that likely included the best education, best food and medicine, and best opportunities for advancement available in their culture.

While it may seem unlikely that such individuals would form, or join, an independent crew, it is actually quite common. In this age, the greatest wealth is available to those who are willing to go out and take it, and many a family dynasty has been founded or sustained through smuggling, piracy, or artefact theft. Because of their status or wealth, aristocrats often have better ships and better crews than may be generally found among independent operators.

One of the keys to being an aristocrat is to dress and act the part, as status means nothing if it is not recognized. For that reason, aristocrats usually dress in the finest clothing available. This clothing can still be ‘practical’, but even then must be made of the finest materials and obviously tailor-made.

When creating a new crew with an aristocrat captain, the crew may automatically add one free ship upgrade to their ship with a maximum value of 500cr (see Stargrave rulebook page 99). In addition, if either the captain or first mate are aristocrats, they receive 450cr to build a crew (instead of the normal 400cr); if both the captain and first mate are aristocrats, increase this to 500cr.


	ARISTOCRAT


	STAT MODIFICATIONS
	+1 Will, +1 Health, and choose one of the following: +1 Will (for a total of +2), +1 Health (for a total of +2), +1 Fight, +1 Shoot


	CORE POWERS
	Bribe, Command, Concealed Firearm, Contacts, Fortune, Indifference, Investments, Inspiring
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HUNTER

Even before the Last War, there were many who made their living by travelling to remote worlds in order to stalk valuable prey. Some of these focused on capturing live animals to sell to zoos, as exotic pets, or occasionally as rare farm animals. Others trapped or shot beasts in order to harvest valuable items such as pelts, venom sacks, oils, and scales to sell to the various fashion, pharmaceutical, and scientific markets. A few hunted for the thrill and challenge.

These days, the hunting trade is both more lucrative and more dangerous than ever. As legitimate sources for rare animals and animal parts dried up, those in need were forced to turn to the black market, which, in turn, increased prices. Of course, any big-money market is bound to attract the attention of the pirate fleets, who always want their cut and are willing to kill to get it.

Almost all hunters are now captains or first mates in independent crews, as this is the only way to carry on their trade. Hunters always dress in the most practical of clothing, usually either drab or camouflage to help them when stalking prey. They almost never wear combat armour as it is both uncomfortable and overly expensive when hunting.


	HUNTER


	STAT MODIFICATIONS
	+1
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