












































































SICK BAY 

There will be time for the player characters to gain access 
to the computer, before Dr. TNarra returns. If they call up 
the autopsy report on Xepesna, they will find out that no 
autopsy was performed. A report of her death will list the 
cause of death as suicide, and state that the body was buried 
in deep space. When activated, the console will display a 
menu that contains the items in the following list. The entries 
indicated in italics contain information pertinent to this ad
venture. These may be found in the Background Information 
section. If they desire to do so, the characters should be 
allowed to track down the clues and discover the messages 
hidden for them in the library computer files. 

Sick Bay Computer Console Listing 
Diagnostic Program 
Treatment Log 
Personnel Files 
Death Reports and Autopsies 
Medical Supplies 

THE FLYING MENACE 

Dr. TNarra will come in from the adjoining room. She 
will ask that the characters accompany her, and will conduct 
them to the next room, stepping back to allow them to enter 
first. As soon as the door is open, a flying parasite will detach 
itself from the wall opposite the door and fly toward the 
characters. Dr. TNarra will hold the door open, and the para
site will fly from the room, trying to attach itself to a player 
character's back. Its description is given in the Background 
Information section. 

Choose the target at random. The To-Hit Number for the 
parasite and all others in this one encounter is 37. This is 
half the DEX score of 115, with a penalty of 20 because the 
parasites are still a bit sluggish . 

Ideally, only one of the creatures should attack the 
characters as they enter the sick bay wardroom. This attack 
likely will be successful, with a parasite attaching itself to 
one player character. If the players are quick and clever, 
however, they should be able to retreat and close the door 
before other parasites become active and attack. Quick action 
will save the player character, even if the parasite's attack 
was successful, by dislodging the parasite before it has a 
chance to inject the parasitic material. 

Furthermore, quick reflexes should allow them to shove 
TNarra aside, close the door, and jam it so that only only 
one flying parasite can attack. There are many other parasites 
in the room, but they will seem lethargic and will not im
mediately attack even if the player characters do not flee. 
The parasites will wake up at a rate of 1 per combat turn 
until 15 or so are active. 

THE DECISION 

As the combat comes to an end, the Republic will shud
der once. Each character's communicator will beep at the 
same time . The player characters' own ship will inform them 
that the Republic has raised her shields and opened fire upon 
them, effectively leaving them stranded! 

The characters must make a decision that will affect the 
rest of the scenario and probably their lives as well. They 
may resign themselves to their fate and order their own ship 
to destroy the Republic. With an Enterprise class heavy 
cruiser, it would be simply a matter of time before the Repub
lic (a Constitution class ship) is reduced to debris. 

The stranded characters may, however, decide to take 
a more active role in concluding this episode. They will know 
that, with the Republic's shields up, transporting is impossi
ble. They likely will realize, perhaps with some cautious prod
ding from the gamemaster, that the only way they can effec
tively leave the Republic is to make their way to the shuttlec
raft hangar, steal a shuttle, and return to their own ship while 
it battles the Republic. They may decide to make this escape, 
or they may try to take control of the Republic, hoping to 
end the battle. They even might decide to destroy the para
sites. These three possibilities are discussed in the sections 
Stealing A Shuttle, Seizing The Bridge, and Destroying The 
Menace. 

Whatever their plan, the player characters will have dif
ficulties. They will have no trouble leaving Sick Bay, but the 
turbolifts have been shut down, forcing them to use the stair
ways. The escape attempt can be played out on FASA's deck 
plans of the USS Enterprise, which is identical in plan to the 
Republic. It also may be played abstractly, without specific 
maps. 

The player characters should have several encounters 
with groups of Republic crewmen sent to stop them. These 
groups may be made up of the generic crewmen listed as 
The Extras in the Cast Of Characters section. The groups 
should be about the same size as the escaping party . They 
will not use weapons, but will attack hand-to-hand, attempt
ing to disarm the player characters and render them uncon
scious. If they are armed, the player characters will probably 
have little trouble with these groups, but they will prove an 
annoyance. The section on Playing Infected Crewmen should 
be used to judge these encounters. 

The player characters also should have several encoun
ters with flying parasites, in groups of three or four. These 
encounters will be more dangerous, as one successful attack 
by a parasite will leave the victim under the parasite's control. 
The section on Combat With The Parasites should be used 
to judge these encounters. 

STEALING A SHUTTLE 

Once the player characters reach the hangar deck, their 
hopes of escape will be dashed . They will discover that the 
hangar doors have been sealed from the bridge and will not 
open. They likely will try various methods to override this 
command. For each of these, the appropriate Skill Rolls 
should be made; all will fail, but the players should not know 
this initially. In these attempts, they may discover that the 
parasite-infected crewmen have taken the precaution of man
ually disabling the door mechanism, but they will not be able 
to do anything about it in any reasonable time. 

SEIZING THE BRIDGE 

If the player characters attempt to break into the bridge, 
they will have to deal with the officers and crewmen there. 
This combat should be judged using the section on Combat 
With Infected Crewmen. 

Once victorious, the player characters will be faced with 
the dilemma of whether to vacate the the ship and then 
destroy it, or try to save all the crew, if possible. They won't 
have much time to make this decision, because the Republic 
crewmen will begin storming the bridge five 10-second turns 
after the bridge crew has been dealt with . This gives the 
player characters time to seal off the bridge, if they th in k of it. 
























