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This adventure is designed for 1st
level characters with the understanding that they will advance as
the adventure progresses. A mixture of characters is best for this
adventure, but the party will need a Trader. The adventure is also
designed so that characters of any species can play it.

This adventure was first played at MileHiCon
in Denver, Colorado on October 25th, 2009.

It’s important to keep in mind that a lot of
gear that is taken off of the bodies of slain enemies will only fit
characters that are of the same species. For example, Level One
Body Armor taken off of a Melanathee Bandit will only fit a
Melanathee character, and if a weapon is taken from a particular
species, it will be crafted to work for that species, meaning any
other species trying to use it will suffer a -2 attack penalty.

This adventure is filled with hyperspace
jumps, and the game master must make sure that characters are
making their sanity checks after every fifth jump. Even though
there are a lot of jumps, most of them should be simple jumps
(without pressure), so the majority of them will have a CS of
10.

 


Background

The party has formed an independent trading
organization, but has found that trade missions are not as easy to
come by as they’d hoped. Realizing that they will soon be out of
business if they don’t get some kind of cargo, they decide that
they’ll have to take the first cargo that comes along.

Shortly after making that decision, the crew
receives a message from a Tulmath colony world, asking them to
bring in a supply of nanos that the colony needs in order to fight
a mild plague. Unfortunately, the Tulmath world, Tholaxia, has a
very strict law against the importing of any type of nanotech. And
the punishment for such importation? Death!

Still, it’s a cargo, and the crew reluctantly
agrees. The Tulmath inform them that there’s a space station 15
light years from their current position, and that’s where the crew
will meet up with their contact, Oomani. It will give them more
information about what they need to do to obtain the cargo, and pay
them 10% of their fee, or 1000 credits.

OEBPS/cover.jpg
Necessity's Call
an Ephemeris RPG adventure

by J Alan Erwine





