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Adventure Synopsis:


A group of adventurers is sent to a world on the outer rim where an ancient crashed ship has been discovered. The local government has decided to put this ship up for auction to the highest bidder. The adventurers must defeat their many competitors and gain access to the ship.

GM note: Be prepared to be flexible! As this module has a lot of deterministic and time based events that can make this module have many differing possible story paths, but it also provides a significant amount of replayability. And as we all know, no module survives encountering the PCs.

Character Level: 


Originally run for 4 PCs starting at level 4 and completing the adventure at level 6. I made extensive use of Threats of the Galaxy (TOTG), as it is necessary to create many of the challenges on the fly. Use of TOTG can also assist if you need to ‘scale the module’ based on more than 4 players or players of a higher level.

Era: 


I ran this adventure in the time just before The Phantom Menace. I used the Jedi Council as the agency which sent the PCs to the auction. But it would be easy to modify it for any era.

Background:


This module can be used as a follow-up to the Hutt Hit module previously published in Star Wars Gamer Magazine #5 (which is what I did after modifying it to meet SE rules), but it will run fine as just a standalone adventure. The playing of that module had gotten me to consider how and where the Hutt in that adventure had found the Sith Holocron.

A few hundred years ago a group of hyperspace route explorers dropped out of hyperspace around an unknown world. They went exploring and found some ancient ruins. After they collected a number of artifacts, they returned to their ship and headed back to known space. These artifacts were of Sith origin and included a damaged holocron, some Sith scrolls, and a Sith warbot. While journeying through hyperspace one of the explorers was examining the Sith warbot and activated it. Slaughter ensued. The entire crew was killed. When the ship dropped out of hyperspace it crashed into a nearby planet. It landed in an out of the way corner in the middle of a river. On impact it triggered a mudslide which buried the ship. The Sith warbot tapped itself into what was left of the ship's power system and shut itself down.


Many years pass.  A Hutt find himself down on his luck, as all of his ill-gotten gains have been seized by a planetary government and he has been forced to fall back on his legitimate business to survive. The only business he has left is a highway construction crew on fringe world outside of Republic space. This construction crew discovered, buried deep in mud, an ancient ship, almost entirely intact and preserved by the tonnes of mud that had been burying it. The Hutt slipped aboard and, being force sensitive himself, was led to a Sith holocron. He took the holocron and headed back to the world on which his ill-gotten gains had been seized, intending to use the holocron as a bargaining chip. See the aforementioned Hutt Hit for details of what may occur to the Hutt there. 


Back at the crash site, with the Hutt no longer in the picture, the construction crew only manages a brief exploration of the ship before the local government seizes control of the site and puts a police cordon around it. The government decides to sell the rights to the ship via an auction to the highest bidder, and puts out an advertisement throughout the galaxy.


This attracts a number of individuals and groups to compete for the right to examine and own this ship. Here are the competitors for the rights:

1. A group of University professors led by Professor Zerka. (The university can be any one you want!) This group of professors sees this as a chance to make their careers. They intend to keep this site all to themselves. They've already gained enough clues from other research to indicate that something worthwhile may be here. They plan on bribing the magistrate in order for them to win the rights to it. They will bid 5,000 credits and bribe the magistrate with 10,000 credits. There are 5 professorial types in this delegation. Use the Diplomat from page 35 of TOTG.

2. The United Beings for the Preservation of Antiquities (UBPA), is a radical group of students from the same university as the professors. They have no respect for the professors and are here to prevent the professors from gaining access. They intend to open access to this archaeological site to all academics. They have used their computer skills to hack the auction registration computers in order to ensure that only their registration will be accepted, leaving them the winners. They will enter the minimum bid of 5,000 counting on their hacking skills to get them the win. There are 6 young students in this delegation. Use the slicer from p.86 of TOTG for their leader and thug stats from the core book if need be.

3. Sir Malthac a very rich noble from the core worlds who's pastime is competing with other collectors to build the greatest collection of antiquities the galaxy has ever seen. He's here to add a few more trophies to his collection. He is going to win by putting in the biggest bid of 35,000. He's got more money that anyone else. Use the Diplomat from page 35 of TOTG He also has a bodyguard droid (P. 201 Core rule book) protecting him.

4. Lorga the Hutt is unlike most Hutts, as he inherited his enormous wealth legitimately from his parents. And, for the most part, he has remained legitimate. He has joined other collectors in the galaxy, like Sir Malthac, in building collections of antiquities. Unfortunately, he has come out on the losing side the last three times he and Sir Malthac were competing on the same auctions. His pockets are just not deep enough to beat him and so this time he is going to rely on more Hutt-like tactics. He is going to hire thugs to beat up all the other bidders on their way to deliver their bids and prevent their bids from being registered. His inexperience in nefarious doings will likely be his undoing. He will enter a legitimate bid of 15,000. Use the Con Artist from p. 24 of TOTG for Lorga’s stats. He's got 2 thugs (p# core book) with Massifs protecting him (p. 118 of TOTG.

5. Selan Mela desires to become a great and powerful force user steeped in the dark side. She's not there yet. She might have been drawn by visions in the Force, or sent by more powerful master to acquire the items on the ship. She is accompanied by some hired muscle. She will register a legitimate bid of 10,000 credits, but when she likely looses she will simply assault the ship and take what she seeks. Use the Dark Side Adept (p. 32 of TOTG) for Selan, the Brute (p. 20. of TOTG) for one of her team members and the Thug (p. 284 Core Rule Book) for the rest.

6. The final group vying for the ship is that of the party. They should have a budget of at least 20,000 credits provided in order to acquire the ship. The primary motivation for the characters if they have played the Hutt Hit adventure is to ensure that other Sith relics, like the holocron, aren’t recovered by the inappropriate parties. If this module is played without having played the Hutt Hit, then they could be i) hired by some other collector who wants the item and doesn’t wish to involve himself directly, or, as I did, have them acting on behalf of the Jedi Counsel who, since the planet is outside the Republic, cannot appropriate the site nor wish to have their interests known for fear of either driving up the price or drawing inappropriate attention to the situation.


The PCs have two main goals, with their importance being determined by their reasons for being there

· Get on board and search the ship for any darkside items and acquire them. 

· Actually acquire the entire ship and have the rights to remove it from the planet. 

The PCs will arrive on planet without incident and be directly to report to the Chief Magistrate in the High Court on the specified date and time. (Make the time up to suit your campaign.)

Encounter 1: Arrival and Registration at the Auction


The purpose of this encounter is to introduce the opposition and allow an opportunity for the PCs to learn who their main competitors are and to begin eliminating the other teams.


The PCs will arrive at the High Court and be ushered in where they will be in a large court room with the other groups milling around. There are clearly armed security personnel ringing the room. (Security personnel from p. 76 of TOTG). The magistrate will be sitting on a raised dais at the front of the room in low conversation with a number of functionaries. This conversation will last as long as needed for the PCs to interact with the others.


This is the opportunity for the PCs to interact with the various groups as well as witness a few encounters between the opposition, which makes for an excellent role-playing opportunity.

1. Sir Malthac and Lorga get into a bit of name calling. It becomes clear that they know each other and both make reference to their collecting and the competition they've been having for the past few years. The PCs should understand that they are both quite rich, but Sir Malthac has gotten the best of the most recent encounters.

2. The university professors will attempt to loudly protest the entire process. Attempting to convince the magistrate that they as academics clearly have the first claim on this wreck. The student group will start heckling them and name calling. It degenerates into a shouting match. The magistrate has to yell at them to quite down.

3. Selan Mela will use Sense the Force in order to detect any other Force users in the crowd. The PCs may or may not need to make opposed Use the Force checks. 


There is plenty of opportunity here for creative PCs to attempt all sorts of interactions. Use of Persuasion may convince some groups to make alliances, or certain groups could be convinced to join against certain other groups. Expect your PCs to throw you some curveballs here and be ready to roll with it. The only group immune to this kind of thing is Selan Mela. She may pretend to be receptive, but in the end will betray the PCs if they ally with her. 


When you note that your PCs have observed the interactions of the competition and have exhausted their opportunities with the other competitors, the magistrate will begin speaking.


He will welcome everyone to the auction and go over the rules.

· Today is just for registration of your intent to bid. This costs 500 credits.

· Then the government will spend some time checking into your backgrounds and ensuring that you all have enough funds to participate in this auction. This takes as long as needed for the story. The party will have an appropriate background created for them by whomever it is who hires them, and unless they break their cover, this will not be challenged.

· Each group is given a specific comcode and a comlink to contact planetary security, who is in charge of relaying messages between the magistrate and the competitors, with the appropriate layers of bureaucracy. 

· When everyone's backgrounds have cleared the bids must be delivered in person within a set time limit. The minimum bid is 5,000 credits. All bids are entered into the computer system secretly. No one will know what anyone else has bid. 

· After all the bids have been delivered the bidder with the highest bid will be declared the winner and will be announced a day later.


After relaying this information each competitors is asked to come forward one at a time and register on the computer system. The order of registration is random, except make sure that the student group goes before the PCs.


While registering the following things occur:

1. The PCs can make Perception checks against the Students (DC 15) while the students are registering. If the PCs succeed the PCs become aware that the students are very satisfied about something, even gleeful.

2. Selan Mela will ask to be allowed to see the site after registration but before the bidding begins. The magistrate puts it to a vote. The PCs can attempt to convince the other groups to vote with or against Selan Mela using persuasion or even deception. If Selan Mela succeeds in getting to see the site this will make her attempt to assault the site easier. (Perhaps she drops some bugs while touring, or perhaps she is aware of the sith warbot and can prepare for it.)

3. When the Professors register they attempt to stealthily slip the magistrate their private comcodes in order to pass the bribe on at a later time. The PCs can attempt to notice this with a perception check opposed by the professor's stealth check.

4. When the PCs go to register they make an opposed Use Computer check verses the Students slicer. (The slicer took 10 and so the DC is 25) If they succeed they will notice that the registry computer has been hacked so that only the Students registration will succeed. The PCs can choose what to do at this point. Revealing this to the magistrate gets the students disqualified. PCs could also hack the Students hack further with additional opposed checks and have only their registration qualify or whatever.


The PCs will then be dismissed to their lodgings until all the backgrounds have been checked. They will be contacted. This takes as long as the PCs need to do whatever. Again, this is an opportunity for creative parties to wreak havoc. They might try anything under the sun to eliminate the opposition. Let them! But be prepared to make it up on the fly!

Encounter 2: Delivering the bids


On their way to the court house to deliver their bid the PCs will be ambushed. The ambushers will be using stun settings and attempt to knock the PCs unconscious so that they cannot deliver their bid. 


My PCs did not have or rent a speeder so they were using public transit, along the lines of the trains seen during Episode 2 where Anakin is taking Padme off Corusant. At one stop a group of Trandoshans and Quarren swarmed aboard the bus. (I use this species, because I had a lot of these in my minis collection. Anything will do.) I used security personnel from p. 76 of TOTG. They went for melee using stun batons in the close quarters of the bus. Modify or improvise this according to what your specific situation demands (i.e. blasters on stun or stun grenades)


The gang of thugs had caught up to the train/bus in an old battered old speeder truck available nearby. This was so the PCs had transportation of their own for the next part. 


On the defeated goons, with a Perception check DC 15, they find a datapad indicating that all the other bidders are being attacked. The PCs have enough time to go and save only one of the other groups. PCs who hack the datapad (Computer Use DC 25) or use the datapad later to go find information (Gather Information DC 25) can gather enough proof to get the Hutt disqualified from the bidding, as he hired the goons and his inexperience makes this simple to determine and prove.


When the PCs arrive at the scene of the other group that they try to save here is what they find. The bidding competitors were in a speeder that has been disabled and it is lying on its side. They are hiding behind the wreck and have been injured/damaged in such a way that they are essentially useless in the fight. (i.e. Sir Malthac’s bodyguard droid has been disabled by ion grenades and Sir Malthac is injured and 4 steps down the condition track).


The goons are another group of Trandoshans and Quarrens, again security personnel from p.76 of TOTG. They are led by a two pistol wielding Rodian. (I used the mercenary cap[tain from page 58 of TOTG).The goons speeder truck has crashed and is lying some distance away.


Try to be creative with regards to terrain obstacles and opportunities that can provide greater drama and use of feats/talents for the characters. For example, when I ran this I included trees, bushes, a ditch with culvert and various surrounding buildings. I also tried to actually get the ranges out beyond point blank by making the map big and making every square count for 2 for range and movement. 


Because the range is so much longer, and the goons have been frightened by the fact that their speeder has crashed they are not using stun settings. They are out to kill.


If the PCs do succeed in saving the other group, that group is very thankful and will promise to help the PCs. Perhaps providing more cash, or making some kind of deal to share the site or whatever. Of course, if it is the darksider group she lies and will betray them in the end.


The PCs can then go to the court house and register their bid. 

Which groups will survive the attacks without the aid of the PCs;

· The Students will not get past the goons unassisted. This does mean that their hacking program will not go into effect at the courthouse. They have to be there for it to operate.

· The professors have arranged with the magistrate for extra security and the Hutt's goons never bothered them.

· The Noble's bodyguard droid will do its job and he will survive. 

· The darksiders can handle themselves. In fact, if the PCs go to save them you might have the darksiders succeed without the PCs.

· The Hutt will also be “attacked”. His bodyguards will have some artful bandages etc.... (opposed Perception check vs the Hutt's deception to notice they are faked.)

All the survivors will all congregate at the courthouse to place their bids, providing another role-playing opportunity. 

They PCs will have another chance to make an Computer Use skill (DC 25)  when they place their bid to notice that they have been hacked while registering the bids.

An opposed Perception check vs the professors' Stealth check will be required to notice that they swipe their credit chip twice through the reader instead of once. The second time is the bribe for the magistrate.


Everyone then leaves for a day or so. This can be as long or as short as needed. If the PCs come up with creative ideas, let them roll with it.

Encounter 3: The Announcement of the winner

So who wins?

1. Student Hackers win if no one detects or interferes with their hacking and they actually arrive at the court house.

2. The professors will win with their bribe if no one detects them.

3. The Hutt will win if he does manage to bully/defeat everyone else.

4. The largest remaining bid will win.

Everyone returns to the courthouse for the announcement. This is also the last chance to present proof of nefarious deeds and disqualify some contenders. This will require opposed Persuasion checks, or deception if the PCs fake the proof, against the magistrate's Will defense. With the remaining participants there, it could be that there are several opposed persuasion/deception checks. There are so many possibilities they can't all be listed here. You as GM are going to have to be creative and run with it.


Encounter 4: Assault on the Sith Ship


The Darksiders are unlikely to win against any of the other bidders. After losing they choose to assault the ship and steal what they want. The PCs might also choose to assault the ship. 

This encounter changes significantly depending on what the PCs have accomplished to this point. These are listed in order from easiest to hardest. 

1. If the PCs have actually won the auction they get the ship to themselves for a significant length of time. They get to explore the ship thoroughly. They will have the chance to discover everything and could even disable or re-program the Sith Warbot or perhaps fight it by itself.

2. If the PCs make some kind of deal with others to gain access they only get a limited time to explore the ship. The other group may or may not be present and may give assistance or just cower. Give them a brief overview of the ship and allow each PC perhaps two opportunities to explore and act in various rooms, to represent the limited time they have. The PCs might find the Sith Warbot and perhaps the other dark side items, but will not have time to do much with them.

3. The PCs arrive at the ship at exactly the same time as the darksiders. Perhaps they've tailed them, or gotten a tip from security or one of the other groups. The actual owners of the ship are on board the ship and may engage the PCs in combat too. The actual encounter with the darksiders may take place outside of the ship. It may also involve the local police.

4. The darksiders have defeated the security and the owners and have gained complete access to the ship. The PCs get contacted by the local police who are trying to figure out who is attacking the ship and they let slip that the ship is being attacked. By the time the PCs have arrived the dark siders have accessed the Sith Warbot and got it on their side. Making the combat much harder.

If you end up running the encounter outside you'll have to make up your own map. As with the encounters above, try to make the terrain interesting and rewarding for smart players.

Planetary security has briefly entered each room and the Hutt has also been through the ship taking the Sith holocron. The ship is essentially undisturbed though. A fusion reactor has been tied into the ships systems to provide light and air. A little work has been done on the life support system but that's about it.

The ship was dry before, but when the ship was broken into, water began to run in. The construction crew installed the pump by the hole to pump the water out.

The map that I used came from this website: http://www.velocity.net/~westwinds/images/vault/scifi/deepwater.jpg
Thanks you so much to Christopher West for this excellent map.

The entire ship is buried in the bottom of a muddy swamplike area. The hole the construction crew made is on the upper deck in the cargo bay. 

Throughout the ship are muddy footprints from police and the Hutt. There are also strange scratches on the floor of the ship. These were made by the sith war bot.

Interior of the Ship 

The numbering used here is the same as is on the map listed above and check the map for the room names.

 1. Smashed creates fill the cargo hold. The once contained samples from many worlds and survival supplies. (Perhaps something for the PCs to find?)

 a) Water is constantly running into the hold.

 b) The pump is busy running, pumping water out. The hose from the pump runs all the way down the hallway to the hatch in the floor neat the turbo lift.

 2. This is where the surveyors kept their equipment. There is one ancient skeleton here with lots of breaks and fractures to its bones. Life Sciences DC 20 or Treat Injury DC 20 to realize a very sharp blade did this. All the weapons on board have been hacked up. Both the injuries to the skeletons and the weapons were caused by the Sith sword the warbot uses. The following items can be found with a Perception DC:20 each 4 medpacs, 2 aquata breathers, 1 field kit, 1 utility belt.

 3. Empty

 4. A fusion reactor is patched into life support here. Everything except life support is inoperable, but could be repaired. The repulsor lift could actually be brought on line. (Mechanics DC 20 to notice.)

 5. The lift tube is operable. The hatch in the floor is open in the hallway. The hose from the pump runs down here in order to suck water from the lower level.

 6. The captain of the ship sits in the command chair hacked to pieces just like the one in #2

 7. Nothing unusual

 8. Nothing unusual

 9. The door to this escape pod has been hacked open by the sith sword and another dismember skeleton lies here.

 10. A dismembered servant droid lies here. (Computer Use DC 20 to retrieve data. This could provide footage of the Sith Droid in action.)

 11. Nothing unusual

 12. The Sith warbot is here. (Use the Elite Warbot stats in TOTG) It is tapped into the power system now and is slowly re-charging. It will activate itself and enter combat at a dramatically appropriate moment. There is also another mangled skeleton here.

 13. Hidden in the centuries of detritus is a small case containing some sith scrolls. These can be used as hooks for future adventures or connections to past ones, as their contents are entirely at the discretion of the GM. 

 14. If both of the airlock doors are jammed open the ship will rapidly flood. How rapidly? Whatever makes the game more dramatic!

Aftermath


The PCs may or may not succeed in acquiring the ship, the sith scrolls, the Warbot or all of these three items.

XP


Awarded for defeating the various challenges;


500 xp each for uncovering the student hackers, the professors bribes, and the Hutt's goons.


1000 xp for getting outright ownership of the ship or 

500 xp for gaining legitimate access to the ship or 

250 xp for just getting into the ship.


500 xp for getting the sith scrolls


1000xp for an intact and fully functional Sith Warbot safely taken away


500 xp for collecting the bits and pieces of the Sith Warbot and taking them away.


Use the standard methods with regards to winning the situations of combat 

