Star*Drive Campaign:  Fates Converge



Note:  This campaign assumes that the characters have played the free starter modules Black Starfall and Red Starrise as a prelude.  If the characters have not played them, simply provide the information as part of their background story.  Characters should be 2nd or 3rd level with a few thousand cash for extra equipment after these modules.



Premise:  

After saving Kendai Station (2496) and investigating Hammer’s Star (2497), the heroes are assigned to the secret service of the Concord’s senior Administrator in the Verge.  Based on the fortress ship Monitor, he assigns them to the Shrike as an elite troubling-shooting team answerable only to him.



The Story - Part I:  Dark Designs (2498)

	VoidCorp has petitioned the Concord for the right to “incorporate” the independent seshayans on Grith.  To assist the local Administrator who must issue the controversial decision, the heroes are sent to the Corrivale system to investigate the seshayans.  Are they truly native, or just escapees from VoidCorp space?  Did they steal the world from its previous Hatire occupants?



The Story - Part II:  Black Magic (2499)

	The heroes are sent into the Endomar system to rendezvous with a mysterious informer who claims to have found a “Klick” base near the heart of the Verge.  But when the informer turns out to have a hidden agenda, the trap is sprung.  Will the heroes sort out the ensuing chaos before the wrong faction gets a hold of a powerful new weapon?



The Story - Part III:  Deep Cover (2500)

	The heroes are sent to Bluefall in the Aegis system to make “first contact” on behalf of the Concord with a newly discovered aquatic race called the Deepfallen.  However, the Regency government of Bluefall is trying to keep the Deepfallen a secret.  Will the Regency cooperate with the heroes’ mission, or will they have to complete their mission in the face of Regency opposition?



Note:  Each part of the story is designed to operate as both a stand-alone adventure as well as an ongoing plot line for the whole campaign.  Each episode takes place in a different year, so that the entire campaign (including the prelude modules) covers the early era of restoring contact between the Stellar Ring and the Verge (2496-2500).  There is supposed to be a significant amount of down-time between the episodes, giving the characters the chance to heal, advance levels, train skills, and acquire new equipment.



Vessel:  Throughout the entire campaign, the heroes are assigned to the C.S.S. Shrike, the scout starship from Red Starrise (please note some minor changes).  If there are not enough player characters, use NPCs from Red Starrise:  Lt. Drey Gerrin can be assigned as captain, Petty Officer Terin Csapo can be assigned to Engineering, Petty Officer Eliza Barrons to Communications, and Spacehand Brian Ngaru to Sensors.



Major Supporting Characters



Rear Admiral Roan Jarvis (Hm, DTO):  Star Force Commander for the Verge Sector

Born in 2425; served originally in Taurean Star Republic’s navy; voluntarily joined Concord after GW2; previously a commodore and CO of the Monitor.

Goal:  To expand Concord presence in the Verge.

Loyalty:  Star Force and Concord political leadership.



Commodore Elena Mir (Hf, DCS):  Commanding Officer of the Monitor

Born in 2457; originally from Hale (in the former Taurean Star Republic); fast riser in Star Force; previously a captain and Chief Personnel Officer on the Monitor.

Goal:  To earn even higher promotion (to replace Jarvis).

Loyalty:  Star Force command and her own career ambition.



District Administrator Kholas Ahn Ji (Fm, DMW):  Senior Admin. for Verge Affairs

Born 700 years ago on earth, one of the new-generation fraal; volunteered to join the Concord on behalf of the Union of Sol after GW2; assigned to the Verge in 2498.

Appointed Ari Mahdra as System Administrator for Corrivale; he lobbies Mahdra for a ruling against VoidCorp on Grith.

Goal:  To keep the Verge independent from corporate control (especially VoidCorp).

Loyalty:  Concord philosophy.



“Colonel” Dex “Laserfire” Lewis (Hm, DCS):  Austrin smuggler and mercenary leader

Born in 2436 in Austrin space; formerly the colonel in command of an Austrin regiment of suicide-squads; exiled along with his officers after one of the soldiers managed to escape from him and illegally defect to the Concord.

Goal:  To capture the defector and return to Austrin space.

Loyalty:  To his Austrin unit.



Ni’Tul Tur’iko (Sm, FA):  Seshayan criminal and renegade

Born in 2460, he was part of a seshayan clan that VoidCorp transferred to the Concord to cause trouble by forming a criminal syndicate; when the syndicate was busted by Concord intelligence agents, only he escaped.

Smuggled into the Verge secretly by VoidCorp to cause trouble on Grith.

Goal:  To defeat the agent who busted his syndicate and win Grith for VoidCorp.

Loyalty:  Nominally to VoidCorp.
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Miscellaneous Ship Equipment��
equipment 
locker contains:���
6 hard e-suits (each with zero-g web)
�
3 zero-g 
9mm 
pistols
 (
2 clips
 each
)
�
�
6 jumpsuits
 (each with a vacuum mask)
�
3 zero-g 
11mm 
rifles
 (
2 clips
 each
)
�
�
6 sets of comm gear
�
��
3 general repair kits
�
��
1 emergency beacon
�
��
1 surgical kit
�
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