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Introduction

The Drenslaar Quest is a complete adventure for Traveller, the
science fiction reole-playing game from Game Designers' Workshop. It is
administered by a referee who is familiar with the rules for Basic
Traveller (Books 1, 2, and 3, The Traveller Book, or the starter edition).
The Drenslaar Quest also makes use of rules and information presented in
The Undersea Environment, a Traveller supplement by Gamelords, Ltd.
While not absolutely necessary for playing The Drenslaar Quest, The
Undersea Environment will add a fremendous amount of detail, interest,
and excitement fo the game; much of The Drenslaar Quest is set
underwater, and the undersea supplement will greatly enhance the
realism and the players' enjoyment of the basic situation. [n addition,
weapons described fowrd the end of the adventure are fully described in
Traveller Book 4, Mercenary. A copy of(J/igse rules will be necessary if
the players want to use these weapons INUTe adventure.

The referee will also find pap® pencils, six-sided dice, and
square-grid graph paper helpful ozyndispensable during the course of
this adventure. Q)

STANDARDS AND ASSUMPTIONS Q

This adventure takes p@wi‘thin the fictional universe described
in other Traveller producia ™n the world Yarhfahl (0608 C658796-6).
Yarhfahl is located in +h£@7&xi|fhar‘ subsector of the sector called
Reavers' Deep, a (most((yyN)dependent region bordered by the Imperium,
the Solomani Sphere, and t#e Aslan Hierate.

The Imperium (alsc known as the Third Imperium — fwo previous
Imperial governments have already existed) is a aqgigantic, human-
controlled interstellar government,

The Solomani Sphere (or the Solomani Confederacy) is a rival
human—-dominated region of space, generally opposed to, but currently at
peace with, the Imperium.

The Aslan Hierate is a loose, far-flung grouping of worlds dominated
by the Aslan, a star-faring race descended from carnivore/pouncer
stock.

About 85% of Yarhfahl's surface is covered by water; land areas are
divided between numerous island archipelagos and several small, tropical
continents. The population Is currently less than 19 million,
concentrated in the hill country around Juyhaal, the world's single
starport. With so small a population and a relatively low tech level,
there is little here to tempt outside mercantile or Imperial inferests.
Recently, however, its position in space has brought it into the arena of
interstellar affairs.
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Yarhfahl lies astride the main jump route between the militant
Carillian Assembly and the rebel world of lidrissar (0706). Though not
originally a member of the Assembly, Yarhfahl has become vital to the
Assembly as a staging area for operations against the |ldrissarian Rebels.
Technically an independent world, Yarhfahl had no space navy of its own,
no military forces at all, beyond a small peace-keeping and tax-
gathering militia. The local government now has little to say about the
powerful fleet units grounded at Juyhaal, and orbiting overhead.

At the start of the adventure, recent events have made this one-
time backwater even more important to the plans of both Assembly leaders
and the rebels.

USING THIS ADVENTURE

The referee may use The Drenslaar Quest as a stand-alone game,
using pre-generated charectars presented here; or it may be played with
characters from an existing Traveller campaign. Certain new skills
intfroduced in the supplement The Undersea Environment, Swimming and
Diving, will be necessary for those charggters in this adventure and
should be assigned to those characfer:@we referee. Other changes
required to bring this adventure Inh&r.e with an existing campaign
should be cbvious.

CHARACTERS \

Any group of Traveller adw@‘ers may take part in The Drenslaar
Quest. At the referee's option™NyN\players may use the pre-generated
characters given below, or ‘rhg@:ers may use characters generated for
previous Traveller adventura\ N campaigns. Play will begin with this
party looking for paid emp'o{@‘r'rr at Juyhaalport, the only spaceport on
Yarhfahl.

Desirable Skills: Swimming and Diving are two new skills discussed in The
Undersea Environment. These skills will be necessary for any characters
taking part in The Drenslaar Quest. In addition, small or large Watercraft
skill (familiarity with handling various types of boats) may be useful,
though not essential.

Skill level 0 may be given fo some characters for certain skills; this
suggests familiarity, but not expertise in that particular skill —
sufficient familiarity fo allow the character to use the equipment or
weapon described, but not enough to allow him fo cope with emergency
situations, or situations requiring great skill. Characters without skill in
any waapon may be allowed a level 0 skill in some weapon; Carbine-0, for
example, would refer to that character's 'best' or preferred weapon, even
though he had no real expertise with it.

Pre-generated Characters: The following characters inay be draw upon
by the players for The Drenslaar Quest.

1. Ex-navy Captain A89988 Age 38 5 terms Cr7000
SMG-2, Auto Rifle=1, Tactics-2, Leader-2, SMG, Travellers
Small Watercraff-1, Swimming-3, Diving-1,
Electronic-1, Vacc Suit=1
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