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Escape From Venu  is an introductory 

adventure for Starblazer Adventures  set in 

the upcoming Mindjammer  setting from 

Cubicle 7 . Although this adventure and the 

Starblazer Adventures  core rulebook are all 

you need to play, you can find further 

information about the setting in the 

accompanying Mindjammer: Starblazer 

Adventures in the Second Age of Space  

free introductory pamphlet, also available from 

Cubicle 7 . 

 Four pre-generated characters are 

provided at the end of this adventure to get 

you up and running quickly. Feel free to 

substitute or add your own Starblazer  

Adventures  characters instead! 

 

Background  

Amida is a strategically vital Fringe World on 

the edge of the Quarantine Zone on the Venu 

Frontier. The Commonality has been wooing 

the planet - successfully - for thirty years, since 

contact. Now, the nefarious Venu have 

breached the Q-Zone and kidnapped Amidaôs 

heir, Princess Kirei Nahino Deh. The 

ultimatum: expel the Commonality 

Ambassador, or the Princess will be killed! 

Ten days ago the Corpus Sentience at 

Gentility Base in the Zvukimu system received 

word of the kidnap. Rudimentary Amidan 

orbital sensors have tracked the kidnappers to 

uninhabited star system ñX-24-alphaò just 

inside the Q-Zone, and the Commonality has 

sent an Insertion and Sanction Team from the 

Security and Cultural Integrity Instrumentality 
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ñTo: Dr. Thaddeus Clay, Leader-Responsible 74
th
 I&S Team out of Gentility Base 

(Morgan / Zvukimu) en route to Ajeux Station 

MINDJAMMER PRIORITY COMMUNICATION THIRD URGENCY - MIND ONLY 

NCE62.94.7.147.193 

THOUGHTCAST BEGINS 

##### 

Local node confirms kidnap of Amidan heir-to-throne and transport to Venu space by 

agency unknown. D-field trace indicates 98% probability of 2-Space emergence in 

uninhabited star system x-24-alpha. Priority override: activate SCI Force Insertion and 

Sanction Team and divert to x-24-alpha. Retrieve Amidan heir. TOP URGENCY. All 

other considerations secondary: first order memetic cascade. 

##### 

From: Gentility Base Acting Corpus Sentience Pandora-12.  

THOUGHTCAST ENDS.ò 
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(also known as SCI Force) to resolve the 

situation.  

The PCs arrive at X-24-alpha nineteen 

days after the kidnap, twelve days behind the 

kidnappers. Using a captured Venu Insertion 

Ship and some Venu disguises, the PCs hope 

to bluff their way to the Princess and rescue 

her from her evil captors!  

Story Tellerõs Overview  

The kidnappers have taken the Princess to a 

hidden Venu listening post in the X-24-alpha 

system, and are waiting for a Venu security 

patrol to take her to Venu space. The listening 

post is not expecting pursuit, but is expecting 

the Venu patrol, and may initially assume the 

PCs are allies rather than enemies. Clever 

PCs may bluff their way right into the station! 

This adventure is a straightforward 

search and rescue mission ñbehind enemy 

linesò. Itôs divided into three parts: location 

information for the X-24-alpha system and the 

Venu Listening Post; plot information for the 

range of likely actions the PCs might take; and 

statistics and descriptions for principal 

characters, including four pre-generated 

characters. Thereôs also a glossary covering 

specific Mindjammer  terms. 

Location  

The Silent Witness (Venu: Shum-mu-Shei ) 

orbits at the edge of the ring system (Barrier 

Value: 1) of the X-24-alpha systemôs gas 

giant. Itôs a primitive affair, sinister and gloomy, 

a far cry from the sophisticated and shining 

edifices of the Commonality. It houses a crew 

of 65, including three platoons of the 

mysterious Venu Mutant Marines.  
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The station is a temporary holding 

place for the Princess before sheôs transferred 

deep inside the Empire. The crew doesnôt 

really have the facilities or expertise for this 

kind of operation - which is why speed and 

bluff just might work! 

Station Security  

The Silent Witness is much lower tech than 

Commonality standard, and so are its security 

measures, bypassed as follows:  

Security Doors  

A heavier version of the standard station door 

with Barrier Value: Impassable : make 

Average (+1) rolls of Might, Thermic Lance, 

Mining Torch, Hacking, Demolition, 

Engineering, or Burglary to bypass. 

Blast Doors 

Thick sliding doors to prevent access to the 

Docking Bays with Barrier Value: 

Impassable . Make Fair (+2) rolls of Thermic 

Lance, Mining Torch, Hacking, Demolition, 

Engineering, or Burglary to bypass. 

Docking Bay Shields  

Primitive force fields protecting the Docking 

Bay from vacuum when the bay doors are 

open. They must be dropped to allow ships in 

and out, decompressing the bay. Shields have 

Starship Type  Consequences  Structural Stress  
ÃÃÃÃÃÃ 

 
System Stress  
ÃÃÃÃÃ 

Venu Listening Post Minor:  
Major:  
Severe:  
Extreme:  

Scale 

Huge (5) 

Skills    

Good  (+3) Advanced Sensor Suite Marine Facilities 

Fair (+2)  Beam Weapon (ñDirty Maryò Disruptor Cannon) 

 Beam Weapon EWS 

 Flight Bay Shipôs Systems 

Average (+1)  Manoeuvre (Gravity Engines) Ablative Armour 

 Hardened Structure Repair System 

Aspects    

Powered by Venu ñDirt Driveò 
Bizarre Venu control system & design 
Steers like a cow 
Super Snooper 
Needle in a Haystack 

Stunts    

Track FTL 
Enhanced Comms (+1 Comms range) 
Sensor Probes (+2 Sensor range) 
Long-term Life Support 
Split Fire 
Boarding Capsules 
Repair Drones 

Consequences ( Ablative Armour)  
Minor:  
 

Consequences (Reflective Armour)  
NA 

Fate Points: 3 
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Barrier Value: Impassable : make Good (+3) 

rolls of starship Beam Weapons, starship 

Projectile Weapons, Hacking, or Burglary to 

bypass. 

Automated Defenses  

Remote turrets, stun fields, etc, inhibiting 

movement through restricted areas. Barrier 

Value: 2 ; make Fair (+2) rolls of Hacking, 

Engineering, Burglary, or Trick Shot [Guns] 

(shooting the turrets, etc) to bypass. 

Inside the Station  

The following descriptions show possible 

Location Aspects in bold . The station is dark  

and distracting , with flickering lights and 

constant background noise . Here and there 

are information panels  or propaganda 

posters  written in Venu. The atmosphere is 

extremely oppressive . 

L0: Turbolift 

The turbolift accesses every deck, and has a 

primitive, hackable control panel . 

Characters can force access to the lift shaft to 

climb up or down. Thereôs a guard  post  by the 

turbolift on each deck (see the Plot Stress 

Consequences table below for how many 

guards are there). 

L1: Upper Gunnery Deck  

1. Gunner Station  and Escape Pod s 

This cramped deck contains the gunner 

station  for one of the station ñDirty Maryò 

disruptor cannons , a guard  post , and 

access to the 10 6-person Escape Pods . 

Power conduits  line the walls, leaking 

Average (+1) power Z -Radiation  (see 

#15 below for details of Z-Radiation 

exposure). The deck is not usually 

manned unless the station is on alert (Plot 

Stress Consequence Minor or above). 

 


