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The Mercatian Horseflies are located in the crew quarters 

section of the ship. It is assumed the PCs can get around the 

ship, as they are familiar with Union class starships from 

their training days, or they can always ask Gertrude. 

There is one Mercatian Horsefly in each of the rooms that was 

supposed to be used for the PCs (number determined by how 

many players you have). Outside the rooms, pacing through 

the hallway is a janitor-bot. As he sees the PCs he perks up 

and says: 

 

“Welcome new-crewmates. I am Master Chief Squeaky, Head 

of Custodial Services. I must offer my sincerest apologies that 

your quarters are not yet ready for use. They seem to have 

some large flying lifeforms in them. I’ve requested Security 

have them removed, but Lieutenant Mitzy told me it wouldn’t 

be nice to ask guests to leave. Is there any chance that you 

would be able to remove them for me, so I can get to cleaning 

your rooms?”  



 





 



As you approach the front door of Taco Galaxy you see that 

metal sheets have been drawn over the windows and front 

door. A feminine voice repeats softly: 

“Taco Galaxy is currently in security lockdown. Please try one 

of our other locations for all your taco needs. Do not attempt 

to enter this building or you will be incinerated. Have a great 

day!” 

In front of you is a small security pad numbered 0-9, with the 

words “please insert security code “ blaring across the screen. 

The security code for this building is 1,2,3,4,5,7. This 

represents that this Taco Galaxy is store number 123, 457 in 

their franchised chain. While this information is not posted 

on the outdoor signs, if a PC checked their personal 

computing system it could be looked up.  

More likely The PCs might try a random code first (most will 

pick 123456, which is why we made the last digit a 7,—to 

annoy them when they find out. Inputting the wrong code will 

set off the trap. 

Entering the correct code disable the trap and unlocks the 

door. PCs can also use their own skills to unlock the door. 

If unlocking the door proves futile, PCs can destroy it instead, 

either using their own weapons or the Puddle Hoppers. Stats 

for all of Taco Galaxy’s doors can be found below.  

Once the door has been bypassed and slid open you see a 

deserted restaurant dining room. Tables and chairs dot the 

layout. On the eastern wall is a door marked “restroom”, while 

on the southern end are three ordering kiosks in front of 

delivery chutes, and another door marked “employees only” 

Otherwise, Taco Galaxy appears to be completely deserted.  

Once a PC steps within 30 feet of the ordering kiosks, they 

spring to life. These Killer Kiosks are a mindless part of the 

Taco Galaxy security system and cannot be negotiated with.  

 

Enemies: 3 Killer Kiosks 

CR: 3 

Terrain: Large dining area with a dozen tables each with 

either a booth or 4 chairs. At the south end is a flat, 

unadorned wall with closed chutes that food is delivered 

through. In front of this wall are three food ordering kiosks. A 

door, that the Pcs can assume leads to the kitchen, is on the 

same wall, but further to the western side.  

Tactics: A mindless but deadly part of Taco Galaxy’s security 

system, a Killer Kiosk will turn on once any creature enters 

within 30 feet of it. 

 

 

 

As they power up, the food chute behind them opens and they 

grab a large kitchen knife from it. Killer Kiosks attack the 

nearest living creature and do not stop until all living things 

are gone.  

GM Tips: This fight is pretty straight forward. The Killer 

Kiosks will attack the nearest PC, which means they can 

adjust so that their hardiest character takes the brunt of the 

attacks, or they can maneuver and split the Kiosks up to 

spread the damage out.  

The big thing to remember here is the immunities granted to a 

construct might make the encounter harder based on the PC 

party make-up.  

Reward: 3x kitchen knives 

 

Laser Blast Trap (CR 1) 

Whenever the wrong code is entered, the Pcs attempt tp un-

lock the door, or there if a failed attempt to disarm the trap, a 

wall panel opens and a mounted laser rifle takes a single shot 

on the triggering creature. 

Type: Technological 

Notice: Perception DC 21  

Disable: Engineering DC 15 (disable motion sensors) 

Trigger: Wrong code, attempt to bypass lock, failed disarm 

Reset: 1 minute 

Effect: Laser +11 ranged (2d6+1 F) 

Tips: Even if the PCs set off the trap, they have one minute to 

disable it before it resets again 

Type: Steel,  Hardness: 20,  HP: 60,  Break: 28, Locks: DC 20 (Engineering or Computers) 



 

 





 

 



Once the Roid-raged Chihuahua’s have been dealt with, the 

PCs have the choice of whether to go to the manager’s office 

or the kitchen next. This choice will determine how the 

scenario proceeds, as the assistant manager, Leslie, is 

actually a corporate spy who has been sabotaging the 

workings of Taco Galaxy for several months (continue on for 

more info).  

If they choose to go into the manager’s office first use this 

description: 

As the door slides open, you see a large shark-like Mongrel 

sitting in front of you. He is holding a giant spork and wears 

an orange Taco Galaxy uniform. His name tag reads: 

Assistant Manager, Leslie”. 

Unbeknownst to the PCs Leslie has been sitting in his office 

watching them through the security cameras in the doors, 

growing steadily angrier as they proceed through his 

restaurant. The PCs are a danger to his elaborate plans and 

four month long undercover mission. You see, Leslie is much 

more than just a Taco Galaxy employee, he’s a highly-trained 

corporate operative from their main rival, Senior Crappy’s 

Burritos.  

When this franchise first opened he infiltrated their hiring 

process and entrenched himself as the assistant manager. A 

few weeks later, Leslie murdered the manager (telling 

everyone the victim was actually on a corporate retreat) and 

took over. His first move was to institute a “seniors eat free” 

promotion every Tuesday, advertising heavily on “Golden 

Gardens”, a small retirement moon just a few light years away 

and inhabited primarily by mongrel seniors. Each Tuesday, 

Leslie made sure he was the only one working when the 

senior shuttle bus arrived. He then murdered and butchered 

each one of those elderly mongrels, turning their bodies into 

taco meat. Leslie’s original plan was simply to leak to the 

news that Taco Galaxy was serving meat from sentient 

creatures, however before he had time the genetic 

modifications in the mongrel DNA caused the tacos to rapidly 

evolve into living, breathing creatures bent on the destruction 

of anyone who enters their territory (the kitchen). These 

Terrible Tacos murdered the rest of the staff and have run 

amok throughout the restaurant, trapping Leslie in.  

If the PCs find Leslie first, before entering the kitchen and 

seeing the Terrible Taco’s (Or the dead Mongrel bodies in the 

fridge) he will lie and act innocent (opposed by their Sense 

Motive), waiting for the perfect time to strike. His big lie will 

be that he couldn’t leave because he didn’t have the security 

access code since he’s not the actual manager, just an 

assistant. He will then offer to help them make the tacos they 

need, as a thank you for unlocking the doors. Really, he’s just 

leading them into the clutches of the Terrible Taco’s hoping 

they will kill them and keep his cover intact. If that doesn't 

happen he will reveal himself and try to kill the PCs himself, 

for knowing too much and threatening his operation.  

If they give him a If they go to the kitchen first, Leslie will 

jump them right after they kill the Terrible Tacos and see the 

Mongrel bodies, trying to eliminate them before the news crew 

arrives and they can counteract any of the story he has 

created to explain the situation. 

Describe the kitchen in the following manner:  

You see a large room with several stainless steel tables, a few 

replicator machines, and countless tubes and chutes—all 

standard in an industrial kitchen. At the back of the room is a 

large door, that one would assume is refrigeration unit for 

food storage. 

However, what really catches your eye are the red splatter 

stains all over the walls. Your first instinct is that is must be 

blood, and your suspicion is quickly confirmed when you see 

a severed human head just sitting behind the leg of a table. 

Next to it is a nametag that reads “Team Member—Lenny”. As 

you look further, a second human body, that of a young 

female this time, is curled up against the wall. Her body is 

charred and melted, as if she were killed by acid. 

The Terrible Taco’s are hiding in the kitchen, using the food 

preparation machines and tables to block line of sight to 

them. While they are not particularly intelligent, they are 

cunning and will strike when most advantageous to them.  

If the PCs find and defeat the Terrible Tacos (or never see 

them) and enter the refrigerator (which is unlocked) they 

immediately see a dozen, aged, Mongrel bodies hanging from 

meat hooks. It is obvious that these creatures have been 

butchered for food.  

Once all the kitchen has been fully explored and the Terrible 

Taco’s found and destroyed, the PCs should be able to start 

putting some of the story together, particularly that it was the 

Mongrel meat that caused the creation of the Terrible Taco’s. 

To further increase the information given give the PCs a DC 

12 Perception check. If they pass they see an advertisement 

stating: Senior’s Eat Free on Tuesdays. This should indicate 

that these Mongrels were drawn here purposely. 

Once they’ve had a chance to talk and figure out some of the 

hidden plot, Leslie enters the kitchen holding his warspork, 

nods his head in a menacing manner, and says: 

“Well, now you know too much. You couldn’t just see that the 

store was closed and go find another place to eat? No, you 

had to poke your noses where they don’t belong. Now I have 

to kill you, just like I did those seniors. I wish I could at least 

pretend to be sad about that, but I really hate you 

Confederation types. You just think you can do anything and 

get away with it. Well that ends now!” 

Roll initiative here, or give the PCs a chance to banter in order 

to reveal any last hidden aspects of the storyline before 

entering the final fight.  



 

Enemies: 2 Terrible Tacos 

CR: 3 

Terrain: The kitchen of the Taco Galaxy is filled with several 

large stainless steel food replicators connected to a system of 

conveyer belts for delivery through the food chutes.  

On the floor are two dead humans, one male and one female, 

wearing an orange uniform indicating that they were 

employees. At the back of the kitchen is a large steel door to 

the walk-in refrigerator.  

Tactics: The Terrible Tacos will stay back, using the cover of 

the kitchen equipment to block charge lanes and grant 

himself cover from gunfire. They will use their Special Sauce 

attack to try to blind and whittle down the PCs before 

engaging in melee. 

GM Tips: This fight can get rough quickly, especially if a PC 

gets swallowed. Let PCs know that the weird shape of the 

Terrible Tacos bodies might keep them from leaving the 

kitchen, this way PCs could viably retreat back to the dining 

room if needed.  

Enemies: Leslie, the Assistant Manager 

CR: 3 

Terrain: Can be in any of the rooms of Taco Galaxy depending 

on how PCs engage him. See previous descriptions.  

Tactics: Will try to surprise the PCs in order to try to take one 

out before the others can react. Will use Trick Attack 

whenever possible.  

Gm Tips: Leslie is a strong melee fighter, but has no ranged 

capabilities. If the PCs have someone who can take a few hits 

without fear of death, they should try to draw his attacks 

while the others whittle him down from the safety of range. 

Keep in mind that his Warspork is only an operative weapon 

when wielded by him.  

Reward: Warspork, Taco Galaxy Manager’s Uniform, 2215 
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Enemies: Two Zom-bee Swarms 

Allies: Lucius “The Cleaner” Ticklewhisker (enters on round 

3) 

Identify: Life Science DC 12 

CR: 3 

Terrain: Parking lot near the Dry Cleaner,. You are able to 

park 100 feet from the (locked) Dry Cleaner door. Several 

parked cars in the lot keep you from getting any closer.   

Tactics: The Zom-bees are mindless (and hungry), and you 

are the first living creatures they’ve seen in days. They head 

straight for the first PC and begin chomping/stinging. 

For two rounds the PCs must survive on their own, however 

starting on round three they get an ally with a flamethrower 

(which might be very useful to unprepared parties). 

 

Gm Tips: Let the PCs roll a second DC 10 Life Science check 

(after identifying) to know that while these appear to be 

simple honeybees, they are not attacking in a typical 

honeybee manner. Instead, they seem to be alternating 

between stinging (normal) and biting  (rare), Worse, they seem 

to be biting to tear and eat flesh rather than just to defend 

themselves. Between their appearance as a swarm and their 

aggressive behavior it is safe to assume that these bees are 

irregular.  

Additional information: 

 Allow the regular identification roll to figure out what 

these creatures are, however don’t reveal their Pleasure 

Prick ability as there is no way to know about it 

beforehand.  

Type: Steel,  Hardness: 20,  HP: 60,  Break: 28, Locks: DC 30 (Engineering) 
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Enemies: 4 Infected Derby Girls 

Identify: Culture DC 12 

CR: 4 

Terrain: An oblong roller skating ring measuring 150 ft. x 80 

ft. In the center, hanging from the ceiling, is a shiny disco 

ball. Sitting on top of the disco ball is a small ysoki in a white 

suit and pink shaded glasses. He appears quite panicked. 

Tactics: The Infected Derby Girls will begin by trying to use 

Rolling Seduction on each PC, allowing them to hurt each 

other before even stepping foot into the skating rink. The 

Infected Derby Girl will roll around in a big circle, slamming 

into the PCs, knocking them down and skating away as fast 

as they can.  

Gm Tips: This fight can be annoying, and it’s supposed to be. 

The PCs will need to use solid tactics (or be good with ranged 

weapons) to avoid getting pounded into the rink over and over 

again.  

The one advantage the PCs have is that the Infected Derby 

Girls have no ranged weapons, and are hesitant to leave the 

skating rink. 

Additional information: The Ysoki on the Disco ball is in fact 

the Mayor. The Disco ball hangs about 20 feet above the 

ground, putting it out of reach  of the Infected Derby Girls, 

but also making it difficult to get him down (and no, he will 

not just jump unless convinced of it by a PC). 



 

 

 



As you search through the zoo, you see nothing but adorable 

animals, far more so than any animals you’ve seen before. 

You now at once that it must be the effects of the virus and 

do your best to ignore them as you move through looking for 

the doctor, though every fiber of your being wants to take a 

seat on a bench and watch them play for hours.  

Finally, you reach the research building. Hanging on the door 

is a note that reads:  

Out in the Safari enclosure today, working from the 

observation hut.  

—Dr. Amaya Snipwhisker 

It is dated 5 days ago. 

Next to the gates to the safari enclosure is a small four 

wheeled vehicle, keys included, that can be driven with a DC 

10 Piloting check. If not the PCs can proceed on foot, 

however that might lead to an additional encounter with 

another Infected Menagerie.  

After driving around for ten minutes you see a unique sight—

several Earth animals surrounding a small observation hut, 

each seemingly trying to get in.  

The Infected Menagerie in designed in a way that the GM can 

use any of his favorite animals in this fight. Always wanted to 

put two lions and a platypus against the PCs? It works here. 

As long as you choose three animals, and follow the assigned 

stat block, the ‘skin” doesn’t matter (though for flavor you can 

always adjust the encounter to add an ability if you deem it 

more fun aesthetically). 

Regardless of which three animals you choose, the PCs 

should be granted a DC 12 Life Science check to know that 

they are acting strange (this works best if you pair predator 

and prey animals). In particular, reveal that they seem to be 

bonded like pack animals, even though they are three 

different species.  

Once the PCs have defeated the Infected Menagerie, they only 

need to open the door to find Dr. Snipwhisker. She is lying 

facedown on the bed, unconscious. A DC 10 Medicine check 

reveals that she is extremely dehydrated and suffering from 

heat stroke. A DC 10 Engineering check reveals that the 

generator for the hut had run out of fuel, shutting off the 

temperature control.  

The PCs can now either heal her using magic or skills, or 

bring her back to the research facility where there are medical 

supplies. To properly treat her issues would require 4 hours 

and a DC 15 Medicine check with the proper supplies (a way 

to cool her down, and clean water administered slowly.) 

Once the Dr. is back up and conscious, and the PCs ask her 

about the virus: 

Enemies: Infected Menagerie (3 random animals) 

Identify: Life Science DC 12 

CR: 4 

Terrain: An outdoor zoo enclosure filled with rock formations, 

a few trees, and a single 20 ft. x 20 ft. hut surrounded by the 

Infected Menagerie. 

Tactics: The infected Menagerie will fight like pack animals, 

regardless of which “animal skins” you choose to use.  

Have them choose a target, generally one of the weakest 

looking PCs (smallest) and have them move to surround and 

kill. Keep in mind that regardless of which “natural attack” 

they have, they get two of them. 

Gm Tips: A very simple, straight forward fight. They will try to 

surround the weakest opponent they can easily get to, so the 

PCs can counter their movements by keeping them separated. 

If they can keep them from getting the bonus from Zoo 

Buddies, the fight is barely a threat.  

 

Type: Steel,  Hardness: 20,  HP: 60,  Break: 30, Locks: DC 20 (Engineering) 

https://en.wikipedia.org/wiki/Dry_cleaning#Shift_to_tetrachloroethylene


Enemies: Lucius “The Cleaner” Ticklewhisker 

Identify: Culture DC 22 (The Outlaw Theme Knowledge would 

reduce this check) 

CR: 3 

Terrain: a very small room, 30 ft long, by 20 ft. wide, with a 

10ft. By 5. ft. counter across the middle. The Cleaner starts off 

behind the counter.  

Tactics:  Lucius will use his flamethrower whenever he can 

get two or more PCs in a single shot, and go to his arsenal of  

magical abilities if he can’t. 

Gm Tips: Lucius doesn't want to fight the PCs, as he needs 

them to deliver the solar stone to Laissez in order to get paid. 

He will if it comes down to it, but he’d prefer a Diplomatic 

solution, and will even apologize for his ruse to test their 

abilities.  

Reward: If the PCs let him live (even if they don’t fight him)

he’ll give them his thinplate zootsuit and his flame thrower 

(ifrit) as a gesture of good will. If they kill him than they can 

take these items.  



 

 

 

 

 

 

 

 



 

Enemies: 12 ships of the Nexum V Automated Defenses 

Identify: Engineering DC 12  

CR: 3 

Terrain: Sky above Nexum V 

Tactics: The smaller ships of Nexum V will try to focus fire on 

the rear of the Hopper. Their programming is to disable first, 

but destroy if that isn’t possible.  

 

 

Gm Tips: This is a simple space battle so that the PCs can 

learn what the Hopper can do, and figure out their role. There 

are twelve targets to destroy, and the fight gets progressively 

easier after the Hopper has taken a few out. If the PCs are 

struggling, send them in waves of six and six, instead of 

swarming all at once. The goal here is to give them a fight to 

learn, but with a viable threat to the ship.  
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As you make your way into the Drunken Mermaid, you see a 

Sushian female tuning a violin on a small stage off in the 

corner. Next to her she has a little white bin, with a small 

metal gate that can be opened and a few dotted holes around 

it. It looks like a transport cage for a pet, but you don’t see 

any animals inside.  

“What can I get you?” asks the bartender, a Plantonian who 

stands rooted in one place extending and retracting his arms 

to grab bottles and glasses that he needs. “If you’re here for 

the show, It starts in fifteen minutes. Angelina Oceansong’s 

played here a few times in the past, and she always manages 

to be highly entertaining.” 

There are several open tables—round tables for 2-4 people to 

sit comfortably—near the stage. The crowd is sparse, no more 

than twelve or so patrons waiting for the music to begin, but 

more are sauntering in over time. The lounge itself is 

interesting, clearly sporting a nautical theme with nets, 

anchors, and images of mermaids and sea creatures 

throughout the room. You understand why a Sushian singer 

would do well here.  

At this point the PCs have several options: they can talk to 

Angelina, who will politely brush them off as best she can, as 

she prepares for her performance.  

They also might try to find out what’s in the cage. This will be 

tough as it’s dark and the cage has very few openings. Have 

the PCs make a Perception check and reveal the following: 

DC 10: It’s pink 

DC 15: It’s furry and seems like it has antennae with eyes. 

DC 20: oh hell no, it’s a Trebble.  

 

 

 

There is no need to have the PCs roll to identify Trebbles, 

every race in the universe has heard of them and they are 

popular in children’s stories and as stuffed toys.  

Trebbles are dangerous. Not because they can hurt someone, 

but because they breed asexually and quickly. They can 

decimate an ecosystem in just a few hours and because of 

this their trade and transport is banned on almost every 

planet in the known worlds.  

Trebbles breed when they hear certain song notes played, and 

the more in tune to their emotions the song is, the faster they 

can accomplish the task. Breeding for them doesn't mean 

producing a single young offspring. Instead, they breed by 

splitting into three adult creatures, all capable of breeding 

again just a few seconds later. Worse, they can do this even 

up to ten minutes after death.  

If Angelina has figured out one of their breeding songs and is 

allowed to play her music while near a Trebble, she could kill 

everyone on board the space station in minutes as the 

Trebbles overload the oxygen circulation system.  

Phillips stands quietly and whispers to you that he can make 

a sound proof cage in a few minutes to put the Trebble in, but 

you’ll have to stall until then. He moves quickly back to the 

Hopper to get working.  

Enemies: Angela Oceansong and Trebbles 

Identify: Culture DC 20. Angela is a somewhat known in the 

area for her musical abilities.   

CR: 3 

Terrain: The lounge itself is large (120 ft. x 120 ft.) with a bar 

are taking up most of the middle. Angelina is in the northwest 

corner, on a small stage with a dozen round tables dotting the 

area in front of her.  

Tactics: Angelina will start playing 15 minutes after the PCs 

arrive. A few seconds later she’ll swing open the cage door and 

three Trebbles will walk out. People will scream and yell as 

they all understand immediately the danger they are in. 30 

seconds later, those three Trebbles will become 9, and 30 

seconds later 27, ect… unless the PCs can do something to 

stop her.  

Gm Tips: This is an extremely open ended encounter. The PCs 

can attack Angelina before she starts, hoping to surprise her. 

They can cause a diversion and steal her violin or her Trebble, 

they can fight her traditionally, hoping to defeat her before the 

Trebbles overwhelm them. We have deliberately designed this 

fight to test the PCs creative responses to a unique problem.  

 



 

 

 

 

 

 



 



Enemies: Chomp McDougal 

Identify: Culture DC 10. Chomp is well known in the world of 

boxing and the PCs can easily use any computer system to 

look up previous fights and learn about his style.  

CR: N/A 

 

Terrain: Extra large Boxing Ring, 30 ft. by 30ft.  

Tactics: There are no real tactics in this fight as they are 

incorporated into the stats above. Both fighters with roll, and 

the PCs will attempt to manipulate those rolls.  

Gm Tips: Allow the PCs to work as a team to choose stance, 

as it will make sure everyone ins more involved.  



 







Enemies: Queen Ameerna Jyeen 

Identify: Culture DC 15. The Queen is a well-known entity in 

this sector, and her people believe she is the reincarnation of 

the avatar of the sun god.  

CR: 5 

Terrain: A long Space station hallways 200 ft. by 80 ft, with 

dozens of random people moving quickly off to the sides. The 

Emperor Zlorp is in the middle, too slow to run, but not a 

combatant. His guards carry ceremonial weapons and are not 

a threat.  

Tactics: She will do her best to outmaneuver the PCs to get to 

the Emperor. She cares only about killing him and avoiding 

the wedding.  

Gm Tips: In her ceremonial gown, which provides incredible 

protection to her, the Queen will be nearly impossibly for the 

PCs to harm quickly. They are better off trying to grapple, 

charm, or negotiate with. This is done purposely, as another 

incentive for them not to kill her.  

Rewards: None. The Queen’s gear cannot be taken.  



 

  



Enemies: Regent Alonzon Ripzik and 4 Moon Acolyte Guards 

Identify: DC 22 Culture check. Ripzik is a known figure on 

Za’rootyn, but keeps his strengths and weaknesses a close 

guarded secret.  

Allies: Queen Ameerna Jyeen 

CR: 5 

 

 

Terrain: Large Wedding Hall (200 ft. by 200 ft.) with dozens 

of tables that can be used for cover. PCs enter through doors 

to the south, and there is no other exit. On the norther end is 

a dais for the Bride and Groom’s table. 

Tactics: His guards will form a perimeter around him, 

granting him cover and protection while he casts spells. 

Gm Tips: While the queen cannot harm the main target, she 

can draw fire and eliminate the guards, while the Pcs focus 

on the regent.  



 

 

 



 

 

 



 

Appendix 

Tips For Roleplaying: Gertrude the Uranus Hertz AI Pg. 54 

PC Race: Aggressian Pg. 55 

PC Race: Beardies Pg. 56 

PC Race: Door-tu-Doran Pg. 57 

PC Race: Mongrel Pg. 58 

PC Race: Plantonian Pg. 59 

PC Race: Plushian Pg. 60 

Pc Race Pointers Pg. 61 

PC Race Sushians Pg. 62 

Flaws/Luck Pg.  63-65 

Equipment Pg. 66 

The Puddle Hopper Pg. 67 

Pre-gen Mystic: Shri Highcrest Pg. 68-69 

Pre-gen Envoy: Mittens Da’Kittens Pg. 70-71 

Pre-gen Operative: Root Everbloom Pg. 72-73 

Pre-gen Mechanic: Jillete Steller Pg. 74-75 

Pre-gen Solarion: Tai Yang Pg. 76-77 

Pre-gen Soldier: Hootie Blowfish Pg. 78-79  

Pre-gen Technomancer: Magic Jack Pg. 80-81 

Taco Galaxy Parking Lot Map Pg. 82 

Taco Galaxy Interior Map Pg. 83 

Starfinder Compatibility License Pg 84-85 

  

  

  

  

  

  

  

  

  

  

  

  



 

 

 

Personality: Grumpy, crotchety, and constantly tired, 

Getrude hates being an AI and wishes nothing more than to 

finally be able to fully retire and be left in peace. She in often 

unpleasant and loves to tell everyone what and how they are 

doing things wrong.  

Background: After the Uranus Hertz’s original AI committed 

suicide by downloading themselves into an info drive and 

shooting it into a sun, the crew used what little funds they 

had left to buy Gertrude from a used AI salesman. While 

Gertrude has extensive experience from her hundreds of years 

of work (including aboard some impressive military ships) 

these days she wants nothing more than to be left alone to 

watch her shows.  

Alignment: N 

Flaws: Lecherous, Short Tempered 

Additional Information:  

 Aware of everything that goes on aboard the Uranus 

Hertz, but doesn't care enough to fix or report it.  

 Gertrude considers herself retired 
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Confederation Redshirts Uniform: This armor, which comes in both light and heavy, is issued to every member of the Armada upon their commission to a 

ship. This technological marvel improves in its level of protection as the stature of the wearer grows. The EAC and KAC bonus of light armor is always equal to 

the level of the wearer, while the bonus for heavy armor is 1.5 per level (rounded down). A wearer must be proficient in the armor to gain any benefit from it.   

Both versions of the armor, light and heavy, gain an upgrade slot at level 4, and an additional upgrade slot every four levels thereafter.  This armor must 

always appear as the red uniform shirt of a Confederation Armada crew member, and will let the universe know exactly who they are.  

Light: 

Level: Varies,  Price: N/A,  EAC Bonus: character level,  KAC Bonus: character level,  Max Dex Bonus: none,  Armor Check: none,  Speed Adjustment: None,    

Upgrade Slots: 0,  Bulk: 1 

Heavy: 

Level: Varies,  Price: N/A,  EAC Bonus: 1.5x  character level,  KAC Bonus: 1.5x character level,  Max Dex Bonus: 5,  Armor Check: 2,                                      

Speed Adjustment: -5 feet, Upgrade Slots: 1,  Bulk: 1 

 

Derby Uniform: This light armor is little more than a bikini top and tiny skirt, yet it seems to offer significant protection. In addition, the wearer may add a 

+2 bonus to any Diplomacy checks made against a creature who is, or could be, sexually attracted to them.   

Level: 2,  Price: 800,  EAC Bonus: +3,  KAC Bonus: +3,  Max Dex Bonus: +6,  Armor Check: —,  Speed Adjustment: None,    Upgrade Slots: 0,  Bulk: 1 

 

Powered Roller Skates: These skates. worn by bipedal creatures on their feet, are continuously powered by the friction they produce. And never need a 

new battery. They increase they wearers base land speed by 10 feet.  Non-bipedal creatures cannot wear powered roller skates.  

Level: 2,  Price: 1000,  Bulk: 1 

 

 

Taco Galaxy Manager’s Uniform: This light armor appears like nothing more than a simple Taco Galaxy uniform, but in reality it provides substantial 

defense to the wearer.  

Level: 3,  Price: 1200,  EAC Bonus: +4,  KAC Bonus: +4,  Max Dex Bonus: +4,  Armor Check: —,  Speed Adjustment: None,    Upgrade Slots: 1,  Bulk: 1 

 

Warspork: This giant spork is a Basic Melee weapon that can be used to deal bludgeoning or piercing damage. When wielded by Leslie, the  Assistant 

Manager it gains the Operative ability and can be used to make trick attacks.  

Level: 3,  Price: 800,  Damage: 1d6 B & P,  Critical: —,  Bulk: 1,  Special: Analog 



 

 

 

 

 

 

 

 

 

 

 

 

 



 

  

 

 





 

  

 

 





 

  

 

 





 



 



 

  

 





 

 





 

 

 









OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All 

Rights Reserved. 

1. Definitions: (a) "Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; 

(b) "Derivative Material" means copyrighted material including derivative works and translations (including into other com-

puter languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or 

other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, 

rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d) "Open Game Content" means the game me-

chanic and includes the methods, procedures, processes and routines to the extent such content does not embody the Prod-

uct Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by 

the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, 

but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying 

marks including trade dress; artifacts, creatures, characters, stories, storylines, plots, thematic elements, dialogue, incidents, 

language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and 

other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, per-

sonas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities 

or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product 

identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means 

the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated 

products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, 

copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" 

means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content 

may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No 

terms may be added to or subtracted from this License except as described by the License itself. No other terms or conditions 

may be applied to any Open Game Content distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, world-

wide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent 

that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this Li-

cense. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the 

COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the 

copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

 



7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as 

expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree 

not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work 

containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such 

Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge 

to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all 

rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are 

distributing are Open 9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. 

You may use any authorized version of this License to copy, modify and distribute any Open Game Content originally 

distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor 

unless You have written permission from the Contributor to do so. 

Game Content 

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of 

the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game 

Material so affected. 

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such 

breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the 

extent necessary to make it enforceable. 

15. Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, 

based on material by E. Gary Gygax and Dave Arneson. 
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