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PLOT
Starfleet needs a new crew! Welcome to your new 
assignment, Captain. Your continuing mission, to 
explore strange new worlds, seek out new life and   
new civilizations, to boldly go where no one has gone  
before. Star Trek Adventures is a Tabletop RPG 
where new discoveries await explorers of Starfleet. 

ROLE
I’ve worked on multiple projects with Modiphius 
Entertainment laying out RPG adventure packs for 
the Star Trek Adventure line. These adventure packs 
are based on factions that each have a unique brand 
guide. With various brand guides it is very important 
to make sure they have the same overall feel.

Made by
Modiphius Ent

Release Date
Various 
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SYNOPSIS

The players’ ship is assisting in an archaeological dig on 
Avalon, an independent Human colony world established 
nearly a century before. The head archaeologist, Santana 
Vargas, is an old friend of the captain (or another player 
character), a charismatic woman born and raised in the 
colony. She is proud of what its settlers have built on a planet 
whose environment is harsh due to the effects of an ancient 
radiation flare that wiped out its original inhabitants, the 
Diadri (dee-AH-dree).

The archaeologists break into a new layer and discover 
functional equipment, including stasis chambers with two 
living Diadri inside. The equipment has lasted far longer 
than intended and is breaking down, exacerbated by the 
excavation. The Diadri begin to awaken and must be beamed 
to the player characters’ ship for treatment.

The Diadri, Tola and Rekan, explain that thousands of years 
ago, Diadri scientists predicted the radiation flare and built 
underground life banks to preserve themselves. These are 
vast computer banks storing the Diadri’s genetic data and 
neural engrams, and cloned cell stocks for bioreplicating new 
bodies. When the threat had passed, Tola and Rekan were 
supposed to awaken and activate the bioreplication process 
by which the Diadri would be reborn. Something went 
wrong, and the sleepers are shocked to find that millennia 
have elapsed. But now they’re back – and they want their 
planet back. 

Unfortunately, the planet’s still-recovering ecosystem and 
the species’ differing environmental needs mean that sharing 
the planet is not practical. Both sides are adamant that they 
have the rightful claim. Vargas and the colony’s governor, 
Koji Shimako, argue that they’ve earned their right to be here 
through generations of hard work, and that the Diadri’s claim 
to the planet expired in their absence. Tola counters that the 
Diadri spent millenia building a civilization here and don’t 
deserve to be expelled from the home they always intended 
to reclaim.

The players’ investigation of the Diadri life banks reveals 
malfunctions that must be repaired before the revival can 
proceed. Rekan determines that the damage from the 
excavation is worsening the malfunction, and the stored 
data is starting to degrade. Though Governor Shimako 
resists awakening the Diadri, he accepts the need for player 
characters to work with Rekan to stabilize the life banks.

Meanwhile, Tola proposes a Diadri custom whereby a dispute 
is resolved by appointing neutral advocates, with one player 
character assigned to argue the case for each side. Vargas 
and Tola both pick the characters they feel will be most 
sympathetic to their causes.

The players will have opportunities to:

 § Use social conflict skills to search for a resolution.

 § Use roleplaying to debate which side deserves the 
planet, and what should happen to the other side.

 § Prevent the breakdown of the life banks.

 § Explore scientific options for improving Avalon’s 
habitability so that it can support both populations.

Complications may arise on both sides, depending on how 
the debate proceeds. Rekan may attempt to bioreplicate 
enough Diadri warrior clones to attack the colonists, or 
Vargas may attempt to sabotage the life banks and erase 
their genetic data and memories. The player characters 
must try to prevent these calamities, or failing that, deal with 
their aftermath.
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YESTERDAY’S ENTERPRISE

DIRECTIVES

In addition to the Prime Directive, the Directives for this 
mission are:

 § Provide all necessary support, assistance, and 
peacekeeping services to Federation allies.

 § Support civilian archaeological research.
 § Respect the rights and legitimate territorial claims of  

non-Federation societies.
 § Preserve life wherever possible. 

The gamemaster begins this mission with 2 points of 
Threat for each player character in the group.

Though the intended setting for this campaign is around 2371 in The Next Generation era, it can easily be adapted to the era of the 
original series with no changes, aside from increasing the Difficulty of tasks involving transporters, sensors, or medicine, and perhaps 
providing an explanation at the end for why the Diadri’s advanced engram recording and bio-replication technologies were not adopted 
by the Federation. Setting it in the Enterprise era is more challenging, as there has been less Human colonization of other worlds in that 
era. Perhaps the setting could be a younger colony world closer to Earth, or the colony of a friendly alien species.

This could even be adapted to a Klingon campaign, with some name changes (e.g., Santana Vargas could become Varga of the House 
of Antas). Redefine the Diadri as a culture with a martial tradition of their own. The Klingon colonists would feel entitled to fight for their 
world, but some would find it dishonorable to deny the Diadri the chance to fight back, while others would argue that the Klingons 
already earned this world through the struggle against its harsh environment, and that the Diadri are already dead and reviving them 
would be a perversion. The debate between the player advocates could be reworked into a trial by combat, though it might be more 
interesting to challenge Klingon characters to resolve the conflict through rhetoric and debate instead of force.

This adventure is designed to spotlight two player characters who bond with the representatives of the opposing sides of the 
central conflict. One is the captain (or perhaps the executive officer), tasked with the responsibility of mediating an intractable 
diplomatic and ethical dilemma. To complicate matters, give this character a history with Santana Vargas. They know, trust, and 
respect Vargas, and the feeling is mutual, so that Vargas nominates them as the colonists’ advocate.

The second spotlight player character is assumed to be the medical officer who spends time with Tola while nursing him back to 
health (alternatively, a science officer who spends time with him to learn about the Diadri). This gives the character the opportunity 
to bond with Tola, earning his trust enough that Tola appoints them as the Diadri’s advocate. Feel free to encourage a romantic 
interest if the player is open to it (adjusting Tola’s gender if needed to suit the character’s preferences).

Ideally, spotlight two player characters who are good friends, and whose relationship will be challenged by being placed at odds 
over the Diadri situation. Alternatively, if the characters are rivals, this could be exacerbated by their appointment as opposing 
advocates and could complicate their search for a peaceful solution.

SPOTLIGHT ROLES

PRELUDE

Since this adventure is designed to put two player characters 
on opposite sides of a challenging dilemma, open with a brief 
scene of shipboard social interaction to reinforce the existing 
relationship that’s about to be challenged. Use the scene  
to establish that the captain or first officer (or other selected 
character) is an old friend or protégé (depending on age) of 
Santana Vargas. This character is looking forward to their 
reunion with her and eager to provide assistance with her 
archaeological research into the Diadri ruins. Establish that 
Avalon is a successful, prosperous, peaceful Human colony, 
the result of decades of hard work by the colonists to reclaim 
a devastated world. It is a Federation ally but not a member, 
as its people are fiercely independent and proud of their 
identity as Avalonians.
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to see the colonists forced off Avalon. At most, she might 
accept the rebirth of a finite number of Diadri that she could 
study and interview to learn of their culture and history.

Rekan is cagey about revealing too much regarding the 
replication technology; play her as reluctant to admit to the 
technology’s limitations, because she sees the Federation’s 
interest in its potential as a bargaining chip to persuade the 
Federation to take the Diadri’s side.

Studying the mechanism is an Insight or Reason + Science 
or Engineering task of Difficulty 3, due to the alienness 
and novelty of the technology. However, players can spend 
Momentum to Obtain Information, and they can try a 
persuasion task on Rekan to convince her to fill in the blanks 
once the science team starts to piece the answers together 
(though the Difficulty of this increases if the player characters 
earned Rekan’s mistrust in Act 1). The analysis (and whatever 
admissions Rekan makes) will eventually reveal the following:

 § The bioreplicator chambers draw on stored cell stocks 
cloned from donor cells, assembling living bodies in a 
manner similar to a 21st-century 3D printer.

 § Since much of the life banks’ storage space is devoted 
to cell stocks from plant and animal species, there was 
insufficient room to culture and store cell stocks from 
every individual Diadri survivor; thus, only a finite number 
of genetic patterns are stored, with only enough diversity 
to ensure the reproductive viability of the restored 
populace. Most of the refugees’ minds will be reborn 
in different bodies than their original ones, clones of a 
few thousand distinct donors selected to represent the 
Diadri’s full range of genetic, ethnic, and gender diversity. 

 § The life banks have enormous data storage capacity, 
but not enough to contain the entire digitized 
consciousnesses and memories of millions of Diadri. 
Thus, the Diadri refugees preserved in the life banks have 
had most of their autobiographical and episodic memory 
wiped. Once replicated, they will retain their essential 
knowledge and skills (semantic and procedural memory) 
to be used in rebuilding their society, but will not recover 
most of their personal life memories.

 § To compensate for this, the computer banks store 
personal journals, audiovisual recordings, letters, 
documents, and other information about the refugees’ 
lives, enough to let them partially learn about their past 
lives. This takes up far less storage space than actual 
memory engrams.

Once all of this is discovered, it will make the bioreplication 
technology less desirable to the Federation. This was a 
last-ditch survival move the Diadri took out of desperation, 
the only alternative to extinction. Rekan says that the reborn 
Diadri’s loss of most of their old lives and identities should 
give them an incentive to build new ones.

It may occur to the players to use this to try to persuade the 
Diadri (either Rekan here or Tola in subsequent negotiations) 
that if they are making a new beginning anyway, they could 
do so on a different world than Avalon/Diolor. However, 
Rekan will see it the opposite way: With so much of their 
past sacrificed for survival, their link to their homeworld is all 
that remains of their identity as Diadri. If they left their world, 
there would be nothing left of who they were, and that is 
unacceptable to her.

In any case, Rekan determines that the life banks have 
suffered malfunctions over 6,000 years of neglect, and will 
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require repairs. About 12 percent of the stored engrams are 
already lost or degraded, one of the cell stock repositories 
is dead from a long-ago power loss, and the seismic 
instabilities caused by the excavation have accelerated 
the deterioration of the systems. Rekan insists it will be 
necessary to repair the mechanisms, even though the 
advocates’ debate has not yet resolved whether they should 
be awakened. The systems must be stabilized and made 
ready to activate, as it’s the only way to prevent more Diadri 
from being lost.

This could be a source of debate, but the players should 
ultimately agree to this, per the Directive to preserve life 
wherever possible. At the very least, the decay must be 
halted, though any actual bioreplications should be held off 
until the debate is settled. Rekan will grudgingly agree, as her 
priority is to prevent more losses.

Repairing the system is an extended task with Work 15, 
Magnitude 3, and Difficulty 3. The three Breakthroughs 
could be defined as stabilizing the engram data, halting the 
deterioration of the cell stock repositories, and repairing the 
bioreplicator chambers. Momentum gained in the extended 
task can be applied in Act 3, representing the players using 
their understanding of the mechanisms to counter their 
antagonists’ actions.

SCENE 3: THE ADVOCATES

Governor Shimako asks the two player characters chosen 
as advocates to meet in a lecture hall in Avalon’s capital to 
debate which population should be granted ownership of 
the planet, or to find some kind of compromise that suits 
both sides. The debate is broadcast publicly, including to 
the players’ starship and to the science team in the ruins. 
At Tola’s request, though, there is no audience; as there are 
currently no living Diadri besides himself and Rekan, it would 
be unfair to have only one side represented in the crowd. The 
science team in the ruins (or the other science team seeking 
a terraforming solution) may in turn communicate with the 
advocates, to pass along any relevant information they 
have discovered.

Both advocates have advisers from the parties in question. 
Tola, by default, is the adviser for the Diadri’s side, as Rekan 
is still working with the science team. Vargas volunteers as 
adviser for the Avalonians’ side; not only is she strongly in 
favor of the colonists’ right to the planet, but she is their 
greatest expert on the Diadri and thus the most qualified one 
to advise on their positions (though the gamemaster should 
feel free to have Tola correct some of the wrong conclusions 
she’s drawn about Diadri culture and history based on the 
fragmentary evidence). The advisers are there to fill in the 
player characters on any relevant information about the lost 
Diadri civilization and the current Avalon colony, anything 

that could help them ply their cases. They may also express 
opinions on any solution or compromise the advocates put 
forth; this should help the players keep in mind that they are 
acting on the behalf of the two respective sides and should 
advocate for them earnestly. 

However, the ultimate decision rests with the players, 
and their ability to persuade each other or negotiate a 
compromise, which they may choose to do through social 
conflict or through straight roleplaying, in consultation with 
the gamemaster. Tola and Vargas are free to try to change 
their advocates’ minds, but they have both agreed to abide 
by the advocates’ final decision. The players may therefore 
choose to act against the strenuous objections of their 
respective advisers; however, doing so will generate Threat 
that may apply in the third act.

Gamemaster Note: The advocate characters are free to 
consult the other player characters for their advice and 
opinions, allowing the group to debate the philosophical and 
ethical question among themselves. However, this could 
touch on real-world controversies pertaining to colonialism, 
immigration, and the like, so the gamemaster should take 
care to judge the group’s openness to such debate before 
proceeding, and to set guidelines to keep the in-character 
debate from becoming an out-of-character argument.

At some point, before a final solution has been arrived at, 
Governor Shimako notes that it is growing late and suggests 
that the parties adjourn for the night to reflect on what has 
been discussed. The debate will resume the following day.

SCENE 4: THE PROTESTORS

A brief “cliffhanger” scene occurs at the dig site, as Rekan 
and the Starfleet team working on the life bank encounter a 
group of Avalonian protestors demanding that the Diadri not 
be revived (see Act 3 for protestor stats). These colonists 
pride themselves on their identity as Avalonians and their 
pioneer spirit that carved a mighty civilization out of a dead 
world, and they’re threatened by anything that challenges 
that self-image as well as by the prospect of having to leave 
their homes. There’s a dangerous undercurrent in their 
protests, a potential to escalate to violence, and the players 
must strive to calm the crowd. They should succeed in 
defusing the situation; any open violence should be saved  
for Act 3.

Make sure to establish that Rekan is aware of the protests 
and disturbed by them. She and Tola are the only currently 
living Diadri versus over a million colonists. Until and unless 
they manage to bioreplicate their people, they are at a severe 
disadvantage. Rekan voices skepticism that the negotiation 
process will be enough. “Even if it goes in our favor, will the 
Avalonians honor the verdict?”
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A log entry is optional here and up to the gamemaster to 
determine based on the way the situation developed in 
Act 2. There are at least two scenarios that might unfold 
depending on the progress of the negotiations and research 
team efforts. If the negotiations appear to be leaning toward 
a decision in the Diadri’s favor, it will provoke an aggressive 
reaction from the Avalonians, and vice versa.  
The gamemaster may also spend Threat to have both 
happen at once.

SCENE 1: SABOTAGE

If negotiations are leaning toward the Diadri, then when 
the players report to the dig site in the morning, they find 
Vargas there. Unknown to them, Vargas, blinded by her 
pride in the colony and afraid of being forced to give it up, 
intends to sabotage the Diadri arks and erase their genetic 
data and memories, with support from the protestors seen 
in the previous act. To achieve this, Vargas will have to get 
past the player characters working at the life bank site and 
tamper with the machinery without them noticing. This will 
be an opposed task between Vargas (active) and the players 
(reactive), with Difficulty 2 for each. The protestor NPCs 
outside may create a distraction to support Vargas. 

If Vargas succeeds, she will kill a sizeable portion of the 
Diadri by erasing their memory engrams, destroying the 
bioreplicator cell stock, or both. She will justify her actions 
by saying it’s not genocide to prevent the birth of people that 
aren’t technically alive yet anyway. She may even claim it’s 
merciful to spare them from being reborn as half-alive beings 
retaining only a fraction of their original memories. 

This scenario may also occur if the research team has 
found a way to allow both species to share the planet. 
Many Avalonians might not trust that the Diadri will allow 
the Avalonians to stay, or might fear having their way of 

life compromised too much by having to share what they 
consider “their” world. In this case, Vargas may be more 
conflicted, slower to act, and easier to talk down from her 
sabotage attempt.

If Vargas is stopped before she succeeds in her sabotage, 
this leads into the optional encounter below.

ENCOUNTER: PROTESTOR ATTACK
Upon Vargas’s capture, a dozen or more protestors attack 
the player characters and attempt to destroy the life bank 
with explosives, provided by Vargas from the excavation 
equipment. The players must attempt to stop the protestors 
and protect the life bank. The protestors are mostly armed 
with makeshift weaponry such as clubs, knives, and mining 
phasers. Their explosives do not count as weapons, as it 
would be suicidal for them to set them off while still in the 
combat area.

The combat area includes the following zones  
(see illustration):

ZONE 1: The surface outside the excavation site,  
containing the mining team’s tents and equipment,  
vehicles, and so forth.

ZONE 2: The cave tunnel leading to the excavated Diadri 
site, which may still contain debris if a rockfall occurred in  
the first act.

ZONE 3: The antechamber containing the cryogenic 
capsules along its side walls, with the entrance to the life 
bank chamber at its rear wall. The two Diadri bodies have 
been removed for post-mortems and funeral rites, so all four 
capsules are now empty. Again, in the wake of a rockfall, 
there may be more debris which could provide cover or 
obstructions, though the bulk of the debris would have been 
cleared away to allow passage.

ACT 3: NOT BIG ENOUGH FOR THE 
BOTH OF US

CHAPTER
01.40 NATIVE SOIL



1 2 3

PLOT
Fallout: The Roleplaying Game returns to the 
Commonwealth in Winter of Atom. Winter of Atom 
builds on the foundation of the tabletop system,  
providing tons of lore and encounters in the post- 
apocalyptic society built around Boston. There’s a 
war brewing in the Commonwealth, and it’s up to 
your plucky gang of heroes to save the day — or seize 
power for themselves.

ROLE
Winter of Atom is the largest campaign to date with a 
layout consisting of 250 pages, including unique maps 
and new player sheets that needed to be created. 
Artwork was provided but the rest of the cover was 
created by me. Additionally everything had to be  
approved by Bethesda including the cover, not an 
easy feat. Thankfully I rolled a nat 20 and it was 
approved on the first round. 

Made by
Modiphius Ent

Release Date
May 2023 

Fallout:  
Winter of Atom  
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PLOT
A horror fiction game that takes place in the world 
of the Cthulhu Mythos, during World War II. One 
can find themselves right in the middle of a battle in 
a city.

ROLE
I’ve worked on multiple projects with Modiphius  
Entertainment laying out RPG adventure packs 
for the “A!C” line. I’ve also created a template for 
formatting Community Content. To date my largest 
book for A!C is the Serpent and the Sands campaign 
which is over 200pages long.

Made by
Modiphius

Release Date
Early 2023 

Achtung! Cthulhu
Tabletop RPG
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