




















1 SQUARE = 5 FEET

(see Maps on page 22 for the diagrams associated with these
tunnels). Whenever the PCs arrive in an area where positioning
matters, connect the flip-tiles indicated in that encounter to the
one on which the PCs’miniatures are to create a tactical map.

As the PCs explore the maze, they find intersections, which
are marked on the map, and encounter areas (B1-B10), which are
described below. At each intersection, the PCs must choose to turn
left or right. Each time, one of the options takes the PCs closer to
the center of the maze and the other is a dead end. In either case,
describe the twists and turns of the tunnel they choose in your
own words (or quickly draw a rough sketch of it), and follow the
tunnel to see where they end up. If the next marked location is an
intersection, the PCs get to choose a path again; if it’s an encounter
area, go to that area description. Some of the encounter areas
contain hints about dangers that loom ahead. If the PCs interpret
the hints, they can turn back to the previous intersection without
wasting time (see below).

For the purpose of spell and effect durations as well as secondary
success conditions (see page 21), each leg of the journey takes
5 minutes. For example, each of the following takes 5 minutes:
moving from the landing bay (area B1) to the first intersection,
moving from area B3 to the next intersection,or moving from area
BIO to the inner sanctum(area C). Note that the intersection at area
B8 leads to a dead end at both directions, this is because the end
of B8 s leftmost path ends in a secret door that connects to area
B10 and requires a successful Average Perception check to notice.

Each dead end wastes only 5 minutes of time (such as turning
left at the first intersection, arriving at area B2, and returning
to the intersection), not 10 minutes. Taking a 10-minute rest is
possible in virtually any part of the maze, except where creatures
or environmental hazards would make it difficult.

B1. LANDING BAY

This spacious cavern is largely empty, though the floor is
scattered with miscellaneous junk, including three heavily
damaged drone ships and other bulky machinery. A calm female
voice echoes on a PA system throughout the cavern, speaking
a few phrases in ysoki. After she delivers her message, the only
sound that can be heard is an ambient hum. \

As the PCs enter the cavern, the entrance doorway closes
behind them. The air inside is breathable, and the PCs can easily
tell that an artificial gravity generator is making their bodies feel
slightly heavier than outside, where gravity it was nearly zero-G

If any PCs speak Ysoki, they understand the voice and what it
says “Please remain calm and resume your work. Enemy fleet is
nearby,but they cannot see us. Our ships will soon strike back.” If
the PCs use a long-distance communication device to contact the
Starfinder fleet, they receive a garbled response: “Cannot <radio
noise> you. Repeat, unintelligible, corrupted sounds> read.
Proceed <buzzing noise> mission. Over.”
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