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"""" Known Space Lane Brief: SOE Team Jakob has lost contact with HQ after obtaining valuable

. ZHONGYINGUO (GRC) intelligence on the Chinese world of Khalkin Gol.

[ |WELCOME TO KHALKIN GOL

NIPPON INVASION FORCES (Khalkin Gol) |, |
Asagumo - Asashio Class Destroyer =

Shushui - Jump Fighter (350)
Dropships (200)

Location: Khalkin Gol, Chu Sector, Zhongyinguo (Galactic Republic of China)

\l

SITREP: Border dispute escalating between Dai Nippon Teikoku against GRC

and SSR. SOE team out of contact for three standard weeks. Team retrieved
valuable intelligence on radiofilm.

|Objective: Determine fate of SOE Team Jakob; Retrieve radiofilm; Avoid

ALLIED DEFENSE FORCES detection by allied GRC forces.

CepauTbiit (Enraged) Gnevny Class SSR Destroyerf ’“*\ . L . .
CHU X-PO Chinese Jump Fighters (120) j/ Opposition: None. GRC maintains small garrison. No Axis forces reported.

NIPPON ROBOT INVASION:! THE SECRET SSR LABORATORY
At T+12 hours the Nippon Invasion commences!

£ The hidden laboratory is found after 1dé+Int check hours of
Thousands of Laser Bots descend on Khalkin Gol / Lo searching, if the location is known. Otherwise, 2d12+Int

| Japanese Laser Bot Squad (6)

AC: 3 (16); HD: 4+4; ThB: +4; PR The laboratory is a smoking ruin. Three squads of
ATT: Laser Eye (2dé) or Large

' i -4y ese Laser Bots (18) sift through the
sword (1d10); Save: 15; Special: y ‘ 8712 / A _ WIE

check hours is required.

age.
Fly; half damage from light

) 1d4 rounds after combat commences, a pack of

weapons; Move: 12 (Fly 6) Russian beastmen (12) attack from the frozen
Chinese Squad (6) ‘ o

The besieged GRC Forces put up, a valiant defense! ,

2\ hills!
AC: 6 (13); HD: 1+1; ThB: +1; ATT; Laser pistol
(1d6+2); Save: 18; Move 12

The Fate of SOE Team JAKOB

Conditions: Exposure on the icy planet requires a Save each hour of B5 1 4
lose 1d3 CON from the bitter cold.

|Soviet Beastmen Super Soldiers|

¥ I\AC: 4 (15); HD: 5; ThB: +5; ATT Bite (1d8)
ﬁ and claws (1dé x 2); Save 14; Special: Scent

tracking, Howl: Save or Fear effects;

Move: 12

In a lonely ice cave (1d3+Int check hours to find), rests the remains
of SOE team JAKOB, seemingly ripped apart by wild animals. The
Radiofilms are found with a successful secet doors roll.

Analysis of the Radiofilms (1dé+Int check hours) reveals the location
of a secret Soviet laboratory. Further analysis (1d3+Int check hours)
reveals photographs, movies, and documents detailing a Soviet
program to create wild BEASTMEN super soldiers.
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There is a 1 in 6 chance per 3 hours that a GRC patrol (), a pack of

iy . 71% 5
Russian beastmen (12), or Japanese Laser Bot patrol (6) happens by. The lce World Of Khalkln GOI By. PaUl Wolfe @
Lynchpin of the Chu Sector and GRC Possession )y
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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 contrib-

uted Open Game Content; (b)"Derivative Material" means copyrighted material including deriva-
tive works and translations (including into other computer 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 repro-
duce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute;
(d)"Open Game Content" means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open Game Con-
tent 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, inci-
dents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations; names and descrip-
tions of characters, spells, enchantments, personalities, teams, personas, 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.

3.0ffer 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, worldwide, 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 License.

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 hold-
er'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 Trade-
mark or Registered Trademark. The use of any Product Identity in
Open Game Content does not constitute a challenge to the owner-
ship 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. ldentification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distrib-
uting are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any author-
ized 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.

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 governmen-
tal 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 unen-
forceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 © 2000, Wizards of the Coast, Inc.

System Reference Document © 2000-2003, Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell,
John D. Rateliff, Thomas Reid, James Wyatt, based on original
material by E. Gary Gygax and Dave Arneson.

Swords & Wizardry Core Rules, © 2008, Matthew J. Finch

Swords & Wizardry WhiteBox Rules by Marv Breig, © 2008-2011
Matthew J. Finch.

White Star: White Box Science Fiction Rolelplaying, © 2015 Barrel
Rider Games; Author James M. Spahn.

"White Star™" and the “White Star™” logo are copyright and the Product
Identity of James Spahn, 2012-2015.

Last Transmission Copyright 2015, © Mystic Bull Games. Author Paul
Wolfe.

DESIGNATION OF PRODUCT IDENTITY

Last Transmission is published under version 1.0 of the Open Gaming
License, and the System Reference Document by permission from Wiz-
ards of the Coast, Inc.

The following items are hereby designated as Product Identity in accord-
ance with Section 1(e) of the Open Game License, version 1.0: Galactic
Republic of China, Soviet Star Republic, United Kingdom of Planets are
Product Identity of Mystic Bull Games 2015.

"White Star™" and the “White Star™” logo are copyright and the Product
Identity of James Spahn, 2012-2015.

DESIGNATION OF OPEN CONTENT

All other content not designated Product Identity is open content.
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