THE SELECTI ON

Joachi m was sweating heavily. Hi s breathing had turned into a high pitched whine
and he had never felt so tired. However, he was running as hard as he could to
stay with the others. H's group wasn't really a group but a collection of
i ndi vidual s, each deternmned to beat each other, as they stunbled through the
obst acl e course.

Sun was shining above the group as the nen and wonen were noving trough a series
of obstacles varying fromeasy to inpossible. Joachimlicked her lips to protect
them fromthe nerciless rays of the Sun as he stunbled forwards towards the next
obstacle. It was a low rail

Joachim hurled hinself to the dirt just before the iron rail raised just 30
centineters above the ground. He swall owed the foul taste of dirt as he inserted
his head under the rail and started to crawl under it together with the rest of
the group hitting his face to el bow of another applicant on his side. Dirt mxed
with blood in his mouth as elbow had hit his lips and a small trickle of blood
was rel eased. Joachim cursed under his breath as he slipped from the obstacle
and rose to his feet kicking nore or |ess accidentally to hands of another
recruit applicant on his side. Joachimrose to his feet and pressed on.

Joachim had given up a long time ago his dream of passing the Basic Selection
with flying colors. Now he just wanted to hang on. He had decided that he would
stay with the group by following a small, dark woman who was running with the
tears flowi ng down her eyes from the exertion. Joachim knew that if she could
carry on, he could too. He would no nothing nore or nothing |ess.

Joachimtried to stay focused on wonan’'s back but his nmind wandered to hinself
and how woefully inadequate he was to this exercise. Every test seened nore
difficult than the last one and he was running out of his energy fast. He was
sure he was out of his mind trying to join the vaunted Col onial Expeditionary
For ce.

He had never wanted to join the mlitary. He had actually been just a regular
kind of guy with a regular kind of life. He had hobbies like athletics, I|iked
girls a lot and playing with conmputer ganmes |ike just about anybody. Just
sonehow he suddenly wanted to do sonmething, anything different and a sinple
advertisenment in a magazine had caught his attention. He had watched his
reflection in a mirror and thought of his life. Next day he had started witing
his CV and was subsequently asked for an interview and then he was here

Joachi m gasped as he saw next obstacle. It was a wire net sprung at |ess than
his knee height and he could see the razor sharp edges at the netal bl ades
dull ed by the dust. He thought that he rmust have been nad to do this

It not that there was any real need to do this, he thought. He mght just give
up and go home. None of the instructors follow ng performance of recruit group
said anything or exhorted or shouted or insulted or anything he'd ever i magined.
Instructors just followed what was happening and tal ked in calmvoice what they
wanted recruits to do next. If you didn't fit into it, they just asked if one
wanted to | eave. Sone had dropped out, sonme continued. He was one those few who
has managed to stay on their feet all this tinme but sooner than later it would
be his turn to make the decision

As Joachim craw ed under the wire he could feel the blades touching his back
lightly. Then sonething snapped inside himand he noved his body accidentally a
bit upwards. Wre touched his skin and then cut it lightly. He felt like hit by
a lightning. It wasn't the pain of small cuts he could barely feel, it was the

conbi nati on of adrenaline, and tiredness and desperation that nmade him stop and
cee how t he aroiin mmved ahead of him



Instructor who had foll owed the progress of the group dropped down to squat on
his side as Joachim felt his nuscles relax and his power drained of him He
couldn’t go on, he knew it. Instructor |ooked at Joachimto eyes and then the
group noving ahead. She turned back to Joachim and talk in calm al nost
whi spering voice: "Do you really want to be in CEF?"

Joachi m | ooked back at her, then the group before him "Yes", he whispered and
wiggled his ways forwards through the wire. He didn't came all the way to
Australia to quit. Not now...



1.0 | NTRODUCTI ON

The Selection is a role playing gane scenario intended for Dream Pod 9's Heavy
Gear gane universe. It intends to introduce players and ganme nmmsters to CEF
Canpaign and to provide them snall hints on how the military chooses and picks
up its new soldiers for actual training. This adventure consists of several
parts and sone short notes are included for NPCs to help GM to tailor the
scenari o to personal use

1.1 OVERVI EW

The Selection is a linear role playing ganme scenario intended to introduce new
pl ayers for the Silhouette systemand to Heavy Gear.

Scenario starts in Chapter 2, where player characters are created. This should
be done with a good tinme and cautious thinking since characters are to be stars
of the canpaign. Role playing aspects are also introduced in this chapter as
pl ayers wite CV for their characters.

Actual selection process starts in earnest in Chapter 3. It introduces the
pl ayers to attribute rolls and then for skilled and unskilled skill rolls as
well as to small arms rules. Training continues in Chapters 4 and 5 nixing die
rolling and role play. GM can use this adventure as a nethod to introduce new
NPCs to ganme as wel |.

The experience points are distributed to characters in Chapter 6. Short notes of
maj or NPCs are given in chapter 7.

1. 2 PREPARI NG TO GAME SESSI ON

Gamre master should be familiar with basic rules of Heavy Gear as well as the
canpai gn worl d.

Sone gane nasters prepare to gane session with nore el aborate planning. Dressing
as a CEF soldier mght be used to introduce nore atnosphere. This was used in
play testing session.

Background nusic is quite popular nethod of introducing additional atnobsphere

The play testing was supposed to use soundtrack from the novie "Starship
Troopers" as a backdrop because its nmartial upbeat tone that would fit to
Sel ection process.

1.2.1 LIVE ACTI ON ROLE PLAYI NG

Addi tional props can be used to introduce atnosphere to gam ng session. During
this scenario at one point every player in play testing donned a gas nask while
GM (who was playing instructor) calculated the tine.

Anot her method is that whenever soneone makes a fumble he had to nake
i mediately five push-ups next to the gaming table on floor. Punishnents |ike
that are fairly common in real life mlitary training and five was sel ected
because it is so | ow nunber every one can do it.

However, one should always take into consideration the audi ence and pl ayers when
i ntroduci ng these el enents.



2.0 BEFORE THE SELECTI ON

GREL sol diers standing guard |ooked |ike giant purple statues but their eyes
nmoved constantly scanning her and the passing traffic with uncanny precision.
Behi nd the guards and encircling walls and barbed wire were nore and nore gray
concrete blocks that | ooked houses. CEF University |ooked |ike everything Anna
had al ways thought nilitary bases | ooked |ike: huge, gray and ugly.

Anna’s thoughts were interrupted by discussion anobng the gathered recruit
applicants. She turned her head to see GRELs opening the gate for a young nman.
He | ooked early 20's but there was sonething in his eyes that made her thought
he was nuch older than that. H's eyes seened dark and forbi ddi ng.

Anna felt unease when watching the man noving. She knew it quite well from her
prof ession of being a gymastic student all her |life from kindergarten onwards.
She had herself studied ballet before a car crash had killed her chil dhood
dreans of beauty and athletic grace in front of adulating audience. Her eyes
foll owed carefully man's noves. His hands jerked a bit every second he stopped
his nmoves for a noment. Anna knew he nust have been a cyborg. She thought he had
been built after an accident or sonething el se.

She coul d hear a high pitched whine of a famed and dreaded hover tanks sonewhere
in the distance and she sensed how man’s hands becanme fists for a fraction of a
second. Hi s whole stance becane tense like a coiled steel wire. Anna knew such
noves from her own past. She had also had noves |ike that when she had gone
through the after accident rehabilitation. Now she was back in her old shape but
had lost the training time needed to make it through the cruel conpetition
towar ds stardom

Anna's parents had died penniless and CEF seened like only option to her. She
had sworn on her parent’'s nenory she wouldn't fail. She had no illusions what
CEF did. They were the mailed fist of the NEC and everyone knew it. She woul d
make it to the top, even if it neant, stanpeding everyone el se under the fans of
hover tank driven with her graceful small feet.



SEQUENCE 0: YOUR CHARACTER

Qutline
Pl ayers are introduced to CEF Canpaign and they make their characters
accordingly.

Ganme Not es
Bui | di ng good characters takes tine and effort. It is usually advisable to spend
at | east one evening for explaining the gane universe and the gane concept.

Pl ayers should then have reasonable tinme (perhaps one week) to invent their
character concepts of civilian life and its conplications before joining to CEF.

PCs will have follow ng aids
All articles witten in APAGear and APAGear Il on-line nmmgazines as well as
handouts given of rule sets used and of game history.

It is advisable that players are not shown nor given information concerning the
world of Terra Nova nor any other material they would not know as characters in
the Earth before invasion towards Terra Nova.

hj ective
Al'l players have built thenselves a player character follow ng rul ebook
i nformation.



SEQUENCE 1: CV

Qutline

Characters see CEF Flyer and decide to join Colonial Expeditionary Force. They
fill the CurriculumVitae and send it to Col onial Expeditionary Force to apply.
Ganme Not es

Joi ning Colonial Expeditionary Force usually starts from seeing the CEF Flyer
(handout 1). These flyers can be seen in printed nedia (like newspapers and
magazi nes ainmed to general public) and in governnment offices. CEF does not
advertise in any other nedia.

CEF Flyer has no return address for Colonial Expeditionary Force facilities or
to their Selection authorities. PCs nust be able to figure out where the return
address is and wite their CV and send it to suitable address.

The PCs will find proper address fromfoll owi ng sources:
*Any library and government office has a Governnent Catalog. This catalog
descri bes all governnent functions and their addresses and contact infornmation.

*Any address book has all contact nunmbers via variety of electronic nedia

*CEF address is not secret or anything. It is just not advertised. CEF
recruiters believe that people who cannot find publicly avail abl e address from
Governnent Catal ogs have no place in their ranks. It also filters out sone of
t he people who couldn't join anyway.

It usually takes sone tine to wite a good CV. Therefore it is advisable that
pl ayers would give it a good tinme, such as few days to hone it out. CV is not
inmportant as itself but it is part of a good role-play.

hj ective
Characters see CEF Flyer and decide to join Colonial Expeditionary Force. They
fill the CurriculumVitae and send it to Col onial Expeditionary Force to apply.

Pot ential Conplications

CV nust be mailed physically. Thus characters nust find post office and send a
letter. This could be interesting role playing nonment for characters, which
rarely sent physical nmail



DEBRI EFI NG
Gane nmaster reads the CVs and decides if they are good enough to interest CEF.

Fol | owi ng t hi ngs shoul d be expressed as m ni mum
*Intention to join CEF
* Name
*Address and/or return contact information
*Educat i onal achi evenent
*Wor k experience

Failure to give any of this information |leads to rejection of candidate from
Sel ecti on.

GM shoul d give Experience Points for PCs at this point as reward to those who
had time and effort to make it. Follow ng scale is suggested:

XP Col | ect ed Achi evenent

0 Failed to neet mni mum standards, flunked from CEF.

1 Met standards accurately

2 Met standards well, good role playing seen in CV
Characters who submitted interesting Cvs will receive both tel ephone call and a
written physical letter from CEF that they have been called to join The Basic
Sel ection. |Included are tickets to travel to the Australia and hotel

reservation.

Travelling to Australia is usually done by air. CEF includes tickets needed to
get there. Tickets can be used at any tine but they are tentatively dated to
arrange the flight so that characters would be in Australia three days before
actual Basic Selection starts. CEF has also included a reservation for a hote
in Wonerang City. This is a large city next to CEF University, where the actua
Basi ¢ Sel ection takes pl ace.



3.0 THE BASI C SELECTI ON, PART I

Liselotte cleared her throat before switching on the display. The casualty
statistics flashed to the screen for group of potential recruits. Her voice was
calm and al nost unenotional as she started her speech of what was behind those
numbers.

"Col onial Expeditionary Force has lost at |east one of its soldiers on duty at
every day on its short existence. Being a CEF trooper is a dangerous
occupation."

Liselotte let her words fall into the audi ence and could sense how sonme menbers
of the audience finally understood the reality behind the chart. Everyone was
qui et and | ooked at her intensively. She savored that nonment. She hadn’t been
behaving in anyway different way when she had been in their position: so young
and so naive.

Li selotte glanced at the screen. Sone of those casualties had occurred in her
first battle. They had been on a patrol in the Al aska when they were anbushed.
Expl osion had killed the scouts and survivors had junped for cover as hail of
bull ets streaned through the forest towards them

Liselotte didn't think anything in that skirm sh. She had just followed her
training by firing automatically at anything looking |ike an eneny in front of
her. Squad | eaders orders cane through maki ng them nove towards better position
Meanwhi | e sone of the CGRELs of at the rear of the patrol had slipped through the
forest into eneny rear as her own unit noved in front. Two CEF units then
sandwi ched the insurgents between them and had anni hilated their anmbushers in
return. None of the insurgents had managed to escape.

"On the other hand, CEF has al ways achieved very high casualty ratio. So we mnust
be doing sonething right as well."



SEQUENCE 0: AUSTRALI A

Qutline
Characters arrive to Wonerang City and live there for three days in hotel and
manage to get thenselves to CEF Basic Sel ection process in tine.

Game notes

Australia has no native civilian population left. The entire population of the
Whormerang City is essentially soldiers, ex-soldiers or prospective soldiers or
civilian support people and contractors working to upkeep military. It is also
desi gned and built according to plan fromthe start. This has definite effect on
outl ook of city. Alnpst all houses have forbidding concrete exterior (although
interiors are quite nice looking) and architecture of the city |ooks very
f or bi ddi ng.

Wonerang City is very clean and nice. There is no garbage, no drunkards or poor
in the streets. There are CEF Conbat Police patrols on al nbst every corner and
anongst the traffic there noves mlitary vehicles either patrolling or noving
from one place to another. There are supermarkets, military nuseuns, bars and
restaurants and everything else found in a large city and everything | ooks
either new or well maintained. Everything is very busy but also orderly. G ant
posters stating orders and regulations are found in pronmnent places. Warning
colors, lights and structures are present too, where appropriate

Hotel (Woonerang City Hotel) is close to city center and has small but
confortable rooms but not nuch anything else. There are constantly prospective
sol diers there who have either finished their Selection process or who are about
to do sone step of it.

City center looks fairly quiet in the evening but there is action if one knows
where. Few tips to people who know -like taxi drivers- quickly tell some good
places to go or what is going on. This includes anything one can see in a big
city fromnovies to bars to other entertainnent.

Characters should ideally go fromairport to the city and to their hotel, which
is relatively close to the CEF University. There they can live for three days
enjoying their free holiday in city and get thenselves to CEF University in tine
(which is 16.00).

When characters arrive to the Gate they are shown to the Recruit Instructor
Seni or Sergeant Major Nigel Reenman. She gives a short talk of where to go, shows
recruits where to have dinner and guides through process of receiving the
equi pnrent (nostly clothing used by CEF Recruits) needed for Basic Selection.
Then the recruits can sleep together in a snmall dormitory in batches of 16
recruits. Lights are out at 22.00.

hj ective
Characters manage to fly to Australia, live few days in Wonmerang City and
report as planned to CEF University.

Pot ential Conplications

This is a good way to introduce characters to other prospective friends and
enenies, who are joining to CEF. Any excursions to town mght also be used to
i ntroduce themto the CEF soldiers and/or other people working for CEF.



SEQUENCE 1: FIRST DAY, PART 1 (Attribute tests)

Qutline

Pl ayers are introduced to attributes (AG, APP, BLD, CRE, FIT, INF, KNO PER
PSY and WL) and what is done with them Characters are tested on their ability
to use various physical and nental attributes in various situations.

Game notes

Wake-up is at 6.00. Recruits will shower, shave and dress in the CEF clothes
i ssued. Then they have to nmake the bed and help in cleaning the room This is
instructed and |led by Senior Sergeant Mjor Reeman. He will then guide the
recruits to eat breakfast. After breakfast at 8.30 the recruits are in Room
101 wused to test recruits.

The test essentially circles around concept of putting characters through tests
that are intended to test and neasure out their abilities. Testing is done in
Recruitnent Center and last for a whole day with one lunch break between.
Physical attributes are tested in the norning and the nental attributes in the
af t ernoon.

Physical attribute testing starts with throughout nedical exanm nation. This is
then followed with a nunber of physical tests. All these physical tests happen
in alarge room where recruit has to use certain pieces of equipnent and at the
sane tinme be able to use test instruments and follow instructions with it.

AG neasures physical prowess and coordination. This is tested anpbng other
things in the swirling chair where character has to press |light switches in
i ncreasing speed (AG test level 3). This is tested throughout the norning in
vari ous equi pnment systens.

APP describes characters physical conmeliness. It is not tested in Basic
Sel ection at all but the people doing the testing are only humans and they night
give a break to soneone who is true apple of eye (APP against 3).

BLD is characters physical size and nass. It is not really measured in Basic
Sel ection. However, big size does help when trying to reach and turn switches in
some of the instrunments attached to pipe and chain house hanging fromthe roof.
This test also easily helps to find out people suffering from fear of high
pl aces.

Finally these tests are nmade keep recruits in continuous state of stress and
hi gh adrenaline |level. After several of instrunment uses and fast paced changes
in test equi pnment keep characters physical conditioning and endurance -neasured
by FIT- pushed to the limt and beyond

Just as the recruits feel the test never ends the lunch starts and they can
relax and prepare for afternoon tests intended to test their nental state.
Actually nmental testing has started on the nonent they have arrived to the CEF
Uni versity and they have been constantly eval uated through the norning.

Afternoon testing is done in the same room as the norning testing. Here the
tests are sane as in the nmorning but they have somewhat shifted their way of
wor ki ng.

PER neasures characters alertness and ability to discern details. Very alert
recruit notices that there is a pattern in howthe lights are lighting up in the
instrunment wall in front.

Sone tests seem to be sonmewhat subjective now. Recruit with charism and
ner s11asi veness neasiired hv INF  nill d nnssihlv exnlain hetter than sonmerone el ge



could on the patterns and ways some instrunments are behaving in one test or
anot her.

KNO shows characters education and |logical thinking. It becones very inportant
in sonme tests where behavior of lights and responses of instrunents are very
preci se and can be deducted by one with anal ytical mind.

Not every test can be solved with just cold hard cal cul ati ons. CRE neasures
mental innovation and quick thinking needed to come out with new solutions to
solve problenms with nultiple possible ways to solve them They can be fixed with
strength or with quick m nd

PSY test describes characters nental health, enpathy and |uck. Under the
stressed environment and previously unknown situation one needs absolute calm
and even a little bit of luck to push through sone tests in good tine.

The afternoon testing is not as physically enduring as nornings tests but they
do test recruits WL of nmental endurance and conviction. Day is long and tiring
and one has to be able to concentrate and really want to push through it.

Each of these tests is neasured by throwing Attribute tests (against threshold
of 3). This is done in practice by throwing two dice and picking up the higher
and nodifying the result with Attribute rating

hj ective
Pl ayers understand fully the various attributes and their effect on gane.
Characters are tested for various physical attributes.



SEQUENCE 2: FI RST DAY, PART 2

Qutline

Characters are descri bed CEF background and sone basic mlitary custons.

Game Not es

After the Room 101 the recruits are noved to a classroom There they are given a
| ecture of what CEF really is. This is then followed with a short drill to
instill basic nmilitary custons to Recruits.

Lecture starts by stating the fact that in every day of CEF existence at |east
one of its soldiers has died in a nmission. The dangers of service are pressed
into every recruit nmind. This is then followed with a description of CEF history
and how it is organized. Squadron Commander Liselotte Weissner holds this
| ecture. She is very serious and stern over her work. She is also commander of
t he Squadron characters would join, if they ever nanage to join CEF.

After the lecture the next the recruits are put through short ampunt of parade

drill. This is not a test but is used to instill recruits some idea of what kind
of drill CEF has. Nigel Reeman instructs the drill and it is over in one hour.
After this there will be dinner and recruits can go to rest for the evening and

talk of their experiences with other prospective recruits.

hj ective
Pl ayers learn the basics of CEF and its background.



SEQUENCE 3: SECOND DAY, PART 1 (Action tests)

Qutline
Pl ayers learn how skills and attributes are used in ganme. Characters go through
obstacle course to learn skills.

Game notes

Wake-up is at 6.00 and nmorning follows the routine set in the first day. After
breakfast the recruits are guided to the Cbstacle Course 1. This is essentially
one long run through the course and speed is essential. Obstacle course 1 has a
nunber of obstacl es divided into eight groups.

Group 1: Junping
Ditch (Athletics 2)
Trench (Athletics 3)
Platform (Athletics 4)
Hurdl es (Athletics 2)

Group 2: Dodging
Lanes (Athletics 2)
Maze 1 (Athletics 3)
Maze 2 (Athletics 4)

Group 3: dinbing
d i mbing Robe (FIT 4)
Cargo Net (FIT 2)
wall (FIT 3)
Pole (FIT 5)

Group 4: Traversing
Pi pe (STR 4)
Ladder (STR 3)
Rope (STR 5)

Goup 5: Crawing
Tunnel (AGQ 2)
Low Rail (Ad 3)
Wre (AQ 4)

Group 6: Vaulting
Fence (Athletics 3)
Low Wal |l (Athletics 4)

Group 7: Bal ancing
Logs (Acrobatics 4)
Pl anks (Acrobatics 3)

Group 8: Swi mmi ng
3-nmeter SwimJunmp (WL 3)
Swiming 50 neters (Swi nming 2)

PCs will have follow ng aids
Pl ayer handout: OCbstacle Course 1 (with pictures of obstacles).

hj ective
Pl ayers learn action tests. Characters are put through the Assault course to get
taste of training in CEF.



SEQUENCE 4: SECOND DAY, PART 2

Qutline
Assault course is followed by interview, where character is asked sone basic
guestions concerning intent to join CEF and career expectations and w shes.

Game notes

This is essentially a job interview Senior Lieutenant asks these questions.
Ni gel Reeman is close as aid if necessary. Oficer specially asks if character
wants to join CEF and understands the risks involved in joining to service.

hj ective

Characters fill Interview Paper 1 and clearly state their intention to join CEF.
PCs will have follow ng aids

Each PC is given Interview Paper 1. It has sone basic questions player has to
fill in the paper. GM doing the interview reads the filled papers and asks

further questions on points not stated clearly enough and in general trying to
| earn nore of prospective recruit.



SEQUENCE 5: SECOND DAY, PART 3 (Small Arns Rul es)

CQutline
After interviews characters are taken to lunch. Small Arns Trainer is next. Here
characters are shown the basics of nodern smmll arns.

Game notes

Small Arnms Trainer is a huge underground firing range. Place is filled with
spent cartridge casings and air snmells of gunpowder. There is a huge table
hol ding wi de variety of small arns before range with |ive amunition

Small Arnms Trainer is a basic denpnstration of nodern firearms and their
effectiveness. It is divided into various denonstrati ons. These two firearns are
actually no longer used by CEF in front line service but they are used in

denonstrations as they are utterly typical weapons.

Weapon Range Damage RoF Mag
assault rifle 50/ 100/ 200/ 400 x22 1 30
submachi negun 20/ 40/ 80/ 160 x15 2 30

Denonstration 1: Small arnms use in different ranges (assault rifle)
Two targets are set at ranges of 150 and 300 neters. (2 rolls)

Denonstration 2: Small arms use in rapid situation (assault rifle)
Weapon is kept in shoulder, brought forwards and fired in one round (1 action to
bring weapon to ready, one to fire). Target is at range of 75 neters. (1 roll)

Denpnstration 3: Small arms use against nultiple targets (assault rifle)
Two targets are set at range of 75 nmeters. (2 rolls)

Denonstration 4: Small arms use in burst fires (submachi negun)
One target is set at range of 30 nmeters. (1 roll)

Denonstration 5: Small arms use in wal king fires (submachi negun)
One target is set at range of 30 neters. Two bursts are fired in walking fire
against it. (1 roll)

Denpnstration 6: Small arnms use in suppressive fire (submachi negun)
Five targets are set at rage of 30 neters. Miltiple recruits fire suppressive
fire at that hex. Targets roll defensive fire at 1 die. (1 roll)

Denonstration 7: Small arms use in poor lightning (assault rifle)
One target is set at range of 75 nmeters. Area is poorly lid (-2 to fire). (1
roll)

Denpnstration 8: Small arms use agai nst opponent (assault rifle)
One target is set at range of 150 nmeters. It is running with Dodge 1/+1. (1
roll)

hj ective
Pl ayers learn the basic small arns rules. Characters understand basics of nobdern
firearmns.



SEQUENCE 6: SECOND DAY, PART 4 (Short run, CEF Museum and di scussi on)

Qutline
After Small Arms Trainer characters do sone physical training followed by tour
in CEF nuseum and di scussion of life in CEF.

Game notes

Physical reginment is essentially a short run (5km (with two FIT tests at 3)
made during it to describe short stops to nmake sone push-ups and ot her gymastic
noves. After the physical training the recruits may shower and go to dinner.

Dinner is followed by a trip to CEF Museum It is a typical nuseum filled with
items of colorful past of CEF. It has collection of weapons, captured equi prent,
uni fornms, photos and filns. It has a room for every CEF mission recruits have
ever heard and of sonme nobre. Every exhibition room has also a snall plaque of
dead in that particular operation.

After the Miseum exhibition recruits may have a discussion with soldiers
(privates) who have recently passed the Selection and Basic Training. These
soldiers are very intensive to say at least. They tend to stress that training
is not as easy as people think but are sonmewhat hazy in details. Everyone agrees
that the training is experience worth goi ng through.

The di scussion goes on as long as recruits want to. After that there is return
to the barracks.

hj ective
Characters may ask questions of CEF training and what kind of things they may
face init. This is a good way to get sone role playing as well.



SEQUENCE 7: THI RD DAY

Qutline
Characters wake up and go through a group work phase of three ganes. It is used
to test out their nmental nmake-up and ability to work together.

Game notes

Wake-up is at 6.00 and norning follows the routine set in the previous two days.
After breakfast the recruits are guided to the Room 101 again, where they have
to fill several sinple ganes. In all the ganes the areas where characters my
touch are painted white.

Game 1
There is a large table (3mx 3mx 3 m in front of them with several hooks
attached to it. Characters have a rope to help themcross the obstacle.

Game 2

Two horizontal poles have been hanged at height of 2 neters with 4 neters apart
of poles. Characters have several wooden planks (of 5 neters long) to help them
get over the width between the two pol es.

Game 3

Characters nust cross open space of 2 neters wide and 3 neters |long. They have
several poles to help. Careful exam nation shows that the open space has very
thin white lines circling it.

| dea of these ganes is to keep characters working together and follow their
reacti ons when working together. The instructors give no hints and nmerely foll ow
and observe characters worki ng on these ganes.

hj ective

Characters go through three ganes where group work is essential. It also teaches
the players to work together and change ideas and try to look for not
i medi at el y obvi ous sol utions.



DEBRI EFI NG

After the ganmes characters are lead to lunch. After lunch they give back their
equi pnent and change back to civilian clothing. After that those who have passed
are thanked for their tinme and they give up the equi prment (clothes) back to CEF.

Each recruit is given points based on their performance in Selection

1) Attribute ratings for each ten attri butes:

Rat e +5 +4 +3 +2 +1 0 -1 -2 -3 -4

-5

points | 36 25 16 9 4 1 0 -1 -4 -9

-16

2) Passing the set of physical and mlitary tests successfully.
+1 for each level of MoSin rolls.

-1 for each level of MoF in rolls.

-5 for every Funbled roll.

Room 101

Sequence 1 Char A Char B Char C Char D Char E

Char F

AG

APP

BLD

FI'T

PER

I NF

KNO

CRE

PSY

WL

Obstacl e Course 1

Sequence 3 Char A Char B Char C Char D Char E

Char F

Ditch

Trench

Pl at f orm

Hur dl es

Lanes

Maze 1

Maze 2

d i mbi ng Pol e

Cargo Net

Val

Pol e

Pi pe

Ladder

Rope

Tunne

Low Rai |

Wre

Fence

Low Wl |

Logs

Pl anks

Swimjunp

Swi mi ng




Smal |

Arms Trai ner

Sequence 5 Char A Char B Char C Char D Char E Char F
Demp 1: 1
2
Denp 2: 1
Denp 3: 1
2
Demo 4: 1
Demp 5: 1
Denp 6: 1
Demo 7: 1
Denp 8: 1
Denp 9: 1
Short Run
Sequence 6 Char A Char B Char C Char D Char E Char F
FIT 1:
FIT 2:
3) Showing intellectual interest and nental agility
-5 dom nat es di scussion, holds only own opinions only, not interested
0 for being present
+3 foll ows di scussion
+5 | eads di scussion, enthusiastic
Lecture (double point |osses and gai ns here because senior comuander present)
Sequence 2 Char A Char B Char C Char D Char E Char F
Lecture
Job Interview
Sequence 4 Char A Char B Char C Char D Char E Char F
I nterview
Visit to CEF Museum
Sequence 6 Char A Char B Char C Char D Char E Char F
Miuseum
Di scussion with Soldiers
Sequence 6 Char A Char B Char C Char D Char E Char F
Di scussi on
4) Showi ng capacity towards group work in ganes
-20 dom nates di scussion, holds only own opinions only, i nterested
0 for being present
+9 gives good help in the work
+15 | eads di scussion, enthusiastic, |eadership material
Sequence 7 Char A Char B Char C Char D Char E Char F
Game 1
Game 2
Game 3
5) Calculate total sumof efforts of eval uated system
TOTAL SUM Char A Char B Char C Char D Char E Char F
RESULT




CEF i medi ately drops out those with total sumless than 0. The rest are put to
ascending order with only a small sanple selected. For interest of gaming the
characters should be included anyway. Each character should have follow ng
anmount of XP as reward of their participation:

GM shoul d give Experience Points for PCs at this point as reward to those who
had time and effort to nmake it. Follow ng scale is suggested:

XP Col | ect ed Achi evenent
0 Failed to neet m ni mum standards, flunked from CEF.
2 Met standards, 50 >= total sum> 0O
4 Met standards well, 100 >= total sum > 50
6 Superl ative soldier, total sum> 100

At this points those who have passed the Part | of the Basic Selection are
informed of it. They also receive a handout describing physical preparation that
one should consider between first and second part of Basic Selection. The second
part of Basic Selection will start in one week later. The passing candi dates may
either go honme or stay in Australia waiting for Part |l to begin.




C.E.F.

1 WANT TO

BELIEVE




SEQUENCE 1: FIRST DAY (Fitness Test and Interview)

Qutline
Characters return to CEF University and go through attribute tests and
i nterview

Game notes

Characters should report to CEF University at noon. They are taken to the |unch
and after it to receive their equipnment. After that the testing starts in
earnest in Room 101.

The Fitness test is precisely sinmilar as in Part | but done in half the tine.
However, this is no problemto nost recruits who should renenber it well from
Part |I. While recruits are being tested they are also called in for interviews

done by Captain Jeannette Leroux. Her questions are relatively unconplicated and
whol e affair has air or job interview

hj ective
Characters get back to CEF and have a good role playing opportunity as they are
i ntervi ened.

PCs will have follow ng aids
Interview Paper 1 questions are asked again but in nore rel axed manner.



SEQUENCE 2: FI RST DAY (Essay witing and eveni ng out)

Qutline

Characters nust wite a short essay (or express it verbally) to other nmenbers of
the group. After this characters have dinner and they can go to Mess, where
ot her CEF sol diers of various ranks are spendi ng eveni ng.

Game notes

Fol | ow ng subjects are presented:

1) Effect of Ice Age to Earth technol ogi cal devel oprent
2) Life in Rangstadt

3) Rise of New Earth Commpnweal th

4) Shoul d GRELs have same rights as hunmans?

5) Short description of Colonies

6) What you expect fromlife in CEF?

Ideally the subjects should be divided in random to Recruits. The people
listening may present questions if they wi sh.

Evening out is evening spent in CEF Mess. The nmess is quite nice place for
soldiers to spend their evening with normal associated nunber of ganmes and
drinks to acconpany it. This is another good way to introduce characters new
NPCs and interact with them They can also approach inportant NPCs this way
(l'i ke Squadron Conmmander Weissner). Characters can |eave the ness any tinme they
want 8it closes at 6.00).

hj ective

I dea of essay is to introduce players the gane background and their own ideas of
it in role-play. Evening out is a good way to get some nore role-playing and
fl esh out the characters.



SEQUENCE 3: SECOND DAY (Cbstacl e Course)

Qutline
Characters will go through physically enduring Cbstacle Course.

Game notes

Wake-up is at 6.00 and morning follows the routine set in the Part |. After
breakfast the recruits are guided to the Cbstacle Course 1. This is essentially
one long run through the course and speed is essential. Obstacle course 1 has a
nunber of obstacl es divided into eight groups.

This time however, recruits are divided into smaller groups (typically 4
recruits) and given task of going through the Obstacle Course 1. This tine,
however, each group is given a steel square weighting 40 kg, and this franme has
four steel rods (each weight sone 15 kg) anchored to frame with a short (30cm
chain. The goal is to take the steel franme through the obstacl e together.

In practice this neans that weight nust be distributed ambng the nenbers of
group. Carrying just the steel rod is -1 to all rolls, carrying the frane is -1,
Carrying the two rods or rod AND the frane is -2. However, if characters learn
sonme trick to carry it easier (like taking the frame around shoul der), the
wei ght penalties night be | ower.

Group 1: Junping
Ditch (Athletics 2)
Trench (Athletics 3)
Platform (Athletics 4)
Hurdl es (Athletics 2)

Group 2: Dodging
Lanes (Athletics 2)
Maze 1 (Athletics 3)
Maze 2 (Athletics 4)

Group 3: dinbing
d i mbi ng Robe (FIT 4)
Cargo Net (FIT 2)
wall (FIT 3)
Pole (FIT 5)

Group 4: Traversing
Pi pe (STR 4)
Ladder (STR 3)
Rope (STR 5)

Goup 5: Crawing
Tunnel (AQ 2)
Low Rail (Ad 3)
Wre (AG 4)

Group 6: Vaulting
Fence (Athletics 3)
Low Wall (Athletics 4)

Group 7: Bal ancing
Logs (Acrobatics 4)
Pl anks (Acrobatics 3)

Group 8: Swi mmi ng
R_meter SWim dim (W1 )



Swiming 50 neters (Swi nming 2)

Next thing neans the characters need some deternmination. They have to take a
rope fromthe water and clinb 15 neters high (STR 5, WL 5). Then they have grab
a doll representing a wounded (and wei ghting 80kg) and carry it with fireman's
lift (FIT 5) of sone 200 neters.

After the Obstacle Course conmes lunch. Characters will definitely need it.

Note!: GWs afraid of using too nuch dice nmay encourage players to think together
met hods their characters mght carry out this obstacle course with such a heavy
load in their hands. Sonme Gvb6 may wish to do away with the dice altogether or
use dice only in selected, extrenely hard, situations. This is a good nethod to
teach players to use their nind and inmagination rather than brute force and dice
rolling to solve problens.

hj ective
Characters nanage to go through the obstacl e course together



SEQUENCE 4: SECOND DAY (Il ecture, discussion and eveni ng out)

CQutline
Characters will have to handl e social situations.

Game notes
Lecture is essentially a situation where character nust be able to hold a short

| ecture on any immginable idea that conmes to characters nmind for 2-3 mnutes.
This tests characters inmagi nation.

Di scussion is situation where characters are asked to talk of things shown
earlier in Essay situation (Sequence 2).

Evening out is sanme as one done in first day.
hj ective

Lecture and discussion are essentially role-playing situations. The objective is
that players get into talk in character.



SEQUENCE 5: THI RD DAY (Swi miing test)

Qutline
Characters make a norning swim give out their equipnment and are released from
CEF.

Game notes
Swimis junping from platform (WL 3) and followed by 200 nmeters of sw nm ng
(Swi mm ng 4).

After the swimm ng characters are lead to lunch. After lunch they give back
their equi pnent and change back to civilian clothing. After that those who have
passed are thanked for their tine and they give up the equipnent (clothes) back
to CEF.

hj ective
Characters are released from CEF and are inforned of the results.



DEBRI EFI NG
Each recruit is given points based on their perfornmance in Selection

1) Passing the set of physical and mlitary tests successfully.
+1 for each level of MoSin rolls.

-1 for each level of MoF in rolls.

-5 for every Funbled roll.

Al ternative nmethod, where players try to do it together using all together and
consi der possi bl e nethods of passing has follow ng test eval uation instead:

-5 no i dea how to pass obstacle
0 | dea how to pass obstacle
+5 good i dea how to pass obstacle

+10 VERY good i dea how to pass obstacle

Obstacl e Course 1

Sequence 3 Char A Char B Char C Char D Char E Char F

Ditch

Trench

Pl at f orm

Hur dl es

Lanes

Maze 1

Maze 2

d i mbi ng Pol e

Cargo Net

Val

Pol e

Pi pe

Ladder

Rope

Tunne

Low Rai |

Wre

Fence

Low Wl |

Logs

Pl anks

Swimjunp

Swi mi ng

d i mbi ng rope

Firemans lift

Swi mi ng t est

Sequence 3 Char A Char B Char C Char D Char E Char F

Swi m Junp

200m swi m




2) Showing intellectual interest and nental agility

-5 dom nat es di scussion, holds only own opinions only, not interested

0 for being present

+3 foll ows di scussion

+5 | eads di scussion, enthusiastic

I nterview

Sequence 1 Char A Char B Char C Char D Char E Char F
Essay witing

Sequence 2 Char A Char B Char C Char D Char E Char F
Eveni ng Qut

Sequence 2 Char A Char B Char C Char D Char E Char F
Lecture

Sequence 3 Char A Char B Char C Char D Char E Char F
Di scussi on

Sequence 3 Char A Char B Char C Char D Char E Char F
Eveni ng out

Sequence 3 Char A Char B Char C Char D Char E Char F
3) Calculate total sumof efforts of eval uated system

TOTAL SUM Char A Char B Char C Char D Char E Char F
RESULT

CEF i medi ately drops out those with total sumless than 0. The rest are put to

ascendi ng order
characters should be
amount of XP as reward of their

GM shoul d give Experience Points for
had time and effort to nmake it.

with only a small sanple selected. For
i ncluded anyway. Each character
partici pation:

i nterest of gam ng the
should have follow ng

PCs at this point as reward to those who
Fol | owi ng scal e i s suggested:

XP Col | ect ed

Achi evenent

0 Failed to neet mni mum standards, flunked from CEF.

2 Met standards, 10 >= total sum> 0

3 Met standards well, 20 >= total sum> 10

4 Superl ative soldier, total sum> 20
At this points those who have passed the Part Il of the Basic Selection are
informed of it. The psychol ogical evaluation part of Basic Selection will start
in one week later. The passing candidates my either go home or stay in

Australia waiting for

Part 11l to begin.




5.0 THE BASI C SELECTI ON, PART |11

In the interests of national security, safeguarding the Commonwealth democracy and maintaining
the proper security of the Government’s essential activities, it is the policy of Commonwealth
Government that no one should be employed in connection with work the nature which is vital to the
interests of the state who has psychological treatment that prevents him or her to fulfill his or her
duties.




SEQUENCE 1: FI RST DAY (questionnaire & interview)

Qutline
Characters return to CEF University and go a questionnaire

Game notes

Characters should report to CEF University at 18.00. They are taken to the
di nner and after it to receive their equipnent. After that they receive a
guestionnaire and fill it when working with Captain nmaking the interview

hj ective
Characters get back to CEF and have a good role playing opportunity as they are
i ntervi ened.

PCs will have follow ng aids
Interview Paper 2 is shown and is filled up with aid from Captain. GM doing the
interview reads the filled papers and asks further questions on points not

stated clearly enough and in general trying to learn nore of prospective
recruit.



SEQUENCE 2: SECOND DAY (testing)

Qutline
Characters wake up at 6.00 and start filling series of intellectual tests
intended to test their ability to function in nodern society.

Game notes
Testing essentially goes through characters ability to function in npdern
soci ety.

It tests following new skills (these skills have been invented for CEF canpaign
and are not in official DP9 publications):

Literacy (KNO) (conplex) does not describe literacy per se but understandi ng of
written subject matter from vari ous books and nmgazines. This includes ability

to study large ampbunts of literature and witten subject material and come out
with conclusions based on the material at hand. (Test is reading a text and
witing a summary of what it neans. Skill target 3)

Technol ogy use (KNO) (conplex) is a neasure of characters understanding of
nodern technology. It is a conbined "skill’, which can tell character what is
going on or on what principle sone vehicle or nechanical or electric device
works. This includes ability to use unfamliar systens and to understand strong

and weak points of subject at hand as well as insight to high technol ogy
society. (Test is reading a series of instructions and naking sinple technica
pi ece of equipnent to function. Skill target 3)

Hi gh Technol ogy use (KNO (conplex) is a neasure of characters understandi ng of
hi gh technology. It is a conbined 'skill’, which can tell character what is
going on or on what principle sone vehicle or electronic device works. This
i ncludes ability to use unfamiliar systenms and to understand strong and weak
points of subject at hand as well as insight to high technol ogy society.
Character nust have Technology Use before purchasing this skill. (Test is
reading a series of instructions and making conplex electronic piece of
equi prent to function. Skill target 4)

Basi ¢ Research (KNO (conplex) is a skill of doing research and devel opnent
work. It describes ability to do research and find out novel solutions based
assunptions and painstaking research rather than relying on existing set of
references to base conclusion. This includes ability to make fresh ideas by
first making research on subject, then gathering the references and then
presenting the results. (Test is reading a series of source books and writing
answers to questions in set of tine. Skill target 3)

hj ective
Characters get to use skills that are used to describe every day skills used in
hi gh technol ogy soci ety.

PCs will have follow ng aids
Appendi x of new skills is given to players.



SEQUENCE 3: THI RD DAY (Ganes)

Qutline

Characters wake up and go through CEF testing. a group work phase of three
ganes. It is used to test out their nental nmeke-up and ability to work together
with GRELs.

Game notes

Wake-up is at 6.00 and norning follows the routine set in the previous two days.
After breakfast the recruits are guided to the Room 101 again, where they have
to fill several sinple ganes. In all the ganes the areas where characters my
touch are painted white. Each character is alone and had a group of 4 Mordred
class GRELs as assistants. CGoal is to guide the GRELs across the obstacles with
recruit.

Game 1
There is a large table (3m x 3m x 3m) in front of them with several hooks
attached to it. Characters have a rope to help themcross the obstacle.

Game 2

Two horizontal poles have been hanged at height of 2 neters with 4 neters apart
of poles. Characters have several wooden planks (of 5 neters long) to help them
get over the width between the two pol es.

Game 3

Characters nust cross open space of 2 neters wide and 3 neters long. They have
several poles to help. Careful exam nation shows that the open space has very
thin white lines circling it.

I dea of these ganes is to introduce characters to GRELs and how they work with
humans. The instructors give no hints and nerely follow and observe characters
wor ki ng on these ganes. ldea in these exercises is to famliarize characters to
GRELs and give idea what they can really do

hj ective

Characters go through three ganes where group work is essential. It also teaches
the players to work together with GRELs and change ideas and try to | ook for not
i medi at el y obvi ous sol utions.



SEQUENCE 4: SECOND DAY (Reliability eval uation)

Qutline
Characters are given a throughout reliability evaluation.

Game notes

After lunch characters are taken one by one to a small room where they neet
M nistry of Verification and Di ssenmi nation (MD) personnel doing the reliability
eval uation. MVD personnel have icy polite behavior and manners. Captain Titus
Crommel | handles the reliability eval uation.

hj ective
Security Cl earance Paper is shown and filled up.



SEQUENCE 5: SECOND DAY (Psychol ogi cal eval uati on)

Qutline
Characters are given a throughout psychol ogi cal eval uati on.

Game notes

Characters are taken one by one to a small room where they neet Mnistry of
Verification and Dissenmi nation (MD) personnel doing the psychol ogical
eval uation. MVD personnel have icy polite behavior and manners. Captain Titus
Crommel | handles the reliability eval uation.

None of the questions have real answers. They are nerely presented in order to
get responses from recruit being interviewed and to evaluate recruits nental
f ramewor k.

Questions are shown in Psychol ogi cal Evaluation form

hj ective
Characters are given psychol ogical evaluation, where they are interviewed of

their responses to questions that have no correct answers. This is essentially a
rol e-pl ayi ng situation.



DEBRI EFI NG

Each recruit is given points based on their performance in Sel ection.
1) Passing the set of physical and mlitary tests successfully.

+1 for each level of MoSin rolls.

-1 for each level of MoF in rolls.

-5 for every Funbled roll.

Room 101

Sequence 1 Char A Char B Char C Char D Char E Char F

Literacy

Technol ogy use

Hi gh tech use

Basi ¢ research

2) Showi ng capacity towards group work and ability to use GRELs in ganes
-20 dom nates di scussion, holds only own opinions only, not interested

0 for being present

+3 gives good help in the work

+5 | eads di scussion, enthusiastic, |eadership material

+10 Clever utilization of GRELs

Sequence 3 Char A Char B Char C Char D Char E Char F

Gamre 1

Game 2

Gamre 3

3) Showing intellectual interest and nental agility

-5 dom nat es di scussion, holds only own opinions only, not interested
0 for being present

+3 foll ows di scussion

+5 | eads di scussion, enthusiastic

Reliability Testing

Sequence 1 Char A Char B Char C Char D Char E Char F

Psychol ogi cal Eval uation

Sequence 2 Char A Char B Char C Char D Char E Char F

4) Calculate total sumof efforts of eval uated system

TOTAL SUM Char A Char B Char C Char D Char E Char F

RESULT

CEF i medi ately drops out those with total sumless than 0. The rest are put to
ascending order with only a small sanple selected. For interest of gaming the
characters should be included anyway. Each character should have follow ng
anount of XP as reward of their participation:

GM shoul d give Experience Points for PCs at this point as reward to those who
had time and effort to nmake it. Follow ng scale is suggested:

XP Col | ect ed Achi evenent

0 Fail ed to nmeet m ni mum standards, flunked from CEF.

Met standards, 10 >= total sum> 0

1
2 Met standards well, 20 >= total sum > 10
2

Qiinar |l ativa enl Ai ar tntal ciim s 2N




At this points those who have passed the Part 11l of the Basic Selection are
informed of it.



6. 0. FI NAL DEBRI EFI NG

At this point
col l ected from al

the GM should distribute each character
three parts of the scenario.

their

Experi ence points

XP COLLECTED Char A Char B Char C Char D Char E Char F
RESULT
This XP is converted according to followi ng table
XP col |l ected Real XP
4-8 1
9-12 2
13- 15 3
This real XP can be used to inprove characters according to normal rules. It is
suggested that the inprovenents (if given to skills), would be on follow ng:
Smal | Arns
Athletics

Acrobatics
Literature

Technol ogy Use

Hi gh Technol ogy Use
Basi ¢ Resear ch

Passing all three stages of selection do not necessarily nean that candidate is
accepted to the CEF. Despite the selective nature of the process the nunber of
passing candidates is still quite large. Therefor only characters that have
passed the Sel ection process very well are accepted. In gane ternms this neans
that only characters who collected 3 real XP from the Selection are actually
determ ned to have passed The Selection process. Those characters who have
collected 3 real XPs fromthis adventure are then informed that:

"Col oni al Expeditionary Force has deternm ned you have the proper notivation and
are nentally strong enough to have the potential to become a CEF trooper. You
nm ght have a chance to be invited to Basic Training."

In practice only few of those who have passed the Selection properly are invited

to join CEF as recruits due huge nunber of applicants and linited nunber of open
posi tions.
The characters who will be selected from nunber of passing potential recruits

| ater
Basi c

will be infornmed that the Basic Training will start in CEF University at
time. These characters nmay either go hone or stay in Australia waiting for
Training to begin.



7.0. CAST

Seni or Sergeant Maj or Reenman (CEF)

Looks: Early 30's, nornmal conplexion, brown eyes, curly short brown hair. 175cm
tall, weight sone 75kg, strong built (boxer type).

Rol epl ay: No nonsense type. Answers are short and to the point. Shows things
once and expects it to work then. Cal mvoice, avoids physical contact.

Squadr on Conmander Liselotte Wi ssner (CEF)

Looks: late 20's, pale conplextion, brown eyes, long black hair. 177cm tall,
wei ght some 55 kg, strong | eg nmuscles (gymastic type).

Rol epl ay: Professional, fast nover. Very slick behavior with polished exterior
Expects her authority acknowl edged. Voice is calmand her body |anguage is seens
a bit shy.

Captain Jeannette Leroux (CEF)

Looks: Md 20’'s, dark conplexion, auburn eyes, long blond hair. 182cm tall
wei ghts sone 65kg, (rock clinber type).
Rol epl ay: Aggressive, fast nover. In interviews very strong and commandi ng

Authority in the voice, but can switch to softness quickly. Body |anguage one of
authority.

Captain Titus Cromwel | (MD)

Looks: Md 30's, normal conplexion, brown hair and eyes. Normal | ooking, |ooks
very aver age.

Rol epl ay: lcy politeness. Voice is very even and controlled. Listens a |ot but
tal ks a bit.



