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Community Policing, or Trebizond Orbital Spaceport 

welcomes free-spending Sophisticates. 

The Background  

Trebizond is a stable and prosperous world. It is not at the cutting edge of 

technology but it is peaceful. Technically it is in ‘Alien Space’, thus Trebizond 

was settled by a mixture of races. Humanity has, for no particularly good 

reason, ended up somewhat dominating the world. Theses have been written on 

how this happened. Humanity’s initial technological superiority did have 

something to do with it, but even as other species adopted human and other 

technology, humanity remained dominant, mainly because they were seen as an 

honest broker who was above local disputes. Census data of uncertain reliability 

seems to confirm that Humanity is probably the largest single group on the 

world but is nowhere near forming a majority of the population.  

Politically the nobility, whether human or not, hold power; but traditionally they 

have been largely content to remain on their estates, supervising their loyal 

peasantry. Government as such is low key. This bucolic world has excellent 

biosecurity and veterinary support as part of planetary wide comprehensive 

animal health legislation. On the other hand, rules with regard to fiscal services, 

IT system compatibility, or arms manufacture, are sparse indeed. The wealth of 

this world comes, unusually, from its agriculture. Each estate will have its own 

specialities, whether wines, cheeses, or various forms of bottled and spiced 

fruits. These sell remarkably well off world. 

The orbital space station rather mirrors the world it services. Not the most 

technologically sophisticated but for all that, clean, pleasant and often described 

a nice. A rare combination. 

The figures used 

I don’t normally put scenarios together in this order, but in this case it was 

seeing the figures, loving them and feeling there had to be a job for them, which 

created the scenario. 

Now it has to be confessed that I may have something of a bee in my bonnet 

about the clothes and uniforms we see on Sci Fi figures. Yes, in ‘near future’ 

they probably will be a bit similar to us. But this gives you the range of men’s 

fashions over the last two thousand years. 
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So with humanity scattered across uncountable planets, is everybody going to 

dress as if they’re extras for a Dirty Harry movie? So, in a cosmopolitan place 

like Trebizond Orbital Space Station, you will probably see all sorts. Indeed even 

on Trebizond, not only will humans and aliens dress differently, but social 

classes may dress differently as well. 

So in simple terms, use what you want. Overdressed gentlemen in floppy hats 

with dress rapiers are every bit as likely as anything else. Indeed on an orbital 

space station, I think the management would be happy if the belligerent carried 

rapiers rather than something that, even if it doesn’t threaten the integrity of 

the pressure hull, can still pass through internal bulkheads spreading chaos in its 

wake.  

Now at this point I want to mention ElastoWit New Era Rubber Toy Soldiers. You 

can find them at https://www.facebook.com/groups/3808856469216438/ just 

contact them through the page. 

These are larger figures, not cheap but I confess to being a bit blown away with 

them. 

Still there are all sorts of ranges you could use. There is the Time Machine range 

with Eloi and Morlocks. Certainly the Eloi make nice nondescript civilians making 

their way around your space station. 

 

If you want the bad guys, they have the Kelly Gang.  

https://www.facebook.com/groups/3808856469216438/
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Or a group of nobles returning home to Trebizond, these are from the Aventura 

del'Arte set. 

 

Or a bunch of young gentry who have to change ships at Trebizond and are 

using the opportunity to catch up on their roistering. 



4 
 

 

 

Also changing ships, we have a wealthy lady, her husband, personal physician, 

and bodyguards.  
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Perhaps these desperados, with pistols and shotguns, are hunting for her? 

 

There are even Aliens passing through 
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And of course, the local constabulary 

 

 

Scenario Background 

Weaponry. 

The station gets really upset with people who carry heavy calibre or high velocity 

weaponry. They realise that people may need to defend themselves, so they 

allow people to carry a flechette pistol. In its basic form this is a short barrelled 

large bore weapon. The flechettes are held in a gel round. When fired, the round 

leaves the barrel and the gel disintegrates leaving the high density glass 

flechettes to hit the target. Occasionally, if the rounds have been in storage too 

long, or have not been stored within the correct temperature band, the gel does 

not disintegrate and instead of flechettes, the target is hit by a solid slug. The 

manufacturers say this rarely happens. As I’m writing fiction I can accept their 

assurances and assume that when it does happen, the result is less messy but 

equally dangerous. So assume that everybody has one of these weapons unless 

otherwise stated. 

Using one using Hell by Starlight, the pistol has two range bands, band 1 which 

goes out to 20 yards and band 2 which goes out to 40 yards.  

Then at each band, the weapon has a penetration factor. For band 1, the normal 

penetration factor is 4, whilst in band 2 it drops to 2. I suggest for a flechette 

pistol it is at 2 in band 1 and 1 in band 2.  
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Then there is a dice to roll for the weapon at that range. So our ordinary pistol is 

d6 at band 1 and d4 at band 2. I suggest with a flechette pistol at short range 

there is no real gain, the flechettes are still too close together. But in band 2, I 

would increase the dice from d4 to d6. 

Bean bag rounds 

The constabulary can fire bean bag rounds from their pistols instead of 

flechettes. These rounds aren’t very big, but do ignore armour. 

Roll a d10. 

1. You have hit the head, unless wearing head armour (Kelly Gang, we’re 

looking at you here) they will be knocked unconscious and must get medical 

assistance very quickly.  

2,3,4,5,6,7,8. The target is slightly pained and very annoyed. You have their 

entire attention and they now consider you their priority viable target. 

9,10. The target cannot act for two moves and if given a chance in the two 

moves after this will surrender. 

Constables can start with their pistols loaded with bean bag rounds if you want. 

It takes a full move to take one round out and replace it with another. During 

this round you cannot fire the pistol. If you have a bean bag round in the 

chamber, it is assumed that if you fire the pistol, the next round loaded 

automatically will be a flechette round.  

Shotguns 

These are ‘safe’ firing only shot. With slugs there may be a chance of it 

penetrating a partition but this is covered in Hell by Starlight. 

Armour 

The Kelly Gang count as having composite armour covering five-sixths of the 

target,  

Some of the constabulary have armour of some sort. Treat it as flak and decide 

how much of the figure it covers. The constabulary robot counts as composite 

armour covering all of it but for close combat it gets the bonuses for powered 

armour because it is using the strength of mechanical systems in its struggle.  

You might decide that some other figures have flak armour concealed under 

their clothes. 

Troop Quality 

Remember than we aren’t dealing with trained combat infantry. So let us 

assume that the local constabulary are ‘second class regulars’ with a reaction 

point total of 20. 

Various gentry can be split into groups of four or five figures. One will be 

designated the superior, the others are in some way their 
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retainers/followers/lesser kin. Whilst the leader is present and not wounded, the 

unit tests as Feudal Aristocrats with a reaction point total of 16 

If the leader goes down, the unit now counts as Feudal Followers with a reaction 

point total of 13. 

Other armed factions can count as militia with reaction point totals of no more 

than 16. 

If you use the Kelly Gang figures, then given their desperation and their 

standing within their own society I think you can could all three of them as 

Feudal Aristocrats with a reaction point total of 16.  

 

The Space Station 

I wanted something simple. A ring. Around the perimeter are docking bays. Each 

bay has associated warehousing and similar. Moving through that you arrive at 

the central concourse. On the outside of the central concourse you’ll get 

accommodation for travellers. 

The central concourse is a ring of open space that goes all round the station. The 

concourse will be lined with shops, tourist information booths, stalls selling 

speciality produce from individual estates etc. On the inside of the concourse you 

have the central hub. I divide this into various clusters. 

Cluster 1. Front office with reception etc. Behind it is the Management 

department which amongst other things does HR, accounts, marketing, sales 

and reservations, and event planning.  

Cluster 2. Restaurants and Bars. Associated with this is Housekeeping, Kitchen 

and Food Production.   

Cluster 3. Maintenance, life support, IT. Accommodation for staff. Medical bays. 

Cluster 4. Security. Safe deposit boxes, banks, finance and investment houses. 

When it comes to using the station, you can imagine it as a circle with d20 

points on the outside, and four in the inside. In your sketch you can simply 

divide the central hub into four and each of the quarters is a cluster. So in an 

encounter, if somebody hits a bank, roll a d20 to see where on the outer 

perimeter their ship is and then work out the fastest way from cluster 4 to their 

ship. The clusters will have narrow corridors radiating out through them to the 

concourse.  

Similarly each docking point on the outer perimeter will have narrow corridors 

leading between warehousing and accommodation. These will run from the 

perimeter to the concourse. You can add lateral corridors to taste. But keep 

things simple.  
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Police 

Because there are six in a pack, I’d have six on duty at any one time. But if 

things get fraught you can call an off duty team to provide back up. I’m not 

assuming you’ll buy the figures but I like the discipline of building around pack 

sizes. Use the figures you have but this gives you some idea for balance. 

A droid, no firepower, can take part in close combat, counts as powered armour.  

but its reaction discourages this. 

Melee Surprised 
Enemy 

Vehicles 

First sighting 

of Enemy 

Under 

Artillery Fire 
Voluntary 

y z not 

relevant 

z not relevant not relevant 

 

Here a y result is, “Act in self-defence. You can place yourself between an 

enemy and their objective but you cannot attack the enemy.” 

A z result is, “Monitor the suspect, and continue to send data to police HQ”.  

Of the other police, four have flechette pistols, the lieutenant has a sword as 

well because there are so many aristocrats about armed with them who object 

to just being gunned down. He counts as superbly trained in close combat. 

There is also one officer with an assault rifle equivalent firing an intermediate 

cartridge. This is for backup only. If fired and it misses the target, look at that 

else is in the line of fire. Check to see if any other figures have been hit. Then 

roll for each partition. These count as improvised armour. If it does penetrate 

you hit somebody in the room on a 1 on a d10.          

I suggest that you have two police in the HQ, the lieutenant and the backup. The 

other four can be on foot patrol around the concourse. Effectively each will cover 

a quadrant facing one of the four clusters.   

Note that each of them has a baton, which in close combat counts as a 

Specialist close combat weapon. This means that they are not outclassed by 

ordinary swordsmen. 

    

The trouble makers 

This is where I’ll use ElastoWit packs but you feel free to use what you’ve got.  

1) The Kelly Gang.  

These three desperados will arrive in a small ship. They will walk, carrying carpet 

bags containing their armour, to cluster 4. There they will quietly enter one of 

the banks and using code words given them by an accomplice they will start 

emptying the safe deposit boxes. The fact they can empty so many boxes is 

going to alert the staff to the fact it’s a robbery but by this time they’re being 
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held at gun point. The Gang, now wearing armour and carrying carpet bags full 

of loot will walk quickly back to their ship and leave. 

2) The trouble making Gentry. 
These are in one of the better restaurants. The lady and her companion have 

been insulted by two other swordsmen. Another group has placed the police 

robot on a hostess trolley and are propelling it at speed along the concourse 

which is almost certainly going to cause problems for passers-by. 

Simultaneously the final group have decided to go one better and they’ve got 

another hostess trolley and want to put a real cop on it. This they will do by 

jumping the cop and subduing with unarmed combat. 

3) The lady in need of a bodyguard. 

Well we had a lady with husband, physician and bodyguard. One can assume 

that a lady doesn’t go to the expense of hiring bodyguards purely as a fashion 

statement, so we have another band of four desperados who are here to 

assassinate her. Roll at random for where the desperados ship berths and where 

her ship berths. To be sure of catching her they would have to block her exit 

from the concourse to her ship. But they will then need to get back to their own 

ship to make their escape. 

4) Three peace loving aliens. 

These are totally lost. The one person who can communicate with them is the 

police robot who can join them and escort them back to their ship (roll at 

random for the berth.) 

One has an alien staff weapon, count as sword. One has a flechette pistol, the 

other knows some strange alien martial art, so counts as superbly trained in 

close combat 

5) Nobles going home 

After a long trip away, our four nobles, one with sword, three with concealed 

pistols, are making their dignified way home. They arrive on a ship at one berth, 

and travel down the concourse to another berth where they will join the shuttle 

going down to the planet. Their progress is somewhat grand.  As they advance, 

the musician plays, the poet recites, and the lady and her husband dance a 

stately measure. These are important people, do not hassle them.  

On the other hand they could get in the way, or alternatively the young gentry 

might cause trouble by mocking and insulting them. 

6) Eloi and Morlocks 

The Eloi I would just use as civilians getting in the way. The Morlocks on the 

other hand are natives of Halson IV who have travelled to Trebizond looking for 

work. Morlocks are by nature poets, musicians and are also known for their 

biting literary criticism. Away from Halson IV, as they gather inspiration for their 

next work, they tend to earn a living working as stevedores. After all a pair of 

Morlocks can carry a half ton stacker out of a hold and put it on the back of a 
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truck.  They will not cause trouble, but it is not unlikely that the nobles going 

home, the gentry, or even the lady, her husband and physician might insult 

them. Morlocks count as superbly trained in close combat due to their powerful 

physique and natural dexterity.  

Insults.  

Gentry will insult anybody, if they roll 2,3,4,5,6 on a d6. 

Nobles going home will insult anybody if they roll 5,6 on a d6, but add +2 if 

whoever it is gets in their way.  

The lady in need of a bodyguard (or more properly the bodyguards) will insult 

anybody if they roll 5,6 on a d6, but add +2 if whoever it is gets in their way. 

The peace loving aliens will insult anybody, entirely by accident, on a roll of 1 on 

a d6 

The Kelly Gang and the Four Desperados are too busy to worry about insulting 

people, but they could upset the Gentry by accident on a roll of 1,2 on a d6. 

Shooting First 

It has been made clear to members of the constabulary that the space station is 

supposed to be a pleasant place to visit, and if visitors go away having gained 

the impression that the police shoot first and ask questions later, this is going to 

dispel the illusion. 

The rules of engagement are comparatively simple.  

If somebody is firing at anybody, you may open fire on them. 

If somebody is threatening anybody with a firearm, you may open fire on them.  

If somebody is attacking you with a lethal weapon, you may open fire on them, 

provided you have time to draw it. You might be better off drawing your baton, 

and if you survive their attack, step back and then shoot them. 

If somebody is attacking somebody else with ‘lethal intent’ then you may shot 

the attacker with a bean bag round.  

If you are in a situation where lethal weapons are being deployed but is 

otherwise unlike those situations describe above, it is considered adequate to 

shout, ‘Armed Police, stop or I will fire.’ Next move, if they don’t stop, you can 

fire. 

Innocent Bystanders 

If there is trouble they will move away from the trouble, trying to get as far 

away as possible, or at least into cover. 

If an innocent civilian or at least somebody not involved in the trouble is on the 

line that connects the constable and the target (which continues past the target 

until you get to something solid) that individual is also a potential target. Those 

between the constable and the target are fired at first. Only if they are missed is 
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the target fired at. If the target is missed then roll to hit those beyond the 

target. 

Solo Play 

This scenario is designed for solo play. Deploy your police (note in one case 

circumstances may change your deployment as your robot is hijacked) and then 

roll a d6 to see which of the six bunches of trouble makers is causing trouble. 

After three moves roll another d6 to see if another bunch starts causing trouble. 

After another three moves roll a third time to see if you get a third bunch. Note, 

if you roll the same number twice, nothing happens on the second roll. But you 

still roll again in three moves. You can roll for as long as you want, but there are 

never more than three trouble making groups causing trouble at any given time. 


