
this highly effective arm of law, the
req uests for many more S ilverT win units
have reached  the attention of the S ecu-
rity C ouncil.  T he cities that so far have
had  a S ilverT win mod ule includ ed  in
their arsenal are P ort L oren ( Morgaine� s
W orld , P renglar), J ancaith ( T riad , C assi-
d ine) and  T arnath� s R ealm ( T ruane� s
S tar).

for sp ecial missions of law enforcement.

of all- terrain vehicles, b oth well armed
and  screened , which have b een created

S ilverT win is the cod e name for a p air

T hey are ex p erimental in d esign and
would  only b e used  in conj unction with
the law agencies of maj or cities, acting
on ord ers from a S tar L aw P lanetary
C ouncil, P lanetary Officer, or higher
authority.

History

A fter the S econd  S athar W ar, white-
collar criminals from several outlaw
organiz ations b egan to stir things up  in
the F rontier, using gangs of mod erately
armed  thugs.  Hund red s of serious
crimes were committed  b y these gangs
each week .  T he crime lord s b ehind
these group s of thugs hop ed  to occup y
S tar L aw� s forces on an increasingly
p lanetary level, thus red ucing the orga-
niz ation� s strength in op en sp ace and
p ermitting the growth of p iracy.  T heir
p loy failed  miserab ly, for their actions
led  to the d evelop ment of the S ilverT win
p roj ect.

S tar L aw L ab oratory ( Morgaine� s
W orld ) reacted  to the d emand  b y offi-
cers throughout the F rontier for heavily
armed  comb at vehicles.  T he S ilverT win

p roj ect was revealed  nearly a year ago;
since then, it has b een installed  and
activated  in three S tar L aw p lanetary
b ranches.  W ith the wid esp read  fame of
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A  S ilverT win unit itself is comp osed  of
two vehicles:  one car and  one cycle.
B oth have the cap ab ility of b eing ab le to
change from hover movement to ground
movement.  T he sp eed  limitations ( see p .
3 0 , E x p and ed  R ules) are b etter than
most racing vehicles.  A  look  at the b asic
statistics b elow will reveal a greater
turning sp eed , b etter acceleration, and  a
faster d eceleration.  A lso noted  und er
each vehicle d escrip tion is a V ehicle
D amage Mod ifier ( V D M).  W hen a
S ilverT win vehicle has b een fired  up on,
sub tract the V D M from the d ice roll
b efore consulting the vehicle d amage

tab le on p .  3 2 , E x p and ed  R ules.  T his
rep resents the armor q uality and  high-
stress engineering which were incorp o-
rated  into the S ilverT win p roj ect.

T a l on  ( g rou n d / h ov e r c a r)

S p eed :
A ccel. :  9 0  m/turn D ecel. :  4 5  m/turn
T op :  2 6 0  m/turn T urn:  8 5  m/turn

C argo:  1 0 0  k g, 1  cub ic meter
V D M:  - 5

Onboard systems:

*  T wo turreted  laser- rifle cannons:  set-

ting of 1 - 2 0  S E U /shot, 1 d 1 0  d amage p er
S E U , range of a laser rifle

*  G renad e launch tub e:  6 - grenad e maga-
z ine ( usually 3  d oz e and  3  smok e),
ranges of 0 /3 0 /5 5 /1 2 0 /2 3 5
*  S tand ard  rad iop hone:  comp atib le with
G emini helmet chronocom and  most
local rad io channels
*  A lb ed o d efensive screen:  3  S E U /min-
ute, p lus normal d rain on hits
*  I nertia d efensive screen:  3  S E U /hit,
half d amage d one to T alon
*  Holo camouflage screen with feed b ack
loop :  2  S E U /minute, normal ( 2 0 %

chance) of d etection
*  Hostile environment seals:  p rotective
against water ( no d ep th over 2  meters),
p oison gas, and  all grenad e smok es.  I t
will also function as an ox ygen tent,
sustaining four p ersons for ten hours.

*  R E N D E R :  comp uter system access and
analysis p anel
*  P ub lic ad d ress system

D etai l s:

A  T alon, as mentioned  ab ove, can use
either hover or ground  movement,
d ep end ing on the situation.  T he change



from one mode to another takes two

turns (twelve seconds) of complete

motionlessness.

Four crewmen ride inside a Talon

under normal circumstances: a pilot

(driver), copilot (weapons operator),

coordinator (uses radiophone to coordi-

nate actions between SilverTwin and

other agencies or allies), and defender

(uses RENDER to operate screens, moni-

tor levels of ammunition, and perform

damage control). The positions are listed

according to where each person sits in

the vehicle, moving clockwise from a

left-handed driving seat. A Talon can

carry two extra passengers (none of

them Vrusks), though only with cram-

ming.

The cargo storage space has a false

bottom, beneath which is a hidden

weapons cache containing 10 power

beltpacks, 3 laser pistols, 2 spare gre-

nade magazines, a disguise kit (for four

people, two different identities each),

survival rations for 6 (lasting one week),

10 sticks of tornadium D-19 with varia-

ble timers, a freeze field, and a water-

pack. This is the normal equipment

carried on a Talon, though additions or

changes may be made in special circum-

stances.

Talon will, while on a stakeout or simi-

lar operation, usually have the holo

screen either offer camouflage or the

image of a normal car, depending upon

the situation.

C l a w  ( g r o u n d / h o v e r  c y c l e )

Speed:

Accel.: 110 m/turn Decel.: 45m/turn

Top: 27 0 m/turn Turn: 100 m/turn

Cargo: 20 kg, .5 cubic meters

VDM: -3

Onboard sys tems:

* 2 laser barrels: 1-10 SEU discharge,

range of a laser pistol

* 4 heavy projectiles: do 5d10 structure

points, range of an automatic pistol

* Albedo defensive screen: 2 SEU/min-

ute, plus normal drain on hits

* Inertia defensive screen: 2 SEU/hit,

half damage done to Claw personnel

* Spur (coordination computer between

Claw and Talon)

D e t a i l s :

A Claw is a cross between a ground

cycle and a hover cycle. The switch

between modes can be made if the Claw

is traveling over 60 m/turn or is at a

standstill. It takes one turn of the pilot�s

actions to activate the change, during
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which time the Claw cannot fire (since
the driver/pilot operates the sighting
controls of the weapon systems) or turn
more than 30 degrees in any direction.
A Claw has a parabattery type 2.

A small weapons cache is included, in
which are 4 power beltpacks, 2 normal
laser pistols, a disguise kit (for two peo-

ple, for four different disguises each), a
survival kit (rations for 20 people for
one day, plus 1 liter of water, toxy-rad
gauge, 2 all-weather blankets, compass,
everflame, flashlight, and three
holoflares), and 4 sticks of tornadium D-
19 and a like amount of variable timers.

The survival kit is a standard model

and can be purchased for 50 Cr. How-
ever, different companies have different
ideas as to what a person needs to sur-
vive, and the price will vary according

to the contents.

Twinsuit

A Twinsuit is a special combat uniform,

made exclusively for the crew of the

SilverTwin modules. They are fitted to
the team members, with no chance of
them being usable any other being. The
methods of creating Twinsuits are kept

completely secret. Each has a lock keyed
to the brainwave patterns of its host,
which cannot be duplicated, permitting
only the person for which the suit was
fitted to use it.

Twinsuit equipment:

* Exoskeleton frame: normal operation
(p. 48, Expanded Rules)
* Anti-shock implant: on the team mem-
ber, not a part of the suit
* Built-in albedo and inertia armor: This
very special armor is a unique weave of
albedo and inertia fibers into a tight
mesh suit. The specifications of this
weave are kept highly secret.
* Built-in holo screen: standard model
* Gemini helmet: A specially designed
helmet, with the following additions:
chronocom, magnigoggles, a small infra-
red jammer, and a vocal print distorter
(VPD). The VPD will alter the wearer�s
voice beyond all possible chances for
identification by voice print.
* Laser/stunner: This pistol is a normal
laser pistol with a sonic stunner
attached. It takes one combat round to
change the setting from laser to stunner
or back. The stun setting will drain 2

SEU per shot.
* Sonic sword: normal in all respects.
* Four power beltpacks: normal in all
respects.
* Gas mask: normal in all respects, and
fastened to the front of the Twinsuit.
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Twinteam s

Because of the limited space for seating
on the Talon and Claw vehicles, Vrusks
could not be considered for membership
on a Twinteam. However, Vrusks do
make sizable contributions to the
SilverTwin project, particularly in the

area of design. Vrusks now make up
nearly 45% of all SilverTwin technical
crews. The Twinteams identities are
known only to the Star Law Security
Council, the Planetary Council (if there
is one), and the Planetary Officer.

A tight team feeling is highly stressed
when developing a Twinteam. The cho-

sen few will live together for more than
two years after attaining Star Law
Ranger rank, becoming accustomed to
their partners. They live and train inside

a special set of huge domes on Mor-
gaine�s World.

Players who wish to join a SilverTwin

project must be Star Law Rangers (see
DRAGON®  issues # 87 and 91). They then
have the option of either joining a Twin-
team missing a member or two, or

beginning their own team (six people
only). Those needing details on the Star
Law ranking system should refer to Alex
Curylo�s article, � Careers in Star Law,�  in
issue # 91.

The following are the names, races,
abilities, and skills of the first and fore-
most Twinteam, which operates inside
Port Loren, Morgaine�s World, Prenglar.

These people made the SilverTwin pro-
ject a success for Star Law. The referee
will note that this Twinteam is very
powerful; it has trained extensively for
the benefits SilverTwin has to offer.

Blarg Dramiloud: Dralasite (STR/STA 61/
85, DEX /RS 56/55, INT/LOG 69/83, PER/
LDR 86/86, PS 4, IM 6). PSA:

Technological. Technician 6, Computer 5,
Robotics 5, Beam weapons 5, Melee 6.
Talon pilot.

Y alik Califor: Female Y azirian (STR/STA
56/76, DEX /RS 65/60, INT/LOG 65/77,
PER/LDR 81/81, PS 3, IM 6). PSA: Tech-
nological. Technician 5, Computer 5,
Robotics 6, Beam weapons 5, Melee 6.
Claw pilot.

Lucretia X erxes: Female Human (STR/
STA 57/71, DEX /RS 76/85, INT/LOG 63/
71, PER/LDR 77/77, PS 3, IM 9). PSA:
Military. Beam weapons 6, Projectile
weapons 6, Computer 5, Melee 5, Mar-
tial arts 5, Demolitions 4. Talon copilot.

Garlib Rampous: Dralasite (STR/STA 60/
84, DEX /RS 60/55, INT/LOG 64/74, PER/
LDR 74/74, PS 3, IM 6). PSA: Biosocial.
Beam weapons 5, Medic 6, Environmen-
tal 4, Melee 6, Psycho-social 4, Computer
2. Garlib works Spur, riding on the back
of Claw.

Fraw Talm: Male Y azirian (STR/STA 65/
70, DEX /RS 66/65, INT/LOG 71/69, PER/
LDR 72/72, PS 4, IM 7). PSA: Military.
Beam weapons 5, Melee 6, Computer 6,
Technician 6, Martial Arts 4, Demolitions
4. Fraw operates RENDER from inside
Talon.

Johnathon K illbear, Male Human (STR/
STA 85/94, DEX /RS 69/63, INT/LOG 60/
65, PER/LDR 71/71, PS 5, IM 7). PSA:
Military. Beam weapons 5, Thrown

weapons 5, Martial arts 5, Demolitions 5,
Medic 6, Environmental 4. John coordi-

nates Talon, Claw, and the local law
force with a radiophone in the back of
Talon.

A Twinteam member has all the legal
power of a Star Law Ranger. All legal
powers and restrictions are listed in
DRAGON issue # 91. Twinteam members
will not, under any circumstances other
than to save a life, break the law.

S ilverTwin scenarios

It is readily apparent that SilverTwin is a
powerful tool for the forces of planetary
good. Numerous scenarios may be built
around it, with the player characters
either supporting, fighting against, or
being a part of a Twinteam. The first
encounter with a SilverTwin force
should be in a large city, with the PCs
watching from the sidelines as a
SilverTwin force stops a major robbery
or hijacking. PCs may help, though the
Twinteam will prefer not to have civil-
ians involved in their operations unless

the situation is dire. The Twinteam will
use all resources available (within legal
limits), including calling in the local law
enforcement agency and military forces
if necessary.

SilverTwin is meant for adding more
excitement to your STAR FRONTIERS®
gaming. It represents the best that Star
Law has to offer, and as such it requires
special handling in adventure creation.
The referee should carefully work out
scenarios that will challenge Twinteam
PCs, without making things entirely too
easy for the team. After all, SilverTwin
was created to fight a menace �  and the
more menacing, the better!


