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Foreword
Icar began in 1990 and has since grown and changed beyond recognition of the 
original. The game grew from two statistics to eighteen and then back to ýve. Skills 
changed, guns became rendered and the amount of material grew and grew.

This is in part to the hard work of the author, Rob Lang but also to the tireless desire 
for people to play the game. While girlfriends come and go, the players are as con-
stant as the North Star, giving support and often criticising developments. Without 
these players, the game would not have got this far. I would like to thank the follow-
ing people in particular.

Gideon óDwainô Moss
Andrew óByrnieô OôByrne

James óBaronô Neesom
Travis óT-Boyô Rodgers

Rob Gaines

Scavenger Setting Version: 1.0 February 2004
Website: www.icar.co.uk
Email: roblang@icar.co.uk
Copyright: 1990-2004 R. Lang
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Deep Space Scavenger
Introduction
Junk is worth money to someone. Junk is free. There are billions of tonnes of junk, all worth money. A 
Deep Space Scavengerôs (Scavvies) job is to ýnd, repair and return for sale. Seen as the lowest of the 
low when it comes to ship crews, Scavvies spend their time in dangerous wrecks, hunting out cargo and 
objects of value. Within these þoating shipwrecks could be any manner of dangers, like traps rigged by 
paranoid crew members leaving the wreck. 

All within the supposed safety of the Light Jump Net, these wrecks range from the results of modern 
piracy or the ancient invasion of the Droids. A persistent search of space rarely travelled is the home of 
Scavvies, a long way from any Orbitals or colonies that could give assistance. Even if you did use a Gaia 
beacon to call for help, it could be days before any ship could get to you.

Resource Description
This is the players resource for playing a team of Scavvies. Player characters take the role of Salvage 
Teams on a small Salvage Vessel in Remmar. They leave the safety of their jury-rigged craft in search of 
treasure in the form of technical items, cargo and rare items. A balance between danger and proýt is the 
characterôs motivation. This setting is to be used as an example on how one such Salvage Vessel is run. It 
includes descriptions what the vessels are like, what NPC crew member jobs are and possible character 
concepts and skeletons. Some special skills are introduced and an outline of a typical Scavenger 
operation is ýnally given. When this section mentions óSVô, it is dealing generally with Salvage Vessels. 
When it mentions óBotchery Clipperô it is referring to the precise example and is placed in a box for easy 
recognition.

Salvage Vessels
A Salvage Vessel (SV) is normally converted from a decommissioned spacecraft of some other task. The 
vessel normally has the following characteristics:

Å Large An SV needs to save money by carrying bulk and making few returns to Star Docks. Also, 
larger items tend to have a better cu/tonnage price.
Å Inexpensive An SV is created from salvaged parts and is normally evolved from what is available 
at low or no cost. This leads to:
Å Slow An SV takes many years to Salvage one small area of space, rarely returning to base only to 
ofþoad cargo and sell on.
Å Ad hoc shape Unlike the executive or large trade vessels, the Salvage Vessels tend to be 
unsymmetrical in shape. This adds to the lack of appeal they have.
Å Poor Systems Most of the systems onboard that do not directly aid the operation of the craft 
(biroreorganisers etc) are normally of poor quality. This makes the standard of living generally low. 
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Crew Members
SVs have a very strict crew structure. This is because that when something goes wrong, everyone needs 
to know who is in charge and who will make the decisions. Also, a crew structure allows the crew to 
have the feeling that they are advancing. The number of crew members are kept to a minimum and most 
have two jobs. In general they are split into Salvage Team and Home Team. All crew members work 
equally when in search of salvage, but when they approach a wreck, the Salvage Team normally enter 
the vessel whereas the Home Team remain on the SV. Every person in the Salvage team has a separate 
speciality, but they all share some areas of skills. Most of the Salvage Team are technical crew members. 
Player characters are dealt with the Skeletons later, however suggested NPCs for the Team are:

The Captain
This is the person who takes responsibility for their crew. The Captain nearly always manages the 
accounts and makes the ýnal decisions. The Captain also gives the motivation and drive, striking 
the balance between a happy, well working crew and proýt. The Captain never leaves the SV (Home 
Team).

The Medic
Every commercial Vessel requires a medically trained person before any other crew members are 
employed. The Medic is the second most important person on the ship, with them, the ship may not 
operate. The medic often has plenty to do on an SV, from dealing with injured crew members returning 
from a dangerous Salvage mission to making sure the Captain spends enough money on the medical bay 
equipment. The medic never leaves the SV (Home Team). 

The Botchery Clipper
An excellent example of a rundown Scav, the Botchery clipper was originally commissioned 
as gas mining tug, pulling huge cannisters, up to 10km long through light jump. The Vessel 
was decommissioned from this role in 91992 when it suffered a major structural failure. 
The ship lay in a stable orbit around a nearby moon in Dorian. On the opening of Remmar 
in 92028, the ship was captured, repaired (to some degree) and took on its current role of 
Salvage. Measuring 2km in length, 1km in height and 500m at its widest, this vehicle has no 
atmosphere capability and a large, slow Grav engine. Although equipped for tugging huge 
masses in light jumps, the structural state of the Botchery Clipper does not permit such pulling. 
Weighing 280kt with a possible additional cargo of 10kt, the Botchery Clipper was created 
in a time of cheap, tough metals. For surface operations, the Botchery Clipper has two small 
Forrester Orbihaul shuttles. The Botchery Clipper is not armed but has excellent long range 
sensors and tractor beam hardware. 

Ms Madeline Stuo
The Captain of the Botchery Clipper is a tough woman of 62 years old (old Earth time-about 
35 years old). Before buying the Clipper from another Salvage ýrm, she spent 30 years as a 
technician on the Drackis Orb, Remmar. A thin and harsh woman, she speaks very little and 
is already going grey. She insists on uniformity within the crew and thus wears a one piece 
boiler suit just like the rest. Captain Stuo has varying morals and can make some very quick 
and cold decisions. Too thin to be attractive and with long black hair invariably tied into a bun, 
she often appears older than she is. 

4 5



The Chief Tech
The last part of the Home Team is the chief Tech. This person makes sure that the SV is 
not in danger and keeps the systems onboard in ýne working order. The Chief Tech is 
often made second in command and spends most of their time between engineering areas 
and the bridge. The Salvage Team normally report to the Chief Tech.

The Scavenger Team
The Player Characters play a Scavenger Team. This team is often ordered to go onto places 
which are dangerous and must scavenge items that can be sold on later. This must be done 
quickly. Every member of the team costs money to keep onboard, so each member has to 
prove their worth. If a member of the Team is not pulling their weight, then they are likely 
to be ýred at the next port. It is sometimes the case that a whole Scavenger team is lost 
while on Salvage. This is tragic and leads to the main ship returning to port to hire a new 
team. People from different walks of life join for either the adventure or to escape from 
something. New teams are difýcult to form from scratch, people are suspicious about an 
SV requiring an entirely new team.

Dr Sorex
The Medic on the Botchery Clipper is an automaton of Dorian design. Educated with some 
of the best medical programs available, there is not an illness he can not cure. Unfortunately, 
he hates the Captain, his owner, her sliding morals and lack of respect for the lives of living 
creatures goes against his very deepest soul. Having dealt with this kind of laissez faire attitude 
to life has made him bitter and synical, giving him the worst óbedside mannerô imaginable. 
Although humanoid in feature and shape, the metal skin (which he says is a reminder of what 
he is) that covers him is poor testimony to his complexity of design.  

Iss Horn Barnarder
Known as óThe Chiefô, Iss Horn Barnarder is one of the most experienced Scavvies in the 
trade. At the ripe age of 102, The Chief has been on Scavvies since he was 10, óretiringô to 
the Home Team only 20 years ago. The Chief is very much like a father to the crew and treats 
them all with respect. Unfortunately, he is a ósoft touchô and although he could stand up against 
the often heartless will of the Captain, he always backs down. The Chief is human, bald and 
walks with a limp. The Chief also has so many stories and rarely attempts to tell the same one 
twice. He misses the excitement of being in the Salvage Team but fully understands that he is 
as important to the ship as the Captain.  

The New Botchery Team
I was bored. I saw an advert for a Scavvy team. I knew that they are not as prestigious as 
getting a position on a freighter, but then a freighter is not nearly as exciting. I turned up and 
seemed to have what they were looking for skills wise, there were some others there too. 
An old man talked to us, he told a story about how lonely and cold space is but how rich the 
rewards can be. Then the Captain, who was this old woman spoke a few words and that was it. 
We were to leave tomorrow. Weôd not even been shown the ship! One of the other new recruits 
said that this was probably a good thing.  
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Character Concepts
Before getting into skills and training, it is wise to consider what sort of person goes to 
work for a Scavvy. If unsure what sort of character personality to play, one should start 
with a concept below and then twist it as the game continues. It should be noted that 
these are just examples, please feel free to invent or twist the ones that are here. They are 
designed to give you a jump start into the character. After you have chosen a Concept, 
move onto getting a Skeleton.

Idealised School Leaver
Youôve left School, youôre 18, you know you subjects well and now your ready for the 
big wide world. Your parents are hassling you into joining some technical division of the 
Orbital, but you want more excitement than just ýxing peopleôs showers. Your proud, 
impulsive, enthusiastic and have a naive and innaccurate view of space travel. Youôve 
read about Scavvies on the quiet, heard the stories and this sounds like the live for you. 
You want to do well, for everyone to like you and be part of a family that ýghts through 
adversity. The small orbital you come from is just too hick, you want to see the starts and 
þy through nebula!

Ex Convict
You know your stuff, but you made a few mistakes and youôve done time in an Star 
Enforcer prison. You have no money and are sick of living in the orbitalôs sheltered 
accomodation. You have to get off this bloody place but no trade vessel will take you. 
You need employment with someone who wonôt ask questions. Youôre worldly wise, 
courageous (the weak obey the law), humble and fearful of committing crime. The 
Scavvy is the perfect way out.

Waster
Youôve wasted you life away with foolhardy pranks and now you need to prove to 
yourself that youôre not worthless. Youôre generally a nice person, but the skills you have 
are not accredited and you canôt get a job. Youôre excited about the Scavvy idea, it will 
give you an employment record and if you donôt like it after a few days, then you can just 
leave. Youôre not really into the whole danger thing, just a steady pay packet and some 
respect.

Sociopath
You donôt like large numbers of people and you have a temper problem. You donôt like 
crowded areas. You donôt like authority too much. You will go with the crowd, only if 
the crowd are going your way. You want to ýght for life a little, but the authorities wonôt 
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allow you to express yourself. Youôve been told to leave the orbital. You know all the 
conspiracies, you tap into all the main information sources and you ýnd it difýcult to trust 
people. The Scavvy is the best place to be, no conspiracies, no trouble, otherwise youôre 
dead. Perfect.

Failed Trader
You lost your ship. You had it all, a crew, respect and your own damn vessel. Now youôve 
lost it all. You just didnôt know when to be humble and listen to others, your selýsh and 
foolhardy manner has meant the end of career. And now, youôre reduced to this: a bloody 
Scavvy, the lowest of the low. You were great and you will be great again, if only the 
bitterness would go.

Dreamer
Where science and art met, you lived. Right on the edge of it all. The money dried up. 
You donôt really understand why, it just went. Youôre virtuous and honest to the point of 
self destruction, but without art, your ýrey temper has nothing to vent itself on. You need 
a job but your qualiýcations are not enough for a trade vessel, so the Scav sounds like the 
best place. Theyôre all oddballs, theyôll appreciate you. 

Skeletons
At this point, you have chosen your personality or concept. This is what makes you 
character tick. Now this needs to be wrapped around a skeleton. The skeletons are listed 
one on a page after this section. Many of the skeletons look the same. This is because they 
are, what makes a Scavvy character is the concept. Youôll notice that each skeleton has 
a primary and secondary role. This merely suggests the sort of skills they have and what 
their function is. Normally, you get one of each type in a crew. It is very rare for a crew to 
be short of any of these types. A short overview is included here to help you choose.

Security
Your main job is ensuring the safety of the rest of the scavvies. Your technical knowledge 
is used to make sure the wreck you are salvaging is safe to work on. You are the one with 
the gun.
Weapon skills and general tech.

Rayengine Technician
Your the hacker, computer freak. Quite often, you ar needed to hack doors open using 
Gaia and for sourcing information about the wreck.
Computer/hacking skills and general tech.
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Colony Technician
When it comes to colonies, you are the bees knees. If it is on or under the ground, you 
know what to get and from where. You can open up the systems in minutes. You also 
know about explosives, getting in and out is important!
Colony skills and explosives.

Zero G Technician
If its in space, you know about it. You are the main drive on most scavenger operations 
because you know the most about þoating wrecks.
Space Craft and Orbital Know skills.

Human Resources
Often, the crew of the wreck arenôt quite dead. At this point they need to be sorted out. 
Also, you know what gets good prices and what the market wants. You are the wheeler-
dealer. The Human resources member also have the task of ýnding new crew members 
when the Captain is busy.
Street and Trading Skills and Empathy / Persuasion.
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Scav Security
security Introduction

The team must get off the wreck in one piece with as much kit as possible. Itôs your job to 
ensure that they do. Once your happy that it is as safe as possible, then you can get on and 
help the others. All hands to the pump. Time is money, but safety is king.  

The Scav Security is there for the safety of the group, the Security member is nearly always in charge 
and report directly to the Captain anything that needs to be known. It is likely that the Scav Security 
team member has some sort of training background, so this needs to be considered when choosing the 
concept. 

Suggested Stats
Battle and Shift minimum of 6, Meat minimum of 5.

Starting Skills
Skills have default starting levels unless otherwise stated.

Music
Law 
History 
Biology 
Physical 
Chemical 
Computer Know 
Med Basic
Pilot Grav (5 x Wit) + D10
Light Firing (5 x Wit) + D10
Heavy Firing (5 x Wit) + D10
Streetýghting (5 x Wit) + D10
Streetwise (5 x Wit) + D10

Mechasys Know (2 x Wit) + D10
Mechasys Systems (2 x Wit) + D10

 
Starting Equipment
5.5 Machine Gun (Arms 5). 2 magazines of ammo for Arms 5. 2.2 Pistol (Nelson). 2 magazines of ammo 
for the Nelson. 2 Changes of clothing. Environment Suit (with communicator and grav pack). Personal 
Effects. 
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