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Thank You!
“This is a message for all captains and crew among the stars. Thank you! Thank you for checking out Distress
Calls for Space RPGs. I hope you enjoy your stay!”

Thanks and More

In the following pages, you’ll find 5 free distress calls for your Space RPGs. Feel free to use and enjoy these
for your games!

If you want more distress calls for your space RPGs, please check
out the full version at:
•

drivethrurpg.com

•

itch.io

If you have any feedback for Distress Calls for Space RPGs, positive or critical, please send them to me via
twitter (@paperdicegames) or email: paperdicegames@gmail.com. I can respond to you there! Thank you for
your suggestions and comments!
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On the Loose
“Mayday! They’ve gotten loose! We’ve got…” A loud mooing...or braying…overtakes the mic. “...I repeat,
they’ve gotten loose! We’re flying blind!”

What’s Happening

Dalton Buck, captain of the Bronze Horizon, is in the middle of transporting a significant amount of large,
beefy livestock. Somehow, the livestock have gotten out of the cargo bay, and are now meandering across
the entirety of the ship. The livestock are large, and prone to startle easily. To keep themselves safe from a
possible stampede in close quarters, the crew have barricaded themselves in the engine rooms, and wired up
a way to communicate their mayday message from there. Because of their location, no one is on the bridge
(except possibly some livestock), and the ship is flying blind.

What’s Next
If the characters board the ship, there are a few suggested solutions below.
Animal Handling: The livestock are big, beefy, and possibly dangerous. But an experienced animal handler
should be able to go room by room, round up the livestock, and secure them back in the cargo bay.
Stealth, Science, Knowledge: Being able to safely navigate through, or around, the livestock to the bridge,
would allow a pilot to steer the ship to the nearest starport for appropriate help. This may require stealth,
understanding of the livestock, or even intimate knowledge of the nooks, crannies, and passages of the ship.

Stampede! Any failed attempt to get past, or round up the livestock, results in a Stampede Check. To make a
Stampede Check, roll 2d6. Then add 1 for each previous Stampede Check rolled. If the number is 10 or more,
a stampede occurs! A stampede will kill 1d10% of the livestock in panicked movement. Any character caught
in a stampede must make a successful athletics or similar check to avoid getting trampled to death.
Resolution
Dalton Buck is an honorable man. If the characters can help steer the Bronze Horizon to a nearby starport for
further assistance, or if they are able to round up the livestock, he’s willing to offer 10% of the profits from
sale of the livestock, to the characters.
Of course, profits decrease when livestock are killed in the panic of a stampede, or by a more ‘run and gun’
style solutions from the characters.
Regardless the outcome, if the characters help Dalton Buck, they will always have a friend among the stars.
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The Call from Nowhere
*static*…”Let’s kill them.”
*static*…”How? I can’t, it’s too hard. Would a screw driver work?”
*static*
What’s Happening

Divya Das is the captain of Skyline, a small passenger vehicle. The Skyline continues to fly normally, despite
the above distress call. Divya Das is unaware of any distress call made from her ship, and none of her crew
made a call at all. It’s a mystery to all of them.
A young boy by the name of Casper Bram is also aboard the ship. Casper is psionic. He’s also currently experiencing nightmares every time he closes his eyes, and he’s struggling to contain violent, psionic outbursts,
spurred on by an insidious voice in his head. No one aboard the ship, not even his mother Dorothy, know of
his abilities. The distress call the characters heard are manifestations of the conversations in Bram’s head.

What’s Next
Divya Das: Captain Divya is willing to let the characters aboard her ship if they apply a little pressure
(consider admin or bureaucracy, diplomacy, persuade, intimidate, etc.)
If the characters board the ship to help, there are a few suggestions below.
Psionics: If a character is talented in psionics, they will know someone with psionic abilities is on the ship,
and upon seeing Casper, will know the distress call came from him.
Meeting Casper: If the characters walk around to meet the crew and passengers, they will eventually meet
Casper and Dorothy Bram. Dorothy knows Casper is struggling with nightmares, and with a little investigation, she will tell the characters all about her worries, fears, and hopes with Casper (she wants him to be a
pilot, fears for his health, and isn’t sure how to help him through his nightmares). When the characters walk
in on the mother and son, Dorothy is giving Casper a hug, and Casper his holding a screwdriver in one hand.
Resolution
If the characters are able to persuade Dorothy and Casper to leave the ship, or give Dorothy significant help
for Casper’s psionic abilities and voices, Captain Divya and the Skyline fly off to their next jump uneventfully.
If the characters are unable to persuade Dorothy and Casper to leave the ship, don’t offer help, or are otherwise unable to meet the psionic child, the Skyline and those aboard are doomed.
Captain Divya will navigate the ship to jump distance, and then, just before jump, the characters will hear:
*static*…”The screw driver, it’s taking too long.”
*static*…”Then try fire.”
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The Gambler
“She took my ship! My ship’s being taken from me!” You can hear a loud clanging in the background. “My
ship’s being taken, help!”

What’s Happening

Archie Montagu, captain of The Lucky Dice has just lost his ship in a high stakes gambling game to one of his
rich passengers, Bri Karas. Now, Bri’s bodyguards are attempting to commandeer the ship, and Archie has
barricaded himself on the bridge, thinking he’s been cheated some how. The high stakes gamble had drawn a
crowd, and was observed by most of those on the ship. Archie’s crew is unsure what to do, and is standing
by, not sure who their boss is now. Both Archie and Bri will encourage the characters to board the ship, each
believing they are the rightful owners of The Lucky Dice.

What’s Next
If the characters board the ship, there are a few suggested solutions below.
Gamble: While Bri is certain the ship is rightfully hers, she’s more than willing to put The Lucky Dice back on
the table in another high stakes game. Will the characters join the game? And do they have enough collateral
to buy in?
Admin: Changing ownership of a space vehicle requires quite a bit of paperwork, even if the transfer of ownership is born from informal circumstances. The characters can use this to their advantage, and de-escalate
the situation on The Lucky Dice. The only question is—who will the characters back?
Persuade: There is a small chance to persuade either party they are somehow in the wrong...but perhaps
more creative solutions can be found. For example, the characters can suggest that Bri keep Archie on as captain, if he agrees she won the ship fair and square.
Resolution
Neither Bri nor Archie are willing to escalate the situation to violence.
If the characters help Bri Karas take ownership of The Lucky Dice, she will be a potential patron in the future,
given her high social standing and significant wealth. Archie Montagu will wallow in self pity at the nearest
Starport.
If the characters help Archie Montagu take ownership of The Lucky Dice, he will be a potential ally in the future, as he travels quite a bit. Bri Karas will likely only remember the event as “the time she almost won a
ship” when retelling the story to her gambling buddies.
In the future, both Bri and Archie are always up for another high stakes gambling game.
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The Cave Rescue
“Mayday, mayday! We’ve established communications with several asteroid spelunkers, who have experienced a cave-in. They’re still stuck inside the asteroid cave! If anyone has any ideas, or any availability to aid
in the rescue, please come quick! We’re located on an asteroid at…”
What’s Happening

Asteroid spelunking is a fringe extreme sport that some of the locals in this area participate in. Currently, several asteroid spelunkers have experienced a cave-in, and are stuck inside an asteroid. They are unhurt, but do
not have a path back to the surface. They will run out of air in a few hours.
The distress call comes from a growing number of responders who have landed (or are orbiting near) the
large asteroid where the spelunkers are stuck. Here, they are brainstorming ways to help the spelunkers,
gathering resources to see what is available, and sending for more help, as they realize they are working
against the clock.

What’s Next
If the characters decide to help, there are a few suggestions below.
Drive—Mole, or Excavating: Characters with an excavation skill, or the ability to drive a digging machine
(often referred to as a mole) can be of great use here. With the proper equipment (which may show up), a
successful, yet difficult skill check, will result in a life-saving tunnel being dug. However, failure may result in
further cave-ins, threatening the spelunkers. There may be many opportunities to assist in this undertaking,
such as sensor checks, comm and ops checks, etc.
Remote Ops: Drilling may be a safe way to buy time. If drilling equipment can be procured, a character could
make a remote ops check (or similar, depending on the machine) to create a small tunnel to the spelunkers.
Through this tunnel, oxygen and other goods can be passed.
Explosives: As a last resort, explosives may be attempted to reach the spelunkers before time runs out. This
would be a very difficult skill check, and failure would almost certainly doom the trapped spelunkers.
Resolution
As the distress call begins to be broadcasted through the system, local news picks up the story. The story is
first published as the characters arrive on the scene. Over the next week or two, the story expands from system to system, as the drama of the cave rescue slowly trickles across the expanse of space. Several influential
business owners even mobilize engineers and resources to assist in the rescue. Finally, weeks after the resolution of the rescue, the full story is told, and system after system are enthralled with the drama.
If the characters were at all involved in the rescue, their ship, and possibly their names, will be remembered
by many as they travel from place to place. If the characters end up being central to “The Cave Rescue”, as
the crisis will become known, the characters will be receiving pats on the back, and random congratulations,
anytime they are in a populated area for the next few months.
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All Day Audit
“Mayday…we’re getting audited by some sort of clerk. He’s citing literally everything. I’m not sure he’s legit. If
anyone out there hears this, I’d really appreciate some sort of...I don’t know...verification or something. Even
a third party witness would be appreciated at this point.”
What’s Happening

Mae Shepard, captain of the Rough and Tumble, has been boarded by a Goods Auditor of the local system.
The auditor, Morrison Peckham, is citing everything, just as Captain Shepard says. He’s already cited the
Rough and Tumble for carrying too many goods, for carrying too much variety of goods, for missing several
permits, for not announcing their Starport intentions, and for slightly injuring his foot while completing his
audit. The worst part, is that Peckham is only about a quarter of the way through his audit, and has a long
way to go on his checklist. Mae Shepard is convinced she’s getting scammed, or at the very least, a rotten end
of the deal, and is whispering out a distress call to see if she can get help.

What’s Next
If the characters decide to help, there are a few suggestions below.
Administration: Characters with a strong administration skill can challenge Peckham’s audit up to this point.
This would occur over three administration checks. Each check is of average difficulty, and represents goods
violations, procedure violations, and safety hazard violations. Each success reduces fines for the Rough and
Tumble, and essentially negates that part of Peckham’s audit report.
Advocate: In a slightly different direction, characters with a strong advocate skill can challenge Peckham’s
presence on the ship! While he accuses Captain Shepard of skipping procedures when entering the system,
no doubt he missed a few official procedures himself while approaching the Rough and Tumble. A successful,
difficult, advocate check might remove Peckham’s legal right to be aboard the ship.
Bribe: Money speaks, and the characters may instead opt to bribe Peckham. While he is a man with a strong
(legal) code of conduct, he’s willing to accept a bribe—provided the price is high enough.
Resolution
Characters who fail to remove Peckham from the Rough and Tumble, or bribe him, will empower the bold
auditor. This will cascade into more Goods Auditors becoming bold, increasing the administrative audits in
the system over the next few weeks.
Characters who are able to help Captain Shepard and stop the audit, will find an enemy in Auditor Peckham.
Anytime the characters stop in the system, they can expect to be audited, either by Peckham or an associate.
Captain Shepard is thankful, and always pays her debts. Her crew is a rough bunch. Should the characters ever send a distress call out themselves, asking for help in a violent situation, Captain Shepard won’t hesitate to
help if she is anywhere nearby.
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