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Chapter One: 
Introduction

As a JumpCorp prison planet, Irongate 
is a melting pot of the worst criminals the 
galaxy has to offer.

Irongate has no guards and no rules beyond 
what the inmates make for themselves. Left to 
their own devices the prisoners have created their 
own culture of violence, greed, and profit.

And there is profit to be made on Irongate. 
Built atop the ruins of a former mining colony, 
the prison operates its own rellium mine. So long 
as the prisoners produce their quota of rellium, 
JumpCorp keeps them well-stocked with food, 
medicine, and occasional luxury items.

Irongate is one part post-apocalyptic 
wasteland and one part cyberpunk dystopia. 
On the one hand, it’s built on cobbled-together 
technology scavenged from the ruins of a hostile 
land. On the other, it’s an urban nightmare of 
overcrowded streets where no one is safe and 
everything is for sale.

No one leaves Irongate. Criminals sent here are 
here for life. Some prisoners see this as a death 
sentence. Others recognize that life in the prison 
colony can be even more exciting and rewarding 
than on other, safer planets. They see it isn’t a 
death sentence; it’s a chance for a new life.

A History of 
Rellium

Irongate is rich with rellium, a mineral 
used in starship construction and rare in this 
part of the galaxy.

Centuries ago, the company MaxMineral 
established a mining colony on Irongate. The 
colony boomed for decades. It grew to include 
not only the mines, but a thriving city with a 
busy spaceport.

But when a virulent plague broke out, the 
machinery that ensured breathable air for the 
colonists broke down. The colony collapsed in 
a matter of weeks. The mining infrastructure 
remained, but no one was left to use it.

More than 200 years later, JumpCorp 
rediscovered Irongate. Realizing the planet was 
too remote, and its environment too hostile to 
efficiently colonize through traditional means, 
the company turned it into a penal colony. They 
began collecting prisoners from around the galaxy 
and bringing them here to work the mines.

Today, the inmates of Irongate have shaped the 
colony in their own image. Prison gangs provide 
structure and organization. A makeshift economy 
ensures that rellium quotas are met and prisoners 
get fed. A whole class of prisoners is dedicated to 
keeping the old technology running.

But it’s a delicate form of order floating atop a 
sea of chaos. It doesn’t take much for the system 
to break down into violence.

Iron 
Opportunities

Although JumpSec doesn’t officially have 
guards or facilities on Irongate itself, it does 
maintain a space station in orbit around the 
prison planet and a cargo staging site on 
Irongate’s moon.

JumpCorp employees looking for a taste of 
the prison planet experience can take on the 
dangerous assignment of transporting and 
processing new prisoners through orbital security 
station 135—commonly known as the “Ice House.”

Others may qualify for the ultimate Irongate 
challenge: working undercover on the planet. 
There are few undercover operatives active at any 
time. After all, the point of leaving the prisoners 
to their own devices is to minimize the amount 
of resources dedicated to the prison. But JumpSec 
likes to keep something of an eye on the planet, 
and spies among the prisoners are a good way to 
know what’s going on.

Planetside, the primary hub of commerce 
and crime is a city called Rellex Point, which is 
surrounded by the poison zone and the outlands.

IntroductIon

3

Sam
ple 

file



Chapter Two: 
CHaracters

As a prison planet, Irongate is home to some 
of most despicable criminals the galaxy has to 
offer. Nevertheless, its inhabitants have created 
a stable society. Violence and chaos are common, 
but those who revel in such things for their own 
sake are usually eliminated by those who simply 
want to live out their lives in peace and whatever 
luxury they can scrape together.

Not every prisoner is a vicious killer or cold-
hearted terrorist. Some are political prisoners, 
exiled here by powerful enemies in their home 
systems. Others have committed relatively minor 
crimes, but have been sentenced here anyway 
because their home courts didn’t have the 
resources or inclination to deal with them. And a 
few might be as innocent of the crime for which 
they’ve been convicted as they claim.

Irongate is a surprisingly political place. 
Virtually every prisoner is affiliated with a gang, 
and each of the planet’s dozens of gangs has its 
own rivals, allies, resources, and conflicts. Some 
gangs, such as Kurza’s Pride, have hundreds of 
members. Others, such as the many “scav gangs” 
roaming the treacherous ruins of the first colony, 
may have less than 20. Successfully navigating 
the minefield of territories and rivalries requires 
a healthy mix of cunning and bravado.

In game terms, prisoners — and those passing 
as prisoners — are well-served to have the 
Intimidation, Persuasion, and Streetwise skills. 
Combat skills are also handy to have, as well as 
Survival (for scavenging the ruins) and Driving 
(for getting around in the outlands).

New Hindrances
Mine Psychosis 
(Minor or Major)

Your hero has spent so long in the cramped 
darkness of the rellium mines, it’s starting to 
affect her mind. While in a dark or narrow space, 
the character must make a Spirit roll or experience 
visual and/or auditory hallucinations. As a Minor 
Hindrance, the distracting hallucinations inflict a 

−2 penalty on all Trait rolls. As a Major Hindrance, 
the hallucinations overshadow reality and 
the penalty is −4.

Twitchy (Minor or Major)
There’s something wrong with the prisoner’s 

nerves. Maybe it’s a psychological scar after 
a traumatic incident. Maybe it’s neurological 
symptom of living in a hazardous environment too 
long. Whatever the reason, the hero’s hands shake, 
subtracting 2 from all Agility and Agility-based Trait 
rolls. As a Minor Hindrance, the penalty only comes 
up when the twitcher is dealt a Club for initiative. 
As a Major Hindrance, he’s got it all the time.

New Edges
Notorious

Requirements: Novice
Inmates with this Edge have made names for 

themselves either as dangerous people or as close 
friends with dangerous people. While among a 
population who are aware of their reputation, 
they have +2 Notoriety.

Ruin Rat
Requirements: Novice, Survival d6+
The character is an expert at sifting through the 

ruins of fallen cities and abandoned buildings for 
items of value. Ruin Rats get +2 to their Survival 
rolls while scavenging, and can pick through an 
area in half the time of a standard scavenging 
attempt (see Scavenging on page 17).

Rumormonger
Requirements: Novice, Streetwise d6+
Heroes with this Edge have a knack for 

“putting the word on the street” and having that 
word believed as true. To spread a rumor, the 
’Monger makes a Streetwise roll while talking to 
those to whom he wishes to spread the rumor. He 
gets a −2 penalty if the GM considers the rumor 
overly outrageous, and a +2 bonus if the rumor is 
similar to what’s already accepted as truth.

IRONGATE
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Gear
Currency

Technically, Irongate’s prisoners don’t take 
credits. Instead, the economy runs on a mix of 
barter, favors, and bits of rellium that have been 
pressed into coins. Each coin is about 2" across 
and has a number stamped into it showing when 
it was forged. A coin is worth $10.

The gangs that run the mine and the factory 
worked together to create the coins in the first 
place. Now they work to regulate quantities in 
order to keep inflation under control.

We Have the Power
High-tech gear requires power to operate it and 

keep it charged. Fortunately for the prisoners of 
Irongate, that’s not a problem.

The colony receives its energy from a series of 
micro-fusion power plants left over from the first 
miners 200 years ago. Barring catastrophic failure, 
these plants will keep going for another 200 years. 
Buildings inside Rellex Point and the poison zone 
are all on the old power grid. Major sites, such as 
the Palace, the factory, and the mines, have their 
own power plants and backup generators.

Personal Equipment
Blink: Irongate’s locally brewed alcoholic drink 

is a nasty, foul-smelling concoction that helps 
spacers forget about their troubles but might kill 
them in the process. Different brews have slightly 
different effects, but drinking a glass of blink 
typically goes down like this: The drinker makes a 
Vigor roll. On a success, the drinker gains a level of 
Fatigue for an hour to represent his intoxicated state. 
On a failure, the drinker gains two levels — but 
ignores all wound and Fatigue penalties beyond 
the initial −1 (he’s definitely feeling no pain). If 
Incapacitated by blink, the character cannot be 
revived for 1d6 hours and any further Fatigue 
levels are taken as Wounds. (1 oz, $10 per glass)

Blue Zone: This versatile recreational narcotic 
can be snorted, smoked, or even eaten. The user 
makes a Vigor roll. On a success, the user feels a 
vague sense of euphoria for d20+10 minutes. On 
a failure, the euphoria is stronger, but the user 
gets a −2 penalty to all Trait rolls while the drug 
is in effect. After the blue zone wears off, the user 
makes a Vigor roll with a penalty of −1 for each 
time he has used the drug. If he fails, he gains the 
Habit (Minor—Blue zone addiction) Hindrance. 
If he fails again, the Habit upgrades to a Major 

Hindrance. More powerful versions of the stuff 
are available that last longer, inflict penalties on 
the Vigor roll, and/or give bigger penalties to the 
user while under its influence. (1 oz, $20 per dose)

Long Range Commlink: This handheld device 
allows voice communication within a range of 
50 miles. Likes its smaller cousin, it can tap into 
broadcast channels such as cellular, satellite, or 
internet services for near-infinite range — though 
unfortunately, there are no such services on 
Irongate. (8 oz, $300)

Orbital Commlink: While this bulky 
communicator is technically portable, its size and 
power requirements mean that users typically 
find a good spot for it and leave it there. The 
device’s range reaches into orbit, though of course 
it can reach farther with a satellite connection. 
(10 lb, $1,000)

TECHNICAL
Most non-ultra tech gear listed in the Science 
Fiction Companion and The Last Parsec 
can be found on Irongate, though the more 
specialized an item is, the rarer it is. Rarity 
does not necessarily equal value, as only useful 
items retain their value in the prison economy.

Communications: Communication technology, 
however, is both relatively rare and useful, so 
it sells for double its listed price. Commlinks 
have only local service (there are no satellite or 
wireless networks available on Irongate), but 
are still hot commodities among those who can 
afford them. Longer range commlinks are rarer 
and more expensive at five times their list prices.

Weaponry: Armor and ranged weapons are 
also more expensive, going for double their list 
prices. While the original MaxMineral colony 
had more weapons, ammo, and armor than 
most mining operations, the majority of such 
items have already been looted and claimed by 
the prisoners, so demand far outstrips supply.

Ammunition: Ammo costs 10 times its listed price. 
The technicians in the factory have finally figured 
out how to recharge the energy packs used to 
power laser weapons, but charge just as much 
for a refurbished pack as they do an original.

characers
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Portable Atmospheric Shelter: This collapsible, 
dome-shaped shelter stands 10 feet tall and has 
a 20-foot diameter. It features a simple airlock 
entrance and a rechargeable 30-day battery that 
powers lights and a small air scrubber. The 
mini-dome, as it’s commonly called, provides 
breathable air as well as protection from the 
elements. (100 lb, $1000)

Protein Bar: This square bar is the standard 
“food unit” delivered by JumpSec supply pods. It 
provides all the nutrition and calories a person 
needs for a full day. (3 oz., $50)

Stims: This broad category of drugs keeps 
workers working when they should be sleeping. 
With each dose of stim, the user feels energized. 
The user also makes a Vigor roll at −2.

If she succeeds, the feeling is just psychological 
and has no physiological effect.

If she fails, the stim takes hold: For the next 
d6+6 hours, she can ignore the Vigor roll required 
for skipping sleep (as described under Sleep in 
Savage Worlds).

If the Vigor die roll is a 1, the user overdoses 
and is Incapacitated. If she isn’t revived with 
medical attention (a Healing roll at −2), she dies in 

a number of minutes equal to her Vigor die. When 
revived, the stimmed character is Exhausted for 
the next d6 hours. (1 oz, $20 per dose)

Vat Slime: This hand-held tube holds a day’s 
supply of “slime” from the prison’s own hydroponic 
vats. While it has all the nutrients of a JumpSec-
issued protein bar, the slime’s foul odor and texture 
make it less popular. Anyone slurping a tube of 
slime must make a Vigor roll to keep from gagging. 
Those who fail the roll are unable to swallow 
the stuff and have wasted it instead. (1 oz., $10)

Weapon Lock: When attached to a handheld 
ranged weapon, the weapon lock prevents that 
weapon from being fired by anyone other than 
the gun’s designated owner. This attachment is 
commonly used on weapons carried by security 
personnel who run the risk of having their own 
guns used against them. The lock consists of a 
sensor in the weapon’s handle and a magnetic 
blocker to keep the gun from going off. The sensor 
is “attuned” to its owner when it’s first installed 
and records the user’s DNA and other signifiers. 
Resetting the sensor requires a password or a 
successful Hacking attempt (see the Science Fiction 
Companion). (1 oz, $50)
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