
SEARCH/DESTROY 
A Game by John Wilson 

"Here's your man, Marshal. The warrant said 
dead or alive." 

I dump the corpse of my quarry in front of the 
marshal's desk. The marshal recoils in shock, 
but recovers quickly. He reaches into the desk 
and pulls out a stack of credits as thick as the 
powerpack on my blaster. 

"There y'are. 20,000 credits blood money, mutie." 

I tip my hat to him as I walk out into the harsh 
actinic light of the twin suns. A woman hides her 
children behind her as I walk past. Someone 
spits at my shadow. 

Sometimes I wonder who they think are worse. 
The bounties, or the hunters? 

Still ... It's a job. 

INTRODUCTION 

It is the far future. A series of devastating 
wars has forced Mankind to leave Earth and 
settle the stars. However, the rule of Law does 
not quite reach as far as Man's grasp. The 
frontier is often lawless, and settlers are 
often prey to vicious thugs, scheming criminals 
and fierce aliens. 

Earth, however, has not forgotten her children. 
Where the Law does not reach, money brings the 
Search/Destroy Agent. These are not men. 
Instead, they are the bastard children of 
Earth's wars - mutants. They roam the colonies, 
tracking down criminals with a price on their 
heads and exacting revenge. 

Wherever they go, the Search/Desroy Agents 
are feared and hated. Their mutations mark them 
out from other men, and they are shunned for 
their profession. Some are cruel, 
some are noble. All of them will kill 
you for a credit. 

CHARACTERS 

In Search/Destroy, the players take 
the part of mutant bounty hunters. 
Their job is simple: find criminals 
and collect the reward. 

Characters have the following 
abilities: 

TRAITS  - These are what describe the 
character's abilities. A character may 
have any number of Traits provided 
they have at least one point in every 
Trait. Traits should be neither too 
narrow, nor too wide. Ultimately, the 
referee decides the extent of a Trait. 
The score assigned to a Trait 
indicates how good it is. 

DRAWBACKS  - Whereas Traits are 

generally positive, Drawbacks are negative. A 
Drawback must have a score, like a Trait. The 
score indicates how badly the Drawback affects 
the character. Again, the referee is the ultimate 
authority on the extent of a Drawback. 

POWERS  - Some mutants have been granted 
strange abilities as a result of the changes to 
their DNA. Players are allowed to select a 
Power for their character if they wish. Powers 
also have a score associated with them, just 
like Traits and Drawbacks. 

Players have 15 points with which to create 
characters. These points should be assigned to 
Traits and Powers, with Powers costing double 
(ie, Traits are bought 1 for 1, Powers are 
bought 1 for 2). If a player decides to create a 
character with Drawbacks, they receive extra 
points equal to the number of points they have 
in Drawbacks. 

PLAYING THE GAME 

When a player wants to do anything in the game 
that is not an automatic success, they just roll 
dice. The number of dice they have to roll is 
equal to the score in any Traits that are 
applicable. 

The type of dice used is immaterial. An even 
score indicates a success, an odd score is a 
failure. Only successes are counted. 

The referee must set a Difficulty for each task. 
The Difficulty is the number of successes that 
are required. A Difficulty can range from 1 
(Easy) to 6 (Insanely Difficult). Alternatively, if 
the player is being opposed by another 
character, they can roll the applicable Traits, 
and the character with the most successes wins. 
If a character has any applicable Drawbacks, 

these increase the Difficulty by the 
score of the Drawback, 

There are a number of ways to use 
this mechanic: 

ONE-OFF ROLLS  - Roll against the 
Difficulty. Either the roll succeeds 
or it ails. Useful when the players 
can only have one attempt. 

TASK ROLLS  - If a player is trying 
to complete a long term task, the 
player may accumulate successes 
from each roll. Once the total 
number of successes beats the 
Difficulty, the task has been 
completed. The interval between 
rolls is up to the referee. 

COMBAT  - In combat, the number of 
successes scored against an 
opponent is subtracted from their 
Traits. Once one of a character's 
Traits reaches 0, they are out of the 



combat and at the mercy of their opponent. 

TOOLS  - If a character has an item that may 
help them, then they can have an extra dice. 
Some Traits will need tools to be used, so if the 
character does not have the required tool, the 
number of dice is reduced. 

COMBINING TRAITS  - If two characters have 
applicable Traits that are the same value, the 
may combine them to gain an extra dice. For 
example, two characters with a Trait at 3 may 
combine their Traits to roll 4 dice. A third 
character with the same Trait at 3 would not 
increase the number of dice rolled to 5 (3 is 
less than 4), but two more characters would! 

ZERO TRAITS   - There are some skills that 
everyone has, but which may not have an 
applicable Trait. These are called Zero Traits. If 
a character uses a Zero Trait in a skill roll, 
they automatically get 1 dice. The Difficulty of 
the task is raised by 1. Alternatively, other 
characters in the contest get their applicable 
Traits raised by 1. The Zero Trait mechanic 
NEVER applies to Powers. Either you have a 
Power, or you do not. 

SETTING 

The universe of Search/Destroy is divided. First, 
there are Humanity's core worlds. These are 
worlds that have been settled for many years 
and where the conditions have been bent to 
Man's whim. The core worlds are full of happy, 
rich citizens. Their cities are well policed, and 
crime, while it exists, is quickly detected and 
soon dealt with. Persistent offenders are 
treated with sympathy and care, and brought 
back into society. 

The frontier worlds are wild and untamed. Many 
of them are sparsely populated and have only 
the most primitve amenities. Some of 
them verge on alien space. The 
people who live on them are tough 
and self-reliant. Many of them have 
come to these worlds seeking new 
lives. 

While these worlds are harsh, the 
crminals who exploit these worlds 
are harsher still. It is all too easy 
for a gang to set tmeselves up as 
the overlords of a small colony 
town and exploit the inhabitants. The 
law comes from the barrel of a gun, 
and the side with the most hired 
guns often wins. 

This is where the Search/Destroy 
Agents come in. They are deputised 
by the authorities on Earth to go to 
the colonies and rid them of the 
parasites who feed off their citizens. 
Many of the Search/Destroy Agents 
are little short of violent criminals 
themselves, but they have the law on 
their side. 

All of the Search/Destroy Agents 
are mutants. Very few normal men 
want the job of hunting down their 
fellows, but the mutants are not 
normal. Most of them are the result 
of years of warfare and pollution 
on Earth. Bounty hunting is the only 

job that some of them can do - and it is a 
necessary job. Even so, very few people are 
glad to see them arrive. Wherever a Search/ 
Destroy Agent goes, Death follows in their 
shadow. 

RUNNING THE GAME 

Search/Destroy is a Spaghetti Western in space. 
It is a game where the heroes are not clean cut, 
the morals are ambiguous and violent death is 
always in the shadows. 

The colony worlds are a strange mixture of 
technologies. Atomic steam engines wend 
between towns made from steel shipping 
containers and clapboard verandas. Strange 
aliens in weird finery mingle with humans 
clothed in handmade dresses made of space-age 
fabric. 

Adventures should not be limited to the same 
cycle of locate bounty - kill bounty - get paid. 
Instead, the referee should play with the 
morality of the situation. Are the characters 
good men, trying to do the right thing? Or are 
they degenerates who are only one step 
removed from the criminals they hunt down? Is 
their target truly guilty of the crimes he is 
accussed of, or is he another victim? 

The referee should bring home the 
consequences of the players' actions. Just 
because they have defeated one gang, doesn't 
mean that they are going to be left alone. There 
will always be someone there to challenge them 
and prove that they are tougher. An what about 
the innocent bystanders? How are their lives 
affected by the arrival of the Search/Destroy 
Agents? 

Don't let yourself be limited. 

Anyone intending to run Search/ 
Destroy is advised to make 
themselves familiar with the original 
source material: the comic strip 
Strontium Dog. Although the strip 
currently appears in the science- 
fiction anthology comic, 2000AD, 
Search/Destroy is based on the first 
incarnation of that strip, as drawn 
by Carlos Ezquerra. Wile these 
comics are out of print, anthologies 
of Strontium Dog are available. 

At the very least, sit down and 
watch some spaghetti westerns. 
Anything by Segio Leone is good. I 
would recommend "For A Fistful Of 
Dollars" and "Once Upon A Time In 
The West". The classic western 
"Shane" is also worthwhile digging 
out, as is the 70s TV show "Kung Fu". 

LEGALITIES AND COPYRIGHTS 

All characters, trademarks and 
images are copyright of their 
respective copyright holders. No 
legal challenge or assertion of 
ownership is intended or implied in 
this document. 


