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INTRODUCTION

SCENARIO LOCATIONS

. Emissary Lost will take the PCs to many new locations on

g Coriolis and Kua that haven’t been described in detail in earlier
Coriolis supplements. The scenario locations are described
with more detail than is perhaps necessary for the Mercy of the
lct;ns campaign - with maps, lengthy descriptions, conflicts and
narrative hook.s, backgrounds'and NPCs - but such information
.might come in handy if your group wishes to return for more E
adventuririg later on:

_Help the skavara society atthe bottom of Coriolis’ Cellar -

dive in the'Baybasin treasure caves - liberate the coal slaves on

- :Vérkéna Ridge - barter in the Conglomerate slums - search for
lpét artifacts in the ruins of the Sultra marshes - and last but not

least, seek out the remaining Emissaries in the far reaches of

the Third Horizon.







'

'THE WAKE OF THE MARTYR

Friends.

We have arrived. /
We are the answer to your prayers. ’

When the night is closing in, we are the light of peace. \
Friends. }

THE WORDS OF THE FIRST EMISSARY UPON ARRIVING AT XENE, CC 60 -
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MAJOR CHARACTERS

* A‘kouba' Kos'h.a - Judicator loyal to the hegemonists.(pa§e~' :
" & Althea- Mysticontherun(pageXX) = - o
& ¢ Aram Yafa - The commando's bait [page XX} -~
¢ Brother Ramas - Samaritan with a guilty conséie‘nce
(page XX)
# Elmeda - Slummer Qufen in the Cellar [page XX)
¢ Johar Quassar - Ambassador for the Zenithian
Hegemony (page XX)
¢ Nigelia Kurahan - Judge with a miasion for the PCs (page
XX)
# Lenove Astir - Cultural attaché and spymagter (page XX)
¢ Salamah ach-Abaud - Leader of the martyr commando . -
(page XX) e
# Sister Robwah - Fundamentalist Samaritan Agkbar (page
XX) FRE I, S S P id
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- has hit awall. Help them;‘byl miaking sure 'th.ey.p_rg'anize

PC INCENTIVES

There are many possible ways to involve the PCs in
the plot of this scenario. They might have a relative
or protegé on Coriolis that has vanished, whom they
know was affected by the strange mystic's disease.
They could also have been hired by their patron

or someone they have worked for in the past. The
opening scene, The Attack, described below, can
also be used. If the group have played through the
The Last Voyage of the Ghazali, the missing Khomina
character can be used as well.

PREPARATIONS

For areally good session playing The Wake of théMartyr,
we recommend some measure of preparation. You

should have read the scenario in its entirety at least once.
Regardless of whether this is the first scenario you play
with your group or if you are already seasoned adventurers
in the Horizon, it is always good for you as the GM to spend
some time getting the PCs’ entrance right. Think of the PCs*
different qualities and backgrounds to determine a suitable
kind of entrance, both for individual charactérs and for the
group as awhole. The group cp_r_la.é;ép'f can be very helpful
here. L

Lastly, we wish to warn you that invéstiga‘tibp stpriés canbe .

a tough affair for you as the.GM. Playersl{ra\_ie an a'nnoyih'g
tendency to overlook even the most obvious 9f clues, and .
there is nothing more bqrind thana mur'de_f mystery that:

the clues theyfind and remind them of things that a player

might forget, but that her PC wouldn't. Ifthey get stuck, use -

one of the'events to get them back on track.1f.things a'rg .
going really poorly, use one of tﬁe major NPCs te give the
groupa pr.lsh in the right direction. Tr.le correspondent Jeyla
Kuhari',.Ahuro of the Guard, and'judicator Akouba-céin sc;._lr’ve

as excellent’sources for tips and leads for example.

.
.
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REFERENCING THE FRIEND

The friend whom the PCs are meeting with is
described below as Noor, a student living in the
Student district in the Core. As the GM, you are free
to modify this NPC as you like, changing the name,
the relationship to the PCs, or gender, profes-

sion, and residence, for example. The NPC is here
referred to with the neutral pronoun ne, nem, nirs,
nemself - instead of he/she, him/her, his/hers, him-
self/herself. The standard use of they as a singular
gender-neutral pronoun has been rejected to avoid
confusion with references to the player group. The
goal is to make the players feel an emotional bond
with the person, or a deep enough sense of duty or
responsibility to make them want to investigate.
Noor’s disappearance is the group's main reason
for solving the mystery [at least to begin with). It is
convenient if Noor lives alone and if the apartment is

easy to access when searching for clues.

ACTION!

The important thing in the starl'_iing'i scene is to engage the
PCsinthestoryina dramatic wayand to estéblisjh the . .,
threat against the mystics. One of the indehepder_rjt'éc't'dré

could also be introduced here. The PCs s,_hd.g;ld leave thé- :

scene with clues leading to people and ;;l_ace_s that réqﬁire
further investigation. You cohl_d use an-'ihfiép_gndent actor’s . '

¥

-tatents to steer the scene. Ahuro of the G'u'a'rd‘c_OUld callfor’ * . it

reinforcements (1-3 DP) if ne'céssary.
Firearms are permitted in the spaceport; just like on the
rest of the' station, as long as the PCs have tfie proper

licenses. 5, f ; ur 4
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THE NEOPTRA SPACEPORT

LEVEL 2 -
DOCKS

LEVEL 1 -
DOCKS

LEVEL 0 -
WAITING HALL

LEVELO -
DOCKS

LEVEL -1 - LOADING DOCKS
(STEVEDORE CENTRAL)

LEVEL 0 - CORIOLIS GUARD

STATION

Intersection of spaceport

L1 _D_DE
co | T [T
L LIJ‘\_HJLQLWLJ

AIRDUCT

“THE CENTRAL"
(CANTINA AND
COFFIN HOTEL)

|:| 10x10 meters

1. The Infirmary

2. Coffin Hotel “Starry Dreams"

3. TheJourney's End Cantina

4. Exchange and bank offices

5. The'Oasis’' courtesan and mas-
sage salon

6. lcon Chapel

7. Guard Point #13

8. Giakovo's Kawah Trolley

9. Customs Point #1

10. Madame Shahari's Chai House

1.
12.
13.
14.
15.
16.
17.
18.
19.
20.

N

1

Spaceport Souk

Travel Agencies

Store

Cantinas

Food Carts and Peddlers
Bathroom

Entrance to the Loading Docks
Passenger Elevators

Cargo Elevators

Fountain

. Airducts to Stevedore Central
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ATTRIBUTES:
STRENGTH 2, AGILITY 2, WITS 3, EMPATHY 5 )

MIND POINTS: 8

SKILLS: Manipulation 3, Mystic Powers 3, Dexterity 2 . .

§l GEAR: Sugar globe, tools, tag with 54 birr, small scarab necklace.

.

ATTRIBUTES:
STRENGTH 4, AGILITY 3, WITS 3, EMPATHY 3

MIND POINTS: 6

.

SKILLS: Manipulation 3, Melee Combat 3, Ranged Combat 2,
Dexterity 1, Mystic Powers 1

GEAR: Personal communicator, temple-mounted personal
sensor, arrash, one bottle of kohol.

21l
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i
ATTRIBUTES:
* STRENGTH 2, AGILITY 2, WITS 2, EMPATHY 2
-
. SKILLS: Melee Combat 2, Observation 2, Ranged Combat 2
WEAPONS: Vulcan pistol, stun gun, shock stick
]
-
; - T . .
ATTRIBUTES: Ao T )
STRENGTH 3, AGILITY 3, WITS 2, EMPATHY 2 = ) i
. SKILLS: Dexterity 2, Melee Combat 2, Observation 2, Ranged
f Combat 2, Manipulation 1 B . ! '
B ARMOR: Armasuit 4 y : = ey .
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0 % . I s b LA ¥ ‘_ % s z
., " e 2
g . L Iy~ .
L AN
.
3 .8
. : : e
. = ] ) - * ¥ "
. .. * . .
.
- -, L
. s )
. . .
- - - -~

2e



g

0
.
.

L& d
‘e

# #.

SR

= A

VED NS AR

.* .-’:.h

y et

il ‘;' )
e SN, '

R Lt
ety

0N @ 2sles )
27 SN T




. -
. 7
i [ =
o
.
.
W .
-
. ’
PR
-
)

g0 during th

Tore E_nd"?t;or;e. 0o
-

1d dreams showing

-

alent Find) —.Whild'j gav .

4

¥ 1 1A




THE WAKE OF THE MARTYR |

REFERENCING THE FRIEND '

In addition to the missing friend, th; commotionin _th'e 3 3
spaceport has brought more eyes on the PCs. Players
who aren’t willing to look for clues and try to sqlveThe
Mysticides will become a part of it whether theywantto -
or not. The Bulletin’s snoopjng journ_alist, Ahuro'é corrupt
guards, or the commando themselves may all be interested
inthe PCs’ actions. However, if you find that_ i'shardto
progress through Act 1 you can instead choose to escalate
the conflict to the disappearance of the Emissary and the
start of Act 2.

“Can't sleep. Don't dare to. I've got the curse,
it's me they are talking about. Everything
they're saying is happening to me.”

“Aram was right. The medicurgs at the
Sanatorium do really listen. Everythmg will be
fine they say.”

"It is contagious they say. Must keep it
within me, must not let anyone else be

affected by this.”

”I have received a gift The Icons have blessed
me! The Emissary spoke to meinmy dreams A
time of Change is soon here!

'”

Noor's Diary

ACT 1

25



ay
=
L]
-
4
>

foﬁgiltheISteV' or

i - s
find as his address s listed

-
o, |‘ ’_pf Ch

out. You can read mor

] et




THE WAKE OF THE MARTYR | ACT1

" [ ]200x200 meters
THE RING o |
AND THE CORE - e - B
* Locations of Interest: m ) ’ | &
01 Student District @
02 The Samartian Sanatorium p
03 Guard Point #37 "t : ;
04 Guard Point #13 : P _ ' ,
05 Stevedore Central ) . ¥
,06 Aram Yafa's Home = ) - 52
07 Headguartersofthe - o m .................................. e A T @
Jt_Jdicat_o.rs' ) ; c2 :
- ‘Cantinas
K1 Madame Shari's Chai House’ ] , : s
K2 Al-Said's Oporium m - -
- K3 Wahib's Cantina 2, :
. . ® A
Plazas and meeting places : _ . i
P1: Qzone Plaza . gl T R
P2:Spice Plaza, P
_ . 'P3:Market Plaza
P4 Spring Plaza
P5:CorePlaza , ‘
Pé: Garden of Seekers . : - 100x100 meters
Avenues L mm @ T
A1 The Promenade . m T
A2 The Core Circle :
Spaceports
S1 Neoptra
S2 Askerio-Val
S3 Vyapaar :
S4 Mercanda A . @ :
Tilv
. LR ! @ ................. ............................. m@ ............. @ .......... i {E:J'
T TUBE STATION SRRt e e P5 T ’
vl VERTICAL TUBE STATION
. ; -
‘ . :
: T T o
: ' v
. b
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AL-SAID'S OPORIUM

At the edge of the Ozone Plaza, wherglthe haggling arms
dealers, light-fingered cyber merchants, and rugs cov-
ered in spare parts give way to simpler stalls &nd kawah
trolleys, one finds Al-Said's Oporium. The establishment
began as a traditional tavern, and became a second home
for Legionnaires and merchants who needed food, drink,
and somewhere to rest during the early hours of the fourth
watch. Dark pillars made of Kuan hardw'oé_q_drap_ed in silk
hide the dirty beams in the ceiling and tﬁe'dus_t')'l ventilation
system. The floors are covered in Sadaalian rugs‘,and the
small tables are lit by sugar globes floating in small pots
of syrup. The proprietor is the Sadaalian hedonist and con-
noisseur of fine drugs Tahir Em Al-Said. He is an ex-Lama
member and has the gang'é signature lip tattoo, framed

by a big beard decorated with pearls. His rough hands are
covered in gold rings and his icy blue eyes are surrounded
by very tasteful face iiaint'ing. Tahir is a respected man
despite his checkered past, andlcan count mény merchants

and deckhands as well as I,.egie_)_r.Ii'I\ai'f'es and gang members. .

among his friends. The-Oporium iS'a calm haven where the

guests leave their shoes atthe door and th‘lgiq gunshol-. .

stered to come together overa purri-ng hoo'k?h, a/nicemeal, e

or arelaxed game of dice.
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EMISSARY LOST
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;
ATTRIBUTES:
STRENGTH 1, AGILITY 2, WITS 3, EMPATHY 4
¢ ATTRIBUTES:
SKILLS: Observation 3, Dexterity 2, Mystic Powers 2 MIND POINTS: 7
GEAR: Personal communicator, tag with 3,500 birr, gambling LML v e & L o Cser e 2
chips from the Sewers and Al-Said's.
WEAPONS: Vulcan cricket
-
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THE WAKE OF THE MARTYR | ACT1

m Pamphlet

.

Handout #1: The Sanatoriu

Do you have nightmare

Are strange things happening around you, or do

. you see visions of thing

; ) et know? If you experience

" you might have the *
that there is no cur

ou couldn't po:
uch as th
" People s .
- but at the Samaritan
Sanatorium, we can help you! You can talk to us
) 2 - everything is kept perfectly anonymous in
accordance with the Samaritan oath. Friends and
le family of those who suffer in silence are urged to
reach out - your loved ones should not have to
carry this burden alone!

Make an appointment or visit us at the Samaritan

anatorium, Avenue of the Foundation 9, the Cor

33
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EMISSARY LOST
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I LOOK FORWARD TO DISCUSSING OUR
COMMON CONCERNS TONIGHT AT
ALKAMAARS. | WOULD LIKE TO ASSIST
YOU IN YOUR CURRENT UNDERTAKING.

MaAY THE GAMBLER SMILE ON YOUR
EFFORTS,

HER EXCELLENCY,
JupGe NiGELIA KURAHAN-DOL-FAHSRA

Investigation intothe mysterious judge Igui"_'a‘han before-'t'he
meeting.using the infonet (the Coriolis core r_ulebookpage
228), CULTURE, or the Fa;:tion' S_tanding:'Th_t_é'C_pnsortium %

-tatent will provide some bene‘ral informa't'ipn:‘.j_udge

Kurahan is aZenithian who has risen quickly in her career

after rulingin a series of high-profile cases at the s_tatibn. o

. o .

INQUIRY! .




THE WAKE OF THE MARTYR | ACTZ2

ATTRIBUTES:
STRENGTH 3, AGILITY 1, WITS 4, EMPATHY 5
MIND POINTS: 9

SKILLS: Manipulation 4, Culture 3

GEAR: Personal communicator with pulse function, expensive s
clothes. Che . B

41
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THE WAKE OF THE MARTYR | ACTZ2

AKoUBAKOSWAJUDICATOR "

SKILLS: Dexterity 2, Force 3, Manipulation 3, Observation 2,

Ranged Combat 3, Command 2

. ARMOR: Judicator armor 7

GEAR: Personal communicator with pulse function, sensor visor.

ATTRIBUTES:
STRENGTH 4, AGILITY 4, WITS 4, EMPATHY 3

43
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EMISSARY LOST

THE FOUR TRANSFORMATIONS

The four bowls most likely represent the four spiritual

trahsformations, or “elements”, although using physical

objectsisrare:

¢ Algol: Physical representations of the four transforma-
tions are mainly found in prayer towers, common in the
Algol system. The lowest, passive form (couscous as life
from the earth) is the bfse from which the other forms
spring; first the reactive form (water as life in motion),
then the active and social form (a candle representing
the fiery intensity and necessity ott\uman relations) and
finally intellect as the crowning stage (burning incense
representing the whirling movement of fre@ thought).

¢ Mira: Miran art uses a wider variety of euphemisms for
the different stages. Different natural phenomena are
common, as are animals. Stone, minerals, gems, and
metals represent the first stage, plants représént the
reactive stage as they can only respond b_tq their sur-
roundings, and animals are portrayed as quial aéents,
interacting with the world and each other. Man‘kind has
intelligence and free will and therefore a moral respon-
sibility. However, humans can - through wrongft;l actions
and thoughts - learn to accept a lower form of existence
and blame the consequehces of their actions on circum-
stances. Accepting the weight of one's free will is a con-
stant struggle. These ideas are present in all Miran art,
architecture, paint'ihg, poetry, and theater. 2

¢ Ahlam's Temple: The faction Ahlam’s Temble also
adheres to the ideas of the fpﬁﬁ.trénsformations, and 2, :
they form a theme recogniza_ﬁ‘nl.é'through the faction’s i = ; i ‘
eight temple dances, one for each for the é_igh; visible . .
Icons. ! ey Ceakn ;

¢ The Circle of Seekers: The Circle’s fol;pv{;_'érs use the i
transformations asa répresentation 'o_f lif(_e ELL de'a_t-h‘: ‘
first comes the skeleton, at the core of ej)(e_ry human )

. . . ‘being, and after that cémgs blood, bod;/'hea.t_, and léstly

breath. Death is life in reverse: the person stops breath-
ing, grows cold, stiffens and begins to fot. The sk_eleion is . 0 ' X2
broken‘down and only stardyst remains. The four bowls I % ' ;

as representations are not used by the Seeker cult. : Y “
. o .
; . ¢

46



THE WAKE OF THE MARTYR | ACT 2

. Sandstone Gallery
. Hall

. Kitchen Alcove

. Sitting Room

. Bathroom

. Bedroom

THE EMISSARY'S RESIDENCE |:| 1x1 meters

o~ O N WN =

THE KIDNAPPING IN DETAIL

To give yoﬂ astheGMa bettéf' understanding of the crime scene, the kidnapping is described in detail below. The description also hints at some of the

Emissary's mystical powers, such as its ability to manipulate sound waves.

¢ The Corﬁmando: Oné of Salamah ach-Abaud's s groups of warriors leave their base in the Cellar after lengthy preparations. They enter the Spire viaa
secret passage leading djrectly to the Abhrra.

¢ False Support: Not knowing that the martyr commando is being manipulated by the Zenithian Hegemony through spy chief Lenove Astir, Salamah accepts
the help offered by Johar Quossar who makes sure that the security systems are turned off for the attack. The commando is also unaware that Astir has
made sure that the meme used can be traced back to the Order.

¢ The Attack: Five members of the Warriors of the Holy Light enter the Emissary’s residence through the main door. The Emissary has seen avision of the attack and
is prepared, so as the door opens, three of the attackers are hit by a powerful sonic blast - a high frequency scream beyond human hearing that pounds organs,
shatters eardrums, and breaks bone, marble, and stone. Two of the warriors are thrown sideways across the room and the third backwards out into the gallery.

¢ Mind Over Matter: The two unharmed warriors open fire with their Vulcan carbines against the Emissary who stands calmly on the rug in the middle of the
room. The first salvo of the silent vibro rounds are pushed away from the target as the air in the room begins to vibrate. The stray shots hit the mosaic'and
knock over a few of the book piles. The guns quiet and the two attackers pale as they watch their hands turn the guns toward each other forced by the will
of the Emissary who has taken a few steps toward them. Shots are fired and the two warriors stagger out of the apartment, severely wounded.

# For the Martyr: The martyr warrlors have minds of steel and two of those wounded in the Emissary’s initial attack spring from the ground agam blood
running from their noses, ears, and a myriad of tiny cuts. One of them charges at the Emissary with a dura knife. Several of the holy texts on the floor
suddenly float up to forma swwlmg shield around the Emissary, withstanding the warrior's ferocious attacks. . ’

4 Wounding an Icon: The Emissary's head suddenly_twitches and slumps forward - it looks down at the hilt of adura knife §ticking out fromits chest through
the dark blue cape. The second warrior who got back up after the sonic attack stands in the corner of the room, now with empty hands. -

# Overwhelmed: The warrior who threw the knife approaches the Emissary and fires several shots with a stun g'un into its neck, after which it:collapses to
the floor. It grabs at the edge of the rug with a bloody hand and'kicks over the stool with the Miran bowls as itfalls.

¢ The Kidnapping: Two of the martyr, warriors now have gunshot wounds, two have been badly damaged by the sonic pulse and one lies dead in the gallery
outside the door,killed by brain ﬁaemormages caused by the sound waves. The four survivors put the Emissary in a bag with grav units attached to it, col-
lect their dead comrade and leave the scene. They use the Abhrra floor's air vents and maintenance shafts to get back down to the Cellar through the hull
of the Spire. The grodp lose their dead iorolher )] lhe ventilation shafts and tlle_ two warriors with gunshot wounds seek out the Sama_ritan Sanatorium for
emergency care under Brother Ramas and Sister RobwaI?. The last two survivors bring lhe Emissary to their base in the Cellar. .
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ATTRIBUTES:
STRENGTH 3, AGILITY 3, WITS 3, EMPATHY 4




THE WAKE OF THE MARTYR | ACTZ2

SKILLS: Command 5, Melee Combat 5, Manipulation 4, Ranged
Combat 4, Observation 3, Infiltration 2

. L] ;
L]
‘.
B "

ARMOR: Armasuit 3

GEAR: Dress uniform with sown-in armasuit, personal communi-
cator with pulse function, tag with 20,000 birr.
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MIND POINTS: 5

B ATTRIBUTES: . . :
O STRENGTH 2, AGILITY 2, WITS 2, EMPATHY 3 . o
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GEAR: Martyr talisman, tag with information (see below), three -
M-doses, one T-dose, one P-dose (Coriolis core rulebook page : : .
113). . :
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THE WAKE OF THE MARTYR |

EXPLOSIVE DECOMPRESSION '

When the chute is vented, all loose .objects are pull_ed 3
toward the opening. If you want to move during the ven_tl'n'g,
you must first pass a hard (-2) DEXTERITY test. If you just
want to grab onto something for dear life, test FORCE at -1,
Both tests count as a slow action (3 A_Ps]. If you wéar an
exo, both tests are unmodified instead. A critical success

is required to help someone else as well, ortosavea loose
object (within Close range if you test FORCE or Short range
if you test DEXTERITY). These rules can also be used if the
hullis breached during space combat or a violent firefight
near the hull of a ship (for example during the attack on the

martyr commando's base in Act 3).

FOLLOWING THE MARTYRS

At the Sanatorium, the PCs can follow the blood trail
to one of Brother Ramas’ operating rooms, but also
onwards down into the Cellar (as the commandos
split up). This is achieved by a successful roll of
OBSERVATION at -1. (As a GM you can now decide if
you want to skip ahead and go straight to Act 3 on
page XX. If the PCs have enough evidence or feel
pressured for time it may be better to just keep up
the pace.)

ACT 2
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ATTRIBUTES:
STRENGTH 4, AGILITY 3, WITS 2, EMPATHY 3

MIND POINTS: 5

SKILLS: Ranged Combat 4, Dexterity 3, Infiltration 3, Melee

Combat 3, Observation 3

:

v i .
. ! ;

GEAR: Personal communicator with pulse function, expensive
clothes.
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' THE CELLAR N

.

It isfabsolutely pitch black around you, and the only sounds come from the ventilation and from condensation drippi.ng off
_anc-ient cooling Systerr_‘is. In front of you, something moves in the darkness, slithering softly across the floor - a native resi-
dent of the Cellar, far from lights and civilization.

The Cellar is the dark undercarriage of Coriolis, a twisted, shadowed, reflection of the world above: dark, damp, and
haunted by creatures whose existence is denied by the station's official representatives. The decay and hostility increases
the further down one goes. Despite the spatial proximity to safety, ships, and other things that make life bearable, the
Cellar might as well be light years away and travelers here are left to fend for themselves. Corridors full of leaking pipes

; lead to giant, empty halls with creaking fans and wailing vents yv_h_ere rusted service platforms and staircases moan unner-

vingly, suspended above bottomless, black pits.

THE UPPER CELLAR

The hiéher levels are pretty much abandoned. They are worn down but essentially in working condition. They are used
every now 3nd then for docking and storage when the Net is busy with some bulk hauler. The Guard patrols the upper
Cellar;but not very often. A more accurate description of the Guard patrols here would be purge patrols, hunting the area’s
few residents Who almost certainly are hiding or smuggling something - or someone.

THE LOWER CELLAR

The lower levels show a rapidly increasing degree of decay. In the weak gravity at the bottom, mad, opor-sick slummers
and semi-intelligences'rule. Carrion eating skavara are quite common. Bundles of fiber optic cables and copper wire hang
from the ceiling as most of the covers have been taken down to be sold or used as building material for huts. The air is thick
with the smell of urine, opor, and fire. Sparks rain down over careless visitors followed by short periods of darkness as
the fuses recover. The gfaviton projectors run on lower effect at the bottom of the Cellar due to sloppy maintenance anld
local slummers, having stolen vital components. Down here (below The Third Sphere, see page XX), the PCs re.ceive a-1to
DEXTERITY, MELEE COMBAT, and FORCE.
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EMISSARY LOST

In The Third Sphere, the PCs can find the following rumors

(some true, some not): s

¢ The Slum Cemetery is the place where the slummers of
old buried their dead. .

¢ Atthe heart of the Cellar lives a terrible "beast” that
devours both bodies and souls.

¢ Smugglers use the Labyrinth for storing and transport-
ing contraband. i

¢ Amad prophet wanders the Labyrintﬁ.-l%lils prophecies
always come true. . ‘ _' : '

# The skavara have a whole village in the Cellar ;Nhere they
grow crops in the light from the central reactor.

+ With the guidance of “The Savior” the people of The Third
Sphere are about to march doWn-‘.into the darkness to
seek a new life, without 'Hardship and sickness.

< Danthé has contacts within the the council of factions,
and has promised that soon The Third Sphere will be rec-
ognized and _iis peéble shallrise from the abyss and take

- their rightful place in the Spire. ¢
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Bl ATTRIBUTES:
STRENGTH 3, AGILITY 3, WITS 5, EMPATHY 5

SKILLS: Culture 4, Manipulation 4, Melee Combat 4, Command 2,

Ranged Combat 2

WEAPONS: Thermal cricket
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ATTRIBUTES: ghL '
STRENGTH 5, AGILITY 5, WITS 2, EMPATHY 3 e

{ SKILLS: Melee Combat 4, Observation 3, Infiltration 1

WEAPONS: Bite (weapon damage 3, CRIT 2J, claws (weapon
damage 2, CRIT 4)

ATTRIBUTES:
STRENGTH 8, AGILITY 6

SKILLS: Infiltration 3, Melee Combat 3

WEAPONS: Bite (weapon damage 2, CRIT 3, poisonous)
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B ATTRIBUTES:
T STRENGTH 1, AGILITY 2, WITS 3, EMPATHY 3
., ' =

MIND POINTS: 6

SKILLS: Manipulation 4, Technology 3, Culture 2, Ranged Combat 2

WEAPONS: Sawed-off grape rifle (hidden under his caftan,
weapon damage 2, CRIT 3)
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ATTRIBUTES
STRENGTH 2, AGILITY 3, WITS 3, EMPATHY 3

MIND POINTS: 6

SKILLS: Infiltration 3, Observation 3, Manipulation 1, Melee Combat 1,

Ranged Combat 1

WEAPONS: Vulcan pistol

e % ,
"
. g
2 [
L/
LN
. »




AT S N\
e o e Sl | R

[N A

Y
"
.
..
'
"
A
L
o
4
.
.
P
:
3
: i »o.
- ;
: 5
o
o
T
i
-
LA TN
-
W
re that
e
i By
id| *‘
i »
1 ‘I | "{\
’ *
L
al
i1
4 lhet
] o - ..
* - : k
W Fi
fé‘\' -

. s Al S T T

R " Tt -'\é‘ =)y ‘-I‘,;. I
’ ok P
2 : A ’3'- "

N

=g S, AT A, .':;,.,,ﬁ %‘gf_c. 7N ‘\‘;ﬁ;}
TN VIS NG A T N IS TN

i
.
o




;*.‘1




Handout #4: The Slummer Queen's Map

- ‘THE RING

WAY OF THE JUDICATOR

Docks

' THE UPPER CELLAR

Illegal Docks

THE THIRD SPHERE

THE SKAVARA MARKET

Bottleneck #2

THE LOWER CELLAR

MARTYR COMMANDO'S BASE :

.
d

Fusion’Reactors

THE SPIRE

.

THE CORE

THE WAKE OF THE MARTYR

WAY OF THE SANATORIUM

Docks

Bottleneck #1

THE CENTRAL SHAFT

Illegal Docks

Broken Elevator

THE QUEEN'S COURT

THE SLUM CEMETARY

THE LABYRINTH.

Filter

Skavara Village

ACT 3
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THE WAKE OF THE MARTYR

Iopen the first door

A small and dark room ;
A tiny slummer passes by outside ‘-
Causing the drapes to move

I open the second door
Fiends!.You drank the dark waters
You thought it made you invisible
Third door, a spacious room

. Without a view

Cascading sparks

Eaten by the silence

Fourth door, a well-lit shaft
Iprovoke and scream

The dirty remains of memories
Fifth door

Shut

None out, none in. Blue!

Door number six says click

Isay “Die, hatch, die”

We cry together

Like we used to do

The seventh door

Tjust walk past it

Anoutlaw

There is no eighth door

But a ninth. Dripping frame
When everyone cries

Things become wet

Andwarm. Like no one.

- The Door's in the Cellar, Bathos Emoud, Mad Poet:

ACT 3
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84

B PERSONAL EFFECTS

Thé PCs will find the warriors' personal effects if they
search the base, or the bodies of the martyr warriors. Some
examples of what they might find are described below:
¢ Prayer Beads: A set of prayer beads in the shapes of
tiny skulls, made from different kinds of wood, stone,
and metal. The wearer®ounts the beads while praying.
CULTURE can reveal that this particular necklace is a
made as a reminder of death, keeping the devout aware
that everything, no matter how sogild and eternal it may
appear, will one day crumble and disappear.
¢ AHoly Book: AZalosian prayer book, honoring the Martyr
and the prophecy of “The Return of Darkness” [a more
complete version than the one recited by Bathos, the Mad
poet):
“There will come a time when mankind turns to darkness
once more N .
When the unworthy speak without tor;gues_' :
When sister betrays sister - =t
When the light of peace nourishes the servants of dark-
ness ;
When brother kills brother
Only they who live in the darkness will see the light”
¢ Talisman of the Martyr: A meteoric iron pendant, shaped
like a serpent. CULTURE reveals it to be Ourbos, the eter-
nity aspect of the Mértyr, worn by soldiers for protection.

The talisman is blessed and provides a +2 bonus when *

praying to reroll, but only wh_eh the act is to avoid direct; %

physical damage, or when.pg‘rf.t'irming a self-sacrificing
test. . - ', -- ,. i DR sy

+ Dagger: Adagger with Za_xlosian w;'iting'dn:it., A_Pﬁ.v!iih'
CULTURE can read theinscription: “Rig_ht{ébus Leveller.”

¢ Prayer Rug: PersorJal prayerrug witr'l _styl_ized spéc_é:‘ ;

ships on it. Small ships and torpedoes [Ifﬂ_q-‘r witlreveal . -

‘them to be injectors) a;‘pp.roac'h a stranQé.—lqt_Jki'ng craft
with crenelated wings. Assuccessful CULTURE test reveals

that the patterns appear to be'from Zalos-B, the _sysfem o

of the heretics. : AT

Y




THE WAKE OF THE MARTYR

THE MARTYR COMMANDO'S BASE

2x2 meters

PENe o~

10.

Area Covered by
Cameras

Transport Shaft

Ladder and Access Tunnel
Hall

Guard Room

Bunk Room and Kitchen
Bathroom

Temple

Hangar

Cages

Stasis Beds

1.
. Ejection Ramp
13.
14.
15.
16.
17.
18.
19.

Drop Pods

Airdock

Hangar Gate

Salamah ach-Abaud's Ship
Demolition Charge
Camera

Air Duct

Broken Camera

ACT 3
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THE WAKE OF THE MARTYR |

THE INJECTOR '

The injector is an armored space séooter carrying pn'e bilpt.
and a passenger, or a metric ton of extra cargo. It’s aln'_uiét
impossible to open without the deacon’s permission and

is fitted with a security mechanism that makes the ship” _ . -
explode if someone tries to break int_o it. This.has-the same
effect as an antimatter torpedo. The self-destruct mecha-
nism is linked to the injector's kinetic intelligence and will
warn any would-be burglars of theirimminent death if they
continue their attempts. Breaking into the ship is hard, but
not impossible. It requires an insane (-3) DATA DJINN test,
while another PC performs a hard (-2) TECHNOLOGY test

at the same time. Success with both tests will disarm the
security mechanism and antimatter bomb, while rebooting

" the kinetic intelligence to give access to the pilot’s seat.

cLAss: | [Karrmerruk shipyards, Zalos)

EP:3

HP: 2

MANEUVERABILITY: +2

SIGNATURE: -3

ARMOR: 2

SPEED: 4

MODULES: Cargo Hold (1 ton, or extra passenger),
Torpedo System (1 Antimatter torpedo, 1 ion torpedo, 4
mines)

FEATURES: Atmospheric Entry, Stealth Technology,
Precise Thrusters (+2 to PILOT when docking or taking
evasive action in space combat), Ship Intelligence (attri-
butes 1, skills 3) <

THE ATLAS COMPENDIUM

Several of the factions in the Third Horizon have per-
formed specialized research and investigations of
the remnant weapon systems and mystical artifacts
left behind and forgotten after the devastation of the
Portal Wars. In the Atlas Compendium module, you
can read more about these technological wonders,

and use them in your own adventures.

ACT 3
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.
-
L
ATTRIBUTES:
STRENGTH 4, AGILITY 5, WITS 4, EMPATHY 5

MIND POINTS: 14 2

SKILLS: Command 3, Melee Combat 4, Observation 4, Ranged
Combat 4, Infiltration 3, Manipulation 3

¢ . L ~, "' ai ' -
ARMOR: Heavy Order armor 7
1 Ly wr et T
5 SRR .

GEAR: Four magazines of homing ammunition for the sacrificial
pistol, AM grenade, throat-mounted link.
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ATTRIBUTES: 3
STRENGTH 3, AGILITY 4, WITS 2, EMPATHY 3 3

MIND POINTS: 5

SKILLS: Melee Combat 4, Infiltration 3, Medicurgy 3, Observation

3, Ranged Combat 3, Manipulation 1

GEAR: Homing ammo, throatmounted link, personal effects (see
suggestions above)
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ACT 3

THE WAKE OF THE MARTYR
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-

THE ICON'S SWAN SONG

As fleshis frozen in time's embrace,

the cage is broken by the nightingale . - :
The sound of her wings is a gift to ali i
but those who perished without names
The song will lead you to the truth

as the butterfly shadows the horizon .

A sigh for my brothers andsisterls, o

in the waves between the éiars, we are one
- Nabi-mu-Qad, the Messenger Emissary on Coriolis
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[ arefull of wonders — from healing herbs and bushes to
" towering trees, from tiny insects to.the mythical Azaéleans. Explorers still
have a long waygo go in thisstrange, steaming world, but a curious traveler
HW?Urel besatisfiedafter a visit to the Hegemony s lmpresswe nature
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THE KUAN CONNECTION | INTRODUCTION

MAJOR CHARACTERS P

The key characters in this scenario are divided i_:e,tween ; ‘-

several different groups with agen:ias that all put t_hém'in.- .

the PCs' way. The central group is the smuggler ring hi_ré'd

by the martyr commando: - :

# ARTYR GHOLAM - shipping akbar and smuggler (page XX):

& RAMSES - leader of the smuggler group Ramsés' Jackals
(page XX) .

¢ TUBRA GHUTAN - foreman for Artyr's ope!'ations inLittle -
Algol [page XX) “

¢ LEOD DOL-QUASSAR - Dabaran noble and smuggler living
in Little Algol [page XX)

¢ JARJA DOUGHA - gun smith and engineer in the dol-Quas-
sar slum palace (page XX)

" The martyr commando themselves are relatively absent

from the story until the PCs close in on their base:

& CHABAUN KHEML - leader of the martyr commando (page
XX)

¢ ATAIA - agent for the Order of the Pariah activated to
clean upin Little Algol [page XX)

¢ KEZIAH-VEN - Vestal onboard The White Butterfly and
agent for the Emperor of the First Horizon (page XX)

OTHER CHARACTERS:

The Astilirban have agents in place to make sure the blame

for the events on Kua and Coriolis falls on the martyr war-

riors and the Order: -

& GADDAR-E-ABRAR - Astiirban agent inside The Warriors of
the Holy Light [page XX)

¢ AKOUBA KOSHA - judicator and double agent for the
Astiirban (page XX)

A few characters of slightly less impoftance also featurein
the scenario: . ;
# RAQUIN BIRBASIL - Syndicate representative inthe jungle
settlement of Baybasin (page XXj
¢ HAQUIM AND AQUEDA - scouts for the Shaukar guerillg at
Verkana Ridge (page XX) '
‘® DALIOSMAN - officerin the Shaukar guerilla (page XX)
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THE KUAN CONNECTION | INTRODUCTION

ALTERNATIVE INTRODUCTION

" & The PCs might have opted for their own ship over the
commando's drop pods at the end of the previous sce-
nario. If they did, they will arrive much later than the
cargo they are chasing, but the Icons are smiling on them
- aterrible storm has ravaged Verkana Ridge and the
pods have not yet been collected. The Shaukar guerilla
are on the warpath however, and will fire on the PCs on
approach, either shoting them down or forcing them to
land in the jungles. Regardless, they will be forced to
undertake the long trek through the jungles described
in Act l. Spare parts for their ship can only be found at
the market in Baybasin (page XX). This might feel a bit
forced, but it will give the PCs a chance to interact with -
the residents of the Ridge, which will affect later events
in Little Algol. As the GM, you could of course skip this
part, but be prepared to alter the rest of the scenario

accordingly if you do.
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EMISSARY LOST

P
Ol
ATTRIBUTES:
STRENGTH 3, AGILITY 3, WITS 2, EMPATHY 2
<
SKILLS: Survival 5 (Sogoi), Infiltration 2 / 4 (Sogoi), Observation 4
1 (Sogoi), Ranged Combat 3, Melee Combat 2, Pilot 2
n: ., . - ,’ ! ! .
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The PCs' Landing Site
 The Shaukar Scout
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SKILLS: Observation 5, Command 4, Ranged Combat 4, Infiltration
3, Melee Combat 3

ARMOR: Light armor 4

GEAR: State-of-the-art Dougha acc rifle with a security system
that prevents anyone but Ramses from firing it, concussion and
smoke grenades, light Ranger armor (+1 to 0BSERVATION, built-in
thermostatic suit to prevent overheating in the jungle), hover
scooter.




THE KUAN CONNECTION | ACT1

SKILLS: Infiltration 5, Dexterity 4, Observation 4, Ranged Combat
3, Survival 3, Melee Combat 1

ARMOR: (0

GEAR: Chameleon suit (+2 to INFILTRATION], personal sensor
and long rifle (Haquim), Legion issue rocket launcher (one-shot,
equivalent of a missile launcher, weapon damage 6, CRIT 1,
Extreme range), simple binoculars, combat bow and 5 frag gre-
nades (Aqueda).
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SENSOR TRACKING

)
If the PCs have a personal sensor, it can be programmed to
track the energy signature of one of the stasis beds with a
successful DATA DJINN test. The sensor must be set to active
mode, which will make the group easier to dete:ct'in return
(+2 to 0BSERVATION for opponents trying'td_spot the PCs
using sensors). Itis also possible to modify an_'énvirt‘mment
scanner or acommunicator (class Ill or above) prthe task,
but this requires a hard (-2) TECHNOLOGY test to accomplish,
and failure risks damaging the device. If the PCs manage to
track the stasis beds, they can folllow-the trail all the way to
Baybasin and through the river delta. If the group is slow,
you can tell them how the signal becomes fainter and have
them test DATA DJINN to recalibrate.




THE KUAN CONNECTION

THE ICON'S LAMENT : .

A herald born of flames, dreaming of life.

By lightning smote and bound, in shackles cold
asice. i

- Nabi-mu-Qad, the Messenger Emissary

SLAVES IN STASIS

If the PCs defeated Ramses and his soldiers, they
will be in control of the nine stasis beds and a total
of six mystic and three non-mystic prisoners,
probably very scared and confused. The prisoners
come from all corners of the Horizon, and traveled
to Kua with dreams of a better life on Coriolis,

only to be drugged and abducted when they got
there. If they are questioned, three of the prisoners
marked with black crosses will reluctantly admit
to having experienced symptoms of the so-called
mystic's disease. If the PCs are fair to the prisoners
and treat them with respect, it is possible that the
Shaukar scouts reveal themselves and offer their
assistance, for example by showing them the way
to Baybasin or by offering to take the prisoners to a
secret guerilla camp on the ridge to enable the PCs

to continue their hunt.

ACT 1
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JUNGLE FEVER RULES

As the GM, you can either treat the jungle fever as a
strength 4 poison, or use the following rules: Jungle fever
is a strength 4 opposed roll vs one of the victim's attributes

(which attribute depends on the cause of the disease) and

" affects either HP or MP:

< Insect and snake bites affect Strength and inflict damage.

¢ Bacteria affects Agility and inflicts damage.

# Lack of food or clean water affects Wits and inflicts
stress.

Failure results in 4 points of damage or stress. The victim
also suffers a -1 to the affected attribute until all the
damage or stress has been recovered. If the victim is
broken by the fever, she immediately suffers a atypical
critical injury (see page 95 of the Coriolis core rulebook]),

loses conciousness, and dies after Dé days of burning fever

and vomiting. A separate MEDICURGY test is required to treat

the fever, in addition to the one required to treat the Broken

condition. "

+ Limited Success means that the victim suffers a -1 to the
affected attribute for 4Dé hours, but nothing further.

¢ Critical Success means that the victim suffefs a-Ttothe
affected attribute for D6 hours, but hothing further.

ACT 1
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THE KUAN CONNECTION |

ARRIVAL AT BAYBASIN

Your eyes are blurry from exhaustion. Every step sends
jolts of pain through your limbs and your bodies are covered
in cuts and insect bites. The humid heat against your skin
makes your fingers want to scratch and claw and never

" stop - you envy the many reptiles you have seen along the
way and their ability to shed their skin. The knotty trunks of
the large trees that grow on Verkana Ridge seem to close
inaround you - a mighty wall of dark green, scarred but not
tamed, despite the Conglomerate's attempts at expansion.
You are at the mercy of the Icons, held hostage by a hostile
planet.

Just as you start to lose all hope of ever finding your goal,
you catch a glimpse of the blue sky through the trees.

The jungles’ suffocating grip wanes and the smell of fire,
cooking and human civilization greets you as you near the
edge of the forest. The fertile lowlands beyond Verkana -
Ridge stretch out before you in stark contrast to the green
nightmare behind. A network of jetties and docks criss-
crosses between the orchards and plantations that cluster
on the banks of the Conglomerate’s lifeblood, the Ramishah
delta. On the edge of the giant sinkhole that used to be the
Hyderas spaceport, you see the end of.yourjourney ~the
junk town of Baybasin. )

ACT 1
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EMISSARY LOST

B ATTRIBUTES:
STRENGTH 2, AGILITY 3, WITS 4, EMPATHY 5

MIND POINTS: 9

SKILLS: Manipulatio ulture 3, Observation 3, Ranged

Combat 2

i g '_'.' Bl ARMOR: Protective vest 1 (equivalent of a short armasuit)”

it GEAR: Transactor with 5 000 birr, jewelled sheath (Birbasil
y el ne Artyp - heirloom, worth 7 000 birr), personal communicator with pulse
; B AR A e N function.
" bt =
r . e e ) .
L i » . o
v § ! .
. . : - = R ——
3 . . .
.
. = »
: bad 2
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THE KUAN CONNECTION | ACT1

ATTRIBUTES
STRENGTH 3, AGILITY 3, WITS 2, EMPATHY 2

’ ’ ’
MIND POINTS: 4 Tt

SKILLS: Melee Combat 3, Ranged Combat 2, Observation 2,

Infiltration 1, Pilot 3 (exo squadron)

S ¥ = ATTRIBUTES:
. ) . . ' STRENGTH 3, AGILITY 4 , WITS 4, EMPATHY 2 (DALI 3)

8 WEAPONS: Vulcan carbine, dura knife or scrapyard exo (see
below).

MIND POINTS: 6 (Dali 7)

SKILLS: Infiltration 5, Command 4 (Dali), Dexterity 4, Observation

4, Manipulation 3 (Dali), Survival 3, Melee Combat 1 (Dali 3)

ARMOR: 0, Protective vest 1 (Dali)

GEAR: Chameleon suit (+2 to INFILTRATION (Dali), simple _
binoculars. »
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.

We made our way through the outskirts a few hours ago and are nearing proper civilization.
Traffic in the delta has been more intense around the trading hubs further up, and is now slowing
down and evening out — a steady stream of fishing boats, river peddlers, and barges are now
accompanyingus down the Ramishah toward our shared destination.

At first only a small dot on the horizon, it now towers, a mighty pylbn pointing to the heavens -
the Monolith. Space — and aircraft of all imagjrjable makes and models swarm around it like bees
around a hive. As the shadow of the colossus falls over us, the river narrows and the surrounding
wilderness gives way to human settlement. A'mixture of smells ~.cooking, spices, sewage,
incense, sodp, Cr{emc;tion - greet us, carried on th_é evening breeée. .

We havearrived in the shantytowns that surround the Spear of the Icons, the bustlmg
microcosm known as the Conglomerate R e

My Journey Down the'River -a Tr'a\'/l.ele_r's'Acc.ount —'jiané dol-Hrana "\
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THE KUAN CONNECTION |

"They think they are the masters. That their
white towers are the ones ruling Kua.

But they are just dried corpses under a
merciless sun. They are already dead."

Yjala Bakou, Freedom Fighter

CYCLADE CELEBRATIONS

At the beginning of In the Footsteps of the Martyr, the rec-
ommended date was nine days before the start of the new
year. Preparations for the Cyclade were well underway -
onboard Coriolis, although the mysticides and the dis-
appearance of the Emissary ruined the holiday spirit for
much of the station’s population. On Kua however, most are
unaware of what has been going on in orbit, and this cycle’s
celebrations will be as lively as ever. Tarrabs alnd traveting
circus groups performin even the sméllest neighborhoods
and enormous amounts of food are being prepared for thé
annual feast. Unless the PCs have wasted tim'e_and missed:
the Cyclade, the celebrations mighf coincide with their stay
in Little Algol.

ACT 2
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Z

THE MONOLITH AND
SURROUNDINGS

« Don:Dasha

N

.

ITIRAM

TALDIRA

DURSAMBE s

Shahig
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THE KUAN CONNECTION | ACT?Z2

GEAR: Frag grenade, stun grenade, battering ram (FORCE +2J,
medkit (MEDICURGY +2), sensor sights (RANGED COMBAT +1)

ATTRIBUTES:
STRENGTH 3, AGILITY 3, WITS 2, EMPATHY 2

@ SKILLS: Ranged Combat 3, Infiltration 2, Melee Combat 2

ATTRIBUTES:
STRENGTH 4, AGILITY 4, WITS 3, EMPATHY 3

MIND POINTS: 6 B ATTRIBUTES:
e S STRENGTH 5, AGILITY 4, WITS 3, EMPATHY 3
L .

SKILLS: Ranged Combat 5, Melee Combat 4, Dexterity 3,
Infiltration 3, Observation 3, Force 2, Medicurgy 2

MIND POINTS: 6

131



EMISSARY LOST

MIND POINTS: 12

P ATTRIBUTES:
: STRENGTH 2, AGILITY 3, WITS 5, EMPATHY 5

SKILLS: Observation 5, Dexterity 4, Infiltration 4, Manipulation
3, Medicurgy 3, Melee Combat 3, Ranged Combat 3, Culture 2,
Technology 2

-

GEAR: Whatever she may need at the moment

SKILLS: Force 4, Command 2, Melee Combat 2, Ranged Combat 2

:

WEAPONS: Sawed-off grape rifle, light axe (weapon damage 3, A e,

CRIT 3, not Heavy)
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: The tunnels lead only forward. S
Like an arrow leaping from its string, o
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Living, still, in deatf. All that was shall be
again.
- Nabi-mu-Qad, the Messenger Emis.s.ary
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.

THE HEGEMONY’S BETRAYAL

Behind the curtains, the marriage of Theda Din Hrama to
Marok dol-Quassar has actually been orchestrated by min-
isters in the Cabinet of Thousands along with Lenove Astir,
the Astirban’s spy chief. Astirban agents impliéd toLeod
that a very beneficial marriage-proposa{-rﬁight be coming
his way if he accepted Salamah ach-Abaﬁd's cg:')'ntrac’t. The
Din Hramas are fully aware of Leod’s intentions.v;fhile going
forward with the betrothal, and intend to break off the
engagement as soon as the martyr commando have played
their partin the Hegemony’s plar_\s.’_A-s Aedon never intends
to see the marriage contract fulfilled, the disdain he and
his fellow hegemonists feel toward the “slummer prince”
might shine through their polished-facades in the small
hours of the night as wine'and narcotics begin to loosen the
visitors’ tongues. Din Hrama'’s bodyguards ar;e part of the *
security detail for the party, by!;'é:fe'bnly focused on the
well-being of the Zenithian'gué.s.ts:'and won't lift a finger to
help Leod’s family or any Bf'tlhé‘other partz-goefs'. )

. e
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THE KUAN CONNECTION | ACT?Z2

ATTRIBUTES:
STRENGTH 3, AGILITY 4, WITS 3, EMPATHY 2

MIND POINTS: 5

SKILLS: Ranged Combat 3, Melee Combat 2, Observation 2,

Dexterity 1

WEAPONS: Expandable baton, Vulcan carbine
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i .
ATTRIBUTES:
s STRENGTH 3, AGILITY 3, WITS 3, EMPATHY 4
MIND POINTS: 7
-
. SKILLS: Culture 5, Manipulation 4, Command 2, Science 1
GEAR: Communicator with pulse function, expensive clothing.
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ATTRIBUTES:
STRENGTH 2, AGILITY 3, WITS 5, EMPATHY 3

MIND POINTS: 8

B skiLLs: Technology 4, Science 3, Data Djinn 2, Medicurgy 2,
Manipulation 1

THE KUAN CONNECTION |

MIND POINTS: 9

I SKILLS: Manipulation 3, Melee Combat 3, Ranged Combat 3,

Command 2, Dexterity 2, Observation 2

i ARMOR: Protective vest 2

ATTRIBUTES:
STRENGTH 4, AGILITY 4, WITS4, EMPATHY 3

ACT 2
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ALSIRSAH

The Alsirsah is originally a Dabaran traditional feast where
the families of the betrothed meet to finalize the terms

of the wedding. The life bond concerns not only the happy
couple but their families as well, and the Alsirsah marks
the end of an often length® period of negotiations over the
two sides’ respective duties toward one another. The party
is usually thrown by the family who marries upward, to
show that they are worthy of the com.ilng union.

During the banquet, Leod makes a welcome speech prais-
ing both the Din Hramas and the other guests® they will act
as witnesses when the final contract is signed, making their

opinions of the host very important.

“Honored guests and friends, | welcome you withall my ;
heart to the Alsirsah. Tonight, we celebfaieﬂthe union of

the dol-Quassars and the noble Din Hrafnas, ;_z'a'ragohs of

Zenithian light and wisdom, whom we have to thénk for

opening our eyes to a new Horizon.

Marok dol-Quassar of the proud Dabaran blood 2 exalted
Dabaran who stalwartly fought off the darkness during the
Long Night! - seeks the hand of Theda Din Hrama, a child of
Ardha, a bringer of light from humanity’s cradle.

Honored guests, today is a proud day. May the Icons hear
us as we raise our glasses toward the Monolith.and pray for
their blessing of this blood bond May they gu:de us to honor
our history and welcome the future

Dearest of friends, may yo.u_r.gups never run dry, your
plates never be empty and y{:u';'spirits lose fhem?sg(veg ..
in music and dance - may this Alsirsah beé fond m'émd'ry'
for all of us until She the most Merciful cames to grace us
with her.slumber. May this day mark the blrth ofa bnghter
tomorrow.™

- Leod dol-Quassar, Dabaran Nobleman

. . »
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EMISSARY LOST

THE WORKSHOP
Altar
Bedroom
Main Workshop and Warehouse
. Loading Docks
Empty Stasis Units
Cages
Spare Part Storage
wcC
Jarja's Workshop
. Elevator
. Stairs
. Nekatra
. Weapons Locker

@ N o2

P T S Y
W N = O

1x1 meters
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THE KUAN CONNECTION

THE ICON’S REFLECTION
The butterfly’s wings shadow the Horizon.
- The pain of birth awaits us

between moments lived and moments lost.

The mirror defines the distance
between reflected and reflection.

- Nabi-mu-Qad, the Messenger Emissary

ACT 2
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THE KUAN CONNECTION | ACT3

FLYING

If the PCs choose to fly to the marshes, the trip
shouldn’t take more than half an hour, but the radio
interference makes for unreliable sensor data and
the thick mist surrounding the palace makes it diffi-
cult to navigate manually. The sensor operator must
first pass a demanding (-1) DATA DJINN test to cali- .
brate the ship’s outer cameras. Each six on the roll
gives the pilot a +1 to her PILOT test. The ship must
maintain a low altitude to get underneath the fog,
which puts it at risk of colliding with the taller ruins.
To avoid a collision, the pilot must pass aninsane
(-3) PILOT test (potentially modified by the result

of the sensor roll). Failure means 1-3 points of
damage and forces the group to make an emergency

landing at a location of the GM’s choosing.

INTERFERENCE

As the PCs enter the marshes, coms and otherradio equip-
ment begin to falter. Static and bursts of atonallwhining-
cause the equipment to restart over aﬁd over. Strong com-
municators [classes Il and above) can still be used until ihe
PCs reach the silent downtown area, after wh'ic_h they also -
fail. A successful SCIENCE test informs the PCs that their
gear is being jammed by an active transmitter somewhere
nearby. A successful TECHNOLOGY test can further reve:al a
‘patternin the interference that can be traced using a tabula

by passing a demanding (~1) DATA DJINN test.
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THE KUAN CONNECTION | ACT 3

ATTRIBUTES:
STRENGTH 3, AGILITY 2, WITS 4, EMPATHY 2

8 SKILLS: Survival 5, Dexterity 3, Melee Combat 2, Observation 2

"
-
L
ATTRIBUTES: .
STRENGTH 7 (5*), AGILITY 7 (3*)

ATTRIBUTES: SKILLS: Observation 5, Dexterity 3, Melee Combat 3
STRENGTH 3, AGILITY 3, WITS 2, EMPATHY 2

WEAPONS: Cocoon attack (weapon damage 3, CRIT 3), suffocation

(see atypical damage on page 95 of the Coriolis core rulebook)

SKILLS: Manipulation 3 (Jor), Ranged Combat 3, Dexterity 2,

Melee Combat 2. Each person also has a skill level of 3 in the skill
associated with her crew position.

% -
WEAPONS: Vulcan carbine or grape rifle, dura knife e : :

i W -
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LANDING A SHIP

If the PCs used their ship to travel to the Sultra and man-
aged to navigate all the way to the palace, they“c:aﬁ land on
one of the terraces outside. Landing saféli{ requires aPILOT
test at -1. Failure resultsin 2 point§ of démagé tothe ship.
As the PCs disembark, you could choose to subje& them

to either the Landslide or Sinkhole effects above without
spending DP. The landing has made the surroundin.g area

unstable. i ok
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EMISSARY LOST

.

.
ATTRIBUTES:
STRENGTH 3, AGILITY 4, WITS 4, EMPATHY 3

MIND POINTS: 7

SKILLS: Melee Combat 4, Ranged Combat 4, Infiltration 3,
Manipulation 3, Medicurgy 3, Observation 3

E Oere g
et s e, . ) GEAR: Homing Vulcan rounds, throat-mounted link, personal
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MIND POINTS: 6

SKILLS: Dexterity 6, Mystic Powers 5, Melee Combat 4, Force 3

ATTRIBUTES:
STRENGTH 5, AGILITY 4, WITS 3, EMPATHY 3

WEAPONS: Bite (weapon damage 2, CRIT 3)

THE KUAN CONNECTION

ACT 3
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THE ICON’S GRACE . g

The fragments come together,

a thousand faces for the shadows.

My children, my beloved,

hear my song and'become it. ., "3 ’
Inyour darkest hour, = . - .

hear my song and defend it.

Sing brothers, sing sisters,

singit. : .
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= Nabi-mu'_-'Qad, the Messe"Flger Emissary
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THE INTERROGATION DRUG

You can either choose to use the regular poison rules for a
strength 6 poison or use these, more advanced, rules: The
drug forces the affected person to roll an opposed Empathy
vs poison strength 6 test. The special batch uskd to drug the
Emissary is instead a strength 12 poison.

Failure results in 6 points of stress, which almost cer-
tainly results in the person becoming broken. The victim
also suffers a -1 to Empathy until all of her HP a:nd MP have
been restored. If the victim is broken by'thi_a stress suf-
fered, she also suffers an atypical critica;l'inju_fy [paée 95
of the Coriolis core rulebook) and dies after Dé de.lys unless
treated with MEDICURGY. Despite being broken, the person
is not unconscious, but rather in a trance-like state'. She can
only move if explicitly told to. .

Limited Success results ina-1to Empathy for 4D6 hours,
but no stress.

Critical Success results in a -1 to Empathy for Dé hours,
but no stress. S
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THE KUAN CONNECTION |

NO LOOSE ENDS

Agent Gaddar is waiting for the right time to call for
extraction from his Monolith masters, but since the Vestals’
visit, the priot has been on alert and makes sure that some-
" oneis always watching the prophet. This is not Gaddar’s
biggest problem however: unbeknownst to him, he has
become a liability and a target for the Astdrban. If Akouba
Kosha has accompanied the PCs all the way to the hospital,
her orders include silencing him.

If Gaddar manages to send a message to the Astirban,
they respond by calling in an airstrike on his position. They
have no intentions of extracting their agent, instead aiming
to take him out while at the same time neutralizing the
martyr commando to make sure they hold all the cards
when the day comes to present evidence against the Order

to the Council. Black torpedo drones, painted with symbols

from the Order’s holy scriptures are sent to the Sultra. Just
as the PCs have secured the area and are about to call for
backup, the drones strike (see the Death From Above event

on page 179).

ACT 3
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The Prophet
Martyr Warriors

Sensor Operator
Chabaun

. Walkway from Palace
. GravLoader
. Entrance (Terrace and
Defense System)
4. Backdoor

. Sentries

. Water-Filled Elevator
Shafts and Stairs
Neodym Chests
. Admission Hall (Laser :
Communicator in
Eastern Corner)
. Corridor

. The Temple
. Dormitory
. Chabaun's Room
. Waiting Room
. Altar
. Drug Lab
. Cells
. The Emissary

3x3 meters

i
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FINDING THE FRIEND .

The campaign began with the PCs going off to find their
missing friend Noor, and you could consider giving them
some good news as a rewlird at their journey’s end - Noor
might still be alive. If you are a benevolent GM, replace one
of the surviving prisoners above with Noor. Should you
wish to give them a completely diffel;elnt sense of closure
however, have them find their friend dead among the flayed
bodies on the floor. .

OTHER WAYS OF GETTING INSIDE

Since the flooding of the basement and the collapse
in the east wing, the main entrance is no longer 2, ]
the only way in. Agile PCs could attempt to climb i = _ i .
the rubble to get to the roof of the east wing and -
then attack the sentries from above. This approach
requires that they first swim up to the wall without
being seen (INFILTRATION -1) and then climb the
unstable rubble (DEXTERITY, critical success or ) .
.. . spotted by the guards). i §0 o
Another way inside is to dive down and find a crack fii
in the wall leading into the flooded basement. This g - MR Y e
requires diving gear, or some equivalent cybernetic I th: ¢ i

or bionic sculpt, plus a successful DEXTERITY test B s
at -1. Once inside, sneaking past guards is resolved i = L8
with opposed INFILTRATION vs OBSERVATION tests. s
._' ‘J .
L]
.
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ALSIRSAH

The Alsirsah is originally a Dabaran traditional feast where
the families of the betrothed meet to finalize the terms

of the wedding. The life bond concerns not only the happy
couple but their families as well, and the Alsirsah marks
the end of an often length® period of negotiations over the
two sides’ respective duties toward one another. The party
is usually thrown by the family who marries upward, to
show that they are worthy of the com.i'ng union.

During the banquet, Leod makes a welcome speech prais-
ing both the Din Hramas and the other guests® they will act
as witnesses when the final contract is signed, making their

opinions of the host very important.

“Honored guests and friends, | welcome you withall my
heart to the Alsirsah. Tonight, we celebfei_el_the union of
the dol-Quassars and the noble Din Hrafnas, géragohs of
Zenithian light and wisdom, whom we have to tha}nk for
opening our eyes to a new Horizon.

Marok dol-Quassar of the proud Dabaran blood 2 exalted
Dabaran who stalwartly fought qff the darkness during the
Long Night! - seeks the hand of Theda Din Hrama, a child of
Ardha, a bringer of light from humanity’s cradle.

Honored guests, today is a proud day. May the Icons hear
us as we raise our glasses toward the Monolith-and pray for
their blessing of this blood bond May they gu:de us to honor
our history and welcome the future

Dearest of friends, may yau_r._cups never run dry, your
plates never be empty and your spirits loslg_fheqﬁkg(veg g
in music and dance - may this Alsirsah be'a fondniémdi'};
for all of us until She the most Merciful cames to grace us
with her.slumber. May this day mark the blrth ofa bnghter
tomorrow.™ . ;

- Leod dol-Quassar, Dabaf'aﬁ nobleman

.

MIND POINTS: 11

.
ATTRIBUTES:
STRENGTH 5, AGILITY 5, WITS 3, EMPATHY 3

SKILLS: Command 5, Melee Combat 5, Ranged Combat 5,

Manipulation 3, Infiltration 2, Observation 2

ARMOR: Animate glyph armor




GEAR: Martyr talisman (+1 to one RANGED COMBAT or COMMAND

roll), throat-mounted link

THE KUAN CONNECTION
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ATTRIBUTES: ATTRIBUTES: !
STRENGTH 2, AGILITY 3, WITS 4, EMPATHY 4 STRENGTH 4, AGILITY 4, WITS 2, EMPATHY 3

MIND POINTS: 10 MIND POINTS: 5

SKILLS: Observation 5, Culture 4, Manipulation 4, Ranged Combat SKILLS: Melee Combat 4, Infiltration 3, Medicurgy 3, Observation

4, Data Djinn 3, Melee Combat 3 3, Ranged Combat 3, Manipulation 1

ARMOR: Light armavest 2

ARMOR: Light Order armor 5

GEAR: Two reloads of homing Vulcan rounds (RANGED COMBAT +2),
GEAR: Martyr talisman (not blessed), hidden class Il communica- throat-mounted link

tor, incense burner, prayer tower
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react to the event, b.

i ‘;_pe-just mystics as befo
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THE ICON’S REFLECTION .

The butterfly’s wings shadow the Horizon.

The pain of birth awaits us

between moments lived and moments. lost.

The mirror defines the. distance ' J
between rjeflected and reﬂectzbn

VoS . A

- Nabi-mu-Qad, the Messenger Emissary
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WEAPONS:see the Darken Mind ability below 7

ACT 3
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THE KUAN CONNECTION | ACT3

. .
The PCs have seen E] vision of the Second Horizon and landed on Xene and used their incredible powers to
g its golden world Argonnas The smger in the field was * i _ keep their new hest bodles alive during thelr escape “
) Urni en- Argonnas, a mystlc from the highest ranks of_ from the depths of the g9as glant Urnii is the mystic . i .
sl =, the Symmetryknown as a Santulan - “They who bal- - whose vessel would become known as Nabi-mu-Qad,
. ance the universe”. Five of these spl_rltual- leaders man- . the Messenger Emissary. None of this.is for the eyes of
aged to transport their minds to the Third Horizon usiné the plaYers of course, but it will feature rnore promi-
an anuent mystic power called resonance originally nently in future installations of the Me'rcy carnoaign. In
: y dlscovered after the Portal Wars by the Symmetry s * .the meantime, it is enough if ine players begin to real-
- ~ chief mystic, Rima en-Aldaan. The five mystics inserted 3 ize that thejr story is,moch more complex than it first F
% ] " their minds into a group of explorers that ha't:lf crash * *  appeared. ; S
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The song leads us to the truth,
under a great, winged shadow.
A moment’s reprieve for my brothers and sis
united in the waves in the void.

-NABI-MU-QAD, THE MESSENGER EMISSARY
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EPILOGUE

THE ATLAS COMPENDIUM

¢ You can combine this chapter with much of the informa-
tion found in the Atlas Compendium supplement for even
more detailed plots.
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TABLE 01: THE EMISSARY

D66 ICON KNOWN AS SYMMETRY MYSTIC HOST BODY

11-14 THEMESSENGER* Nabi-mu-Qad Urni en-Argonnas Alam Dania, Mira
15-16 THEJUDGE Hukim-mu-Qad Unknown ** Yori{ig om-Khalil, Altai
21-26 THE DANCH‘ Kama-mu-Qad Aisha en-Barka Harish Verma, Mira
31-36 THE MERCHANT Karob-mu-Qad Hiam en-Lamra Faisal Kham, Kua
41-46 THEFACELESS ONE Hane-mu-Qad Chera en-Megrina Leila Hatami, Dabaran
51-66 FALSE EMISSARY "(choose one of the above) - TS

* THE CHILDREN OF THE SONG: Bear in mind that the death of the Messenger Emissary changes much on Coriolis.
** THE SPIDER’S WEB: The Judge Emissary disappears from the Xene station, leaving much political uncertainty in its wake.
*** THE IMPOSTER: Someone is impersonating an Emissary: a mystic gone mad, someone lusting for wealth and power, or a

Nazareem'’s Sacrifice cell setting a trap for the PCs.

TABLE 02: MISSION SUGGESTIONS (SEE DESCRIPTIONS ON PAGE 195)

D66 PLOT i FdCUS SUGGESTED LOCATION

11-12  The Curse of the Abdusala Yasin Sabaaha and the dead crew Kua and one location of your choice
13-14 The Faceless Scavenger Emissary, the Faceless One Yastapol/Odacon
15-16 The Caged .Dancer . Emissary, the Dancer : . e Sadaal/Zalos
21-24 The Miran Explorer Alam Dania, possessed prospector o T Mira
25-26 The Kuan General Emissary, the Dancer/the Mer.chan{ : Uharu/Algol
31-32  Inthe Shadow of the Monolith Emissary, the Mercl‘lant/the_'Fa-\celess One Menkar/Kua
33-36 The Spider's Web " Emissary, the Judge : ~Xene/Border Space
41-42  lzar's Prisoner. 187 Emissary, the Dal.'t.-.t;er/the Faceless One Erequ
43-44 The Merchant from Kalidha  Emissary, the Merchant ' Dabaran/Uharu/Hamura
45-51 The Impos"téll' e ... ChooseanEmissary from table XY Anywhere
53-55 . The Miner'sDilemma. ot -The ﬁiéféfoid Exports mining company Any system with an asteroid belt
. 56-62 The Fate of the Sultra o S - s g "*.. Kua,Cataract27
63—6_6 The Children of the Song" . - En?i.séall'y_,'the'_M'é§ser;ge.r h Fals: Cdl_'ipl:i,s';/Kua
. S . e %
: | .
. - \ ’ : s -
. 4 ; ; :
. .
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TABLE 03: MAJOR PLAYERS (CHOOSE ONE OF EACH) '

11.7 ALLIES ANTAGONISTS .~

11-15  The Foundation The Zenithian "
Hegemony

16-23 The Legion ADabaran pasha -
ATTRIBUTES: 24-31 TheFreeLeague ;I'he Syndicate
STRENGTH 3, AGILITY 3, WITS 6, EMPATHY 6 32-35 The Mogul fleet The Astirban

' : ' 36-42 The Draconites Algolan slavers’ b
i 8 * Seekers Pariah
52-54 The Judicators Nazareem's Sacrifice

fl SKILLS: Mystic Powers 10, Culture 8, Science 8, Manipulation
§ 6, Observation 6, Command 5, Dexterity 2. Skill level 5 in one of 55-62 The Syndicate The Foundation
Medicurgy, Technology, or Survival.

63-66 Ahlam's Temple Rebels

. ; : TABLE 04: THE EMISSARY’S ENTOURAGE

D6 ENTOURAGE

1 ALONE: THE EMISSARY IS HIDING OR HELD CAPTIVE

2 LOVERS: THE EMISSARY IS BEING COURTED BY ONE
e OR MORE LOVERS

. ) 3 FOLLOWERS: THE EMISSARY IS ACCOMPANIED BY A
y ' GROUP OF SYMPATHIZERS

4 APOSTLES: THE EMISSARY IS BEING WORSHIPPED
BY A GROUP OF FANATICS

5 WATCHED: THE EMISSARY IS EITHER TRAVELLING,
WITH AN ESCORT OR WITH ITS CAPTORS

6 HUNTED: THE EMISSARY IS BEING HUNTED BY A
GROUP AIMING TO CAPTURE ORKILLIT

TABLE 05: TYPE OF LOCATION

D6  LOCATION (EXAMPLES)

1 AMONG TRAVELLERS: PILGRIMS, VAII;A_BONDS.
NOMADS "y

i i 2 ACREW: SPACESHIP, RESEARCH STATION_

3 ACAMP: SOUK, REFUGEE CAMP, REBEL BASE

’ 33 4  ANOUTPOST:'COLONY, PORTAL STATION, BULK
e : s HAULER

5 A SPACE STATION: LARGE SPACE STATION, NOMAD
" A SWARM

e o . . "7 % .. &  ACITY: THE CONGLOMERATE, A CAPITAL CITY
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TABLE 06: THE EMISSARY'S MANIA

D66

MANIA . DESCRIPTION

11-22

Latent divinity The Symmetry mystic and the explorer share co‘ht'r'ol [ trle host body without knowledge of each other,
: taking turns at the wheel. This results in the host body never sleeping. The mystic can only use its
powers when in control of the vessel.

23-31

Blind faith The Emissary has convinced itself that it octually has become the Icon it presents itself as. It for-
. .gets everything about its past, both as explorer and myst|c Empathy and MPs are raised by 1 and
Reputatlon israised by 2." o .

32-34

Decay PONCEIG The host body is dying, but the mystlc 's mind is clear. It is forced to replace parts of the body with
* cybernetlcs and blomcs Choose five cybernetic or bionic talents but lower Reputation, Strength, and

. HPs by 2. *

35-41

Blood lust e The mystrc has beeh corrupted by the darkness and suffers fits of murderous rage (costs 1 DP). Lower

Reputatlon by 4; but raise Aglllty and HPs by 2.

42-44 "

Wanderlust & “The mystic is no longer fixed to its orlglnal host body, and wanders temporarlly between the different
» worshippers that surround it. When the mystic ‘switches bodies, use the stats of the new vessel but
raise Wits and Empathy by:2 and MPs by 4. When the mystic forces itself into the mind of a new host
. (costs 2 DP&} it must win an opposed MYSTIC POWERS test. Failure means its spirit is scattered across
" the cosmos. i .

45-54

Under the influence " The mys_tlc can only control its host body when it is under the influence of alcohol or drugs. The
. - » . explorer tries to.stay away from the'strange blackauts, but the mystic spirit keeps tempting it with just
+ one more hit..LowerWits.and MPs by 1, but-ralse Aglllty-and HPs by 2. The mystic may act normally
whenin control of the drunk body

55-66

Phobic | . Themysticis more or. [ess in control.gf lssfvessel but has developed an uncontrollable phobia. Can be
activated as a Personal problem at tife cost of 1-3 DPs, depending on'its severity.




TABLE 07: RESONANCE POWERS

D66

POWER (LEVEL)

EPILOGUE

DESCRIPTION

*

Recreate (I): REGENERATION

Test MYSTIC POWERS instead of MEDICURGY when treating the mystic's own |njur|es May
test even if broken, but at -2.

11-12

Recreate (11): SOOTHING TOUCH

Test MYSTIC POWERS at +2 instead of MEDICURGY when treating any form of injury; on
anyone.

13-15

Recreate (I11): SCULPT

The cells are instantaneously recreated. 10 HPs and 4 MPs are restored, qrie‘c'ritical
injury of your choice is healed and the mystic gains a natural armor rating of 6 for four’
hours. .

16

Recreate (IV): RESTORATION

. AWLHPs and MPs are restored, all RPs and critical injuries healed. Permanent effects

from prewoﬁs injuries are also healed. The power can be used on the mystlc itself or Y
on another person within Close range.

21

. Translocation (1): MIND WALKER

-

Equivalent to the Mind Walker talent on page 78 of the Rulebook.

22-23

Translocation (I1): SPIRIT SHIFT

The mystic can enter a trance and have its spirit leave the body. The spirit moves ten
meters per slow action and experiences visual, auditory, and rudimentary emotional
input from within ten meters. The spirit cannot affect the physical world but can move
through thin objects. If the host body is damaged, the spiritimmediately returns to it.

2425

Translocation (Il): ASTRAL TRAVEL

The mystic can enter a trance and have its spirit leave the body. The spirit moves freely
through any material as well as through vacuum at its normal movement rate. Tiny and
Small objects can be lifted. Winning an opposed MYSTIC POWERS test allows the mystic
to temporarily possess another being. Damage to either of the host bodies resultsin
the spirit returning to the original vessel.

26 .

Translocation (IV]: TRANSLOCATION

The mystic can send its spirit to a place it has previously visited in the flesh, regardless
of distance. Winning an opposed MYSTIC POWERS test allows the mystic to possess
another being for an indefinite time, or until the new host body dies. If the original
vessel is destroyed while the mystic is away, its stays in the new body but suffers a
mania (see page 337 of the Rulebook).
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1.7

POWER (LEVEL)

DESCRIPTION

31

Telekinesis (1): TELEKINESIS

Equivalent to the Telekingéié talent or; page 78 of the Rulebook.

32-33

Telekinesis (I1): TELEKINETIC BLAST

Ablast capable of knocking people to the ground. AMYSTIC POWERS attack (weapon
damage 3, CRIT 2, Short range). Sixes rolled may be divided between targets within
Close range of each other. .

34-35

Telekinesis (Il): BARRIER

Reaction. Concentration. Loose objects from the surroundings form a shield around
the mystic. Armor rating 6. Each extra six rolled adds a +3 to the armor rating. Passing
through the barrier requires winning an opposed FORCE vs barrier armor rating test.

36

Telekinesis (IV): MASTER BARRIER
L)

Concentration. Heavy objects from the surroundings such as rocks, metal, and the
ground itself form a shield around the mystic. The barrier has 10 HPs, covers everyone
within Close range of the mystic and cannot be passed through. People on the outside
risk losing loose items or weapons unless they pass a FORCE test. The barrier can be
moved or hurled at targets within Short range as a mystical attack (weapon damage 4,
CRIT 1). This destroys the barrier.

41

Control (I): STOP .

Equivalent to the Stop talent on page 78 of the Rulebook.

42-43

Control (I1): PREVENT

The mystic can stop an opponent's action or reaction (including attacks) by winning an
opposed MYSTIC POWERS test. If the mystic wins the roll, each level of success lowers
the opponent's APs by 1. If the opponent is reduced to 0 APs and there are extra sixes
Lleft on the roll, each remaining six results in an Initiative penalty of -2 for the opponent.

44-45

Control (I11): FORBID

Reaction. Slow action. The mystic can hinder multiple persons in sight from performing

",actions. Test MYSTIC POWERS. Each six rolled stops one person from acting in her slot in

the turn order. Extra sixes can be used to lower the Initiative scores or MPs of affected
opponents by 1 per extra six.

46

Control (IV): DOMINATE

Like FORBID above, but the mystic may also choose to maintain its control of the

-.affected characters (concentration). The victims may attempt to break free by achiev-
“ing a critical success on a MYSTIC POWERS roll (may roll once per turn in combat, or

once per minute out of combat) but are otherwise unable to perform actions. Each turn
(or minute) under the mystic's dominance, all victims suffer 2 points of stress. When
avictim is reduced to 0 MPs in this way, the mystic can assume direct control of the
person and guide its actions for as long as the victimis in sight.

51

Mind shift (I): PREMONITION

Equivalent to the Premonition talent or]'pa-ge 78 of the Rulebook.

52-53

Mind shift (11): MIND READER

Equivalent to the Mind Reader tqlérii on pége 78 of the Rulebook.

54-55

Mind shift (_III]: SOUL READER

The mystic can read the mind of someone within Extreme range, including her deepest,
most detailed memories and emotions. The mystic remains in control of its own body
while doing so and doesn’t have to concentrate.

56

Mind shift (IV): MEMORY STEALER

i

e

The mystic can alter someone's memories (one strong or a few weaker memories). The
affected memories are permanently replaced with false ones, but turn into echoes that
may appear in dreams around the location where the mystic used the power.

61

, Destroy (I): SENSE POSSESSION.

: 'T_he mystic ean senseif aperson or object is possessed. The mystic understands the
s int-en'tibns of the intruding spirit but not what or who it is.

62-63

Destroy (I1): EXORCISM

: Equlvalent to the Exorcism talent on page 77 of the Rulebook.

64-65 -

DESTROY (111): BIND .

The mystic- can expel an mtrudlng splrlt from 1tself someone else, or an object and
force itinto anather person.or object by winning-an opposed MYSTIC POWERS roll.

. The splrlt is bound to the:new person or object until the mystic falls asleep or loses

conscwusness

66

DESTROY (1V): BANISH

Like EXORCISM above, but the expelled entity is altogether destroyed and can never
return. The spirit’s intentions and emotlons linger llke echoes in the location of the
banlshlng R .
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NON-PLAYER CHARACTERS

A

Akouba Kosha 43, 143
Althea 19

Aqueda 104

Aram Yafa 31

Artyr Gholam 117
Ataia 132

Awl 74

Ayaam’sha 183

B 9
Bathos Emoud, Mad Poet 79
Beast, The 79

C
Chabaun Kheml 175 o
Coriolis Guards 22

D
DaliOsman 119
Darius 164

E

Elmeda dol-Parnasso, Slum Queen 72

F
Frax 73

G
Gaddar-e-Abrar 177
Goba the Lame 73

H
Haquim 104

J ' ’ -
JarjaDougha 142 =~ °

Jeyla Kuhari 32

Johar Quassar 52

K .
Kahnara 73 e oy

Lenove Astir 53
Leod dol-Quassar 142

M ok

Martyr Co_rrimando. as Guards 22

.Martyr Commando Base' 83 *

Martyr Warriors 88 .y
Martyr Warriors, Garden of Seekers 61
Merk Ahuro 2T = 2

. - .

N .

‘Nepotha 164

Nesteras Defense Forces 131
Nigelia Kurahan-dol-Fahsra 41

R ”
Ramas, Brother 55
Ramses 104
Ramse's Jackals 102
Raquin Birbasil 118
Robwah, Sister 53

S

Salamah Ach-Aboud 88
Slummers 80

Sultra, Ghosts of 165

T
Tubra Ghutan 131

MAPS

Banquet Hall 151

Baybasin 116

Conglomerates 131

Crash Site 103

Emissary’s Residence 46

Garden of Seekers 60

Martyr Commando's Base, The Hospital 173
Spaceport Neoptra 20

Workshop 148

HANDOUTS *

Handout #1: Sanatorium Pamphlet 33
Handout #2: The Judge's Invitation 40
Handout #3: Brother Ramas Map 66
Handout #4: The Slummer Queen's Map 77
Handout #6: Message to Artyr 101

Handout #5: Artyr's Manifest 123




