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INTRODUCTION

Welcome to The Last Cyclade, the second installment of the
Mercy of the Icons campaign. Over the course of the featured
scenarios, the simmering factionary conflicts in the Third
Horizon will intensify as the Nazareem’s Sacrifice re-emerge
from the shadows. Their secret meddling in the politics of the
Third Horizon now threatens to change the cluster for good.

THE LAST CYCLADE consists of three parts —
an introductory mission, a series of scenario
locations and short adventures, and a grand
finale that will shake the Third Horizon to its
core. The events in this book take place over
the course of almost a full Coriolis cycle, or one
Kuan year. Unlike the events of Emissary Lost —
which unfolded exclusively in the Kua system
and only hinted at the darker days ahead — The
Last Cyclade will take the PCs on a journey far

BACKGROUND

across the Third Horizon and introduce them
to the rapidly escalating proxy war between the
First and Second Horizons.

The Background section below describes
the events and conflicts leading up to the first
adventure. Later in this chapter, you will find
a summary of the three adventures, and also
a section with tips and guidelines meant as a
support for you Game Masters, when planning
and running sessions at the gaming table.

The Last Cyclade begins with the Legion tracking
a strange sensor echo to a moon in the Uharu
system. A volunteer crew is recruited to inves-
tigate it. To give you some necessary context
going forward, this section describes both the
events that set the stage for The Last Cyclade
and a couple of the powerful players that will
take part in the coming war between the First
and Second Horizons.

THE LAST VOYAGE OF THE
GHAZALI

The First Horizon’s strike against the Colonial
Agency’s Tsurabi mining colony in the Taoan
system prompted the rescue mission whose
catastrophic failure is described in The Last
Voyage of the Ghazali. The old Ghazali liner
itself fell into the Hamura star, and countless
smaller vessels along with the Legion destroyer
Zafirah were wrecked by a massive energy
discharge from the portal between Hamura
and Taoan.

#: THE EMERALD DISC

The few survivors that managed to make it off
the Ghazali carried with them the liner’s emerald
disc, the “black box” containing information
about the ship’s final hours before its destruc-
tion. The dynamically encrypted data on the
disc — unobtainable even for the sharpest data
spider or djinn intelligence — ended up in the
hands of the Consortium’s Special Branch who
managed to extract a detailed sensor data log
of the Zafirah’s fate as it disappeared through
the portal.

THE GHOST IN THE PORTAL

The Zafirah went through the portal to Taoan, but
encountered something on the other side. The
retrieved data log describes a couple of seconds
of something that looks like an attack inside
the portal itself. Several ship sectors are hit by
unknown projectiles — some form of antimatter
torpedoes. A mysterious sensor shadow is also
found in the logs: a signature that appears out of



nowhere, changes inexplicably and then vanishes. Something
either accompanied the Zafirah into the portal, or waited for
her in the dark between the stars, but this is all that can be
surmised from the data contained on the disc.

This unknown something was in fact a First Horizon butterfly
ship, which the PCs will come to learn during the first scenario
of this book, The Uharan Echo.

AFTER THE DEATH OF THE EMISSARY
Centuries of war between the First and Second Horizons
have depleted much of their arsenals and resources. The
destruction of the First Horizon’s Imperial armada at the end
of the Portals Wars, along with much of the Odacon system,
was an especially hard blow. The conflict entered a much less
intense phase after the end of the Wars, and both parties
have used the time since to carefully infiltrate and position
themselves in the Third Horizon. After the discovery of the
dead Emissary in the abandoned Foundation hospital on
Kua, the balance of power between the factions in the Third
Horizon shifts dramatically.

#+ PARIAHS ONCE MORE

The investigation into the murders and kidnappings carried
out by the Warriors of the Holy Light during Emissary Lost
leads to a massive backlash for the Order of the Pariah, despite
their best efforts to wash their hands of any dealings with
the splinter group. The people of Coriolis have made up their
minds — they have seen the Order’s “true” colors. Only the
poorest of the poor still visit the Sanatorium in the Core, and
dwindling enrollment at the Medicine Academy threatens to
put it out of business. Pogroms become commonplace both
on the Ring and in the Core — anyone with a noticeable
Zalosian accent, a traditional Zalosian monochrome caftan
or with a Martyr prayer tattoo would do well to stay indoors.
The Order’s representative at the Council of Factions, Sister
Almas, has protested the station administration’s inability to
care for the safety of all of the populace, but gotten the cold
shoulder from the rest of the Council.

In Zalos, onboard the scroll ship Belit-Sheri, the prophets
and grand masters of the Martyr Council are also debating
the fallout of the splinter group’s actions. Although having
officially renounced the Warriors of the Holy Light and
their extremist ways, the clergy all agree that the ancient
darkness has returned once again. They know of their
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THE HUNT FOR THE EMERALD DISC

Ifyour group played The Last Voyage of the Ghazali,
the PCs may have beenthe ones whoretrieved the
disc. This may require you as the GM to add a couple
of events to the story torelieve themof it. In The Last
Voyage of the Ghazali, the Consortium offers the
PCs 5,000 birr forthe disc. If they turn the deal down,

Special Branch agents will come afterthem, using

blackmailand/or violence against their patron or

loved ones to intimidate theminto giving in.

GM'S EYES ONLY

BETWEEN THE PORTALS

The portalsinthe Third Horizon are commonly
viewed as two identical pointsintime and space,
thusallowing forinstantaneous and perfect passage
between them. However, portaljumps out of hyper
sleep have shown that some unknown force appears
to exist between the portals - something that can
attachitselfto living matter. This seems to contradict
the prevalent theory onthe workings of the portals,
and several noteworthy scientists are currently
working on alternative explanations.

Inactuality, the jumping ship travels througha
stream of warped spacetime, constantly fluctuating
between the portals. Awaking mind may experience
the jumpas eternal, but navigationinstruments and
ship djinn willnote no time loss atall. The woven
structure of the portalfields dampens the massive
corruption within the passage, but the jumps are still
afocal pointand catalyst for the raging darkness
between the stars and the tiniest of errors can lead to
unimaginable disaster.

The First Horizon has mastered the corruption
between the portals and the Vestals may therefore

performwaking jumps, or lingerinside the portals to

ambush unsuspecting passers-through.
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ARDHA AND TERRA

The legends about the cradle of humanity are
many. The prophetsin the Circle of Seekers claim
thatmankind rose from the waters of Terra, gifted
life by “Ahm," the Mother, an ancientaspect of

the Merchantappearingasanold crone. The very
oldestof the Mogul fleet's songs also mention the
All-Mother. The Zenithians, Algolan settler tribes

and the prophets from Menkar all have rich mythic
tales of Ardha, the First Home.

ALOST WORLD

nemesis’ mastery of corruption and lies, and now face a
difficult decision: shall they circle the wagons and remain
pure, shutting Zalos from the rest of the Horizon, or seek
alliances with other groups and factions, even if doing so
means they risk exposing themselves to the First Horizon’s
manipulations?

#t ZENITHIAN DISCORD

According to the Zenithian Hegemony, the actions of the
Martyr commandos, the death of the Emissary and the growing
Zalophobia are all signs of the Consortium and the Coriolis
Guard’s appalling incompetence. In turn, the Consortium has
hidden away the second of the Emissary Icons, the Judge, and
posted two Legion destroyers, the Salema and the Ramarah,
at the Kuan portal station to monitor all passage into and
out of the system. Tensions both outside and within the
Zenithian ranks are mounting — fast.

#+ THE CHILDREN OF THE SONG

After the demise of the Emissary, a cult called the Children
of the Song (Emissary Lost, page 201) has begun spreading
on Coriolis. These ascetic mystics say they can hear and feel
the song of the dead Emissary reverberate through the dura
beams of the station’s skeleton and in radio static around
the planet below. They have established contact with smaller
groups such as the Atbaé Alri (Emissary Lost, page 196) and
certain Seeker cults to expand their knowledge and influence.
Many new mystics who have accepted their fate have joined
the Children to find shelter, and to develop their abilities.

#+ THE FIRST HORIZON

Behind the curtains, the Third Horizon has once again
become the battleground for the First and Second Horizons’
endless war.

Through the Vestals and their loyal Nazareem agents,
the First Horizon has sought to infiltrate the corridors of
power in the Third Horizon. The primary targets have been
the Zenithian Hegemony, the Consortium and the Legion,
as the latter represent much of the Consortium’s power
farther out along the arms. The Hegemony’s obsession
with bloodlines, vanity and pleasure correlate quite closely
with the First Horizon’s individualist ideals of the here and

now, completely without regard for societal consequences.
The goals of the infiltration are to push the Third Horizon




eem'’s Sacrifice is a faction believed destroyed at the end of the Wars. Many in the
even heard of the cult, and where the name lives on, in songs and stories from the Wars,
ydarkness and symbolizes idolatry. But what really happened?

8¢ THE TEMPLE OF THE BEAST

After the destruction of the Imperial armada, the Order found signs indicating that the doctrine of the
enemy still lingered in the Third Horizon in the form of a faction called Nazareem's Sacrifice, devoted

to the Beast. The Martyr warriors and their agents quietly and carefully gathered intel on the faction’s
bases of operations for three long years. A premature strike risked forcing the cult underground without
having severed the serpent’s head. Eventually, spies from Ahlam’s Temple managed to uncover the loca-
tion of the faction’s secret temple headquarters, the U'Haya Em Edalat, on the planet Rusah in Odacon.
The venomous heart of the cult beat deep underground, in the hidden city of Baheema, an ancient,
well-defended fortress.

8¢ THE MARTYR COVENANT
The attack began in the segment of the Judge, almost 90 years before the arrival of the Zenith. The
remaining Order fleets blockaded Rusah while Ahlam's assassins, strike teams of Legionnaires and

aSeeker cultknown as the Perifeii launched a coordinated attack on all known cells throughout the

Horizon. The Nazareem's far-reaching tentacles were cut off in one swift blow, leaving only the head,
besieged deep beneath Rusah’s surface.

% CLEANSING FIRE
When the Nazareem in Baheema activated the fortress’ defense systems, it was already too late —the
Order was ready for them. During the final months of the Portal Wars, the Order had discovered a pre-
historic weapon in a far-off system. The spiral artifact, measuring 150 meters of the same unknown,
black material as the core of the Monolith, had been hidden inside one of the Order‘s monastery cruis-
ers. Activating the weapon meant lowering the cruiser into the corona of the Odacon star to harnessiits
power. A concentrated wind of stellar fire swept through the system and ignited Rusah's very atmo-
phere. The legends say that the planet burned for nine segments —one for each of the judgments of
cons on the souls of the Nazareem. The victorious alliance of world-enders swore to never leti
nhow the day was won, and erased the Beast Cult from the annals of history.

Rusah and the victors’ vow of silence is, ironically enough, what ena
ells out on missions when Rusah fell managed to hide, fo
along with the rest of the refugees of the P
power and recruited ne
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THE BEAST CULT

The Beast

to the verge of another cataclysmic war while keeping
the Second Horizon from gaining tangible power. The
Imperial fleets will then swoop in to secure the situation,
after which the peoples of the Third Horizon will bend
the knee to their saviors and give up all foolish notions
of self-governance.

The Vestals: The agents of Ardha tried for a long time to enter
the Third Horizon, and when they finally found a way through
in the Taoan system, they arrived in a very different cluster
than the one they had left at the end of the Portal Wars. Old
knowledge had been lost, and the ancient defense networks
used by the Firstcome during the battles of Odacon didn'’t
seem so threatening anymore. Of their old enemies, only
one had safe-guarded their link to history, and with it, the
knowledge of the weapons: the Order of the Pariah. Along
with the Legion and a united front of Firstcome armies, the
Order had stopped the Imperial invasion the first time, and the
Vestals are now hard at work to divide and conquer. Without
their old allies, the Order will be powerless against the might
of the First Horizon.

Nazareem’s Sacrifice: In fear of seeing the Beast Cult return
and grow in power, the other factions have strived to purge
public memory of Nazareem’s existence. Sadly, this has had
the opposite effect: in the shadows, the surviving Nazareem
have carried on through the generations, growing steadily,
unchecked. However, the Nazareem of today are pale copies
of their former selves — the cult’s masters of old are said
to have been able to warp both mind and matter by sheer
force of will.

The Zenith’s arrival in Dabaran marked the resurrection of
the cult. Pragmatism and lack of zeal made the Zenithians
easy marks for Nazareem agents, and by the time the
Vestals arrived, the cadaver clocks were already striking
in all corners of the Horizon. One by one, the old sleeper
cells have activated.

The darkness gravitates toward the awoken leaders of
old, and ancient rituals are once again taught to the hungry
worshippers of U’Haya, the Beast. With the Vestals’ help,
smaller cells seize control of settlements in the outer systems,
and their central brothers and sisters infiltrate the fleets and
intelligence services of many factions.



#t THE SYMMETRY
The remaining Emissaries presented in the epilogue of Emissary
Lost have scattered across the Third Horizon to secretly
organize the defense against the Vestals. They have chosen
to support both groups such as the Children of the Song and
more revolutionary movements on Algol and in the Quadrant
of the Pillar. The insurrection on Zahedan, Zalos-B, has been
left alone, however, as they know that the Order of the Pariah
is the only faction with any real stopping power compared to
the First Horizon. The Firstcome peoples must stand together
once again if they are to have any chance at all.

# The Santulans: The leaders of the Symmetry, the Santulans,
use their host bodies in the Third Horizon — the Emissaries
— to gather intelligence about the enemy’s plans, to
assemble loyal, revolutionary armies, and to try to find
any remaining artifacts and weapon systems from before
the Wars that may still be operational. Unfortunately, all
except for the now dead Messenger Emissary are plagued by
violent manias and psychotic delusions (Emissary Lost, page
192). The Emissaries have become the Symmetry’s only way
of interacting with the Third Horizon and communicating
with their allies. The old nodes are dead, which forces the
Santulans to remain in the shadows to keep the enemy
from figuring out their weaknesses.

¢ The Messenger: The mind of the destroyed Messenger
Emissary, Nabi-mu-Qad, still lingers in the Third Horizon.
An echo of the mighty Symmetry mystic Urni en-Argonnas
remains, like a djinn, inside the hull of the Coriolis station.
The Emissary’s songs and messages can appear quite vividly
in dreams and during meditation near places where the host
body was subjected to trauma: in the now sealed-off palace in
the Abhrra; from the Sanatorium in the Core all the way out to
the Spice Plaza on the Ring; in the darkness of the central shaft
in the Cellar. The Emissary’s cryptic aphorisms often appear
in spray paint or as mosaics here, visible through the regular
clutter of the station to those who know what to look for.

#+ THE MYSTIC'S DISEASE

When compared to the First Horizon’s far-reaching infiltration of
the factions in the Third Horizon, the Symmetry’s chances may
at first glance appear slim. The devastating defense systems they
control at home are being assembled in the Third Horizon too,
however. The new mystics, hearing the songs of the Emissaries,
gravitate toward one another for support and community — and

THE MACHINE ICON

The Machine Icon
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TIMELINE

This suite is constructed around several major
eventsin the history of the Third Horizon, but leaves
ample time for your own adventuresin-between
the scenarios. The section below outlines the entire
Mercy of the Icons timeline.

4 ASONGFORJAROUMA, the stand-alone scenario
about the arrival of the Emissaries, takes placein
the segment of the Traveler in CC60.

¢ THELASTVOYAGE OF THE GHAZALI, describing the
Taoanincident, works wellas anintroduction to
the campaign. It takes place in the segment of the
Gamblerin CCé61.

¢ THE MERCY OF THE ICONS PART 1: EMISSARY LOST takes
placejust before the Cyclade celebrations, in the
segment of the Faceless One in CC61.

4 THEMERCY OF THE ICONS PART 2: THELAST CYCLADE
beginsin the segment of the Lady of Tearsin
CC62, when the wreckage of the Zafirah suddenly
appearsinthe Uharu system, and leads up to the
Pilgrimaria of CC63, in the end of the segment of
theJudge.

¢ THEMERCY OF THEICONS PART 3: The next episodein

the series beginsin CC65in the wake of drastic
changes to the social and political fabric of the
Third Horizon.

THE NEW COUNCIL

in doing so, they become the weapon. The Santulans possess
the ability to use the mystics as a catalyst for their powers in a
way that even outweighs the might of the ancient nodes.

THE COUNCIL OF FACTIONS

Factionary competition has always existed in the Third Horizon,
making diplomacy difficult. The founding of the Council of
Factions in CC21 as a neutral body for resolving conflicts has
kept the bloodshed to a minimum, but the Consortium’s dispro-
portionate level of influence — with four votes out of the total
twelve — has often led to tension. In truth, the Consortium
technically controls one additional vote — that of the Legion — as
the mercenary faction tends to vote with their main employer.

# A HOUSE DIVIDED

The mysticides and the death of the Emissary has the Council
in turmoil. Powerful voices pressure the other factions to strip
the Order of their factionary status and to ban sister Almas from
the Council. The Hegemony openly questions governor Kemal
Dargosian’s fitness to remain in office on the basis of the Warriors
of the Holy Light’s relative ease in operating onboard the station.
The Consortium try to cement their hold over Coriolis and the
Horizon’s main industries, with increasingly harsh methods. This
leaves Jesibel Niales, the Free League’s council representative,
feeling sidelined, and she approaches the Syndicate to discuss
a potential partnership. The Hegemony tries to lay claim to
the Emissary’s empty seat at the council, arguing that both
Hegemonists and neo-Zenithians should have a vote.

OVERVIEW

The overview below guides you through the scenarios of The

Last Cyclade, as well as the accompanying societal changes.

THE UHARAN ECHO — PAGE 15

The first scenario throws the PCs straight into the Zafirah
mystery. The wrecked destroyer appears in Uharu carrying an
impossible treasure: the remains of a First Horizon butterfly ship.
On the PCs’ return journey, the Uharan portal collapses and the
group wakes up several weeks later in a Foundation hospital in
Covenant City. The factions are lining up to enlist their services,
and someone extends a mysterious invitation to Sky City.



THE CYCLADE DANCE — PAGE 81
The PCs choose a new patron and immediately get to work.
A series of missions takes them across the Third Horizon
where they discover that the awakening Nazareem’s Sacrifice
is behind much of the recent years’ chaos. The factionary
intrigues intensify and lead to dramatic change. The missions
in this part are made up of several smaller scenario locations
and an adventure generator.

ZENITH'S SHADOW — PAGE 173

Despite the Bulletin’s best efforts to stabilize public opinion,
people’s trust in the Council deteriorates fast. Worried pilgrims,
new mystics and refugees flock to Coriolis for the Pilgrimaria.
The space around the Kuan portals is mined, except for a
few heavily Legion-guarded corridors. A newly constructed
Zenithian fleet is positioned in Sadaal, ready to take out the
Order’s blockade in Aiwaz.

In these dark times, the PCs are entrusted with an important
mission: escorting a high-ranking VIP, close to the Council, off
the station. The individual is carrying some highly sensitive
information, which leads to dangerous interference from the
factions. The Zenithian factions try to identify and eliminate
the traitor while the Firstcome wish to protect her and secure
the data.

With everyone’s eyes on Coriolis, the Symmetry sees an
opportunity to win back some ground from the First Horizon
— the Vestals must be destroyed. Through the combined
force of the new mystics, te Monolith is activated. Sky City
crumbles, Coriolis falls from the heavens and the Zenithian
fleets burn...

AFTERMATH — PAGE 238

The smoldering remains of the Coriolis station lie scattered
across the Kuan jungles or sink into the swamps in the delta.
The Zenithians’ powerbase has been crippled, and with it, the
Nazareem’s manipulative influence. The Third Horizon’s central
hub is gone and the space around Kua has been reduced to a
deadly debris field of destroyed warships. Homeless Zenithians
seek shelter among the stars. The Church of the Icons gathers
millions of grieving souls under their banner, offering safety
in worship. In Rimward Reach, far from the chaos in the core
of the system, the independent Djachroum station assumes
the role of a guiding light in the darkness. A Horizon Council

is temporarily formed to replace the Council of Factions.
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POLITICAL COMPLEXITY

The Third Horizon is brimming with factionary

intrigue. Keeping track of who wants what, when,

and from whom may feel overwhelming. We rec-

ommend you to choose only a couple of aspects of

the political game, and three factions at the most, to

focus yourscenarios around. Here are some tips to

consider when introducing the story to the group:

¢ Smaller players not previously involved with the
PCs may be mentioned in passing.

# Largerplayers not previously involved with the
PCs should be mentioned in relation to factions or

groups whom the group has had dealings with.

# Trytopresentimportant events from the per-

spective of the group’s employer or patron.

# Ifyourgroupis moreinto adventuresand hand-
some rewards than politics, cold, hard birr could
be the incentive for diving into the scenarios.
Inthis case, the politics may be only a flavorful

backdrop.

THE CORIOLIS ATLAS COMPENDIUM

KEEPING TRACK
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GM TIPS

The scenarios that make up The Last Cyclade have somewhat
varied structures. The first and last follow a more traditional

COMBAT READINESS

dramatic arc and are divided into acts and scenes, designed The Last Cyclade contains combat events, and it

to introduce the story to the group, and then help them tie may be useful for several of the PCs to know how

it all together. The middle scenario consists of a number tohandle themselvesina fight. However, many of

of smaller, open locations for the group to explore as the the potentially violent situations may be avoided

segments go by and the plot thickens. through stealth or manipulation. If your group
contains no fighters, you may wish to prepare alter-

#% PERSONAL PREFERENCES natives to the scenarios’ more dangerous events

This book will take your group on a journey far across the cluster, before you start playing.

and you need to consider the PCs’ means of transportation when
you prepare. Depending on play style, theme and group concept,
you may also wish to alter certain things — don’t be afraid to
substitute NPCs in this book for characters you have encountered
in previous sessions, and put some thought into how the group’s
patron, enemies and contacts will react to the changing Horizon.

#: NEW PATRONS

Toward the end of The Uharan Echo, several new patrons
will be introduced to the PCs. Over the following scenarios,
several of the factions will pressure the group to change sides
and break deals. This may in turn lead to drastic changes in
the group’s relationship to former allies, contacts and even
enemies.

MYSTIC PCS

#t AVERY BIG WORLD

Several conflicts and events within the Council of Factions, as
well as large confrontations out in the systems, will happen
in the background while the PCs are busy adventuring. Such
events are usually described at the beginning or end of a scene,
and especially important information is always summarized
at the end of each act or scenario. This makes it easier for
you as the GM to make sure you did not miss mentioning
something vital. Do not let such information dominate the
story to the point that the players lose focus and abandon
their current adventure, however. Another important thing
to remember is that the PCs’ patrons are powerful people

under immense pressure — they have vast resources to
offer the group, or to pour into ruining the day for a group
of turncoats...




THE SCENARIOS

Each scenario begins with a short summary, and an
introductory text that sets the mood. Both of these are
mainly for the GM’s eyes, but if your group can handle a
lot of meta information, feel free to read the introduction
out loud.

# BACKGROUND

All the scenarios include an initial breakdown of the different
acts and scenes, a play style suggestion and a summary of
any intrigues and mysteries the PCs might encounter.

ACTS

The first and final scenarios have the traditional three acts.
The missions in the middle of the book instead take place
over a single scene, containing a short string of events.

#+ OVERVIEW

Each act begins with a short text you can read aloud to the
players to set the mood. The overview also contains a short
summary of what will happen during the act.

#+ MAJOR PLAYERS

Each act contains a list of its major players. Each individual
character is described in detail in the scene or event where
she is introduced.

#t DARKNESS POINTS

At the start of each new scenario, you receive a number of
DP equal to the number of players (down to a minimum
of 4 DP). Every act begins with you adding new DP to your
pool, one for each player (down to a minimum of 2 DP.
Unused DP carry over from one scenario to the next during
The Last Cyclade. After Act 2 of The Uharan Echo, DP are
no longer subtracted from the GM pool when the PCs
rest — the darkness will keep growing until the disastrous
Monolith discharge at the end of the final scenario, In the
Shadow of the Zenith.

SCENES

The game is played in scenes. This enables you to skip
stretches of time when nothing important happens. The
scenarios in this book are made up of two types of scenes
— starting scenes and regular scenes — but regardless of

INTRODUCTION

which type, the scenes are always described in the same
way. This makes it easier for you to grasp the contents of a
scene quickly to be able to modify it, should you want to.
The order of the scenes can be altered to better fit your
group and campaign.

#+ SITUATION AND LOCATION

Each scene begins with a text written from the perspective of
a character in the scene, to give you and the players a sense
of the ambiance and setting of what’s to come — what the
location looks like, who is there, how it smells etc. You may
choose to read this text aloud to the players. The location
and the situation are also briefly summarized. More detailed
information about an event or a character can be found in
the description of the specific events.

# NPCS

NPCs and ships relevant to a scene are described in connection
to the event where they are introduced. Several NPCs have
talents or abilities that cost DP to activate, but the cost only
applies if the ability is used against the PCs. If the ability or
talent is used without penalty for the PCs, or even to help
them, you may use it once per scene for free.

#t EVENTS

Each scene is made up of events: mandatory ones — that
will happen regardless of how the PCs act — and optional
ones, to add as you see fit. Events are powered by DP, but the
cost is usually 0 DP for a smaller, or mandatory, event. The
cost may however climb to 3 DP, or even higher, if the event
puts a significant hurdle in the PCs’ way. Most scenes in this
book contain a mandatory starting event. Your job as GM is
to expose the PCs to the clues they need, which may require
you to alter some events, or make up completely new ones.
Do not forget to help out your group by reminding them
of things they may have forgotten, but that their characters
wouldn't.

# AFTERMATH

Each scenario ends with a summary of what the PCs have
gone through, and what the potential fallout of the scenario
may be. Feel free to run your own adventures between the
scenarios in this book, or allow the group some time for
recreation and sightseeing in the Horizon.







THE UHARAN ECHO

Encrypted probe received.
Unknown signal echo from Azraq-3.
Analyzing Consortium registry.
Correlating with the Ghazali logs.
Positive identification.

By the Icons, we’ve found her.

DATA ANALYSIS, SPECIAL BRANCH, CORIOLIS, CCé62
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INTRODUCTION

In this first scenario of the second installment of the Mercy
campaign, a ship thought lost is recovered. A sensor echo
from a remote system sets the PCs on a quest for answers
as they unravel one of the Third Horizon's biggest mysteries
— what really happened in Hamura when the Ghazali was lost
and the Zafirah vanished into the portal?

THE UHARAN EcHo will reveal the truth about the
fates of the Ghazali and the Zafirah. On what is
described by their Consortium contacts as an
easy job, the PCs are given the opportunity to
investigate the wreck of the Zafirah. Inside, they
find the real reason for the incident and catch
a glimpse of the looming threat that aims to
permanently alter the Horizon’s future.

BACKGROUND

Ever since the Taoan distress call in the Gambler’s
segment of CC61 and the closing of the portals
between Hamura and Taoan following the disas-
trous rescue mission, the factions have been
racing each other to lay claim to the region and
investigate the closed portals. Their political
scheming creates ripples that multiply across
the cluster.

#+ THE TAOAN-HAMURA PORTAL

Getting a clear picture of what happened to the
Ghazalitook a few days. As the liner fell into the
star and the surviving crew members reached
the Hamurabi station, a preliminary report was
relayed back to Kua. The Legion responded by
sending a small squadron, spearheaded by the
pitch black battleship Derb Chau’kedaar from
Foundation Station 7 near Xene.

As the Legion squadron reached Hamura, they
encountered a small Order of the Pariah destroyer
trying to seize control of Hamurabi. A swift strike
disabled the Order vessel and gave the Legion
back control of the system. Representatives from
the Consortium and the Foundation now run the
station, informing all new arrivals that approaching
the currently restricted portal to Taoan will be
met with deadly force.

The Zenithian Hegemony did not find out
about the incident until after the Legion’s
blockade of the portal had been established,
leaving them without insight into how the
situation unfolded. They responded to being
shut out by blockading the Colonial Agency’s
industries around the Nestero gas giant to
leverage the Consortium into some sort of deal,
which ultimately failed. The lack of interest in
diplomacy from the Consortium’s side spurred
the Hegemony’s security services, the Astlrban,
to launch a destabilizing operation on Coriolis
instead, in the hopes of assuming control of
Hamurabi through a war of position. The fallout
of this operation was explored in Emissary Lost.

#+ THE TAOAN-UHARU PORTAL
When the news of the incident spread, several
factions explored the possibility of sending their
agents to Taoan the long way around, over Uharu.
As the Council debated the tensions in Hamura,
the Consortium had already sent fast courier
ships to Dabaran and Uharu where they were
able to recruit a motley fleet of mercenaries to
hold the Uharu-Taoan portal. Their control of
it was short-lived, however. A week later, the
Legion’s Salomah cruiser arrived in Uharu to
further strengthen the blockade, but found
it had already been broken by two enormous
Order monastery cruisers, the Talig-Alnaar and
the Alit-Samah. After warning shots — one per
cruiser, plus one for the Martyr — the Salomah
powered down her weapons and retreated back
to Dabaran.

Since then, a number of attempts to break
the Order’s hold over Uharu and its sibling-
star Zuhal have been made, but the Zenithian
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SLOCKADES

ption in the darkness between the portals forces a jumping crew to gointo's
leets are extremely vulnerable when coming out of a jump.

AUTOMATED DEFENSES
arge battleships always jump on autopilot, and have machine djinn onboard that follow advanced
defensive protocols. They can process sensor data and respond with defensive or offensive weapons to
ward off attackers after the jump until the crew are back at their stations (see the Ship system and Ship
intelligence features on page 154 of the Rulebook).

% SHADOW JUMPING

Smaller ships aiming to safely pass through a blockade also have other options. The Syndicate and the
Free League have performed shadow jumps for some time, meaning that they shadow another ship—
such as abulkfreighter oravesselallied with the blockade —through the portal while maintaining a
minimal energy profile. The ship djinn is programmed to simply drift through the portal, with allbut the
reactor shut off. This strategy gives the enemy sensor operator a -2 to her DATADJINN test (in addition to
other signature modifiers).

##+ SIGNAL CLUSTER
Athird option for both civilian and military blockade runners is signal clustering. As the blockade must
cover a portalfield of animmense size, and therefore a vast number of potential entry points for arriving
vessels, their sensor operators have huge quantities of data to process. People with birr to spend can
use this to their advantage by sending decoy probes into the portal ahead of jumping. The probes scatter
after completing the jump and emit active sensor echoes to emulate the arrival of a large group of ships.
The probes can also be equipped with false transponder codes that look like those of allied ships to make
iteven more difficult for the blockade to geta clear picture of whatis happening. The actual jumper will
run silentand attempt to evade detection by jumping while the blockade is busy investigating and firing
upon the decoys. For every group of four decoy probes (or every pair, if they are fitted with false tran-
sponder codes), the blockading sensor operator gets a -1to her DATADJINN test (in addition to other sig-
nature and silent running modifiers, of course). The decoy probes must be launched via a torpedo systen
d cost 5,000 birr each (15,000 if they have false transponder codes).

JRTAL CONTROL
ading faction will also make sure to seize control of the local portal station to be ak
ests, cargo manifests, armament, and transponders. Controlling the porta
eep tabs on the comings and goings of data probes that may give on
during the Portal Wars, nowadays thankfully banned by
e itan even deadlier tool, the mine fields
apped outa safeen

INTRODUCTION
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fleets are spread too thin for gunboat diplomacy, forcing
the parties to hash it out in negotiations. After segments
of tedious talks, sister Almas, The Order’s Council repre-
sentative, finalized a bundle of deals: freighters owned by
a select number of Dabaran dars are now allowed limited
access; the Foundation may resupply its base on Zuhal’s
moon Pyre in exchange for sharing any and all research
data from the site, and the Colonial Agency may collect
already refined materials from their industries — if they
pay a hefty toll, of course.

#+ THE ZAFIRAH'S RE-ENTRY

The Zafirah was torn apart inside the Hamura portal field
and remained in the space between the portals for many
segments before finally being flung out from the Uharu-Taoan
portal field. The broken remains of the ship slipped past the
Order’s blockade and was caught by the gravitational pull
of Uharu’s sibling-star Zuhal, to be caught in orbit around
some of the brown dwarf’s moons.

#+ THE DISCOVERY

On a routine mission in Uharu, Legion recon patrol 4161
detected a sensor anomaly near the small moon of Azrag-3,
orbiting the brown dwarf star Zuhal. The recon data was
covertly sent back to the Consortium’s Special Branch for
analysis. The sensor signature, albeit very warped, was
cross-referenced with the data from the Ghazali’s emerald
disc and determined to be from the Zafirah. Some debris
from the destroyer appeared to orbit Azrag-3, but the main
wreckage had most likely crashed onto the surface of the moon.
The Consortium quietly assembled a discreet and officially
“faction-neutral” expedition to investigate the crash site.

#+ THE REMAINS OF THE ZAFIRAH

The destroyer has been torn apart and much of her remains
now orbit Azrag-3. The bow of the ship, which is much harder
to detect thanks to the butterfly ship’s stealth technology,
has crashed on the dark side of the moon and sunk beneath
its icy waters.

OVERVIEW

After their adventures during Emissary Lost, the PCs are
recruited by the Consortium to undertake a discreet inves-
tigation at the far end of the Dabaran circle.

% ACT 1 - DEBRIS (PAGE 24)

The Lady of Tears, CC62: The first act begins in medias res
with the PCs already in Uharu. They have been recruited
by the Consortium through an old contact and have joined
forces with a Special Branch agent and her Legion escort.
They breach the Order blockade and travel to the moon
Azrag-3, orbiting the sibling-star Zuhal, only to find that a
salvage crew has beaten them there.

# ACT 2 - PHANTOMS (PAGE 34)

The bow of the Zafirah has crashed on the dark side of Azrag-3.
The PCs dive into the lightless, icy depths to find the wreckage,
and as they recover the ship’s emerald disc, they come upon
a badly damaged First Horizon butterfly ship.

As they travel back towards the portal, carrying the precious
data from the butterfly’s data banks, something goes terribly
wrong. A cascade of plasma is expelled from Uharu and the
portal fields in the corona appear to explode. The PCs must
perform a blind jump through the unstable portal to escape
certain death.

# ACT 3 — A NEW DAWN (PAGE 60)

The Faceless One, CC62: The PCs wake up a segment later
in a hospital in Covenant City on Kua. Their ship was found
drifting in Dabaran, partly disabled, and they have been held
in a medical coma since then while being treated for hyper
sickness. When they wake up, several factionary dignitaries
try to recruit them. They are given a few days to think the
offers over, but need to have made up their minds before
an upcoming banquet that’s apparently being thrown in
their honor in one of Sky City’s palaces. The recovered data
from the Zafirah is grim reading: the cloaked butterfly ships
appear to be able to navigate the space between the portals,
and other log data hints at a possible connection with the
Nazareem’s Sacrifice.

FACTIONS AND GROUPS

Taoan’s cut-off fate and the collapse of the portals at Uharu
and Hamura are events that many of the factions are
keenly interested in. The portals fluctuate heavily which
makes using them dangerous, as calculating a safe vector
becomes almost impossible. The portals are currently
controlled by the Legion in Hamura and by the Order of
the Pariah in Uharu.
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ains what happened to the Zafirah.

EXTENDED PORTAL JUMP FAILURE

when a portal jump fails. Add +1to the die showing tens if the jump was blind. Add
pugh an unstable portal always counts as jumping blind and carries a minimum PILOT test

ship enters the portalfield atits very edge, causing explosive decompression in one random, non-fixed
pis then expelled from the portal.

e portal field suddenly fluctuates and absorbs the power from the ship's reactor. The ship drifts away from th
andrequires D6 days to repair before it can resume traveling.

The ship enters the field but loses its way in the darkness between the portals. Itis expelled in the systemittried
leave with D6 points of HP damage.

The shipis hit by powerful discharges from the portal and pushed back to where it came from, sufferinga -1to
Maneuverability until repaired in a dockyard.

The ship collides with another ship or some debris on its way into the portal. This has the same effects as Ramming (Se
page 100 in the Rulebook). The ship remains in the system it tried to leave.

The ship is lost inside the portal for D6 hours and then returned to the system it tried to leave, now haunted by somethi
from beyond the darkness. The GM decides the details of the haunting.

The ship is lostinside the portal for D6 days and then returned to the systemittried to leave. AILPC crew members must
pass an EMPATHY test or suffer D6 points of stress. If this leaves a PC Broken, she also suffers a Mania (see page 337 of th
Rulebook).

The ship enters the portaland is lost for D6 months. Itis then returned to the systemittried to leave and all PCs onboar¢
suffer2D6 points of stress. If this leaves a PC Broken, she also suffers a Mania (see page 337 of the Rulebook).

The ship completes the jump, but ends up in another, randomly chosen system. One random, non-fixed module is
destroyed.

The ship completes the jump but ends up in another, randomly chosen system after D6 weeks, torn almost to shreds.:

random module is destroyed (may be a fixed module). Each PC must pass an EMPATHY test or become hyper sick (D6 @
table below):
1-3: Arms or legs atrophy. -1to STRENGTH and EMPATHY. Unless the affected limbs are amputated within a week; t
ruption spreads to the torso, killing the person and turning her into a darkbound.
46 Shattered mind. The person hallucinates vividly. -1to AGILITY and WITS. Unless treated within a segment;
person succumbs to the darkness, dies, and is replaced by a darkbound or djinn.

ship completes the jump but ends up in another, randomly chosen system after D6 months. Ithas o HP an
pllapse (see page 171 of the Rulebook). Each PC must pass an EMPATHY test or become hyper sick (D60

5or legs atrophy. -1to STRENGTH and EMPATHY. Unless the affected limbs are amputated withina
preads to the torso, killing the person and turning her into a darkbound.
dmind. The person hallucinates vividly. -1to AGILITY and wITS. Unless treated within
he darkness, dies, and is replaced by a darkbound or djinn.
pn has a permanent hold over the body, reducing it to a dead huskinhabite
ind has splitand her body is now possessed by a djinn or darkbound

the portals and the crew is corrupted beyond recogniti
s or years later —or it may be lost forever, livi




#+ THE CONSORTIUM
After the loss of the Ghazali, the Consortium has continued
attempting to re-establish contact with Taoan and stabilize
the portal fields. Using bribes and spies, they have recovered
the Ghazali’s emerald disc and read its tale about the liner’s
fate. Feeling pressured by the political power struggles on
Coriolis, they have handed over the investigation to the Legion
and the Special Branch.

#+ THE ORDER OF THE PARIAH

Having initially lost to the Legion in Hamura, the Order
regained some ground after the monastery cruisers’ crushing
victory in Uharu. Despite their strong blockade in the system,
however, they have not yet had the opportunity to investigate
the unstable portal. Although heavily regulated, traffic through
the system has been steady, and every foreign vessel must be
thoroughly searched and vetted. The Order’s willingness to
negotiate with the Zenithian factions for traffic clearance in
Uharu has so far kept the Council of Factions from leaning too
heavily on the faction’s strict cordoning-off of Zalos, however.

#+ THE LEGION

Courier and recon vessels from the Legion have tirelessly
searched Uharu for any trace of the Zafirah. Their discretion
has so far kept the ships from being boarded by the Order’s
inspectors.

#t THE NAZAREEM'S SACRIFICE

The hidden cult has eyes and ears everywhere, but mainly
in the Zenithian factions. When Special Branch heard about
the discovery of the Zafirah, so too did the Nazareem cell on
Kua. The awakening of the cult leaders and the presence of
the butterfly ship are things that the cell wish to keep from
their enemies until the First Horizon is ready to strike. Two
spies are therefore inserted into the crew, appointed by the
Consortium to investigate the Uharan echo: the Legionnaires
Dala Amoun and Farouk Gaim. The spies’ orders are to keep
information that might spoil the Nazareem’s plans from
getting out.

#t THE PATRONS
The actions of the PCs during Acts 1 and 2 will not go
unnoticed. Rumors about their exploits spread, and several

interested parties begin to keep tabs on the group. It turns
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THE PORTAL WEAVE

For lost ships to reappearin entirely new locations
throughoutthe Horizonis very rare, butrumors
about suchincidents have led to some pretty wild
speculation about how the portals actually connect
with each other. Both the Foundationand the Order
of the Pariah are working on theories about the
portalsbeinginterconnected currentsinalarge
ocean, suggesting that with the right navigational
technology, one could entera portalanywhere and

exitthrough any other portal of one's choosing.

No previous civilization, save possibly the mythic
Portal Builders themselves, have been able to do

this, however, not even the mighty First Horizon.

MAJOR PLAYERS




THE LAST CYCLADE

PORTALTO
TAOAN

22

THESTAR
UHARU

ALBAH RIH

PORTALTO

DABARAN 3AD

THE UHARU SYSTEM

Uharuis abinary systemrich onresources, also including the
sibling-star Zuhal. Twenty-three moons and three dwarf planets
orbit Zuhal, abrown dwarf about15 AD from the main star. Zuhal
is believed to have already devoured half of the system’s original
celestial bodies; what remains can essentially be described as
ahuge asteroid belt surrounding it. When the Firstcome arrived
inthe Third Horizon, the binary system quickly became import-
ant—its closeness to Dabaran paired with its plentiful natural
resources and abundance of flora and fauna made it a contested
system. Dabaran dars fought endlessly with local colonists, and
since the Zenith's arrival, the Colonial Agency has joined the
conflict by establishing orbital refineries around the three dwarf
planets Alri, Hararaand Warah.

Important moons:

¢ PYRE —Charred and ravaged moon without a natural atmo-
sphere, located in a flux tube near Uharu itself. The Foundation
operates a station here, the FS-21, where magnetic fields are
studied.

¢ AZRAQ1-5 —Five moons mainly covered in water and ice.
Azraq-3istidally locked in its rotation around Uharu, with one
of its sides constantly facing away from the star. The dark side
is coveredin thickice sheets and treacherous underwater cur-
rents while the lit side is all muddy oceans and swamps. All the
Azraqs have fauna mainly made up of hibernating worms and
protofish, despite the harsh environments, low gravity and
leaking atmospheres.

¢ NAJILA —Najilais the only moon large enough to maintain an
atmosphere capable of supporting rudimentary vegetation
and varied fauna, mainly consisting of different reptiles.
Naturally occurring hot springs have allowed for human set-
tlement, and several small Firstcome colonies have survived
through the centuries up until today.

YURJA

ASTEROID JADESH AYN PYRE ALRI &
BELT 1-6 1-6 1-6 HARARA
13-17AD 16.5AD 14,75AD 15.2AD 16AD

16AD1 14.5AD1 15ADl 1lo.5ADl 16.7AD[

NAJILA & AZRAQ
WARAH 1-5

THESTAR
ZUHAL

OASA &
OUMA

The dwarf planets:

+ ALRI (0.3 G) —Believed to be the remains of amuch larger
planet, now brutally exploited for its riches. The Colonial
Agency mines silicates here which they refine into silicon,
hydrogen and oxygen using three orbital refineries. The atmo-
sphere is heavily polluted and very thin, but still breathable.

# HARARA (0.3 G) —Alri's closely orbiting sister planet. A Parr-
Nestera mining station on the planet serves as the hub for
hundreds of mining drones across the planet that harvest
helium-3 from the planet’s crust. At the end of each segment,
Alridoes a close pass above the mining station and the raw
materials are shipped to the refineries to be processed.

¢ WARAH (0.4 G) —A solid dwarf planet with a crust of frozen,
iron-rich mud. Despite the thin and toxic atmosphere, a small
tribe of Kalit humanites from Jina have made it their home.
The tribe has domesticated the native Dol’amar—a type of
acid-resistantisopod that can grow to be five meters long.
Warah is mostly left alone by the factions.

The planets:

« ALBAH (0.45 G) —A small, inhospitable planet with a thick
atmosphere saturated withammonium chloride. The location
of several surveillance stations and a former Dabaranian ship-
yard now claimed by the Order of the Pariah.

+ RIH (0.8 G) —One of the planets that were colonized in the early
days of the Third Horizon. Its thick crust consisted primarily
of granite, but the bedrock was stripped away over the centu-
ries and shipped to other systems. Today the surface, with its
ancient ruins from former civilizations, is plagued by raging
duststorms.

+ YUJRA (1.5 G) —Aseverely exploited ice planet, now hosting
military installations and naval bases captured by the Order of
the Pariah.

BAYD 1-5
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The peoples of the Horizon gather to worship of the Lady of
Tears. On Dabaran, one of the cluster’s cradles of civiliza-
tion, pillars of smoke rise in the desert towards a darkening,
crimson sky. A gentle trickle of ash rains down over the
devout, as long processions of mourners in pale gowns carry
white lotuses to the funeral pyres on the beaches of Dar
Bahri. In the darkness far above, the dars’ freighters wait
for portal clearance. Somewhere on the other side, in Uharu,
the Order of the Pariah’s blockade tightens. Two enormous
monastery cruisers crewed by Martyr warriors of renowned

zeal assume battle positions.

THIS ACT CONTAINS a starting scene, a couple
of regular scenes and events, and descriptions
of the featured NPCs. The act ends with a
closing event that carries the PCs into the
second act.

OVERVIEW

The PCs have been hired by the Consortium to
breach the Order blockade in Uharu together
with two Legionnaires and a Special Branch
agent. They are to investigate what may be the
remnants of the Zafirah, currently orbiting one
of the sibling-star Zuhal’s moons, Azrag-3. When
they arrive, they encounter a salvage crew and
are pressured by Special Branch agent Nadina

STARTING SCENE

Sarish to handle the situation without leaving
loose ends. The debris they investigate hints at
the massive extent of the damage suffered by
the destroyer during the Hamura incident and
they eventually find a faint sensor echo leading
them to the ship’s main crash site.

DARKNESS POINTS

During this act, use your Darkness Points to
make the investigation of the wreck difficult
and dangerous, but not lethal. Use the PCs’
lack of knowledge and reliable data to create
a suspenseful investigation. You begin the act
with DP equivalent to the number of players,
down to a minimum of 4 DP.

BEYOND THE MARTYR'S VEIL

Nadina raises a chipped mug, eyeing each of you up
and down across the bridge until her gaze comes to
rest on her... bodyguards? Or are they her captors?
“A toast to bountiful findings. May the Messenger
bless us with good data. Let us pray that the Lady’s
cape has sheltered the Zafirah from the darkness,
and may her flower hide our mission from the
watchful eyes of the Order.”

She puts down the Dabaran clay mug and turns
to watch the bright star of Uharu through the
dura glass of the bridge’s observation window.
In the distance, the silhouette of a glyph-covered
monastery cruiser approaches, contrasted starkly
against the brown dwarf Zuhal. The coms crackle to
life: “Unidentified vessel in sector 5. In the name of
the Martyr, power down and prepare for inspection.”



THE SITUATION
The starting scene begins with the PCs arriving in Uharu
from Dabaran. They get to know the extra crew members
accompanying them on the Consortium’s orders and run into
the Order’s very impressive blockade. They’re barely out of
stasis before the voice of Sala Hakim onboard the Alit-Samah
blares through the coms.

EVENTS

The main events in the scene are passing through the Order
blockade, making it to Zuhal’s moon Azrag-3 and scanning
for the remains of the Zafirah.

#t BLOCKADE OF THE PARIAH

The Order’s spotters have discovered the PCs’ entry into the

system and hail them for more data on their crew, cargo and

business in Uharu. One of the monastery cruisers locks its
weapons on the PCs when they exit the portal and maintain

a very hostile tone throughout their communications.

# Initial contact: All ships entering the system are ordered
to shut down everything but reactor and life-support to
give the Order more time to inspect every new arrival.
This reduces the ship to 1 Energy Point. Rebooting the
systems again requires a successful TECHNOLOGY test and
takes about an hour (each extra six cuts the remaining
time in half).

# The Legionnaires: Nadina’s bodyguards are rough, cyber-
netically enhanced Legionnaires from the Steel Skulls unit.
They come out of stasis calm and quiet, but start readying
their weapons and equipment almost immediately from
large, dura steel strongboxes in the cargo hold.

# Identification: Negotiating with the Order’s inspectors
is a MANIPULATION test. The inspectors clearly have the
upper hand as they outgun their opponent, but the PCs’
ship has been fitted with a false transponder identifying
it as a vessel in the fleet of emir Rahmalan the Elder, the
lord of Dar Bahri, and therefore cleared to pass through
the blockade under the Order’s trade agreements with

Dabaran. The false transponder gives the PC making the
opposed roll against the inspector (EMPATHY 3, MANIPU-
LATION 3) a +1. If none of the PCs are skilled negotiators,
agent Sarish takes over the conversation. In this case,
you may roll to see how she fares, or simply decide if
she passes or not.

THE UHARAN ECHO

THE JOURNEY TO AZRAQ

The distance between Uharu and its sibling Zuhalis
15AU. The traveltimeis therefore dependenton the
speed of the PC's ship. Afast courier ship (speed 4)
canreachits destination in about three days, while
aslowersalvage ship (speed 1) will take almost two
weeksto getthere. You can choose to cut to the next

scene after escaping the blockade, or use the time
toletthe PCs getto know the NPCs onboard.

PAYMENT
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If they win the opposed roll, they are reluctantly welcomed
to the system and ordered to stay within an approved set of
corridors designated by the blockade. If they fail, they are
given an escort throughout their stay in Uharu. A fighter (page
32) is dispatched from the monastery cruiser to make sure
they stick to their reported vectors. Their escort will attack
them and signal for backup if they stray from their path.

Cost: 0 DP (mandatory)

NADINA SARISH, SPECIAL BRANCH AGENT

Nadina began her careeras a Registrator for the Colonial Agency
inthe Quadrant of the Pillar, but rose quickly through the ranks

toanegotiator position, operating as a liaison officer between

the Agency and the Alabaster Councilin Khorsabad. She ran her
own spy ring forawhile and organized some corporate espionage

before becominganactive agentinthe field herself.

CHARACTERISTICS: Folds her hands and licks her lips when prepa-

ring to say something important.

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

HIT POINTS: 5

MIND POINTS: 8

REPUTATION: 6

SKILLS: Manipulation 4, Command 3, Culture 3, Data Djinn 3,
Observation 3

TALENTS: Third Eye

ARMOR: Armasuit 3

WEAPONS: Vulcan Scorpio M2, homing rounds (Bonus +1, INIT +1,
Weapon damage 2, CRIT 2, Short range—Small, Automatic fire,
High capacity)

¢ THIRD EYE: Nadinais trained to spotanambush oran escalation
of violence before it happens. She can avoid being surprised
once perscene. She gets a+2to 0BSERVATION to spot sneak
attacksand ambushes.

DALA & FAROUK, LEGIONNAIRES

Dalaand Farouk are members of the Steel Skulls unitunder Jasma
"Kyber"” Palu and war veterans of 15 years. Duringa mission on
Algolfouryearsago, therestof theirsquad was wiped outand
Dalaand Farouk were captured by arebelgroup. Aftersegments
ofimprisonment, one of the rebels offered the Legionnaires their
freedomin exchange forsurrendering to the embrace of the Beast.
TherebelwasaNazareemagentand managed to convert her
captives. Aftersuch along time of torture and captivity, serving the
Beast has giventhe duo a purpose again.

CHARACTERISTICS: Dala taps her metal-reinforced skull when
trying to make a point. Farouk pensively strokes the scaron his

neck before entering combat.

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




HIT POINTS: 8

MIND POINTS: 5

REPUTATION: 3

SKILLS: Dexterity (Dala 1/ Farouk 4), Melee Combat 4, Ranged
Combat 4, Survival 4, Medicurgy 2, Observation 2

TALENTS: (page 75in the Rulebook)

¢ DALA: Armor (CYB) and Passive Sensors (CYB)

& FAROUK: Built-in Weapon (mercurium knife, CYB) and
Accelerated Reflexes (CYB)

ARMOR: Battle exo 10 (Dala: 13 including cybernetics), ablative
pads (reduces damage from one hit by 3)

GEAR: Dura sword, Legion carbine Dayal-3, Beast talisman (+1 to
anyoneroll)

OTHER EVENTS

Use the events below to add extra life or depth to the scene.

#+ BREAKING BREAD

If the PCs make it through the blockade without an escort, the
rest of the journey will be peaceful. Nadina, Dala and Farouk
invite the PCs to share a meal with them when the stasis has
worn off. The Legionnaires are fearsome company, but consid-
erably friendlier toward PCs with similar backgrounds, such as
soldiers or agents. They are more than happy to exchange war
stories and compare scars, and will be visibly impressed if the
PCs have been through hotter hells than them. Agent Sarish is
relatively strict and composed, but will eventually relax when
she feels that everything is going according to plan.

Cost: 0 DP

# BLOCKADE RUNNERS

The PCs may wish to try to evade the blockade by escaping into
the system’s darkness. If the inspection escalates into space
combat, this may in fact be their only option. Introduce an Order

FINDING ZAFIRAH

THE UHARAN ECHO |

destroyer trying to cut off their escape for a couple of hectic
turns (see page 161 of the Rulebook for stats on a destroyer
crew), beginning with an acc warning shot. If this does not
dissuade the fleeing ship, they will lock their weapons on it and
attempt to disable it. If the PCs return fire, the destroyer may
launch torpedoes, but try to make it so that the PCs manage
a narrow escape. During the rest of the scenario, a squadron
of small fighter ships will sweep the system for them.

Cost: 1 DP

A faint sliver of thin atmosphere is dimly illuminated by the
gold and purple rays of Zuhal. The monitors on the bridge are
full of sensor data about the ring of debris trapped by the pull
of the small moon. “The signal is weak, but it should be here,
somewhere.” Nadina’s voice over the intercom. “But we’ve run

into a... complication.” The Legionnaires reach for their Vulcans
as one of the monitors begins flashing rapidly. A large salvage
vessel appears before you, already orbiting Azraq-3 in the midst
of what used to be the proud Zafirah. She has been returned
from the void, but you aren’t the first ones here...

ACT1
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THE SITUATION

In this scene, the PCs get ready to descend to the surface of
the moon but are faced with a complication — a salvage crew
has beaten them here and has laid claim to the wreckage.
Have they already found the destroyer’s emerald disc, or are
they still oblivious to the importance of their find?

EVENTS

The PCs must first try to gain access to the debris — either
through bargaining with the salvagers, or by attacking them
— after which they will be able to examine some of the more
intact pieces of the wrecked destroyer.

#+ THE SALVAGE CREW

The PCs are not the only ones with their eyes on the
Zafirah. A salvager named Yami En-Awar has bought the
location of the wreckage from the Syndicate — without
knowing the identity of the vessel in question — and has
managed arrange passage through the portals thanks to
a Dabaran freight deal.

The crew of the Mi’Shaal salvage ship has already started
working when the PCs arrive, their bright flood lights
fixed on a couple of the larger debris pieces floating
in orbit. How to handle the situation will ultimately be
the PCs’ choice, but Nadina and the Legionnaires will
propose a swift attack to secure the wreckage and eliminate
witnesses. If their proposed strategy is not executed, the

mood onboard may quickly turn sour. If the PCs stall for
too long before making a decision, the Mi’Shaal will hail
them and demand an identification. Captain En-Awar
emphasizes that as the original finders, their legal claim
to the wreckage is indisputable — as per the Consortium’s
salvage directives.

# Negotiations: Yami is not unreasonable, as the success of
the job largely depends on speed so as not to attract too
much attention from the Order’s fleets. An offer to assist
the Mi’Shaal in analyzing the larger pieces of the wreck for
a reduced share of the profit will be accepted if the PCs
win an opposed MANIPULATION test. The PCs receive a -2
penalty if they negotiate via coms, and a -1 if they meet
Yami face to face in a non-threatening setting. If they are
willing to forgo their share of the profit entirely, however, the
penalty instead turns into a +1, but at the added expense of
all salvage being brought onboard the Mi’Shaal for analysis.
Nadina will strongly oppose this final option.

# Boarding: Agent Sarish and the Legionnaires do not want
witnesses — moreover, the salvagers may already have
found important information about the Zafirah. Boarding
the ship and capturing or eliminating the crew is therefore
their recommended course of action.

# Space combat: If the negotiations break down, only space
combat remains. If the PCs turn hostile, Yami will order
the crew of the Mi’Shaal to their battle stations and lock
their weapons systems on the PCs’ ship. As many of the
salvagers are still outside their vessel, in exos, firing first
may end hostilities very quickly.

When the PCs have struck a deal with captain En-Awar,
destroyed the Mi’Shaal or boarded her, they are free to
examine the debris orbiting Azraq-3. If they bargained with
the salvagers, only one of the modules below is theirs to inves-
tigate. If they eliminated the salvagers in one way or another,
all three modules are theirs for the taking. Alternatively, one
of the modules may already have been brought aboard the
Mi’Shaal, just waiting to be opened...

Cost: 0 DP (mandatory)
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YAMI EN-AWAR, SALVAGE CAPTAIN

The hijra Yami En-Awar boughta smugglership called The Fire of
Altaisome fifteenyearsagoand had it retrofitted at the docks in
Tarazug—new transponder, new ship intelligence and a new name;
Mi'Shaal, "the Fire Wing". Since then, Yami has taken on everything
fromsmaller freight runsinthe more civilized systems to perilous
long hauls through Rimward Reach or to the ship cemeteriesin
Yastapol.

CHARACTERISTICS: Absentmindedly chewing on a large wad of
arrash, occasionally spitting on the floor.

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

HIT POINTS: 6

MIND POINTS: 8

REPUTATION: 4

THE MI'SHAAL, SALVAGE VESSEL

SKILLS: Manipulation 4, Culture 3, Data Djinn 3, Medicurgy 3,
Ranged Combat 3, Command 2

TALENTS: Extra Pair of Arms (BI0O), Zero-G Training

ARMOR: Reinforced exo 3

GEAR: Vulcan pistol, tabula

CREW: Yami's crew is a hard-working, tightly-knitand fiercely loyal

group consisting of:

# PILOT: Laaga (woman) - Sivas nomad (PILOT, SCIENCE)

& FIRST OFFICER: Chopra (man) - Fleet nomad (PILOT, MEDICURGY)

& DECKHAND: Rani (woman) - Former slave from Algol (FORCE,
RANGED COMBAT)

& ENGINEER: Adya (non-binary) - Menkar humanite (TECHNOLOGY,
RANGED COMBAT)

& ENGINEER: Krrsh (female) - Skavara from Coriolis (TECHNOLOGY,
MELEE COMBAT)

& SENSOR OPERATOR: Mouk (man) - Menkar colonist (DATADJINN,
SURVIVAL)

Allcrew membersroll 8 dice for the skill tests above, and 4 dice for
othertests. They have 6 Hitand Mind Points and are armed with acc
pistols or primitive melee weapons. The crew members skilled in
RANGED COMBAT carry Vulcanrifles and the skavaraisarmed with

aclub.
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NEW RULE: TERROR

Atthe sight of saomething truly horrendous, you

may choose to have the PCs make a Terror check. If

the scene already cost you DP, the Terror check is

included—otherwise it costsyou 1 DP.

¢ The PCssuffer 2 points of stress unless they pass
an EMPATHY test.

¢ Eachéontherollnegates 1 point of stress.

+ Eachextra 6 may be spentto calmother party

members, protecting them from 1 point of stress.
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#+ DEBRIS: STASIS CAVE

A smaller module that appears to be leaking stasis fluid.

Sensor readings reveal that it may still be pressurized. The

PCs must connect the module to an airlock or a docking

module to be able to enter without venting it.

The melted door at the end of the twisted corridor requires

a TECHNOLOGY test at -2 to open, or a medium breach charge.

The room inside is pressurized but horrible to behold.

# Carnage (0 DP): Five of the original twelve stasis beds
appear to have survived the attack intact. Their occu-
pants awoke after the Zafirah’s re-entry but proceeded
to attack at each other in a mad frenzy. Broken bodies
and torn-off limbs lie scattered across the chamber
(see the Terror textbox)

# Lesions (2 DP): The remaining stasis beds are locked from
the outside and the sleepers inside have attempted to claw
their way out. The eye sockets, mouths and ears of the
corpses inside are filled with dark, frozen blood and the
bodies are covered in black rashes and lesions. The body
of a cybernetically enhanced soldier is slumped against
one of the walls, a dura knife buried deep in her chest.
The soldier, whose face is half-covered by lesions (see the
Terror textbox), has ended her own life. If the PCs remove
their exos here, or later without having had them sanitized,
they risk infection from a disease equivalent to Tacharuk’s
lesions (see page 337 of the Rulebook).

& Darkbound (3 DP): The room is dark and the stasis beds
have all been ripped open. The desiccated remains of
several Legionnaires litter the floor, and it looks as if they
have been torn apart by teeth and claws. Large chunks
of the corpses appear to have been eaten. Suddenly, a
dark creature with long, spindly limbs emerges from the
shadows in a far corner — a byara (see page 325 of the
Rulebook, and the box to the left). Having feasted on the
Legionnaires already, it is hungry for new prey.

Cost: 0, 2-3 DP

#+ DEBRIS: TWISTED CORRIDORS

A large chunk of the Zafirah floats in orbit around the moon,

badly torn up.

# Discovery: Powerful explosions tore the destroyer apart.
First Horizon fractal torpedoes broke through the hull,
merging beams and walls together in an angular mess.
scIENCE reveals that the damage has been caused by some
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form of antimatter technology. As the torpedoes bored
through the ship, they twisted the metal in their wake,
leaving spiraling corridors behind where the dura steel
has melted into strange root-like formations and sharp,
crystal fractals.

# Threat: At the cost of 1 DP, entering the module requires
passing a DEXTERITY test. Failure results in a 4 dice attack
(weapon damage 2, CRIT 2). At the cost of 2 DP, the module
suddenly shifts just as the PCs have made it inside. Sections
of the corridor that appeared solid start to move and it
becomes a twisting, chewing grinder. Test DEXTERITY at -1.
Failure results in a 6 dice attack (weapon damage 2, CRIT 1).

Cost: 0, 1-2 DP

#+ DEBRIS: HALL OF GLASS

A large piece of pitch black metal, apparently melted shut.

Getting in requires a cutting torch (or equivalent) and a

successful sCIENCE test.

# Discovery: The fractal torpedoes have fused several rooms
together. The module now contains a hall of smooth, dark
glass, spiraling toward the center. Moving around inside
requires caution. The hall appears inflated, the floors and
ceiling bulging outwards, but a successful RANGED cOMBAT
or sCIENCE test reveals that it is not the result of a normal
explosion. In fact, nothing inside indicates that the module
suffered any kind of explosion — the glass appears to have
melted into its current shape over quite some time while
being subjected to strong vibrations. A cULTURE test at
-2 may reveal that legends from the Portal Wars speak

END OF ACT 1
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of terrible weapons that harnessed raw darkness to alter
materials on a molecular level.
Cost: 0 DP

# ANEW TRACE
When the PCs have examined some or all the modules in orbit,
they realize that the bridge and much of the forward hangar
are missing. At that point, either the Mi’Shaal or someone
back at their own ship will contact them after having gathered
additional sensor data from the surface of the moon below.
Have them test DATA DJINN to analyze the data (the Mi’Shaal’s
super sensors grant a +2). If they pass, they find the crash site
on the dark side of the moon. If they fail, they get a sense of
where to look, but need to conduct further sweeps (see Act 2).
Cost: 0 DP (mandatory)

OTHER EVENTS

Use the event below to add extra life or depth to the scene.

#+ PORTAL PATROL

The cruisers at the blockade have dispatched one or more
recon patrols to look for the PCs. The group must either go
silent and try to avoid detection, or take the fight. For 2 DP, the
patrol is a single ship. For 3 DP, it consists of a pair. If a patrol
ships escape, the PCs can count on incoming reinforcements.
Usually it takes three days for a fighter to reach the moon from
the blockade, but the Order already have several patrol ships
in Zuhal’s asteroid belt, ready to launch additional fighters.
Cost: 2-3 DP

As Act 1 draws to a close, the PCs should have found the first
clues to unravel the mystery of what happened to the Zafirah,

but shouldn’t yet have started to suspect the Legionnaires’
loyalties.

# They should have figured out that the destroyer was
somehow attacked or warped by darkness.

# The Zafirah’s bridge and emerald disc aren’t orbiting Azrag-3.

# More debris remains to be found.
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PHANTOMS

A soft motion in the dark, the tears in the hull birthing a cluster
of black pearls. They float upward, slowly, through a field of
sugar algae, each gentle touch lighting them. Tiny, submarine
starsin the darkness, rising toward the ice just as it breaks
under the heavy exos. Meanwhile, on the bridge of the Alit-
Samah, cruiser captain Tourash clutches her talisman firmly to
keep her hand from trembling. An enemy has slipped through
her blockade. Through clenched teeth, she spits the order at
the intercom. Shut down traffic through the system — no one
in, no one out. Dispatch recon patrols and may the fire of the
Martyr cleanse Uharu of heretics.

THE SECOND AcT describes finding the bridge
of the Zafirah and the remains of the butterfly
ship inside. The events then lead the PCs inside
the wreckage where they make an important
discovery. As they attempt to leave the system at
the end of the act, they come under attack and
are forced to jump blindly into the dangerously
fluctuating portal field.

OVERVIEW

Sensor sweeps have managed to locate the main
crash site on the dark side of Azrag-3. The PCs’
Special Branch passenger urges them to go there
and look for the Zafirah’s emerald disc. They
find the bridge of the destroyer in a dark lake,
still containing the remains of the butterfly ship

STARTING SCENE

THE SIGNATURE

that rammed her during the jump from Hamura.
The captain of the butterfly ship is still alive and
as the PCs make their descent to the wreckage,
the Vestal broadcasts a message to its kin in the
Third Horizon, asking for assistance.

DARKNESS POINTS

DP spending in Act 2 should go toward challenging
and scaring the players. The dive and the encounter
with the Vestal captain are perfect opportunities for
generous DP spending, so you may wish to save
up. Instead of getting new DP at the beginning of
the act, refresh your pool with points equivalent
to the number of players (down to a minimum of
4)when your players reach the crash site and gaze
upon the wreckage below (page 37).

You trek slowly across the ice, surrounded on all
sides by the jagged shadows of sharp crystals
rising through the thin night like frozen flames
on some long-forgotten battlefield. The weight
of your exos elicits unnerving creaks and moans
from the ice beneath your feet and you carefully
search for a safe path forward in the bleak light
cast by your headlamps. Nadina’s distorted voice

crackles over the coms. “Remember the objective.
Without the emerald disc, it will all have been for
nothing.” She sounds tired. Shortly after, one of
the Legionnaires raises the portable sensor and
stops. “We're here.” You lean in to look down
through the ice. You've reached a newly frozen
patch, and it begins to crack under your collective
weight. Deep below, you see faint lights, like tiny,



distant stars. The answers you seek are somewhere down there,
waiting in the darkness, calling to you.

THE SITUATION

In the starting scene, the PCs reach the frozen lake where the
bridge of the Zafirah rests and make their descent. The true
motive of their Legionnaire teammates is brought to light
as they try to sabotage the mission. As Nazareem agents,
their aim is to make sure that the emerald disc and the news
of the fate of the Zafirah never make it off the planet — by
any means necessary.

EVENTS

Although finding the emerald disc is the PCs’ objective,
them finding the butterfly ship will be the key moment
of the scene. The other events can be used to expand the
investigation of the wreck.

2 AWALKINTO NIGHT

The moon’s frozen wastes and treacherous ice sheets make

it difficult enough to approach the destination on foot, and

almost impossible to land a spacecraft nearby. A skilled pilot
can program the ship to hover near the crash site by passing

a PILOT test. Failure means smashing the ship into one of the

sharp ice formations nearby for 1 point of HP damage. As

the ship’s grav projectors risk forcing the wreck even deeper,
hovering directly above the Zafirah is not possible, forcing
the PCs to complete the final stretch on foot.

# Crossing the ice (0-1 DP): Unless the PCs were able to
determine the exact location of the crash site, or if they
were forced to shut down their reactor to avoid the Order’s
patrols, they have a hike of a couple of hours ahead of
them to get to the wreck. At the cost of 1 DP, force one
PC to test survivAL. Failure doubles the hike time, and
the intense cold leads to all PCs suffering a Cold attack
(see page 99 of the Rulebook).

& Atmosphere: Weak gravity, a thin atmosphere and relent-
less radiation all serve to make the surface of Azrag-3 a
nightmarish place to visit without an exo suit. PCs without
exos suffer 1 point of Radiation per hour (Strong radiation,
page 99 of the Rulebook) and a -1 penalty to DEXTERITY
because of the weak gravity.

# The crash site: The group identify a dark, recently frozen-

over patch in the otherwise massive ice sheet of the lake as
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ANOTHER DAY'S FIGHT?

OXYGEN SUPPLIES

Azraqg-3's atmosphere is too thin to breath. The PCs

will need oxygen tanks both above and below the

ice.

¢ Exos:Aregular exo holds 8 hours of oxygen.
Using SURVIVAL, this can be pushed to 10 (Lim-
ited success) or 12 hours (critical success).

# Othergear: Diving gear and other oxygen masks
generally hold 2 hours' worth of oxygen. Using
SURVIVAL, this can be pushed to 3 (limited suc-

cess) or 4 hours (critical success).

You can either choose to keep track of how much
oxygen the group has left by counting hours, or
simply use the events below to illustrate their dwin-

dling supply in a more abstract way.
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the main crash site. The ice in the area, measuring a couple
of hundred meters in width, is considerably thinner, and
strange sensor readings from about fifty meters down indi-
cate that they have found something: scattered, fluttering
echoes of debris deep below. A dark area in the middle of
the crash site appears empty, however, but a successful
DATA DJINN test at -2 reveals this to be the work of some
form of stealth technology. The group must now breach
the ice and dive down to the wreck (see the next event).

Darkness Points: When the PCs reach the crash site, you get
as many new DP as there are players (down to a minimum
of 4 DP).

Cost: 0, 1 DP (mandatory, DP pool replenished)

#+ STARS BELOW
Thick ice sheets cover the moon’s dark lakes. The water depth
varies greatly, but some pits run as far down as 500 meters.
Closer to the surface, large fields of long, spindly sugar algae
are quite common. The mesh-like algae fields exude sugar
as they photosynthesize and raise the surrounding water
temperature slightly, which may lead to the formation of large
sinkholes. The Zafirah’s bow has become lodged in one such
sinkhole at a depth of about 50 meters, resting precariously
on the edge of a cliff. The ship is almost completely covered
in algae.

# The sugar globes: The butterfly ship has come to a final
rest in the destroyer’s hangar. Small sugar globes trickle
out of the ship through holes in the hull, floating gently
upward and coming to life as they pass through the sweet
secretions of the algae. As the PCs dive, the glowing globes
resemble a miniature, starlit sky deep underneath the ice.

# The descent: The group must swim in their exo suits, or
use some other form of diving gear to reach the Zafirah.
Describe their silent descent through the dark, freezing
waters as claustrophobic and stressful. At the cost of 1 DP,
the algae field is so dense and hard to navigate that each
PC must test DEXTERITY or SURVIVAL to find their way.
Failure results in 1 point of stress.

Cost: 0, 1 DP (mandatory)

#+ THE DEFORMED WRECK
The unlit bow of the Zafirah has been reduced to a twisted,
deformed skeleton by the fractal torpedoes. The bridge and

THE UHARAN ECHO

EXTENDED COLD RULES

Acharacter caughtina cold environment without
the proper gear will suffera Cold attack. Your cloth-
ing will determine the strength of the attack roll.

The following can be used for reference:

Naked/Poorly Clothed 16D6
Non-Insulating Clothing 8Dé6
Armasuit 6D6
Insulating Layers 4D6*

FREQUENCY OF ATTACKS:
Zero°C 1roll/day

Cold Winds
Biting Cold

1roll/watch
1 roll/hour
Ice Storm/Deep Space 1 roll/minute
*GEAR: Exo and thermostatic suits decrease the fre-
quency of the attack rolls by two steps. Acharacter
inan exo suit will therefore only have torollonce
perwatchin deep space oran ice storm, instead of
once per minute, and not atall to resist cold winds
oratemperature of 0 degrees Celsius. Both types of
suits countas “insulating layers” when determining
the severity of the attack roll.

CRITICAL INJURIESAND DEATH: Cold attacks have a
CRIT value of 2. Fatal, atypical cold damage has a
fataltime threshold equivalent to the attack fre-
quency. This means that a criticalinjury while in
"biting cold” will result in death after D6 hours, and
acriticalinjury sustainedin an “ice storm” will kill
you injust D6 minutes.

THE SALVAGERS
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THE DIVE

NEW RULE: DIVING

# EXOSUITS: Regular exos may be used underwater,
but will perform suboptimally. Regular move-
mentisrelatively unhindered, butanything
requiring a DEXTERITY test carries a -3 penalty
(rather than the regular -2 for exo suits in stan-
dard gravity). The Zero-G Training Talentreduces
the penalty to -1.

SURVIVALMASK: A survival mask may be used for
diving. Inthis case, it functions the same as it
would inavacuum (page 117 of the Rulebook)
DIVINGGEAR: Conventional diving gear (page
115 of the Rulebook) allows the user to remain
underwater for 2 hours. Artificial gills pro-
vide oxygen indefinitely, butin no way protect

against the cold.

the hangar are centrally located and protected behind heavy
layers of armor and spiraling corridors at odd angles, full of
razor-sharp edges. Each new location or event should cost
the PCs about 15 minutes of oxygen (see Table 01, page 42).

Spending DP during the dive allows you to subject the PCs
to some truly difficult challenges. They might also have to
move or cut their way through collapsed beams, and face
sealed bulkheads.

#+ THE MISSING BRIDGE
The Zafirah’s bridge lies deep inside her spine, protected
behind armored bulkheads. In typical Legion fashion, the
destroyer’s vital modules are located along a central shaft
through which the crew can move rapidly in close to zero-G
using grav compensators. The bridge’s ED field has managed
to somewhat protect it from the onslaught of the torpedoes,
but it’s still a mess — crew seats thrown across the room,
broken monitors and panels crushed under collapsing beams.
On the captain’s platform above the sensor ditch, however,
the maintenance access door to the central systems have
survived unscathed.
¢ The emerald disc: Agent Nadina has brought an ID key
that opens the door to the central systems. If she or the
key is not on the expedition, however, it can be cut open
using a cutting torch. This approach requires a successful
TECHNOLOGY test at -2 and 30 minutes of time. A critical
success reduces the time to a couple of minutes. Inside,
the PCs find the destroyer’s sensor logs and her emerald
disc containing all the information about what actually
happened inside the Hamura portal. The sensor logs may
be accessed immediately, or saved for later analysis (see
“The Zafirah’s last words” on page 44).
Cost: 0 DP (mandatory)

# THE HANGAR GHOST

The central shaft connects to two hangars, one on either
side. The heavily reinforced hangars contain four fighters
on the starboard side, and one armored shuttle on the port
side. Heavy dura steel gates and ED fields protect launch
docks and rocket sleds ready to launch the ships into space
to repel enemy attacks or boarding attempts, but the torpedo
strike has now utterly destroyed the hangars. The entry holes
through the gates look like dark, swirling roses surrounded
by jagged vines, and the fighters inside have exploded and



melted. A successful RANGED COMBAT test reveals that several

of the fighters’ own torpedoes appear to have exploded as

well, and the surrounding dura beams have been broken
outward like uprooted trees. The airlock doors connecting
to the central shaft have also been pierced.

& Port hangar: When the PCs enter the port hangar, they
feel a heavy pressure bearing down on them and a shrill,
high-pitched shriek deafens them temporarily. At the cost
of 1 DP, the sensation is so overpowering that they must
pass an EMPATHY test or suffer 1 point of stress. They see
that the outward gate has been violently flung across the
hangar and fused with the back wall.

# The sugar globes: Farthest down from the entrance, and
along the ceiling, the PCs spot clusters of dark, fist-sized
spheres that appear to float toward the surface ever so
slowly. One by one, they trickle out through where the bay
doors should be. Passing through the mesh veil of sugar
algae outside, they start to glow and disappear upward
like tiny stars. This is the cause of the faint glow they saw
from above, but the strange phenomenon in the center
of the room stops them from seeing where the globes
come from...

¢ The phenomenon: As the PCs have a look around the
hangar, they soon realize that they can only see the walls and
corners of the room. No matter how much they focus on
the center of the room it appears as a blind spot, containing
less than nothing. Sensors and other electronic equipment
show the center of the room as non-existent. If a character
steps into the nothingness, her vision blurs, her breath
becomes labored and her heart begins to race, as if she
is about to pass out or have a panic attack. A successful
OBSERVATION, MYSTIC POWERS, Or FORCE test can help the
PC push through the episode. Failure leads to 1 point of
stress and HP damage and an overwhelming sense of panic.
If the PC remains in the blind spot and starts exploring,
she experiences the following:

A towering shadow flickers in and out of focus just at
the edge of your vision. Beautiful, flowing shapes and
organic patterns spring out of nothing, only to disappear
again just as quickly. You keep turning your head, faster
and faster, each time catching only a fleeting glimpse
of the mirage’s maddening forms.
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FLOODED

NEW WEAPON SYSTEM: FRACTAL TORPEDOES
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# The truth: The phenomenon is actually an active defense
system protecting the butterfly ship that crashed in the
middle of the hangar. The Vestals realized that the fractal
torpedoes alone wouldn’t keep the Zafirah from exiting the
space between the portals, and chose therefore to sacrifice
themselves by ramming her. The butterfly’s captain is still
alive inside, however, and the partially active reactor enables
the continued functioning of the stealth field. The captain is
also channeling the surrounding darkness to create an illusion
around the ship that stops weaker minds from detecting it, or
understanding how badly damaged it actually is. This scene
ends when the PCs discover the butterfly ship.

Cost: 0, 1 DP (mandatory)

OTHER EVENTS

Below are some other events that may occur in the scene:

# RESONANCE: GHOSTS FROM THE PAST

Before they dive, as they peer down through the ice, the
group’s mystic (if there is one) is violently overcome by visions.
It affects one person (for 1 DP), or everyone with mystical
powers or an EMPATHY score of 4 or higher (for 2 DP).

The world blurs and fades away. Those affected must test
MYSTIC POWERS Or EMPATHY. Failure means suffering 2 points
of stress and suddenly being filled with strong feelings of lust,
love or longing for someone or something somewhere else,
such as back on the ship. The mission seems pointless and
lost as there are far more important things waiting somewhere
else — anywhere else. The affected characters also hear a
smooth, caressing song floating through their minds (see “A
Winged Whisper”, page 45) and feel warm and content. The
song fades after about a minute, but the urge to abandon the
mission lingers for a good half hour. A successful coMMAND
test can snap the affected characters out of their fugue.
Cost: 1-2 DP

#+ IN HONOR OF THE BEAST
Neither agent Sarish nor the Legionnaires have much in the

way of personal effects. Their cabins are tidy and contain

their gear and assorted gun care tools.

# Passing an OBSERVATION test at -2 allows an astute searcher
to find a small amulet in one of the Legionnaires’ cabins.
It is a small, white, glazed clay idol of an androgynous
person dressed in a long, white gown.
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# A successful cuLTuRE test showing one 6 reveals it to be
Miran and rather old, possibly made by one of the planet’s
nomad tribes.

# Two 6s reveal it to be an aspect of the Dancer.

# A critical success (3 or more 6s) allows the PC to identify it
as the Beast, an aspect of the Dancer known as U’'Haya —
the efrite of desire and absolute indulgence — whom the
legends associate with the Nazareem’s Sacrifice.

# The confrontation: If the Legionnaire is confronted with
the amulet, they will dismiss it as a keepsake from a battle
on Trigon, in Antmira. The Legion was sent in to take
out a cell of terrorist fanatics worshipping the Beast. A
critically successful MANIPULATION test (or a limited success
combined with brutal methods, generating 2 DP) reveals
this to be lie, however. Using mystical powers or the right
cybernetics can also reveal this. If the lie is exposed, the other
Legionnaire immediately draws their gun and executes the
liar so as not to have their own cover blown. All characters
present for the murder suffer 1 point of stress.

Cost: 0 DP

#+ OUT OF OXYGEN

During the dive, oxygen supplies are starting to run danger-

ously low. Choose one of the effects below:

# Small leak (1 DP): Affects one PC. The character has lost half
of her supply and may need to return to the ship. Finding
and repairing the leak is a TECHNOLOGY test at -1. Success
limits the leak to one lost hour.

# Rupture (2 DP): Affects one PC. The pressure gauge suddenly
plummets, as if a valve or seal has ruptured. Finding and
repairing the leak is a TECHNOLOGY test at -2. Passing the test
with one 6 leaves the PC with one hour of oxygen remaining;
passing with two 6s preserves half of the tank’s supply, and
a critical success leads to a limited loss of only one hour. The
test is without penalty if performed out of water.

# Sabotage (3 DP): Affects up to half of the PCs, one by one.
The pressure gauges read normal levels, but the gear has
been tampered with and the affected PCs suffer acute
oxygen deprivation and risk asphyxiation unless assisted
(see Drowning, page 97 in the Rulebook).

Ifthe PCs examine their gear using TECHNOLOGY, they discover
evidence of sabotage. One of the Legionnaires is the guilty party.

Cost: 1-3 DP
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#¢ AGENT OF NAZAREEM

At any point during the dive, Dala or Farouk may try to surprise

attack the PCs with a dura knife, going for the oxygen supply.

If their MELEE coMBAT attack is successful, the level of success

determines the damage inflicted:

# One 6: The PC loses all but one hour of oxygen.

& Two 6s: Only minutes of oxygen remains, but it is still
enough to fight back or try to find help.

o Three 6s: The PC’s supply is completely drained, and she
begins to drown (see page 97 of the Rulebook).

After the initial attack, the Legionnaire tries to keep the victim
from escaping the wreck by blocking the way out and firing
on anything that moves.

Cost: 2 DP
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THE BUTTERFLY

Inside the dead destroyer, broken dura beams have fused with dark
and shattered control boards. A trickle of sugar globes floats slowly
upward, twinkling softly like small stars when they pass through
the sugary water surrounding the algae fields. You try to look at
the center of the hangar but an impenetrable darkness forces your
gaze away. The secret that denies itself to you sends throbbing
pangs of pain through your head and blood gushes from your nose.
Eventually, however, something flashes briefly into focus — something
that reminds you of the ship you saw above the Kuan jungles. The
butterfly, but dark and dead. The insect’s wings are torn and its
body broken, and tears through the hull streak its sides — tears large
enough for an exo. What answers await you inside?

THE SITUATION

The final scene of Act 2 is somewhat optional. It deals with
the details of the butterfly’s interior and reveals to the PCs a
world of technology equaled only by that of long since dead
civilizations, or the weapons built just before the Portal Wars.
The scene also leads them to the heart of the ship, where a
wounded Vestal waits at the bridge, protected by layers and
layers of illusions.

EVENTS

Below are some events that may occur in the scene:

#+ INSIDE A BUTTERFLY

The completely flooded butterfly is no larger than a regular Class

Il torpedo ship, but still takes up most of the space in the hangar.

& The Cry: As the PCs enter the ship, searing pain shoots
between their temples and their hearts pound violently. A
petrifying, blood-chilling blanket of fear and panic envelops
them. They can feel an intruding force or entity inside
them and desperately want to cry out for help. They feel
inferior, unworthy and sullied.

# The lllusion: At the same time, the ship’s mother-of-pearl
walls turn pitch black. Dark, twisting bones and slithering,
oily shapes surround them, as if they are standing inside
a huge, rotting carcass. A second or so later, “normal”
reality settles around them again. At the cost of 1 DP, the
experience is harrowing enough to cause 1 point of stress
to anyone failing to pass a MYSTIC POWERS or EMPATHY test.

The event described above is actually the Vestal captain
attempting to call for help, the results of which will be revealed
later. During the cry, their focus on the illusion slips, enabling
the PCs to see the wreck of the ship as it actually is.

Cost: 0-1 DP

More careful investigations (see below) will add between 15
and 30 minutes to each room depending on how thorough
they are. Your group will probably not be able to search the
entire ship. Try to steer them toward the central chamber
and the bridge.

1. The Central Shaft

The tear in the side of the ship reveals an octagonal corridor
with mother-of-pearl support beams melding seamlessly
with smooth walls covered in starry mosaics. The uniform,
soft iridescence of the materials used makes it hard to tell
walls from floors, floors from ceilings. As they enter, the PCs
discover that they must have passed through some form of
ED field as the interior of the ship appears to be pressurized.
Moving around is as heavy as before, though, as if the ship is
too highly pressurized. No electronic sensor equipment of any
kind works inside the butterfly, not even sensor cybernetics
(see “Corrupted illusion” below).

2. Chambers

Six small chambers can be reached from the central shaft,
each through an opening in one of the shaft’s eight walls.
Finding the chambers reveals that the ship is on its side and
that the corridor the PCs are walking through ought to be an
empty shaft. The chambers themselves are only a couple of
meters deep and wide, and have sloping ceilings that would
prevent an adult from standing upright by the far wall. The
rooms are made from what looks like perfectly smooth marble,
and give off a faint glow. An elevated rectangle measuring

three by one meters sits in the middle of each room, topped
with a slight, wavy indentation in the middle, curved to
comfortably hold a human body. This is where the Vestals
rest during portal jumps to battle the corrupting darkness, as
they always jump while awake. The only adornment in each
of the otherwise empty rooms is a circular mosaic tile on the
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THE LAYOUT

EXPLORING THE BUTTERFLY

The butterfly's central shaft connects with the

different rooms and chambers through circular,

normally touch-operated iris gates. As the shipis

now mostly powered down, the doors mustbe pried

open. Have the PCsroll a FORCE test the first time

theytryto pry adoor open to determine how quickly

they getitdone:

© FAILURE: Each room requires 30 minutes to enter
and investigate superficially.

¢ LIMITED SUCCESS: Each room requires 15 minutes
to enterand investigate superficially.

# CRITICALSUCCESS: They PCs quickly master the
doors. Moving through each room and having a

quick look around takes only a couple of minutes.

ceiling above each of the platforms. A pattern of fine slits in
the marble shoot out from the tile, run down the walls and
converge by the bed.

3. Projectors

A section of low alcoves just off the central shaft leads via a
low ramp to a spherical room centered around a massive pillar.
White tiles cover the pillar, and arcing beams extend from it
to the walls in perfect symmetry. The pattern resembles the
inside of a fusion reactor, and the beams appear to be movable.
Sliding them gently out of place by passing a TECHNOLoGY
test reveals highly advanced technology behind their mounts.
A critical success reminds the PCs of the similarities between
this room and the structure of the antimatter drives used on
some of the Order’s more advanced vessels.

4. The Temple of U'Haya

Midship through the shaft it turns into three curved cylinders
that spiral into a large chamber spanning the width of the ship.
Buoyant, flowing shapes give the chamber an appearance of
upward motion, toward a star-shaped hole in the ceiling. The
floors are coarse, almost porous, and prickled with tiny holes
and irregularities. They appear to be made from sandstone
or fossilized anemones. Smooth tiles raised slightly above
the rest of the floor trace paths from the three entrances
across the chamber. Vats in the floors run along the walls
filled with beautiful sugar globes and a fine, silky mesh that
now appears to have leaked out, drifting slowly through the
air, wrapped in a silvery glow. Investigating the silvery mesh
by testing sclENCE reveals it to contain small clusters of tiny
sugar globes, as if the mesh and the vats are somehow used
to grow the coveted artifacts. A sample of the mesh and the
liquid it produces could be highly valuable to the Foundation.
The tiled paths converge in the middle of the room where an
enormous statue reaches for the hole in the ceiling.

A. The Statue of U'Haya
The statue is cut from a single rock and depicts an orgy
of countless humans merging ecstatically into a unified,
single person — clawing, kissing, biting and embracing.
A statue such as this one is a central part of all butterfly
ships, built to exalt the Eternal Emperor and Ardha’s
majesty. A successful cULTURE test reveals that similar
statues and depictions are referenced in ancient Miran



hymns and texts about the Dancer. A critical success on the
roll also reveals a connection to the ancient manuscripts
said to have been brought to the Third Horizon by the
oldest gurus in the Janhagir fleet. These texts praise
the Imperator, the prime mover — an omnitemporal
World Soul — a god among gods, the will of the many
converging into One.

B. The Emerald Disc

A closer examination of the statue reveals that its base
consists of a series of rotating rings. Passing a TECHNOLOGY
test allows a PC to align the rings in the correct way, upon

which the floor around the statue pulls away to expose a
bundle of transparent cables wrapped around an azure disc
inside a gel capsule. This is the butterfly’s equivalent of
a Third Horizon emerald disc. Unlike the latter, however,
it can only be accessed using a mind helmet or through
telepathy (see page 51).
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C. Bodies

Three twisted bodies with long limbs hover in the air
around the statue, wrapped in white silk. They appear
almost mummified, and the dry, paper-thin skin struggles
to cover a humanoid — although not entirely human
— skeleton. The spindly ribs have fused together to
form a solid membrane, and the skull and fingers are
elongated and much too thin. Pay 1 DP to have the PCs
make a Terror check upon seeing the bodies (2 points of
stress, may be prevented by testing MYsTIC POWERS or
EMPATHY, see Terror on page 31). A MEDICURGY test can
reveal that the bodies appear sexless and that they have
no ocular cavities. A critical success reveals that although
the bodies look very frail, their bones are much denser
and stronger than ordinary human bones. If samples
are collected and brought to a sophisticated enough
humanite biolab, testing can reveal that the bones also
appear to lack growth rings.
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5. Bridge

The bridge is accessed through the hole in the ceiling of
the main chamber and leads further up in the ship to the
weapon systems, the cargo hold and the docking module. A
detailed description of the bridge can be found in the “Enter
the Heart” event below.

6. Torpedo Room

A small room with smooth, glazed walls. The back wall is
dominated by a large barrel containing eight round cylinders.
Slits extend from the cylinders along the walls, floor and
ceiling and end at two mosaic tiles, one on either side of
the room. If the PCs approach the tiles, they feel a heavy
weight descend upon them. Testing TECHNoLoGY allows the
PCs to figure out how to open the cylinders and recognize
them as torpedo tubes. A critical success reveals the tiles to
be membranes for some form of ED field coolant system.

7. Cargo Hold and Docking Module

Awider chamber can be found next to the torpedo room. Alcoves
and mosaics on the walls give the room a part library/part mauso-
leum look. A hatch in each alcove opens to a smaller chamber,
some of which are open, but the closed ones appear locked and
have no visible opening mechanism. A relatively ordinary airlock
can be recognized in the wall opposite the entrance, consisting
of two octagonal doors. The semi-transparent glass of the inner
door reveals a small chamber on the other side and the shape
of what must be the ship’s actual front door.

Cost: (varies, see descriptions)

% CORRUPTED ILLUSION

The true condition of the butterfly is actually kept hidden
by the captain’s mystic powers. The Vestal on the bridge
has created an illusion that bends and confuses the minds
of intruders. The ship may appear dry, lit and beautiful but
is in reality burned, crushed and filled with dark, oily water.
If a character attempts to remove her exo or diving gear,
she immediately begins to drown but can see through the

illusion. PCs with an EMPATHY score of at least 4 get a chance
to catch a short glimpse of the world beyond the illusion each
time they enter a new room. Roll a die when the character
explores a new room. On a 6, the illusion breaks for a few
seconds. At the cost of 1 DP, the sight inflicts 1 point of
stress, or activates the character’s Problem. Dispelling the

illusion for good requires beating the Vestal in an opposed
MysTic POWERS roll (see NPC on page 54).
Cost: 0,1 DP

# ENTER THE HEART

A perfect mother of pearl iris gate blocks the way through
the star-shaped hole in the ceiling of the central chamber. It
is much harder to open than the previous doors, requiring a
FORCE Or TECHNOLOGY test at -2. Firearms or torches appear
useless, but explosives may be used. In this case, the door
has 6 HP. Use the map of the ship on page 47 to orientate
yourself and your group.

D. The sensor ditch

The iris gate opens into something like a small fountain
in the middle of the room above. The cylindrical room has
elevated platforms extending from the limestone walls, set
with amber mosaics. The platforms and walls are covered
with the same thin slits as many of the previous rooms,
flowing downward to eight azure semi-spheres of about
a meter in diameter underneath the platforms. Mosaics
similar to those in the reactor room can also be found here.
A low ditch in the floor contains a simple stone bed with
the same wavy indentation as in the smaller chambers.
A successful TECHNOLOGY or DATA DJINN test can inform
the group that this is likely the sensor operator’s station.

E. Pilot and gunner’s platform

An elevated walkway circles the room, suspended on thick
beams extending from the walls. The mosaics here give
way to smooth, slate-like surfaces. Another three beds can
be found here, evenly scattered along the circle, each with
a pair of armrests ending in small cavities for the user’s
hands. A helmet-like contraption extends from the back
support and a handful of blood-red pebbles float in the air
by each bed. An Easy (+1) sCIENCE test, or the ARTIFICER
power, reveals small spirals carved into the red stones. They
appear to be spent healing scarabs. 2D6 unused scarabs
can be found throughout the chamber if the group spends
some time searching the room.

F. Captain’s seat
A network of skeletal beams arc down from the domed
ceiling, converging in a spider web that supports a beau-
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tifully carved, azure semi-sphere adorned with intricate

patterns. No ladder or stairs lead up to it from the floor,

but another bed hangs underneath it. A spine-like rig over
the bed suspends a black helmet just above it. Hundreds
of spent scarabs float around the captain’s seat. See “The

White Icon” below.

o The Helmets: The helmets are a form of control unit
used to merge the minds of the crew with the ship’s
system, giving the crew members an instinctive control
of the vessel. By passing a SCIENCE test at -2, the helmets HEALING SCARABS [+1]

may also be used by the PCs to access the butterfly’s

azure disc, located underneath the statue in the central

chamber (page 48).

Beyond the network of support beams, another iris gate
opens toward the cargo hold, the weapon systems and the
main airlock.

Cost: 0 DP

#t THE WHITE ICON

In the deathly silence of the bridge, among empty beds and

the glowing red of the scarabs, something begins to move.

A single survivor remains — Captain Vishan-Ven.

# The White Icon: The Vestal is nearing the end of their life,
a weak shadow in comparison to their former self. As they
stands up to gaze at the intruders, the PCs are faced with
astounding beauty. Perfect symmetry wrapped in flowing,
white silk that moves and shifts like the feathers of an
impossible bird. The Vestal’s eyes are covered with a silk
blindfold and their hands and arms move in an enthralling

dance. They floats freely in the air just under the ceiling.
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ERFLY'S EMERA

e the control helmets, they can access the sensor logs from the emerald disc:
beread, instead revealing itself to be a stream of events and thoughts from the ship’s
ext below out loud to your group or use it to improvise your own:

The ship around you fades away as the helmet covers your head. Isolation and loneliness

envelop you. And then - hope. Belonging. You are one with the others, and they are one with you.

You float through perfect darkness. Theripples in the surrounding spacetime tug at your
mind. Exert control by submitting to the stream. Embrace the chaos, merge with the dance, in
the darkness between the portals. Months and years in a world between worlds. Many have
come before, many will take your place should you fail. They are all with you, at all times.

Much time has passed. Suddenly, there is life - blood flowing through the portal, but will
itbe enough? You move. After what felt like an eternity, your wings come alive again. Light
and energy once again flow through the core of the ship. You breach. Taoan, the lost star,
blinds you as the walls around the lost Horizon finally crumble.

More time. The others have reached out. The system is ours now. But the exiles’ message
got out. Someone may have heard it. You have a mission now. No one must find us, not until
the servants awaken from their slumber. Return to the world between the stars. Neutralize
all threats.

Anxious bliss in the swirling flow of the dance. We are ready. The portalignites. The ancient
enemy is here. Ablack destroyer carrying frail cargo. Warriors on ice. Frozen meat, awaiting
death. The wings light up. Locking on critical systems. Launching torpedoes. Roses of light
bending time and space, rending, tearing - but the enemy doesn‘tyield. The portal collapse:
She presses on. Ifthe torpedoes aren’t enough, there's only one solution. We begin tom

e cut through the enemy’s belly in the darkness between the portals. A gloriou
in that others will complete the mission. For the Emperor. Eternally.

or Log, The Falaina




TABLE 02: ATEMPEST OF EMOTIONS

# ATempest of Emotions (2 DP): Upon meeting the Vestal, the
PCs overflow with emotion — crying, laughing, screaming
or chanting in ecstasy. The Vestal’s manipulation of the world
and minds around it wreaks havoc on anyone getting too
close. At the cost of 2 DP, roll once per character on the
Table 02. The PCs must then try to manage or overcome
the violent emotions before or during the conflict that
might follow. A critically successful coMmmAND test allows
a PC to break the spell.

# The Devotees (1 DP): The Nazareem cultist Legionnaires
(page 26) worship an aspect of the Beast based directly on
the Vestals. When they see their Icon in the flesh before
them, they completely give in to their faith, vowing to serve
the Vestal forever and then turning on the PCs. Alternatively,

if you desire a slower build-up, the Legionnaires may begin
by attempting to convert the PCs, offering to teach them
the ways of U’Haya, the one true Icon. At the cost of 1
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DP, they turn on the PCs immediately, which counts as a
surprise attack (+2 to their Initiative roll the first turn, see
page 85 of the Rulebook)

# The Curtain Drops: When the Vestal channels the darkness

to replenish their HP for the first time (see more below), the
illusion protecting the ship cracks. Like a mirror bending
and shattering, reality itself appears to contort around the
PCs, who suddenly find themselves surrounded by oily,
dark waters and the true state of the ship. The walls are
charred, the panels ripped open and singed, the mosaics
shattered. The beams supporting the captain’s seat on the
bridge are bent to the point of collapse, threatening to
bring the room down over them. After losing control of the
mirage, the Vestal is unable to regain it for the remainder
of the PCs’ time onboard the ship.

# Fight or Flight: Confronting the Vestal could be highly

dangerous to the PCs, especially if they are already wounded
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ADYING GOD

Vishan-Ven Et-U'Haya has been weakened by the

crashand by the years spent between the portals.

¢ -2toallskilltests.

# Lowered attributes.

¢ Reduced HP.

¢ 0-10 HP: One action per turn. 11-14 HP: Two
actions perturn. 15-16 HP: Three actions. Each
action getsanindividuallnitiative score.

+ Noablative armor effects.

Ifyou need to make the Vestal tougher, feel free

todisregard one or more of the weakening effects

above. Each effectyou negate costs 1 DP.

or worn down from earlier events. The Vestal is too weak
to pursue them if they decide to flee, however, and will
spend the last of their strength to start imploding the ship
(see below). When the PCs eventually leave the butterfly —
regardless of having bested the Vestal or not — the scene
ends (see “Farewell Zafirah” below). All that remains after
that is to leave the moon and go back home.

Cost: 0, 2-3 DP

VISHAN-VEN ET-U'HAYA, VESTAL

“lamthe light of Ardha. Love me.”

The Vestals are agents of the Eternal Emperor. They draw strength
from the darkness between the stars and have a single purpose
—tocarry outthe wishes of theirmaster. They seek and expect
submission and reverence from everyone they meetand theirpre-
sence alone bends the fabric of reality around them. Vishan-Ven
has waited in the darkness between the portals for more than 50
years which, inthe warped streams of the space between the por-
tals, has felt like an eternity.

CHARACTERISTICS: In constant motion, hoveringand moving its
limbs to the beat of some unseen drum. Its motions appearto
gently caressreality itself.

The stats below describe the Vestalinits weakened state. The
bracketed numbers are the being's original scores. See "Adying
god" to the left.

ATTRIBUTES:
STRENGTH 1 (3), AGILITY 3 (4), WITS 5, EMPATHY 5 (8)

HIT POINTS: 8 (16)

MIND POINTS: - (immune to stress)

REPUTATION: 10 (automatically superior to opponent)

SKILLS: Culture 10, Mystic Powers 8, Command 5, Data Djinn 5,
Manipulation 5, Melee Combat 5, Observation 5, Pilot 5, Science
5, Technology 5, Dexterity 2

ACTIONS: 3 AP (one, two orthree actions perturn, onindividual
Initiative scores)

TALENTS: See powers Table 03. Cost 1 DP peractivation, except
Channelthe Void.

ARMOR: - (ablative absorption reduces the damage from the first
physicalattack each turn by 2 points, negates one criticalinjury)




TABLE 03: THE VESTAL'S POWERS

#t FAREWELL ZAFIRAH

Use this event when you feel that it is time for the PCs to
leave the Zafirah. The Vestal decides that the intruders must
be stopped no matter what, the wreckage contains too much
valuable information and cannot be allowed to fall into enemy
hands. The First Horizon agent focuses its remaining strength
on the “Collapse” power.
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# Implosion: The room starts caving in, the walls and ceiling
melting and bubbling as a series of flickering bursts of light
fills the chamber. Expanding slowly outward, the effects
of the implosion spread, sucking everything in its path
toward the glowing orb of melted steel quickly forming
at its center. The surrounding water boils and dissipates,
sending shockwaves of intense heat toward the surface.

ACT2




THE LAST CYCLADE




& Trapped in the pull: If the PCs are in the same room
as the Vestal when the power is activated, they suffer
a kind of decompression and are violently pulled
toward the melted orb. Affected characters must pass
a DEXTERITY test at +1 to escape the immediate reach
of the implosion.
¢ On a critical success, another character may be
assisted.

¢ If a character fails, she is hurled against the surface
of the melted orb and suffers a strength 6 fire attack
(FIRE 3, CRIT 1). For each turn she remains next to
the orb, she suffers another attack.

¢ If the damage from the attack pierces the character’s
armor, she suffers a strength 3 fire attack at the
beginning of each turn for D6 turns (provided that she
first manages to get away from the orb, of course).

¢ To escape the orb after having initially failed, the
character must pass a DEXTERITY test, or receive
help from another character rolling a critical success.

In the surrounding chambers, the strength of the implosion
is substantially weaker. Here, the PCs won't have to roll
any dice, but as soon as they enter tighter spaces that limit
their movement speed, the implosion may catch up. Each
time an obstacle hinders the PCs’ movements in some
way, you may spend 1 DP to roll a die. On a 6, the group
has to make another DEXTERITY test.

# Narrow escape: Keep the pressure up as long as the PCs
remain in the butterfly ship. When they make it back out
into the hanger, you can either let them find their way out
straight away, or hound them through the destroyer’s dark
central shaft with the implosion hot on their trail. Eventually,
they should manage to make it out of the wreckage just in

ACALL FORHELP
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time, and start ascending toward the surface. This ends
the scene.
Cost: 0, 1 DP (mandatory)

OTHER EVENTS

Below are some other events that may occur in the scene:

#+ INFLUENCE OF THE FIRST HORIZON

The butterfly ship is fitted with a variety of strange defense

systems, and isn’t even designed for normal human beings to

begin with. Activate the corrupting powers below by spending

DP as the PCs enter the ship. Each activated effect remains in

play for the rest of the scene.

& Corruption (1 DP): Each character suffers 1 point of
Radiation each time she enters a new room, even if she
is wearing an exo. In combat, each character suffers 1
point of Radiation every time she suffers other damage.

o The Wrath of the Icons (1 DP): All prayer re-rolls inside
the butterfly ship generate 2 DP instead of 1.

# Panic (2 DP): Each time the group enters a new room, all
PCs must test MANIPULATION or MYSTIC POWERS. Those
who fail are filled with an overwhelming sense of fear,
and want to run away. They can compose themselves by
passing a COMMAND test, or by suffering 1 point of stress.

Cost: 1-4 DP

#+ LOSS OF POWERS

Upon entering the ship, all mystics with powers in the group
suddenly feel as if they are losing a sense. They feel alone and
cut off from the world, shivering and trembling. Mystic powers
may still be activated, but now require critical successes to work.
Cost: 2 DP

In the faint glow of the sugar globes, you begin your ascent. The dark
shape of the Zafirah below crumbles as if trampled under a giant’s
boot. A final burst of trapped air escapes the wreck when it suddenly
collapses in on itself, for an instant forming a glowing, red sun below
you. After the brief flash of light, everything goes dark again and you
see the glowing orb stop compressing, now only about a meter in

diameter. It quietly slides offthe cliff side and sinks out of sight. The
dark waters around you begin to boil. The sugar globes die, one by
one, and the surging heat chases you upward. You breach the ice in
a roaring cascade of steam. You look out across the desolate, frozen
wastes and try to calm your breathing. Something feels wrong — very
wrong. Your intrusion cannot have gone unnoticed.
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THE SITUATION

The final scene of the act deals with the PCs’ return
journey. They leave Azrag-3 and prepare to meet the
Order’s blockade when another butterfly ship suddenly
causes an explosion inside the portal field. The Uharu star
devours the blockading fleet and the only way to escape
certain death is to jump blindly into the portal, praying
to the Icons for deliverance.

EVENTS

#+ WALL OF THE PARIAH

The monastery cruisers Talig-Alnaar and Alit-Samah guard
Uharu’s portals together with several torpedo ships and
destroyers. The astronics at the portal station have stopped
hailing incoming traffic and everyone attempting to leave
is instructed to await a boarding inspection by fully armed
Martyr warriors.

When the PCs have left Azrag-3 and returned to Uharu,
they are given a slot in the inspection queue and are ordered
to prepare for boarding. An Order fighter (page 32) locks
onto their ship in the meantime. The PCs may either choose
to let the inspectors board them, or attempt to fight their
way toward the portal and jump using a vector of their own
calculation. Regardless of what they decide, you should
proceed to the next event as soon as things start to become
dangerous.

Cost: 0 DP (mandatory)

BOARDING PARTY, MARTYR WARRIORS

Afully armed strike team wearing heavy suits of animate armor.

APPEARANCE: Men and womeniin full, blackarmor.
CHARACTERISTICS: Fightsin silence and with deadly precision.

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

HIT POINTS: 7

MIND POINTS: 5

REPUTATION: 4

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

TALENTS: Fanatics

ARMOR: Animate armor 10

WEAPONS: Vulcan carbine (Bonus +1, INIT 0, Weapon damage 3,
CRIT 2, Shortrange, Automatic fire), dura knife (Bonus 0, INIT
+1,weapondamage 2, CRIT 1, Short range, Light, Cell-powered)

GEAR: Homing rounds, throat-mounted link, personal effects

& FANATICS (2DP): The warriors'zeal allows them to get back up
andrecover2 HP after being Broken in combat. Costs2 DPand1
AP forthe warriorin question.

& ANIMATE ARMOR (3DP): The warriors wear suits of animate
armor crafted by the Order's legendary animaturgs speci-
fically for their wearers. The warriors have trained exten-
sively in theirrespective suits of armorand feel so linked
to them that they hardly ever take them off. Wearing the
armor grants +1to all testsinvolving STRENGTH or DEXTE-
RITY and negates the first hit sustained each combat. Each
negated hit after the first one costs 3 DP. Choosing to pay DP
tonegate a hitmay be done after having already tested the

armor'sregular Armorrating.

#+ PORTAL DANGER
The space around the Uharan portals is bustling with
activity as the Order’s massive blockade has shut the
system down completely. The PCs reach the blockade
and need to decide how to get through it. Suddenly, the
portals fluctuate and expand. A DATA DJINN test at -2 allows
the sensor operator to spot an odd detail — a completely
empty region of space just outside the field, from which
no readings whatsoever can be obtained. Had it not been
for the fact that the PCs recognize this from the Zafiarh’s
hangar, they may not have noticed it, but as they do, they
know what it means. Something has just come through
the portal.

# Portal collapse: Shortly after realizing that they have
unwanted company, the sensors pick up a coronal mass
ejection from the Uharu star, followed by a massive shock
wave resembling the one that destroyed the Ghazali (see
the standalone scenario The Last Voyage of the Ghazali).
The smaller freighters and destroyers near the star are
ripped apart. One of the monastery cruisers is hit and goes
dark as her reactor shuts down. The PCs are partially hit,

suffering a temporary loss of power (EP reduced to 0 for




one turn). Debris and smaller vessels are then pulled in
toward the portal towards Dabaran which appears to be
harnessing energy. The sensors whine and crackle, alarms
blare across the bridge. An Easy (+1) DATA DJINN or SCIENCE
test can reveal that the portals still appears active, but are
rapidly destabilizing.

# The Truth: The Vestals are behind the event, having sent a
destabilizing pulse into the portals just like they did during
the Ghazali incident.

# Jumping Blind: There is not enough time left before the
portals collapse altogether for a proper jump to be prepared.
The PCs’ best shot at survival is getting into stasis and
jumping blind (see page 139 of the Rulebook), or, if they
don’t want to risk such an action, to try and get 