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' l  onls hope uve never Gtlme HSIJJ I0 Uj? Tl . l i j  B00lt
acrgss it agatrr, hecarrse Thirdspaceis designed to hclp Gamcs Mastcls clcal with what

takes place in the telemovie of the same narne ancl how bcst
to use the information inthe Bab/on 5 Rtleplrrying (iame 2"'t
Edition sourcebook. The opening of the'l'hirdspace gare was
no small event in the greater schcmc of thc trniverse. N'[ora[s

rrext time, nrr rrnets going
to survive it-t
- Eaptain Jofrn J. liheridan were tested while willpower was strctclred to its thinncst and

an all'consuming evil was very nearly allowed entri.nce toan al l-consunring cvi nearly allowed entrance to
ry other was revealcd to theThe year was 2261. The Shadow Var had endccl and the

galaxy was predominantly licking its collcctive wounds
after the raging planet killers had taken worlds apart in
the previous few months. fhe hub of ir.rrcrstellar gossip
and scandal, the Babylon 5 diplomatic station, was dcaling
with progressively worsening relations with President Clark
and his xenophobic regime. The station was suffering from
a thick travel embargo and only by the grace of the aliens
that fought beside it against the Shadows and the Vorlons
was the station able to kecp lunctioning. Even with
extensive help from its interplanetary ncighbours, Babylon
5 was in trouble.

It was then that a huge, strange and uniquely powerful
artefact fell into Babylon 5's lap. This massive ancienr
object would promise ro be the solution to Babylon 5t
problems but this promise quickly turned sour and very
nearly tore the station apart.

Even though the opening of the Thirdspacc gate was
generally kept a secret, there were rens of thousands of
people from dozens of different races that were affected
by the gate. Making sure that no othcr galactic powers
went searching for the other gates that wcre rumoured to
exist in hyperspace or beyond the Rim was a f<rol',s errand
to say the least, although no one actually found another
gate for 150 years. No one was ready For what happened in
2261 when the gate opened; there was no way they could
possibly have been prepared.

This sourcebook is not only a detailed guide through which
we show the readers exacdy what happened during the
even$ of the Babylon 5 telemovie Thirdspace, it is also a
collection of resources that contains ncw inibrmation about
the repercussions concernir-rg IPX's involvement, thc grl"ry.'s
rcaction to what happened and a dcadly new piecc ofancient
history for Clames Masters to frightcn thcir players with.
The Facts and rulcs found in the fbllowing pages are useful
in helping to create interesting encl new Qrcets for exisring
campaigns that take place in 2261 and also provide a solid
foundatior-r on which to begin conrplctely new ones.

the galaxy. A dirnension unlike any
races of the Third Aee and the bosrraces of the Third Age and the bogeymen from the collcctive
nightmares oI-a million races tried to se€p into a new realm.
Ve hope to emphasise all of thcsc things in this guide and
show readers how che information can be used in their own
Bab/on 5 gaming groups.

The book's opening chapter discusses the cve nts surrounding
the 226l Thirdspace event in great detail. lt will help rhose
who have not watched the telemovic unclcrstand exactly
what took place on Babylon 5 during this timc. 

'I'his 
chapter

will give all readers game rules and mcch:rnics ftrr how the
event affected the station's populace and cxplain how Games
Masters could use these rules in their own q:rnres. Although
it was a dangerous setting in which Player (lharacters could
end up killing one anotler as easily as they could gct killcd
themselves, Babylon 5 was a unique pltcc to live during the
few days that thc Thirdspace gate wreaked havoc upon it.

After readers are informed as to what took place during the
2267 evem, the book turns back the clock a Few rnillion
years to show how the Vorlons came to create the Thirdspace
gates, why they felt they could do it and what their mistake
in the Age of Ancients unleashed upon the galaxy. The
Harbingers took a toll upon the First Ones and even had
a large stake in further shaping the Hand. This sourcebook
explains rhe kinds of ripples in realiry the Thirdspace gates
created and what was done to help stop this universe from
being torn apart. This chapter in particular looks at the
other experiments and possible errors the First Ones made
that later affected the inheritors of the Third Age.

The book then moves deeper into the Harbinsers themselves.
Details about their dimension, thcir sociery and the sciences
theyhave at theirdisposal aregiven game mechanics for Games
Masters to unleash upon their plavers. Evcn the statistics on
the creatures themselves can be fbund in this revealing and
terrifring chapter! Tiuly alien to even the transcended beings
of the Age of Ancienr, these dark and wisted creatures have
reached into the minds of a surprising number of beings over
the ages - even if they could not get to them!

The fact that Sheridan and his friends were able to close
the funnel from Thirdspace by destroying the gate in 2261



does not mean that the Harbingers are done wreaking
devastation upon the galaxy. Other gates still exist,
telepathic rifts continue to seep dark thoughts into Cultists
and several small Harbinger ships survived the blast that
ripped their gate apart. "fhis book gives several instances
of the fallout that discovering I-hirdspace and its elder
inhabitants had upon the people of this universe. The fact
that Sheridan and the others do not directly deal with the
inhabitants of Thirdspace asain does not mean that others
do not. Perhaps the next tim"e there is a Harbingcr invasion,
it will be up ro the Player Characters to thwart...

This sourcebook ends with This is Pandorals Box, an
interesting look at some of what happened at the Thirdspace
event of 2261. This scenario places the Player Characters
as members of the IPX field team (or freelancers working
with it) that researched the gate and survived its opcningl
Althoueh Dr. 

'Irent 
seemed to be penitent for what the

Harbin"gers 'made' 
her do during the event, she was not the

only doctor with access to the gate's information - and an
IPX up-and-comer looking for a step up might not be so
ready to discount the use ofThirdspace artefacts. In 7-his is
Pandorals Box, rhe Plaver Characters will need to deal with
greed, foolishness and'betrayal. Maybe even be their own...

Thirdspau is designed to arm its readers wirh an
understanding ofthe sheer scope ofthe universe surrounding
Babylon 5. It allows Games Masters to utilise an evil from
bcyond the edges ofthc known universe and shows players

how they might be affected by the dimensional tides of
the Vorlons' greatest mistake. The galaxy might survive the
coming of the Harbingers but can you?

a won> 0F w^nninE
It must be noted here that, unlike most of Mongoose
Publishings orher Babylon 5 products, the information
found in this sourcebook was designed with a no-holds-
barred attitude. Much of what readers will find in this book
is vastly more powerful than anything thcy may have come
across before. The new ships, aliens and rules might look
overwhelming and unbalanced at first glance. To a ceruin
cxtent that is very much the case.

'l-hirdspace 
is not a guide to some trivial alien world to be

explored and exploited by curious travellers. It is the revelation
ofan alternate universe ofpain, anguish and suffering that has
spawned some of the oldest works of horror in a thousand
diff.r..tt languages across the galary. \7hat Thirdspace offers
to Games Masters and players is a realistic look upon hell
itself (or some might believe) and the dark demons that call
it home. It is not for the weak of heart, nor is it a challenge to
be overcome. Thirdspaceis nothing short of a Herculean task
to be weathered, survived and learned from.

This book does not pull its punches for just that reason.
Games Masters be warned and players be afraid- Thirdspace
is here and it will not be ignored.
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'Ul/etre having to rnove the
strrrts of thejurnp gate far
enough apart to allow the
artefact to get tlrrough.'
'It's tlrat big?'
'Bigger.'

- Lieutenant David Eorwin
and Eaptain John J.
SJreridan

Thc 6nding, operring and summary destructior.r of the f irst
l-hirdspace gate to be discovered in the current age was
onc of the strangcst and darkest t imes fbr thc populat ion
of Babylon 5. Thc dctai ls of much of whar happenccl wclc
muddlcd by secrets and confl ict ing accounrs told by thosc
involved but even the main facts would haunr researchcrs
for decades. No matter whether anyonc renrcmbcred i t
perfect ly or not, the 2261 openingoFa true portal between
universes took i ts tol l  on Babylon 5, IPX and a surprisir.rg
number of al icn worlds.

The fbl lowing chaptcr, which is broken into individual
sections, reprcscnts how the talc was told in the ThirdsDace
telemovie. Sid.br.,  and inserts that eive interesrins i ,rcrt
o r  ganrc  mcchan ics  l i r r  cx r rc t l y  wh. r t -wns  t , rk i r rg  p l , rcc  in
the story ar thc t ime arc ir-rcluclcd. ( l :rmcs Mastcrs crln usc
this information to run thcir own gamcs on Babylon 5

*lt",ri:Ilirdspace 
cvents or simpiy filc it:rway fi,r later

In f t.tE w^ttE 0F fl.lE
sHn>ouJ w^n
I t  w:rs in early 2261 that thc Vorlons ar.rd Shadows lcf i  wirh
Lorien to go beyond the } l . i rn, leavirrg the galaxy in a srrre
of cl iscorcl.  L.nt i lc plancts werc dcstroyed during rhc war
ancl govcrnmcnts rhat had becn cannibal ising one anothcr
just a fcw short months bcfirre lrad sett led into a rcnsc bur
pcaceful relat ionship. The situatior.r with the Earth Al l iancc
ancl i ts draconian prcsident had reached new heights and
the 

'heroes' 
of Babylon 5 were cur off  Frorn mr.rch needed

sr-rLrolies fionr hon-rc.

fhe travel ancl tracle embargo placcd upon the stat ion
frrrced the cornmand stalf  of Babylon 5 to dcal

hcavi ly with outside governmcnts and supply
sources. Many of these otl-rer govenrmenrs

territories and fleets during the war, so the galactic market
was rocked with rising prices and corporare profiteering.
Unfortunately for Babylon J, that meanr paying very high
prices or acquiring goods flrom backwarer colonies - both
options being quite expensive in the long.

T'he long distance cargo runs undertaken all across the
galaxy werc also frequently targeted by raiders and pirares
all over the [,eague. Several raider cells grew ro enormous
siz.c, acquiring damaged or scrapped hulls that were left in
thc path of the Ancient ships during the war. These cells
were a very real danger to most commercial crafts.

EarthForce ships blockaded the fastest or safest roures ro
Babylon 5, forcing trade convoys to use side routes and
otherwise unguarded paths in order to avoid being detained
or worse. President Clark made it verv difficuh ro have anv
commercial contact with the heroes'of the Shadow \(ai:
those that could find their way to rhem did so at their own
pcri l  and the expense ofthe siat ion.

lWith the need for supplies growing exponentially on
Babylon 5, something had to be done concerning the
dangerous space lanes. It was not long before Susan Ivanova
came up with a plan.

Tt.tE MoFAttA
M0u?=tn^p
lvanova knew that specific cargo supplies were being
hit more often than others and she knew that a mostlv
unguarded vessel would be preyed upon in short ordei.
Aftcr obtaining a ghost scan emitter from a smuggler on
Babylon 5 in exchange for conveniently misplacing the
charges levied against him, Susan took Delta Squadron and
a commercial freighter out to where the Drazi had been
reporting high raider activiry. Giving off the signatures for

Quantium-40 stores would surely bring the raiders like
sharks to blood in the warer.

Outside the jump beacon of the Mofaka system in the Drazi
Frcchold, Delta Squadron picked up a rapid hyperspace
event- a jump point through which a dozcn or more Delta-
V fichtcrs swarmcd. Thc raidcrs had taken the bait and set
imrnediately to trying to disable the escorting Starfuries.
Evcn with thc added Foxhunt missile racks Ivanova was
testing, the Deltas and their raider ace pilots had Delta
Squadron outnumbered and possibly outclassed.

Thc raidcrs were a wing o[ a local scrap-cell called the
Red Star Ravens, led by a particularly untrustworthy
oilot named Darren \X4ritefall. and thev were hell-bent
on getting at the supposed Q-40 in the freightert hold.
Evcn though a Starfury was a vastly superior vessel to a
Dclta-V, l)arren and his winsmen

ncccled the supplies to rcpair
t l-rc damage donc to the ir





were consummate fighter jocks and knew how to us€ many
tricks to their advantage.

After their fighting resulted in casualties on both sides
Ivanova tried to reason with \White, explaining that they
were likely going to fight to a standoff. The Red Star
Ravens were not exactly known to play by the rules, so
Darren gave thc signal and one of their cell's mobile bases
- a battle wagon called the Roohery - arrived ro pur rhe
odds in their favour. A single battlewagon would have
morc than cnough firepower and resilicnce to 6ght off
the ten remair.ring Starfuries and disable the freighter and
Darren fclt smug in his obvious victory.

'l.hen 
the trap was sprung. On Ivanovat signal the black

curtain of space was torn into pieces by five vortices of
encrgy. Hyperspace portals lit up the horizon as Sheridan
and a flight group of White Stars emerged and immediately
targeted the Rookcry. Easily disabling the ship's engines and
jump capability in seconds, Starfr.rries and V/hite Stars alike
surrounded the Delta-Vs and cur them off from escape.
Even the notorious Darren Vhitefall had to surrender and
admit defeat.

Sheridan and the White Stars saw to the raiders'
incarceration on Zhabart massive penal colony and Delta
Squadron was released back to Babylon 5. It'was a long
flight back along several hyperspace jump routes but it
was far less troublesome rhan having to deal with Drazi
paperwork.

mbb (e, fiytaffn h\mhftdP{Ib Rod ShB
Rem

a shuttle accident when he was rwelve years old. The next
tlventy_years were filled with mugging, stealing, killing

and eventually pirary. Joining the Red Srai Raverx
in 2256 after stealing a Starfox fighter from the

Martian Museum of Spacecraft, Darren rapidly
became one of the best pilots they

had ever had at their disposal.

Even though he was incarcerated on Zhabar for three years
for piracy, Darren never forgot being made a fool of by
Ivanova and Sheridan and made it his oersonal mission ro
harm them later in life.

5dl,evel Human Raider | 2"dLe'd RaiderAce
Hit Points: 20
Initiative: +3 (+3 Dex)
Speed:30ft
DV: 17 (+4 Class, +3 Dex)
Attacks: +5 close combat, +8 ranged
Special Qualities: Infamy (+3), Hard Tlrget (n2),
Glancing Shot, Safe Distance, Raider Captain, Crippling
Shot, Hasty Retreat, Born to Fly
Saves: Fort +2, Ref +7, Vill +2
Abilities: Str 11, Dex 16, Con 12, Inr 10, $fis 11, Cha 8
Skills: Acrobatics +4, Athletics +7, Bluff +6, Computer
Use +6, Intimidate +5, Knowledge (astrophysics) +3,
Knowledge (law) +4, Notice +4, Operation (Gunnery) +6
(+9), Pilot +12 (+15), Technical (electronics) +8
Feats: Dogfighter, Elite Pilot, Fire Conrrol, Fluenry
(Human), Spacecraft Proficiency, Veteran Pilot

The above character was created using the additiond
class information on raiders found in rhe Freedom Station
sourcebook.

w^ttinE Dn;Am5
'S?'hile 

Ivanova and Delta Squadron were plodding along
the rwist of jump routes to get back to Babylon 5,Lyta
Alexander was trying to make ends meet on the station.
Since her career with the Psi Corps had been sketchy to
say the least, turning freelance was a dangerous financial
move. It forced her to take contracts that she would never
have looked nvice at in the days when she was a sanctioned
commercial telepath.

One of these undesirable - but well paid - contracts was
occupying Lytat time at the moment. A Mr. lco Rosen
contacted hcr after several unsuccessful attempts at getting
a Psi Corps telepath to take his case. It seemed that Leo
needed Lyta for a simple veraciry scan of his older brother,
Alex. A iob of that calibre is never difficult but emotions
can get high when dealing with family members and a
telepath coulcl sufFcr mental feedback in the process.

Such was thc crrsc with the Rosen brothers. Twenty years
earlier, Leo clainrcd his brother Alex was having an affair
with his, [,eo's, wife. Leo was so sure this was the case
that he would not let the matter drop and it ended up
tearing his marriagc and his relationship with his brother
apart. The rwo had not spoken but for the occasional quip
for nearly rwo decades. This situation drove Leo to near
madness and caused his entire family to turn away from
him. It was only when Leo discovered he was affiicted with
Felmart Syndrome that Alex agreed to come and meet his
brother on Babylon 5 to air the truth once and for all.

Nega
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Raised in the gutters of Mars, Darren was orphaned into
a life of crime and poverry when his parenrs were killed in
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Negative emotions clouded the telepathic mindscape
around the Rosen brothers and Lyta had a difficult time
focussing on the matter at hand. Something kept pulling
her mindt eye toward e strange a horrible object foating
in hyperspace millions of miles away. This object seemed
to whisper to her about 'waiting' and'wanting.'

When Leo asked his brother about the affaic Lwa had to
push slightly harder to cut through the wdl ofnegativiry

at the table and when she did so - she made some kind
of contact with the whispering object. She could see it,
plainly and vividly and it dominated her mental vision for
a moment. Lyta had become a powerful telepath after the
Vorlons modified her but this image was too strong for her
to push aside. Even after she proclaimed that Alex was not
lying and that Leot wife had not been cheating on him
with his brother, Lyta fought to keep her balance and her
mind from spinning out of control.

She eventually cleared her head enough to make it back to
her room, where she tried to rest. Part of her - the Vorlon
part - knew something evil and terrible was coming.

BninGin6 SomEfltinE
H0mE uJift.l DELTA
sQUA>n0n
During Delta Squadront return trip &orn ,thc Mofaka
system, somewhere berween the Sigma 957 and Epsilon
Eridani jump gates, Ivanova's sciurners. picked .up an
anomaly off the beacon. Makine surc that:lo 'one had
t portei any ships lost or miqsfig in the area, ihe put
Delta Squadron on alert and made the decision to check it
out. Using a risky but tested manoeuvre, the 'relay chain,'
Ivanova led her fighters on a direct route for the wayward
object. Initial reports came back that the object was solid,
nearly half a mile across and showing no energ;r or life
signs.'\trThatever it was, it was huge and very much dead.



Upon reaching the object Susan knew she had found
something unique. It was truly enormous, larger than
some of the largest EarthForce warships and it was covered
in strange hieroglyphs and technologies she could not
recognise. Scans reported that it was a carbon-based
inorganic substance but also that it did not have even a
single nanowatt of energy within it.

Knowing that she could nor leave the object floadng in
hyperspace, Susan chose to hold the relay chain open and
request additional ships to help tow the arrefact back to
Babylon 5 for study. Even though she could not help but
feel as if the thing was dangerous in some way (she referred
to it as 'a possible trap' several times), she also knew that
her dury was to bring ir to Sheridan and the others.

Susan was close enough to request a sizeable retrieval force
so she had Lieutenanr Corwin launch five 

'\ilfhite 
Stars

and as many Starfuries as the starion had on standby to
sdvage the artefact. With the \7hite Stars serving as a
picket against the possibiliry of raiders, Corwin also senr
a handful of cargo shuttles and a small freighter to help
with the towing. Using hydraulic grapples, the salvage feet
took up several posirions around the artefact and headed
for the station. It would be a slow haul but it would be a
safe one.

Using a procedure that was rarely necessary for srarships
due to the addition of jump engines for craft too large,
Babylon Control had to manually move rhe jump gate
struts hrther apart to accommodate the gigantic ariefacc
This could be done with a quick few strokes of manud
control consoles but it was so rarely undertaken thar even
Corwin had to leave it in the hands of the technicians. The
manoeuvre required a steady hand and a skilled command
of astrophysics to make sure rhat the struts were wirhin the
proper equations and the vortex nor open - lest it become
dangerously unstable.

\fith all ofthe proper safety precautions in place and the
struts in position, Ivanova was given the go-ahead to bring
the artefact into realspace. There was no way to know
exacdy how the artefact would react to being brought into
the calm surroundings of a regular void (as compared to rhe
chaos of hyperspace) so the srarion was placed on medium
alert until the obiect could be placed in synchronous orbit.
The procedure would not take long but ihings would be a
very tense for the few hours thar were required.

As her towing feet slowly dragged rhe titanic device againsc
the currents of hyperspace, it starred to have a stronger
effect on Llta Alexander. Drawn to the observation deik,
she watched as the enormous artefact was rwisted and

tugged into position. As the ancient glyphs upon rhe
l :  , ,  r  :  t  f  .  Iobjectt surface came into her foius, Lyrit mind
reeled with images she could nor block.

was demolished, as if a riot had passed through unchecked.
It was littered with the bodies of sration inhabitanm and
personnel, broken and bloodied by unknown causes. In her
mindt eye Lyta herself looked worse for wear, her clothes
torn and bleeding from several gashes, and she seemed to
be the last living soul in the room. The Lyra in the vision
plodded carefully through the wreckage of the room trying
not to step on the discarded dead and then froze. A deep
rumbling growl rolled up from behind a toppled wall
section and Lyta slowly turned to see where it came from.

Lyta snapped out of the vision just before the creature's
writhing tendrils were about to close upon her. Its presence
in her mind triggered something and Lyta retreated inside
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She saw one of the many commons
rooms on the station. The room



her own mind. She had little choice in rhe marrer as
the Vorlon programming began to take over. \(hile her
Human side fought against rhe Vorlon messages assauldng
her brain, she loiked"herself in her quarters ind began to
think, rhen say, then write one phrase- 

'There 
is danger.

Remember.'

EUnioSitH onLH B=,85
MonE QUE5ti0n5
As word of the object began to circulate through the
station, there were several secret meetings and open
councils beween members of the League of Non-AJigned
I$/orlds. The arrival of rhe ancient arrefact put credit iigns
in the eyes of many alien ambassadors ind more tlian
a few believed it to be some kind of weapon. Vith the
galaxy having been only recently rocked by the Shadow'\far, 

everyone was quite sensirive to the idea of First One
technology. Depending on where the various aliens hailed
from, _ they had differe nr aspirations concerning what
should be done wirh the 

"rr.f".,. 
More imporrantTy, they

knew what they wanted from it.

After several minor meerings were held to discuss
what should be done, Ambassador Po'qeer of rhe Llort
orchestrated a full garhering of rhe Leagui of Non-Aligned
Vorlds and invired-Vir Cofto (who wai actins as Ceniauri
representative at rhe time) to hear their opiriions. By the
end of the shouting, cursing and fist-shaking meeting Vir
knew that he had t6 spe"k t-o Sheridan and Selenn oi the
traguet behalf.

Requesting that rhe League be granred access ro the artefact
because of their technological superioriry and possible
greater undersranding of ali-en sciences, Vii explained that
the other races were feelins a bir left our. He tried ro make
the Centauri see rhar thJ Leaque could help fisure out
what the object was, so long ai they got 

" 
.u, oFwhat it

was wonh in the end.

Vir was sent away to tell the Leaque that the starion could
not afford to bring them in on tKe artefactt research until
they knew more even rhough Delenn quietly agreed thar
perhaps the League worlds could help. Sheridan however,
was thinking far more pragmarically. He knew thar the
League races were so competitive and selfish most of the
time that they would rry to claim as much as they could
as the obiect was researched and that ifanv ofthev'felt the
artefact was a weapon they would .r.,rely desrroy'ir. They
would eliminate ii rather rhan risk o.re of their oeers or
neighbours getring an edge in their squabbles and border
wars. It would be safer for starion personnel to lead the
examination of the artefact, even if it made Sheridan look
greedy and secretive.

Delenn chided Sheridan for what she saw as his want to
be the first to unlock the artefactt secrets, knowing that
Babylon 5 did not have the manpower or the expertise
required to fully research such a 6nd. Although he denied
her claims long enough to ger her to leave the office,
Sheridan did have a familiar sparkle in his eyes when he
looked upon the security-cam footage of the artefact,
saying to himself, 'Besides, it ri mine.'

Meanwhile, Zack Allen was conducting a securiry sweep
of the artefact from the cockpit of a Starfury. As chief of
securiry for the station, it was his responsibiliry to look
over any sort of unknown item before station personnel
investigated it further. Zack saw several signs of weapons
fire and impacts on the surface of the arGfacr, meaning
that it must have been involved in some hostilities. Zack
wondered iFit could still be dangerous in some way.

Zack gave his approval for the first research team to
commenc€ their examination of the arrehct and weryone
in the near viciniry pulled back to what initial sinsor
equations had determined to be a minimum safe disrance
in case there was some kind of mishap, Once everyone was
positioned safely the research t."- sent in a single mainrbor
on remote control to rake rhe first physical surface sample
of the object.

Vhen the maintbot closed in on rhe artefact and applied
the first tot'ch of irs plasma torch, however, a single symbol
on the artefact glowid for a brief second and thJmaintbot
shuddered into stillness. The 'bot rapidly lost core power.
This power drain happencd faster than could be explained
by any sort oFcommon batrery leak and resulted in 1000/0
loss of the maintbott power in less rhan twenty seconds.

Once the technicians managed ro ger rhe maintbot back
inside,_they discovered that it Eadbeei comp htely discharged,.
It would not even take a new charge when hoo-ked to power
cells on the station. From what the technicians could tell
the device had drained the mainrbot because its power
source had drawn too near rhe artefactt surface. 

-Delta

Squadron's Starfuries had used grapples to row rhe artefacr
and had not gotren roo close to it, which was rhe only
r,eason they were nor lefr for dead in hyperspace when they
found it. This was nor roo comforting i thought.

Not being able to get within a few feet of the device with
any sort of power source would make analysing the artefact
nearly impossible. Nearly eve ry xenoarchaeological method
in use at the time requirecl the use of sonic drills, iso-
vacuums and other intiicare end rechnologically advanced
instruments. This ugly fact, combined dith Ilabylon 5s
utter inexperience in researching rhis sort of find set thc
stage for a long and clumsy furure concerning the device.
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When the f irst meetings concernins thc massive artefact
outside the stat ion bJean, the oai i  inf,rr-ants of IPX
were quick to send -*rny -.s"ges ro rheir employers.
Even though thcrc was a communications blackout and a
travel blocf,adc, mega-corporarions can generally get whar
they want and where they want no mamer the silly politics
standing in their way. They have so many conrracts and
favours owed to them that they always get what they wanr
if  they want i t  bad enough.

In this casc what they wanted was 6rst access to the
artefact. After getting the clearances rhey needed to fly
past EarthForce blockades, a crack team of IPX response
field-technicians was garhered and sent to Babylon 5.-fhey 

can.re in one of their elite Argo-class ships, showing
the importance of the mission to those who understood
the rariry of the vessel. IPX knew that Sheridan had

found something important, both scientific:rlly and
financially, and they wanted a chance to ger rheir

.r\ talons on it before anyone else could.

IPX put together a skilled and
professional tcam of researchers

and agents for what would later be called 
'Mission: 

Epsilon.'
The following list comprises the rnembers of the IPX team.
(those listed in italics are unofficial agents not listed on the
crcw matrifest).

Dr. Elizabeth Thent, Field Co-ordinator (sec statistics
below)

Dr. Bill Morishi, Ficld Co-ordinator (7'h level Human
Scientist)

Dr. Beatrice Nightingale, Theoretical Physicist (see This
is Pandora's Box, page 95)

Arthur \flellview, Computer Ar.ralyst
Expert (6'h level Human Scientist)

Dr. Josef Mankowitz, Xenotechnician
Scientist/ 3'd level Xenobiologist)

Sergio Duprei, Corporate Security Executiue Of;cer (see
This is Pandora's Box, page 95)
23 IPX-licensed Technical Pilots (3'd level Blue-Collar

W'orkers)
21 IPX Operations Staff Members (3"r level

Collar'Workers or 2"d level Scientists)
48 IPX Field Technicians (2'd level \White-Collar

'Workers 
or 1" level Scientists)

12 Corporate Securtry Agmts (see This is Pandora's Box,
page 88)

A team of this calibre does not come easily or cheaply. It
was drawn from a dozen other projects at short notice and
Argo-Seuen-Niner was originally

and Electronics

(8'r ' level Human
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destined for a spot researching the collapsing star remains
at Omelos. \Whether the higher ups at IPX actually knew
what they might be dealing with or whether they simply
thought thcy could take the most advanragc of Babylon 5
because of the embargo - they obviously meant business.

Vhen the chief field co-ordinator for the team reached
the Epsilon system she immediately communicated her
wish to come aboard. Although IPX was easily the largest
corporation in the galaxy and spanned several different
governments, it was still considered ar-r Earth-based
io-p"ny. Therefore, it was only with some concern that
Sheridan gave the company access ro cargo delivery bay 9
and agreed to meet wirh Dr. Elizaberh Tient.

Dr. Ti'ent was the rypical IPX officer: smug, corporare-
minded and unafraid to tell anyone anything in order to
get what she came for. She and her team wanted access
io the alien artehct ourside the station and Tient was nor
afraid to imply that the Babylon 5 crew was more likely to
blow themselves up than actually discover anything abour
the artefact. In her bragging however, she mentioned thar
IPX could come and go as it pleased through the embargo,
tnat tney were, ln essence, lmmune.

Sheridan did not hesitate to use thar information to the
advantage of his stadon. He offered Dr. Ti.ent and her team
access to the artefact under a few conditions: IPX would have
to work hand in hand wirh Babylon 5 at all times, giving
them full access to any data discovered and first call on any of
their findings. AIso, if it was discovered that the technology
in the anefact could be used by President Clark againsr
others, alien or Human, the informadon musr never leave
Babylon 5. Finally, and most imporrantly to the Captain,
Tient and her people would have to use their IPX immuniry
to the embargo to secredy re-supply the station with food
and such that they could not ger on rheir own. Lastly, if any
of his conditions were broken, Sheridan would destroy the
artefact to keep it from falling into the wrong hands.

Appalled at the corner he was backing her company inro,
Tient was not far from walking away from the negotiations
when Sheridan received an interesting bit of informarion
across his link. Susan had news concerning the initial scans
and carbon dating that rhe manual sampling ceams had
managed to take. She informed Sheridan, and unknowingly
Trent, that the samples taken from the artefact placed it in
excess of one million years old. In actualiry the gare was
much closer to 2,150,000 years old but 

'over 
a million

years'was the closest science could estimate.

After hearing that well-dmed piece of informarion, Tient
knew thar she could nor possibly walk away from the rable
without access to the arrefact. Not only would IPX never
forgive her for letting somerhing so unique and wonderful
slip by her, she would never forgive herself for not getting
to investigate such a device. She agreed to Sheridant

conditions knowing that she would likely be able to worm
her way through some of them later but eager to start
researching the'find of a lifetime.'

Tient gave her people the go ahead before she even left the
level and had her crew begin the long and chaotic process
of unloading their equipment. Several tons worth of crares
needed to be unloaded into makeshift workstations and
technical pilots began setting up a lighting and scanning
framework outside the station. All of these parts formed
the well-oiled machine that an IPX research assisnmenr
could become in just a few hours despite a few burips and
scrapes with station personnel along the way.

Doclor Elizobeft Trenl,
IPX Field Co-ordinolor
Elizabeth Tient was born in 2223 ro an affuent family
on Earth and from a very young age was desdned to bL
a ladder-climbing executive. She was hurled through
numerous private schools and training programs and
earned her degree rwo years early. Originally working for a
small research faciliry she became an IPX employee when
the conglomerate bought her employers in 2252. Once
she was exposed to the cutthroat politics and corporate
compcrition of the larger company, she wanted nothing
but to cxcel.

Elizabcth is a crafry woman who relies heavily on the power
of her employers. She knows that she can get away with
a lot more than a normal research co-ordinator and she
has no moral or ethical issues with doing so. In her mind
IPX has brought the galaxy and its governments enough
wonders to more than pay for a few broken laws.

7'h Level Human Scientist
Hit Points: I I
Initiative +l (+l Dex)
Speed:30ft
DV: 14 (+3 Class, +1 Dex)
Attaclrs: +2 close combat, +4 ranged
Special Qualities: Mental Agiliry Primary Area of Study
(xenoscience), Peripheral Studies (Linguistics, Technical
(electronics), Knowledge (commerce)), Alien Technology
Familiarity (Narn, Centauri, Dilgar)
Saves: Fort +3, Ref +3, Vill +7
Abil it ies: Str 9, Dex 13, Con 12, Int 16, Vis 15, Cha 16
Skills: Appraise +10, Athledcs +5, Bluff +16, Computer
Use +10, Diplomacy +10, Intrigue +7, Investigate +8,
Knowledge (xenoscience) +21, Knowledge (commerce)
+10, Linguistics +8, Notice +8, Operations (sensors) +6,
Subterfuge +6, Technical (electronics) +14
Feats: Fluency (Human, Interlac, Centauri), Independently
\Wealthy, Skill Focus (Bluff)



St^ti0n MALFUn<ti0n5
l]rorn the ntonlcnt thc lrtcf;rct got :r taste oF powcr from
thc single maintbot i t  drainccl,  i t  subtly targeted Babylon
5 firr nrore energy. 

'l'he 
wavelengths the researchers used

to scrur thc artcfact allowed it to crcrttc invisilrlc powcr-
siphoning conncctions bctwccn i tscl l-ancl thc stet ion. l  hcsc
insubstlntial connections drew small arnounts of energy
from the station, causir)g it to bc riddlcd with brown ou"rs
and electr ical malfunctions.

Rooms would suddenly go black for a few minutes, only ro
then leap back to life as if nothing had happened. Aucomatcd
survcillancc sysrcms would switch ofFor flicker ftrr hours at
a time. It was bcginning to look as if the smtion had picked
up some kind of virus but many of the staff belicved the
problenrs had been caused by IPX and al l  oFtheir equipme nr.
It was silly to believc that a fbw doze n addirional instrumcncs
and a l ighting framc outsidc thc stat ion could put a srrain
or-r its massivc fusion rcactor chain but thc sraff wcre feeling
intruded upon and nceded somconc to blamc.

One of these power malfuncrions was a happenstance power failure
in tube 9. Lyta Alcxander and Zack Allen werc stuck benveen
lcvcls as thc power shut down and while C&C worked on fixing
the rube Zack gathercd up his couragc and explained ro lyta how
much hc carcd lor hcr. Although it lookcd as rhough lyta was
mumbling and thinking about things very firr away, Zack poured
his heart out to her. In her si lence he ended up rescinding his
words and told hcr ro acr :ls thoush his emorional outburst had
nevcr happcned. Lyta appcarcd ,16r ro hauc hc.rrd him anyway,
pgwcr was rcstored and Zack chose tl're next possible lcvel to get
offthe tubc, his embarrassmcnr gctring the better of him.

Vhile the inside of the station was suffering several strange
malfunctions, the outside of the station was nor immune. The
IPX miichinery uscd to scr up rhe lighting grid was gerring

strangc static signals from the starion, causing ir to
stutter in i ts dutics. Althoueh a ve rv minor serback

fbr professionals such a"s IPX,'this adcled an
element oF danger ro the performance of more

scnslilvc or lmDortant funcilolls.
Overal l  thcsc malf irncrions were

casi ly avoidccl or dcalt with but onc 
'nrr l f lnct ion' 

nearly
proved Fatal for scvcral maintenancc pod pilors.

Vhilc thc l,rst f'erv girclers olt the IPX scan-grid wcrc bcinq
sccurcd, somcthing triggcrccl thc activation coclcs in al/ of rhc
maintbots.'[']rc slow-moving scarab-like rcmote drones lerrpt ofl
of their various rccharging ports ancl holcling fianrcs, assunrccl
a pattcrncd lornration and hc:rcled srraight lor thc rrtcfacr. As
thev picked up speed, i t  beclme obvious that they werc gorr)g
to ranr thc rrrtefact. tuch rnaintbot is powcrcd by I recl-rrtrgc:lblc
firsion ccll which h:rs thc cxplosive powcr ctlual ro that of l hcar.,,
I larthForcc w,rrhcad (Oflcncc 40), mcaninq that thirtv of rh.,r,
crashing into thc:rrtefact would have bccn .1ir. ,rrr, , , , . .  Aithouqh ir
was cloubtful thlt  thc cxplosions would do much r lurc tharr scer
up the surf:rce o1'the lr tefacr, rhey would undoubtedh, i lcsrroy
thc I l)X gricl  and thc tcchnical pi lors putt ine i t  togcthcrl

' [ 'hc 
maintbots did not rcsponcl to the IPX remotc controls, nor

did they rcsponcl to (l&(l-s nraster controller. Drastic mcasurcs
wcrc takcn in ordcr to stop thcm. Alphe Squrrdron swung in from
a routine prtrol rrncl swifily destroyed all of the maintbots befbre
any of thcnr corrld rcach thc artcf:rct.'l'his'mrrlfunction' cost the
xarion billions of credits worth of cquipnlcnr, irs rllinrlrors are
not cheap and Alpha Squadron was forced to oblircratc over rwo
dozcn of them ir.r scconds. The cost was worth it however, as no
one was injurcd and thc artcFact was unharmed.

C&C tried scveral times to hail the Maintenance Office
on board the station to see what they could say about the
maintbot swarm but they could not ger anyone ro answer
the l ink. Thinking that perhaps someone might be trying
to sabotage the artefact, 7,ack met with a security re.rm ar
Blue Sector 54 to investigate.

l)



'S7hen 
they found a maintenancc workcr unconscious Lrtrt

unharnred on the f loor outsiclc thc control le r 's off ice, Zack
tr ied to use his personal cocles to ger into thc room but cor-r lr l
not. Unlcss thc door controls ]-rad becn rc-progranrnrccl,  i t
seemcd that thc door hacl sinrply'  bccn Lrrokcn fronr thc
othcr siclc. Zack orclerccl thc te:rrn to brinq thc cloor clorvn
and thcl '  openccl f i re with their high-yicl t l  PPGs ancl cut
throush thc bindines.

Insidc, Zack and his tcanr wcrc surpri .scd to f incl Lytrr
brrrndishins a l)P(i  ert thcrn. Shc lvas swcil ty, cl istrrnt ancl
confusccl but slre manegctl  to holcl thc pistol steacL on
Zack .  l le  knew t ] ra t  sonrc th ing  was no t  r igh t  w i th  hcr
at the moment Lrut hc tnrstccl thet shc woulcl not shoot
him. A.s he lpproachecl her shc explaincd thnt 

' rve' 
hrve to

stop i t .  Whcthcr thirt  
'wc' 

nreant hcr and thc rcst of st: t t ion
personncl or hcr and thc Vrrlon progranrnring inside of
her arc unknown. No sooncr dicl  Lyt:r uttcr thc crypric
warning than hcr eycs Huttcrcd :rncl shc col lepsccl to thc
ground.

Zack took her into custocly but not to r lrrest hcr - to
protect her.

LHIA a5 somErHinE
5PE<iAL
After Lyta was brought to McdBay and l)octor |ranklin
checked her to the best of his ability, he cliscovcrcd that
there was nothing physical ly wrong with her. She seemed

tunablc to f igurc out exactly wl-ry shc h:rcl bcen in the
nrrt intbot control roorn at al l ,  lct alone rvhy shc tr icd to
r: lrn the artef lct with the 

'bots. 
A1l Lvta could renrember

wils that she hacl lain down ,o g., r ,r i . , . , .  rest altcr l-rer lest
colru'ilct scan rrncl rvrrking up in Mctlllay.

I ;rrurkl in l<ncw that tclcpaths tcncl to h:rvc vcry powerf ir l
dreanr bchaviour. I  Ic bel ievcd that Iyta cor-r ld possibly
hevc been sleeprvalking, rei lct ing t() sonle srr.rnge drerrm
or stccrccl by a tr iggcr shc did not know about. He f igurcd
l-rcr bchavior,rr hacl to bc b:rscd on thc artcfact in sonrc way.
l .yta was rcluctant to tcl l  l rrankl in of hcr reccnt cxpcricrrccs
but  she jus t i f i cd  h is  bc l i c f r  by  cx1 'h in ing  tha t  cvcr  s ince  thc
arteltact had arr ivcd shc had bccn plagucd by thc strangcst
Feelines. She tolc{ him that she felt  as thor.rgh she had seen
thc artef-act bcfbrc ancl that i t  made hcr vcrv ncrvous. She
coulcl not cxplain why shc tcl t  thar wey, .hu mcrely kncw
that  she d id .

Whilc Iyta waitcd frrr Frenkl in to give hcr somc scdatives
to help her sleep, something 

'swirched 
on' in her again. Her

cycs glazcd ovcr sl ightly and her tclepathic scnses caused her
to swivel her head up to look directly at a hidden securiry
camera being used to watch her.

Sheridan. Ivanova. Zack and Dr. Tient were indeed
watching Iyta through the camera, trying to 6gure out
what to do with her. Lyta claimed that she had tried to
destroy the artefact subconsciously but IPX did not buy
such an explanation. Although i t  was technical ly impossible
that a telcpath rated as low as Iyta (P5 at last test ing)



rtn

could possibly sense clcctronic equipment focussing on
her, Trcnt wanted to test hcr. Humouring Tient 's hunch,
Sheridan had the viewer switch ftrom one camera to the
ncxt and thcy all watchcd as Lyta swivclled hcr glessy-cyed
starc toward rhc ncw camcrr. l lent was r ight: Lyta knew
cxactly which carncra was looking at her!

Trent did not sce ln too shockcd that a cor.nrnon l '5 telcpath
was sensing electronic sr-rrvei l larrce, sonlething thrrt  only
more powerful tclepr.ths were supposcd to bc able to clo.
ln fact, ' l ient almost immccliatcly clcclucccl that this abi l i ry
had to bc onc ol- thc rn:rny things that had happcncd to
Lyte when she wcnt to thc Vrrlon homcworld and said as
much. lyt:r ' .s tr ip was lrot cxactly corrmon knowledge, so
Sheridan was ouite inte rested in how Dr. 

- l  
rent could act so

casually whcn ihc spokc of i t .

' I rent 
wcnt on to brag about IPX's omniscicncc conccrning

lorrg-rangc explorcrs and any ship cxcursions toward
quarantined or blockaded space. With Vrrlon space being
off- l imits to explorers since rhe days the race had st i l l  l ived
within thc confincs oFthc galexy, i t  drcw spccif ic attcntion
whe rr l)avid Slayncr'.s conrnrcrcial starship, thc Solar Wind,
schcdulcd t imc fbr e f lyby of thc Vrrlon boldcr outside of
[)or:rc. IPX latcr <lucstioncd thc pi lot about the f l ight and
got him to explain what hacl happcncd.

David Slayncr hacl agrccd to takc Lyta to Vorlon space for a
pre-paid sunr but whcn thcy got to fhc border hc reFused to
go any further out of fcar f i rr  his ship and his l i fe. Instead
he opcned a broadcast char-rnel and transmitted Lyta's
whercabor.rts ar-rcl hcr intentions in Interlac, direct ing the
signal into Vorlon terr i tory. For nearly ten days Slayner
transmitted thc signal without a single response from
thc Vorlor.rs. Slayner kncw that he had to get back to his
rcgular contracts and routes but Lyta was adamant that she
mlrst stay so Slayner gave hcr one of his ship's escape pods
to go on her own. No matter how suicidal it seemed, he
was r)ot going to stop her from staying i [  i t  meant he got
out oF thcrc Fastcr. According to Slayner, that was the lasr
t ime hc cver saw lyta.

Trcnt continued to summarise what IPX bel ieved had
happened.' l 'hey felt  that the Vorlons had arr ived as soon
as rhe Solar Wind junped away and that the Vorlons had
savcd Lyta From a lonely death stranded in an escape pod.
IPX believcd that thc Vorlons had come for Lyta and taken
her back to their homeworld, subjecting her to who knows
what sort oF training or modif icat ion. IPX knew through
their Psi Corps contacts that Lyta was performing far nrore
powerfully than before her trip to see the Vorlons. Ever
since her return, Lyta had bcen under some kind ofsccrct
survei l lance by IPX agcnts there on thc stat ion.

It was Trent's correct assumption that l-yta could
somehow sr i l l  be  ac t ing  undcr  some lb rm o f

Vorlon inf luence, even i f  al l  the Vorlons
had gone bcyond thc lUm. Tient

thought that perhaps lyta was simply fol lowing Vrrlon
ordcrs, trying to destroy thc artefhct in ordcr to kcep
aclvanced technologies from falling into Human hands.
Thc Vorlons aclmittcd to having done this several times,
makir.rg this topic al l  the more scnsit ive. ' l ient made an
unsubtle th rcat that if I yta was indeed targeting the artefact
For dcstruction, Shcridan and his people would necd to
kcep her undcr control -  or IPX would deal with her.

Aficr lcaving tl.re mceting with Sheridan and the othcrs,
' l ' rcnt 

chosc to so bchind their backs and send some of
her Oorporate Sccuriry Agents to kcep an eye on l.yta at
al l  t imes. Thcsc agents were ski l led in blending in with
crowds and not being noticed but lyta could sensc their
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attentiveness and avoided them most of the time. Those
she could not avoid shc telepathically re-directed, making
effective surveillance r.rearly impossible.

Tt.tE EAtE 5tin5
Oncc the sensor and lighting grid was fully built around the
artefact, Tient gave rhe orde r to turn it on. Built far enough
away to not be drained by the artefactt power leeching, the
grid used dozens of halogen lights and magnetic resonance
scanners ro get both a good visual look and a three-
dimensional layout of the dcvice. The grid used a powerful
tachyon-bascd relay system to gatller the information
and several fusion cclls for power. By switching it on and
ordering basic scans to commence, 

-lietrt 
was unknowingly

feeding the gate small amounts of power.

As thc grid poured magnetic wavelengths, tachyon pulses and
common heat from thc liehts into thc artefact, the ancient
dcvicc began to react. Deep within the impenetrable shell
of the gate a swirling mass oF ancient energies awakened,
allowing the telepathic powcrs of those who waited on the
other siclc to sccp into thc galaxy. Just as they had in varying

degrccs over hur.rdreds of thousands of years, the
Harbir.rge rs co'tld licl the other dimension - and

thcy callccl out to it to help them cross over.

At f i rst the telepathic emissions
wcfe thin and general ly

unobtrusive, seeking out those with dark passions inside
them. These telepathic probes showed those who wanted
to see a dark tower and a ciry ofblack desires, touched upon
them invitingly and began to steer their actions. People
were affected in different ways by the telepathic probcs of
darkness. Many simply stopped caring about anything but
serving the opening of the gate, likc the Harbinger Cult
of Ancient times. There were many who were terrified of
what they were being shown, losing control of themselves
in frenzied violence or frantic screaming. Some people
had strange or interesting dreams that foretold what
could be and several were unaffected completely. The gate
was not even close to Fully powered yet, so the denizens
of the dimension i t  led to could not assert their powers

completely yet.

Babylon 5 hacl a hard enough t imc dealing with the
repercussions of what little was getting through at the
moment. Station security was constantly being called from
one place to another. They would stop one chaotic brawl

iust to be called in on another one. Several station-goers
were found screaming themselves hoarse in their quarters,
unable to do or say anything. Reports of violence and
strange behaviour came in faster than securiry could handle
and it looked like it was just the beginning.

Down in red sector, in one of the busier hallways, a local
station 

'celebriry 
criminal' named Deuce was touched

by the gate's presence. He was
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secn by many just staring up at the ceiling, a smile on
his face, occasionally uttering a declaration of wonder or
excitement. Although it looked like he had lost his mind,
he rvas looking up at what only those others who had fallen
undcr thc Harbinsers' charms could see. The station had
becn rippcd away"in his mind's eye, revcaling a dark and
rwistcd tower that soarkled and shone like a massivc black
gemstone. I t  was a breathtaking sight to behold but only
those who were 

'blessed' 
by the Harbingers could possibly

see it as they did.

Elsewhere in the station, Susan Ivanova was also touchcd by
the gate's presence but her latent telepathy somehow blocked
some of its effect on her. She saw the towcr and the dark ciw
around it, saw the creatures floating around preparing for the
next step in their conquest but she was not fully seduccd. In
her dreaming mind Susan found Vir staring out over the edge
of the cliff at the dark and beautiful scen€ as he lusted for
whatever it was the ciw reoresented. He told her how much he
wanted to be thcre b'.,t th.n warned her when she wanted to
know what it was. As if being rewarded for scolding her, Susan
dreamt that Vir was pulled away by rwo attractive Centauri
women, leaving her to stare at the tower alone. A black tendril
crept out ofthe shadows to brush against her face - waking
her instantly to sweat and screams in her room once more.

At the same time as Ivanova was calmins herself afrer her
telepathic brush with the enemy, Bill 

-Morishi 
(one of

the IPX lead scientists) had his own interaction with the
growing Harbinger Cult. Down in one o[ the public cafes
where Morishi was having a healthy breakfast of hydroponic
bananas and centaberry relish, an eerie cro\Md was forming.'When 

Morishi looked uD from his work he saw several
gawking bystanders, all staiing ar him. The crowd grew larger
and closer, eventually standing around his table as if he was
some kind of attraction. lVhen Morishi finally confronted
them, Deuce stepped forward to be their spokesperson. The
entranced criminal scolded Morishi for not working fast
enough, for not getting the arteFact to work yet. Suddenly,
as if called elsewhere, the crowd dispersed and left Morishi
to his ct-rnfr-rsed and worrisome thoughts.

Similar scenes unfolded before IPX workers and scientists
all over the station, with groups of the Cult's members
informing them that the artefact must be activated. The
telepathic energies sent from the Thirdspace gate were
turning regular people into loyal servants of the Harbingers'
will and they had begun to group together to pave the way
for their unseen masters.

TI.IE FiVE DA5 MANIT
After five days of IPX involvement with the artefact they
had yet to report any real findings to Sheridan. Although
IPX had com€ through in spades with the supplies Tlent
had promised, she had not given any form of data report to



C&C and Sheridan was beginning to think she was hiding
somethins. After several hours of trying to track her down
he finallyionfronted her in a hallway.'i:tt l"g to her as she
briskly walked toward their makeshift lab on the srarion,
Sheridan blatantly asked her why they had yct to bc able ro
provide any i  nformation.

Tient circled the question with more red tape, citing that
things take as long as they need to and that'science does
not pay attention to a clock.' Her argument would have
been convincing to the common person but Sheridan
had been married for several vears to a professional
xenoarchaeologist and was not .*i.tly.o--orr. He knew
that a massive project such as that would have come back
with at least some preliminary data by that rime. He was
aware that IPX should have had surface reports, maqneric
resonance scans, a good idea as to whether ihe arteFalt *"t
a ship or a mechan]sm of some kind and a general notion
as to what purpose it served.

Even though she was cornered by Sheridant argumenr,
Tient deftly manoeuvred the conversation toward the
uniqueness of the project. She explained that Sheridan
would be right if the artefact was a conventional find but
because of what it was there was no way to gauge rrue
progress. Not fully ready to concede her point, Sheridan
had to admit that Tient was right about the arrefactt
strangeness. In the six days it had been looming ourside
the station, Babylon 5 had seen a 30o/o increase in violent
crimes and outbreaks of mental instabiliry. The arteFactt
effect on the station population was parr of why Sheridan
was so insistent that progress be made - if ir was some kind
ofweapon, he needed to know how to turn ir offbefore his
stationt populace tore itself apart.

'lient 
saw Sheridant bringing up of station marters as a

good exit to the conversation, arguing that station problems
were his concern and rhat she was not interested in them.
When Sheridan pointed out that the srrange occurrences
on thc station were almost assuredly connected to the
artefact, and thcrcforc to her work, Tient got defensive and
tried to back out ofthc debatc inro a convenienrly opening
tube bchind her.

As she did so, Sheridan noticed the work on her cl ipboard
and asked her about it. He knew at firsr glance that rhe
hieroglyphs she had transcribcd *"r. 

".tr..,Illy 
the Vorlon

written language. Trcnt was shocked that a 
'simple

EarthForce captain' knew Vorlon. No matter her reaction,
Sheridan used the fact that she was hiding the Vorlon
script from him to lay down an uldmatum: Tientt team
had forry-eight hours to compile a full reporr of eaerything
they had found up to that point or he would cancel their

arransement and force IPX off the station and far
away from the project.

Tient retreated upset that the captain had
gotten the best of her and more

give up what she had figured out about the artefact. IF
Sheridan was the kind of man that IPX had warned her
about, he would see the potential wartime uses of the
Thirdspace gate and shut down hcr research before she
could open the gate fully. Her drive for success would
simply not let the bull-headcd Sheridan get in thc way of
Trent opening that gate.

When 
'Ilent 

returned to the lab she tried ro ger Dr.
Morishi to see hcr point about hiding information from
the Babylon 5 staff, even going so far as to suggest that
Sheridan wanted the gate for his own personal use. She
seemed upset that the captain coLrld possibly think the gatc
and the stat ion's discipl inc problems were re l i r ted somehow.
So Focussed was she on keeping the arcefact to herselfrhar
she did not even hcar whcn hcr co-workcr told hcr abor-rt
his strange encounter at brcakfasc. She carr ied on trying
to piece togcther how to kccp the gate to herselF and hcr
people. She took Sheridan's forty-eight hour demand as a
deadline to get the gate opened - not to collate information
aDout l t .

Dr. Morishi changed the subject quickly in order to derail
tentt growing obsession, showing her what he thought
was a good reason to be careful about the arteFact. It
seemed that one of their colleagues had cliscovered what
looked like power relays on the irtefact where he believed
an outside power source had been uscd to actually starr thc
device's internal power supplies, likc a jump start system
of sorts. Morishi pointed out to 

'lrent 
that thcre were

massive amounts of combat damagc on the artefact, which
suggested that someone mosr definitely did not want ir
to be powered back up. The internal relays were shot up
pretty badly and the surface all around was rough with
blast marks. Over the million-plus ycars that it had drifted
in hyperspace, the artefact's energy stores must havc bled
off from this damage as was likely the intention of those
who had inficted it.

Morishit safety warnings aside, 
'I'rent 

wanted only to
accelerate the project and get the gate working again. Ifshc
could attach her name to the first opening oFwhat she was
calling 

'Thirdspace,' 
her career would be cast in pl:rtinum

and no one would be able to rake it away from her. She
was ready ro make history. When Morishi disagreed with
her idea ofjury-rigging the largest fusion cells they had to
attach to the severed power relays, Trent preyed upon his
hunger for science.

She got him tdking about the mysterious origins of the
jump gates curr€ntly in use in the galaxy and explained that
she thought the artefact was actually some kind of ancient
jump gate enabled a new kind of travel -'I'hirdspacc as she
called it. She believed the artefact represented an almost
instantaneous system of travel through the galaxy. She
told Morishi that this discovery would single-handedly
revolutionise space travel and make them both rich beyond
imagination.

distrauqht that she could not





{h

Morishi was not fully convinced. 
-[rent's 

argumenr left
him wondering why any race would have attacked such a
powerful thing to disablc it, only to dump it in hyperspace
to be lost for millions of years. He felt that whoever would
do such a thing knew somcthing rhey did nor and rhar
maybe they should bc morc caurious because of that.

Tient could not be budged on the issue. She explained
that if they did nor figure our how the gare worked,
which would require them ro rurn ir  on, someone would
eventually discover what they were sirring on and rake
it from thcm. \flith Babylon 5 being such a hotspot for
scandal and media attention anyway, 

'lient 
claimed rhat

this was more l ikely to happcn ,ooncr than later. She al l
but begged Morishi to back her play on rhis.

Evcn though it was obvious he was not fully convinced of
thc wisdom of the decision, Morishi agreed to Tient's plan
and Jrent sct to figuring our how to jump-start rhe gate.

As

wcre telepathically promising to
them. \l/here sorne were merely

Tt.tE BLA<tt EitS
IPX continued to work on figuring out what
made the artefact tick, peoplc all over the station

were getting clearer and clearer images of the
disturbingly beautiful city the Harbingers

longing to see where the whispers in their heads came
from, others were perForming insane activities to attempt
to reach thc Black City.

Those who had been drawn into the Harbinger Cult were
in a constant state of feeling the Black Ciryt presence and
many of them were lashing out at fellow station-goers in
frustration. Some believed that the city was heaven itself
and thought that suicide might bring them there. In the
weeks that followed the'fhirdspace incident, over twenty
bodies bearing self-inflicted fatal wounds were discovered
in people's quarters throughout the station.

A few of the strangest incidents that were reported made
it into Sheridant final record of the event. An attempted
hijacking of a commercial cargo shutde by an untrained
pilot never got out of the hangar but managed to involve
three station securiry officers in a huge brawl with the
'oilot' 

and his co-Cult members. A record number of
forged stim prescriptions crossed Dr. Franklint desk from
dozens of people looking to avoid the dark dreams that had
been assaulting them nightly. Securiry even had to stop the
infamous racketeer Deuce from opening an access airlock
in the maintenance area. He explained that he wanted to
go outside to be closer to the gate where the Black City
was. The station was being turned upside down with an
obsession about the artefact and its seductive Black City.

All this stranseness surrounding these
images of dark fities and enormo,.rs"
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towers gave Ivanova pause when she bumped into Vir in
a transport tube. Whether he did so as pirr of Cer.rrauri
nadition or because he was being sreeied by the dark
whispers in his mind, Vir mentionC-d that Susan had been
in his dreams the night before. Humouring him at firsr,
she froze when he deslcribed to her rhe ,"-. ir""- she had
had - excepr that in Vir's dream Susan had been eaten by
the tentacled beast.

The coincidences about rhe artefact, the Black Ciry and
how strangely everyone_was,acting were mounting up.
Knowing what sorrs of horrible mysteries existed i*n rhe
galaxy from her dealings wirh the 

'shadow 
\ffiar and rhe

Great Machine, Ivanovi was convinced that something

very bad was a-b9u1 t9 happen. Unfortunarely for everyone,
she was just slightly late hguring thac our.

IPX was already moving altered fusion cells into posirion
ro oPen rne gate.

OPENINE fHE GNTE
Tricked into sert ing the energy cel l  into the power relays by
fraudulent ord.r, gIu.n by IPX, the Babylon'5 mainrenance
crew was warned away from doing so iust a second or rwo
too late. The arreFaci sensed rhe"powerful energy source
so near to its surface and actually moulded its o#n hull to
envelop the cell. Even with their retro-thrusters burning ar
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full power, the maintenance pods could not pull the fusion
cell apparatus from the gate.

As soon as the connection was made and the gate began ro siphon
the power from the cells to start its own internal mechanisms,
the people on board Babylon 5 knew about it. Those who had
been touched by the Harbingers'whispers were suddenly aware
of the gatet activation and saw in their minds rhe image of rhe

glowing runes pulsing with otherworldly energy. They

began folding space and mamer upon itself to create an
infinite supply of energy in ways that would give the finest
Minbari astrophysicists aneurisms. The gate began ro glow
brilliantly, the Vorlon warnings scripted on its surface
ironically blanched out in the growing brightness. As the
unfathomable machine switched on its various funcdons,
the maintenance crewwas dumbfounded bvwhar thev had
started. Unluckily for them, their awe would be qui.kly
lost in a split second of pain and then nothingness.

The first of the gatet systems to activate was its powerful
and formidable defence shield. An invisible bubble of pure
energy that extended out several dozen metres all around
the gatet surface, the defence

froie in awe of whit was happening, no maier whar
they were doing at the time.

The internal generators within
the gate surged to life. The gate



shield rolled out of thousands of tiny generator points
last enough to blow through the IPX ienior grid 

"nd 
th.

four maintenance pods l ike a st i f f  wind through a house
of cards. There weie several small explosions as"thc power
supplies for the grid and the fusion reactors on thc pods
were torn open violently but thc gare irscllr was protCcted
lrom harm by thc shiel<i -  so i t  di*d nor so nruch'as bear a
scratch from thcm.

\( i th r,hc g.rrc bcginning ro powcr i tself '  to cap.rcity. i ts
tornrcrlv slow drarn of cnergy f iom thc stat ion bccame
much, stronger. Malfuncrioni in severel.  inrcgr.r l  sysrems
ucrc  becoming commtr r rp lacc  and s te r i , , r r  r r r : r in t . .n lnce
rvere having a hard r inrc kecping up rvith thc rrccded
repairs as rhey were reporred. 

'lirbes 
wcrc shutring down

all  over rhe srat ion, communications werc sporaci ic at best
and even the cobra bay hatches to the Stariurics were nor
functioning. Sheridan was forced ro reroure powcr from
outside systems just to make sure life supporr ind rotation
stayed online. On a technical level, Babylon 5 had bccome
a nlgntmare.

Things were nor any better with the population either.
Massive throngs of station-goers seduced into the
Harbinger Culi gathered ar p"orrholes and observation

{1ks ro. look upon rhe unfolding gare as it powered up.'\flhere 
they were blocked or quesrioned violenie broke out

and even the rhreat of bodih harm or death would not
dissuade them.

One such confrontation took place just outside the hangar
access landing, where a massive group of Harbinger C"ult
members tried ro force their way t"o rhi fighter bays'in order
to.stop them from launching. Something inside their minds
told them.the bay doors were gerring cloier ro being opened
and that they had ro rry ro keep those fighters from gctting
outside where they could theoretically hlrm the sa;. Th;
Cultists were so driven by their need ro serve the Hirbingers'
will that rhey seemed ignorant of minor wounds. Zack"and
a. full squad oF securiry oFficers stood their ground againsr
them anyvay, using hind to hand combar aid shock sticla
to incapacitate instead of kill but a few Cultists had to be
seriously hurt in order ro get rhem ro srop.

V/ith everything rurning sour on the station and lvanova
reporting that the mainrenance crcw had acrivared the gare
on false orders, Sheridan accuratcly fearcd that Dr. 

'lient

had done somerhing rash. He knew that she was ambir ious
and self-absorbed b=ut he needed Susan to eo and talk to
herwhile he saw lyta. The artefacr was covlred in Vorlon
script and no one knew the Vorlons berrer than Lyta. Jusr as
the two officers parted to run ro rheir respecrive me;rings,
Zack patched into the remaining public ipeakers workiig
across the starion and ordered an-immediaie lockdown anJ
curfew.

The Harbinger Cult did nor care for curfews or lockdowns
and they.continued to rush toward anyone who might have
the capabiliry to harm their precioui masrers' g"r".. 

-I'h.1,

stormed the hangars andT,ocalo, thcy attacked spacers and
station-goers who were trying to gcr ro rheir quarters and
they even started a riot in the IPX loading faciliry in bay 9.

'l'hings 
had gonc from bad ro worse and were not about to

get any better. $7hen the power was resrored to the cobra
bays, every Starfury and thunderbolt they had on hand
lau-r-rched. Their weapons were nor able to penerrate rhe
defe nce shielding o[the gare, let alone da-ag. rhe hul l  but
they had ro rry nonerhel"css. 

-I-herc 
was no rciling what the

thing might do to them ncxr so rhcy pourcd on-the 6re in
the hopc that somerhing might gcr rhrough to hurt the
gate. Nothing did, of course and the energy stores of the
thing continucd to swell as rhey fruitlessly 6rcd their unit-
pulse cannons at l t .

LiE5, Pni>E An> =nn0n
\fhilc Ivanova rushed to see if Dr. Tient had anything
to say about thc false ordcrs, Delenn and Sheridan botfi
decided to see how Lyta was reacting ro the siruation. Virh
how shc had bccn reacring up ro rhlr point with the mere
presencc of rhc thing, rhey r ightly bel ieved that she would
be aFfccred severely 

"by 
th" g"i.r powering up. \When they

arrivcd at hcr quarrcrs Lyta would not answeiand Sheridan
had to usc his .security access ro opcn the door.

Oncc inside thcy were shocked by the room's disarray and
tl.rc worcls scribblcd all ovcr euerything insidc. BeForc they
could proccss what they wcrc seeing, Lyta walked out of
the shadows with her eyes ablaze *irE .n.rsy. This was nor
the first timc Dclcnn and Sheridan had r.!n l.yta's V<-rrlon
augmentation at work and when a mulr i- ional voice
issued fron.r hcr thcy kncw ir was nor wholly Lyta that was
sPeaKrng.

Even as the objcct outside was reaching full power and
unfolding into its gate form, Lyta sadl! expliined what
they had discovered. The gates arrival had ,jarred loose
somc old memorics and shc was having a hard r ime purring
the pieces rogerher but Lyra now rcmembered ir all. She
callcd the artefacr the 

'Vrrlons' grcarest mistake' and said
that rhc danger i t  rcprescrrrcd hid bcen compounded by
the youngcr races uncovcring i t .  Shc poetical ly cal led i t  ' the

error of pride. '

Ly ta  cor r r inued ro  cxp la in .  She ro ld  oFrhe Agc o f  Anc ien ts ,
when thc Vorlons wcre ar rhe heighr oFrheir nranipulat ions
ofthe galaxy. The Vorlons had b16ught their brani oforder
and discipl ine to thousands ofworlds and bi l l ions of people
to seed them For rhe eventual risine of the Shadows and
in doing so bccamc.l ike gods in the: eyes of rhose beings.
As a result, thc Vorlons began to think of themselves as
gods and they turned a*ryifror,' their fellow Firsr Ones
in search of Heavcn itself. They felt that just as they had
transcendcd flesh they had transcended this universe and
they wanted ro aspire to a higher plane of existence. As
gods, i t  was only natural.



h

l ior t l rotrs,rncls of ycars (nothing to the First Ones) thc
Vrrlons sccretlv f i rcussccl thcir cf-forts toward bui lding a
doorway to a,,. i the, pl: lne. ' l 'hey bel ieved that i f  they could
bui ld a gatc to thc bcginning of l iFc i tsclf  thcy could sit  atop
thc wcl lspring of souls as truc gods oFall  things and that no
onc could qucstion thcir cl ivir .r i ty. ' l 'hc gatc was bui l t  and
it was not unri l  i t  was opcned that they remembered one
minor fact. A door can swing both ways.

When they opened thc gatc to this othcr plane, what Dr.
'lrent 

called "l'hirdspacc,' thcy ncvcr cxpected anything
to comc azr. Although thcy Ircvcr had a chancc to forrn
:r cl iakrg with the ncwconrcrs bcfirrc their ships bcgan to
attack, thc Vrrlor-rs cal lcd thenr 

' thc [Jarbingers' and they
were nrore powerf ir l  than anytlr ing the Vorlons had faced.
'l'hirdsprrce 

rv,rs su1-r1-rosccl to bc Heavcn, so thc Harbir-rgcrs
shoulcl havc beer-r i ts artgcls. lnstead they came without
dcrrantls or r.vords of warning; they simply came with an
trrreqr.r,r l lcd hturgcr- to dcstroy.

' l 'he 
Vorlons Found thar even they were not immune to

thc Harbingcrs' sccluct ive telepathic cal l  anci rnany joincd

thcm.  ( ) thc r  l r i r s t  ( )ncs  c l i c l  as  wc l l  and the  Herb inecr  Cu l t
stoocl in thc r 'v:ry of eny ettempts to clestroy t l ic gltc.

Onlv with the hclo of othcr First ()r ' rcs th:rt  hrct
n,rr becn affccted bv Harbineer inf lucnce dicl

the Vorlons manage to disable the gate as
bcst thcy could. Before thcy could

Fully destroy i t ,  thc rentnants ol '

thc Harbinger Cult - mostly made up of rogue Vrrlons
and members of the Hand - sacrificed the mselves to hurl
it into hyperspace. The rest o[the Culr was destroyed and
although thc Vorlons would search for it for eons it never
rcappcired unti l  Ivirnova and I)cl ta squadron found i t .

lyta knew that the Harbingers cared only to exterminate
all lifc not their own, even devouring their loyal subjects
when they had served their purposes. 

-l'he 
Harbingers had

scourcd rheir own universe ofthousands peoples before the
Vorlons showed them the way to a new universe, which
was pulled out of their grasp just as they tried to reach
it.  Thc Harbingers' devorion and dark desire ensured they
woulcl never give up unti l  they reachecl i t  agrr in.

' l 'he 
Harbingers, although ablc to inf lucncc thc galaxy

through thcir telepathic l trobes at wcak points berwcen thc
runiveises (sce pagc tt9), could not cross bctwecn without
a gate being oper.r.  I f  the gate could be destroycd,. thc_
Hirbingers could be stoppcd befbrc thcy camc through. I f
not, the gal,rxy would be cloomed.

Sheridan asked Lyta how somcthing built by the First Oncs
e million yc:us ago could bc stopped and his hcart sank with
hcr answer. lyta, knowing that Sheridan hacl bccn touchcd
bv Loricrr hirnsclf  and could hancl le thc transferencc, al lowcd
part oFher Vorlon knowledge to go to him. ln just seconds of
I b.illi".r, connection of lig'ht, Sieridan kncw how the gate
worked and how it was desiened.
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Delenn and Sheridan left Ly'ta to her Vorlon musings.
Theywere both aware of what they had to do in order to
have a chance to stop the gate before the Harbingers fully
arrived. Sheridan had to prepare for the hardest space walk
of his life and Delenn needed to musrer as muchhreo.r*.,
outside the station as she could in just an hour's timi.

.As L1'ta passed out from the stress of having her Vorlon
augmentations active for so long, Ivanova reached the IPX
lab. She was immediately aware of the smell of burnt flesh
and she quickly drew her PPG. She hoped thc rioters had
not gotten into the room. Much of the violence had been
hand to hand or with improvised weaponry and any arnrs
escalat ion would givc sceuriry a r(as()n to trst '  r t 'c iprot lr l
rorce to Dtrt tnem down.

With a quick scan of the room Susan found Dr. Morishi's
body lying over a control console and knew right away
that he was already dead. There was a large PPG burn at
the centre ofhis back and his skin had already gone cold.
Shouting for Dr. Tient in case she was hurt too, Susan was
startled when T}ent cam€ our from behind a console. Tient
was unharmed physically but her eyes looked glassy and
strange. Susan assumed Trent was in shock and asked what
had hlppened.

Trent falsely said that Morishi had seen the Starfuries going
aftcr the artclact and planncd to interfere ir-r some wa1,. She
claimed that the device musr have taken conrrol oF him

like it had the others, because he suddenly came at her
when she argued against meddling in station affairs. She
said that he had come at her in his mad rage to protect the
artefact and that she had been forced to shoot him.
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In the hurried state she was in, Susan believed the story
and added i t  to her long mental l isr of unexpectcd violent
acts. Getting back to the real reason she had come, Susan
asked Tient ifshe knew anyrhing that could help stop the
artefact. 

'Ilent 
seemed more inreresred in the fact that the

captain did not have any ideas of his own and claimed that
she could not help i f  she did not know what the captain
wanted to do with the gate.

Interrupted by a call from Sheridan ovcr rhe link, Susan
finally rcgistered the fact that Morishi had been shot
in rhe back and instantly knew what had happened.
Tient was under the influence of the devicc and had
shot Morishi before he could trv ro sroD it. After a brief
exchange of Susan'.s mil i tary.o--b"r training and the bl ind
determination of the Harbinger's influence on 1lent, the
doctor was rendered unconscious and an arrest team was
on its way.

TI.IE HNPBiNGENS ANNIVE
Not long after the gate opened and activated the
dimensional door to Thirdspace did a quartet of the

Harbingers' automated scour vesscls (see the entry
For Cherubim on page 58) cmerge to see whar

awaited them. Scannins rhe area ro find no
Vorlons, Travel lers oi Mindrid"rs wair ing

lor rhem, rhe vessels sent a signa-i

next stage ofthe invasion. Signal sent, the scout ships werc
free to attack the Starfuries thar were still firing ar rhe gare's
shield.

Lyta's comments about the Harbingers were right. Those
few scouts were more than enough to take on the Starfuries.
They were shielded like the gat'e itselfi manoeuvrable and
half the size of the'Whitestars with just as much firepower.
The weapon systems of the station itself had been drained
by the gites energy siphon; not even the defence nerwork
was functional. Although Delta Squadron fought hard and
bravely, they were outmatched and had to pull back to
thc safety of the station until a bigger offensive could be
orchcstrated.

Delenn was successful in gathering that offensive force.
SeveralWhitestars, Sharlin battle cruisers and all the 6ehrers
she could muster formed a defianr iine against the gate and
its inhabitants but had to wait for some prearranged signal
from Sheridan to attack. They had weapons powered and
nothing but space berween them and their targets but they
needed to wait to engage if the plan was going to work.

\fhile a huge battle was waiting to happen outside the
station, the inside was being rorn aparr by smalter ones.
Like swarms of insects clashing with one anorher securiry
fought with the Harbinger Cult, who fought with those
station-goers and personnel caught in the middle. Fires
were  s ta r ted  a l l  over  the  s ta t ion ,into the vortex to summon the
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furniture was broken and turned into makeshift barricades
and weapons and no one was safe. Throngs of Cultists
roamed the corridors and anyone foolish enough to stand
in their paths rvere set upon like a pack ofpredators upon
a game anlmal.

With the gate fully powered and the Harbingers amassing
to exit the doorway, it looked as though the galaxy was
truly doomed. If the enemy was nearly too much for rhe
First Ones to defeat, what chance did a flcct of ll.anger and
Minbari warships have?

InEEnUirs An> niStt
Based on the inFormation the Vorlon port ion of lyta had
given him about the dcsign ofthc gate, Sheridan knew that
a dirccted cffbrt toward its front shields woLrld forcc a short

lrrpse in the rear shielding long enough for a srnal l
craft to get inside the control l ing mcchanisms.

A ship or shr.rt t le would not l ikely manage to
get through what was going to be a t ight

and dcadly batt lc, espccial lv i f

the shields and not enemy vesscls. A single space suit
could make it and Sheridan knew that his closeness with
the Vorlons and Lorien would keeo him safe from the
Harbingers' telepathic probes until hL could get inside and
deliver his payload.

Using the rarely called for Abraxas Protocol,' Sheridan
acquired a tactical nuclear warhead from one of Babylon
5t secret supplies. He could nor risk using a missile or
bomb; the warhead would have to be placed and set olf
by hand. Detonation codes and warhead case in hand,
Sheridan began to prepare himself for the most dangerous
space-walk he had ever taken, perhaps the most dangerous
anJzne had cvcr taken before.

Althotrgh the internal laycring of the space suit would keep
him insulated from thc cold of soace and the massive levels
oF racliation from the .ur,...rtrated weapons fire, a singlc
miscalculated shot or tr .r iectorv would surelv incineratc
him to atoms. Even worsc, considering he would be so
close to the battlins fleers with an active nuclear device
therc was alwavs the risk of accidcntal c{ctonation from
scanncr wavelcngths or thc cnergymost ships' guns were targctir-rg
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siphons of thc ( latc. A premature explosion in the centre
of the batr lc rvoLrld ki l [  thousands and would not l ikely
p i r rcc  t l re  ih ie ld .

'l'hc 
plan had only one chance to work and the fate of

thc cntirc univcrse was hanging in thc balance. Sheridan
would have ro.cross a raging starship batt le in a simple
space suit  to gain acccss to a device older than any exisring
civi l isat ion ar rhe r ime, set a rwin-core nuclear warhead
for timcd detonation and then manirge ro escape before it
wcnt off.

He would have to do i t ,  because no one else could.

TI.IE A'iJAULT BEE'N5
Vhen Sheridan signallcd Ivanova and l)elenn that hc
was ready, they began ro assauk thc flights of Harbinger
Cherubim that were flooding out of the gate. Ordered
to fire as tightly as possible, 6ring whenever they could
against the Gate itsell the assault fleet mer the Harbingers
halfrvay. Lancets and pulses of otherworldly energy rore
into them from the smalle r Ancient ships, but Ivanoia and
Delenn remained stalwart and brouglrt their weapons to
bear upon the enemy.

The Harbinger ships had similar shields to the Gate
itself and most weaponry glanced ofF rhem harmlessly;

only concentrated firepower could push past them and
cause damage to rhe automated vessels. Unlike normal
battle tactics that involve a crew to manoeuvre and dodge
enemy fire, the Harbingers simply absorbed the barrage of
firepower while they lin"ed up for'rhe ne*t shot. They were
superior vessels and they fought like it, uncaring of damage
until it was too late anpvay and making sure that any lossis
they sufFered would be turned back upon Delenn and
Ivanovat fleet threefold. The battle was becomins far roo
costly but lvanova and Delenn were making heai*ay on
thc shicld, which is all they really could hope to do.

\J7hile the ships blazed away ar one anorher outside, things
came to a head insidc as well. The Harbinger Cult had
more or less amassed in the docking lobby-area, having
pushed security from all over ro thal area. Even thougF
people like Stephen Franklin attempted to help rhe
wounded, the Cultists made it more and more difficult for
anyone to do anything orher than try nor to ger beaten or
worse . It was as if the Cult was trying to get everyone who
had not succumbed to the Harbingers' call into one area
- most likely to be spaced by a willing sacrifice or devoured
when the Harbingers boarded the starion.

It was pandemonium. Friends fought friends, lovers tried
to kill each other and general chaos ruled the srationk halls
and common areas. Even some of those normally opposed
to violcnce found solace in the Harbingers' promises
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and took up nrrrns. F,ven Vir, who had seemed passive at
first, gave in c<l the primal stornr around him and tried to
stransle Zack whcn hc realiscd Zack was nor on the side
of thi Harbingers. Something had ro be done abour rhe
fighting, bccluse the Cult was growing rapidly while the
defenders of thc stat ion were only growing more t ired wirh
every hal lway skirmish or cafc r iot thcy qucl led.

Things did not look any bcttcr oLrtsicle. 
' l 'he 

Harbinger
ships wcrc slowly bcing whitt lcd down ro a manageable
number but at grcat costs to rhc l lcct.  

' l 'hese 
Chcrubim,

thc smirl lcst of the cne my's vesscls, wcrc a match for Four
olt  the f leet ' .s and i t  was safe to assume that larger ships
were on their way. Huge shapes loonred ar rhe rearmosr
end of the dirncnsional gatc, rcady to crncrge and lay wasrc
to anything that could possibly stand in their way.

\With pi lots clying al l  around her ancl many morc asking t<r
withdraw, Ivanovr st,ryed true to the plan and kept f ighting.
She knew that Sheridan was our there somewhere. a soecl<
amidst thc torrcnt of part iclc wcapons and laser bcarns
and that hc nccclcd to gct insiclc tl.rc device. Her orclcrs

remaincd: cicfcnd thcir own ships and keep f ir ing ar

BEH0n> ft.tE BLA<lt
D00n
Once in position Sheridan gave lvanova the signal and
the f leet poured 6re into the artefact 's shield. One Sharl in,
rhe Derifal, ignored three Cherubim to focus all of its
firepower onto the shield and sacrificed itself in the
process. Several other ships also took massive damagc as
they set their attention on the artefact, leaving then open
to brutal counterattack. Great losses norwithstandine,
the manoeuvre worked and thc cncrgy defencc shield
was forced to pull away from the rear of the artefact for a
moment to compensate. During that moment, Sheridan
fired his navigational pack and entered the gate.

Once insidc the artefact, Sheridan marvelled at the
sheer expansc oF its inner chamber. Huge twisted pillars
of black, violct and gray surrounded him and ambient
teal light shone from energy storage systems and strange
alien tcchnology all around. Jaggcd spires rose up from a
seemingly bottomless chasm below and from the impossibly
high ceilings above, some meering in the centre liki tiranic
stone snakcs in a sick mating coi l .  I t  was an oddly bcauti ful
place and i t  tcrr iGcd him to the core.

the cnergy shield.
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At the centre of the chamber was the heart of the gate. just
as the Vorlon designs in his mind had lain out. A landing
suspended by thin walkways of coiled stone tendrils held
the core of the device. A conical structure rose up from the
landing to match a jagged power emitter oo ,h. ceiling,
the rwo structures together forming something larger
than some skvscraoers back on Earth. A double helix of
incandescent energy swirled openly in the space beween
them, doubling and redoubling the power needed to
hold the dimensional portal open. Seeing such a creation,
knowing it was over a million years old and that it had
been built by Vorlon hands made Sheridan take a gasping
breath - he was going to have to destroy it.

He quickly shook off his awe, landed on the platform and
readied the nuclear device. While he did so a dark and

looming shape floated up out of the bottomless chasm
nearby, watching hungrily and trying in vain to control
Sheridant mind. Arming a nuclear detonator is not hard
but it took longer than Sheridan wanted, especially as he
began to feel the ancient presence behind him. Seeing
,"i.r"l -or. waves of Cherubi- 

"nd 
the larger Seraphiri

vessels nearing the dimensional gateway, Sheridan hurried
in his task, knowing that if just one of those capital ships
reached realspace it would be the end of Babylon 5 and the
fleet protecting it.

J'he wcapon armed, Sheridan had five minutes to flee the
artefact. 

-No 
longer as focussed on his task, he realised

that he was not alone and turned to look at the hulking
beast that had been stalkine him since his arrival. Like
something from an H.P. LovJcraft story, the Harbinger was



an armoured shel l  with many eyes atop a r ing oFtentacles
and numerous folds of f lesh'thit  hid Fansed 

"-aws. 
I t  *as

large, ominous and desired norhing more-rhan to suck the
flcsh from Sheridan's bones.

Sett ing thc n:rvigational pack on irs rcrurn coursc using
computeri .sed commands that might move fasrcr rhan hi i
fcar-addlcd ref lcxcs could, Shcridan lcapt rwav from rhe
creature jusr as one of i ts rhorny t.nt. . i . ,  lashed by him.
Evcn with rhc artcfacr 's encrgy siphon.s honing in on the
suit 's simplc l l ight system, Shcridan was wcl l  bn his way
to cscape. A sccond Harbinger marcrial ised from a hol low
in rhe wall ,  gnashing i ts tccth and screcchir.rg i ts horr iblc
larrguege ,rr Firn [ ' , rr t"he switchcd back to m"ru:. l  control
and dodged the beast. He was just a Few dozen feet from
the exit  port when onc of the Harbingcrs used somc kind
of telcparhic abi l i ty to creitrc nri . l rrcr and hurt a sronc spcar
of somc kind into thc cxit ,  blocking Shcridan's parh.

Knowing he did nor havc nruch t inre, Sheridan dovc
into the nearesr hole in rhe wall ,  rrying desperately to
rcmember the arteFactt design schemaiicsln hii head. 

-I'he

Harbingers flew in after hlm, their stretching rentacles
never farther than a few feet behind him. The runnel
behind the doorway was rwisred and tight but he managed
to clear it before the Harbingers could reach him - and'as
they^could.nor emerge fully inro rhe void of space, he was
sate trom them.

He was not completely safe, however. There were a few
hundred feet berweeri the surface of the artefact and the
beginning of rhe energy shield rhar he had ro cross before
rhe nuclear device detonared but he could not go too fast
or he would smash into the shield and likely bi atomised
by it. Calling ro rhe fleet to pull back and get away from
thc artcfact, Sheridan rr ied ro t ime his f l ieht.

SLnmminG fHE
D 0 0 nUJAH
From the front of rhe artefact things looked very srim. The
6rst of the massive Seraphim-cla*ss vessels was"breakine
through rhe el l ipse of the porral and the smaller Che rubir i
and Nephil im were sri l l  tearing holes in the f leet. l )elenn
c , ru ld  uo t  scc  rny(h ing  br r t  thc  burn ing  wrccks  o f  f r iend ly
ships From her p.>sit i t in on the holo-ciamber of the leai
Sharlin and rhere was no sien of Sheridan. Ivanova'.s \X/hite
Star had taken the brunt o"f an exploding Cherubim and
was bleeding atmosphere From several h"ull breaches but
she continued to focus the fleert efforts at the artefact.

Then suddenly the call came in from Sheridan telling
Ivanova. to move everyone away from the gate, which
meant that he had been successful in planring the bomb.
Ivanova relayed the order and alI ships pulled b-ack or away
as quickly as rhey could, taking several srray shots as they
did so.

The result ing detonation from within the artefacr rore rhe
entire thing to shreds in an instant. 

- l-he 
chain reacrion

from the disrr-rption oF the garc! power source senr a ridal
wave of unchccked energy rhrough the artefactt surface,
causing ir to be rorn ro picces and scattered by the force
of thr '-explosion. Sheridan, shielded from the radiat ion
by the suit, was hurled away from the explosion and not
c.aught by its blast. He was thankfully not smashed against
the cnergy shicld cithcr, which failcd as soon as rhe 6omb
dctonated.

Thc fleet watched as thc Harbingers' capital ship, still only
halfway or.rt of the_portal,_was ripped apart by thi exploding
gate. 

'I'he 
expanding ball of fiery desrruciion consumei

numerous Cherubim as well and unfortunately took a few
lghtgrs and a lVtritestar as well. The vast majoricy of the
feet had received the order ro withdraw fast enough to get
safely away and they shielded their eyes from th! 

"totii.fireball that expanded nearly rwo miles in every direcrion.

lVhen the glare vanished norhins seeminelv remained of
the invadir ig forcc and only fra[ments #mained of the
artefact itself The flcet had suflered terrible losses and
some Cherubim or even Nephilim might have escaped rhe
blast but _the gate had been destroyed-and rhe Harbingers
were no longer pushing into rhe universe. Sheridan ind
his feet had-sucieededihere the Vorlons themselves had
failed over rwo million years before.

Inside the station rhe effects of the satet destruction were
immediately felt. Unlike the Harbin"ger Cuh from rhe Age
of Ancients, which had to be slowly pulled awav froir
the gatet infuence, the riotous throngs^of Cultists'on the
station were instantly snapped our of rheir servitude when
the artefact came aparr outside. Confusion settled in at first
as adrenaline leveliequalled out and soon several thousand
former Cultists began to feel the weight of rhe wounds

4.y b"4 until re&nrly been ignoririg. Some fights in
Downbelow supposedly carried o"n for a few more minutes
from old rivalriei and ihe like bur rhe sration-soers were
more or less back to normal.
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The gate was desrroyed and the Harbingers were rhwarred
from-bringing exrinc;ion to rhe galaxy. Aliihat *as left was to
pick up the pieces, rrear rhe wounded and mourn the dead.



Tt.tE AFtEnmAtlt 0F
nE^<t.l i n E Tlr i n> rpn<E
In the days and weeks following what would be callcd the'Thirdspace 

Event,' Babylon 5 (with some help from IPX)
repaired the damage done ro the srarion. Ships needed to be
rebuilt or repaired and enrire levels of the siation required
intensive_ cleaning and mainrenance before they would
even be habitable again. Some areas were still considered
in lockdown due ro dangerous power leaks and coolant
pooling from exrernal damages but the rest of Babylon 5
was beginning to pull together.

Doctor Ticnt, after the Harbinsers' influence on her had
been broken, spenr rhree straigit days in her cell doing
nothing but sobbing. Whether she was sorrowful for hc'i
actions, getring caught or the destruction of the artefact
was never learned (see Tltis is Pandora's Box for details on
what happened to Dr. 

-l'rent) 
but she arranged for IPX

to help financially as well as physically wirh-the srarion's
repairs. She also gave a data file on rhe artefact and IPXI
findings to Sheriian after she was released from the brig.

'l'he 
file did not tell of everything IPX had discovered bur

ir detailed much of what they knew - merely nor ro rhe
extenr rhar rhey knew ir.

Babylon 5t dealings with IPX would last only for a few
short weeks before rhe situation with President Clark
would become roo hosrile for the company to ignore and
they backed away from Babylon 5 for 'public'relations

,."ionr.' IPX was 
" 

po*erftri megacorp 
'bur 

they knew
when things had gotrln too hot bEtw.* the station and
rhe Earth Alliance for rhem to meddle any longer. It was
best for them to cur all ties, unofficial or otherwise, while
the dust sertled.

Many would forger the terrible precipice rhat Babylon 5
linqered over in rhose dark davs. The Thirdsoace l..vcnt
wo-uld remain a powerful ,e^ini.. to the galarry rhar even
though the First Ones had gone rhey had not gone quierly
and many of their misrakes still lingered as a legacy ro the
inheritors of the Third Age.
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'Our failing. And nrrw
gour failing. The errrrr is
crrmprrunded.'
- I-gta Alexander; through
Vorlon prrrgramming

The activation and summary destruction of the Thirdspace
Cate in 2261 brought what the Vorlons considered tb be
their. greatest mistake into the forefront of rhe younger
races' existence, They were able to deal with them viell
gn^ough bur only with the help of the Vorlon programming
left behind in Lyta. Wirhout ihe desisns qiven tJSheridai
by Lytas augmentations, he would nei., li".t . known of the
gate's inner chamber or of the energy shieldt thresholds.
tVithout that information, would rle galaxy have fallen
to rhe Harbingers? \Would the young-ra.., h"u. .o-.
together to deftat them after alli No"one can trurhfully
answer those questions, even if they wanted to.

The millions of years before the rise of rhe currenr age
collectively ca.lled the Age of Ancients by theoretic"al
historians and archaeologiirs. ft was during ihis rime rhat
the Firsr Ones. were. shaled the galaxy, 6g'hting amongsr
themselves and bending io r b reaki n gl j thiaws"of phys i"ics
as any young race knows them. It wai a dange rous timi but
it was also a time of wonder.

This chapter loola at what sorrs of interesting things the
First Ones actually left behind for the yon.r*g.r ,"f.. ro
eventually seek ou.t, stumble upon or get irushid by. These
things were not all left in error and ihis chaprer contains
several oddities and unique instances rhat Gimes Masters
are free to include in rheir own campaigns - if they dare.

Tl,tE 0ft.lEn THin>5pA<E
EAIES - An Unt{0LH
Tn in irH
The gate foundbetween Sigma 957 and the Epsilon system,
the one that Sheridan minaged ro desrroy,'*as thought
to b,e rhe only gate oF its kind. Though the fact *", o"nly
implied by the crypric words of LytJAJexandert Vorlon
programming, dlere were actually two other Thirdspace
gates creared by the Vorlons during the Age of Ancienis.

Two million years before the first gate surfaced at Babylon
5, the Vorlons tried to breach the wills of Heaven and touch
the face ofgod..In rheir hubris rhey believed they could
become rrue gods and created a trio of inter-dimensional
gateways that they planned ro use to do so. The Tiavellers,

GIFM
elder Firsr Ones who had mastered dimensional travel an
eon before, warned the Vorlons that rhey might not be ready
for their own ambitions. In their pride,'the Vorlons thoueht
the Travellers were jusr rrying to remain the only int"er-
dimensional beings. Fuellei b"y d.r ir .  and fool ish egotism
they conrinued the project and eventually amassed atine of
the gates, ready ro open it and pass through to godhood.

\il/hen the door was opened, the Harbinqers and their
unbelievable telepathic- power burst rhro"ugh into this
universe. No leis rhan half of the Vo.tns presenr
immediately became enthralled by the Harbingers,
followed shortly by the Hand and rheir mortal mintns.
f'he Vorlons' corner of the galary was thrown into chaos.
Vorlon fought against Vorlon, Hand against Hand and
entire worlds were ser ablaze by rhe Harb-ingers.

The Vorlon homeworld was rhe 6rsr to fall to the telepathic
swarm oFHarbinger ships, the mythic force of an eldir race
that defied imagination crushing or converrins their foes
y.h:t.u..r they wint. Their foatirig, tentacled bJdies darkly
slithered through the cosmos in sJarch of life to extinguish.

fhe.fla.nd grew very strong during this period, s.*ing 
"tthe Harbrngers' primary army of First Ones and mortals.

Something had to be done before the Harbinger Cult
managed to open all three gates and even th6se First
Ones who were nor directly involved in the war against
the Harbingers (excepr the Tiavellers, who had warne"d rhe
Vorlons) came togerher against them. The threat implied
by the Harbingeri' abilir/ to control the minds of^First
Ones was enough to mobilise a massive force againsr them
- includine even the Shadows.

Th. .r,ori-ror'rs fleet laid siege ro the Harbinger ships
su rrounding rhe gate, with rhe"Vorlons eventually"sn."kirg
irr behind their creation to desrroy the gatet power supplyl
Befbre the gate-could be destroyei howiuer, th. H".bi"g..
Cultists and Hand members still loyal to the telepatf,ic
promises of the remaining Harbingers srole the gaie and
took it wirh rhem inro hyperspace.

In thc following few weeks, as the First Ones scoured
the g:laxy €ol rhe remaining Harbingers and their ships,
the Cultists sought ro pror;cr the oiher two gares from
destruction. by hiding rhem as well .  Even thlugh this
would surely separare rhem from their masters' influence,
it was the only choice they had ro preserve the chance that
the Harbingers would one day rer;rn.

Once all three gates wcre losr in hyperspace, rhe First
One armada set io clear.rsing the galarry'of rhe Harbingers'
presence. The-Hand recovered the quickesr from-the
Harbingers' inf uencc, learning much about subtle mastery
From being mastered and scvering the ties to the Cultists in

I a T I



bloody coups all over Hand territory. The other First Ones
that were affected by the Harbingers' telepathic presence
fell upon their own with single-minded focus, either
undoing the mental links or destroying the rcbels outright.
During this period of investigation and elimination the
Mindriders were pivotal in unravelling the psychic bonds
left behind by the Harbingers, strengthening their own
mastery of telepathy in the process.

Once the last known remnants of the Harbinger Cult were
elimir.rated and the gates were thoroughly lost in the folds
of hyperspace, the First Ones turned away from their brief
alliance. They left the Vorlons to the dirry work of seeking
out the gates, which that race did with grc:rt fervour for
several millennia to no avail. Their efforts took prioriry
over all things until the next awakening of thc Shadows
during the Kirishiac \War, when old grudgcs ourweighed
the Vorlons' responsibilities and overtook thcir attcntion.

It was due to their renewed interest in thc upbringing
and manipulation of the younger races that the Vorlons
wrote the Thirdspace gates off as lost, setting aside thc
search for them as a fools errand. Because of thcir choice
to focus on meddling in the evolution of the galaxy rather
than cleaning up their own mistakes, all threc gates would
eventually resurface to wreak havoc again.

The 2261 Thirdspoce Evenl
In the single event that would give Thirdspace its name
and reveal the true nature of the Harbingers to a select few
in the galary, the original dimensional gate activated by
the \6rlons gate was found and destroyed in 226l.The
full details as to what happened concerning rhe gate, its
opening and its destruction are detailed in the previous
chaoter of this sourcebook.

2401: A Greol Socrifice
\7hen a second Thirdspace gate was stumbled upon
by the Minbari at the dawn of the 25'h Century, it was
dragged into a neutral corner of space to be studied. The
beginning signs of the Harbingers' attentions started to
show and strange behaviours and eerily power-drained
ships cropped up with great frequency among the Minbari.
The Minbari accessed their historic records and discovered
what Sheridan had done to stop the beasts from the other
side from emerging.

A radical group of Minbari \Warriors looking to emulate
the heroic battle of Sheridan and his Anla'Shok gathered

around the Thirdspace gate and waited for it to open
and give them a worthy battle. Calling themselves

the'Swords of Sheridan.' these foolish Minbari
almost immediately began to succumb to the

dark promises of the Harbingers.
They turned on one another

without pause and for the first time in over a century
Minbari slew Minbari and they did so in large numbers.
In their raging battles they continually drew too near to
the device and fed the power supplies oFtheir vcsscls to it,
damning them to painful deaths without life support while
bringing the gate one step closer to activation.

Seeking the advice of the venerablc De lenn, who had been
atthe226l Thirdspace Event, the (irey Council came to
the conclusion that drastic action must be taken to stop the
gate from opening. Delenn implorcd them to make'sure
the gate was destroyed and warncd thcm that thc actions
of the Swords of Sheridan were just the beginning of the
problems it would bring into their galaxy. Hecding her
words, the Council deployed a Sharkosaan dreadnought
crewed solely by high-powered Minbari telcpaths (to
help block the Harbingers' signals), watched from afar
and prayed to their dead heroes as the massive warship
approached the gatet position.

The gate had been open for only a few minutes by the time
rhe Lennier'fr arrived. Cherubim and Nephilim cruisers
had alreadyloined the surviving cultist Minbari ships and
were set up to defend the gate while the deadly Seraphim
drew closer to the dimensional doorway. The Lennier'f
soared forward like a juggernaut. of crystal and shieldin!,
its numerous guns carving its brethren ships to pieces
alongside Harbinger ships that got in its way. Telepaths
inside the warship wailed at the agony of Harbinger probes
trying to dissuade them from their orders but the course
was plotted and nothing would sway it.

Ignoring the great gouts of fame it was spewing from
dozens of enemy weapon strikes, the dreadnought
barrelled into the energy shield at full thrust and weapons
fire. The shield buckled just long enough for the ship
to slip halfway inside the dimensional gate - and ram
the first Seraphim headlong. The resulting dual-vessel
explosion was muldplied by the energies of the doorway
imelf and everfhing within a thousand miles was instantly
disintegrated by the otherworldly implosion.

The Grey Council sacrificed their largest and most holy
of warships, not to mention the tens of thousands of
Minbari serving on the vessels around rhe gate, to stop the
Harbingers from passing through the gate. Delenn watched
as the vessel named for her long lost aide sacrificed itself for
the safety of the universe, an ironic mirror of what had
happened to Lennier himself over a century before.

5325: The Rise of Fei (oslro
In the chaos surrounding the fall and reconstruction of
the Third Interstellar Alliance, a dark voice echoed from
millions of years in the past and gathered a massive power
base on Mars. A charismatic and seductively intelligent
man going by the name of Fei Castro claimed to have
contact with Elder Gods
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from beyond, a force of unspeakable power callcd thc
Harbingers. In a time where the common man was being
swept aside by aristocrary and the wealthy, ir was easy For
Castro to create an enormous following that he callcd thc
Harbinger Cult.

Gaining Cultists from the spacefaring programs of his
world, Castro mapped out exacrly where his Followers
needed to go and whar rhey had to do to acrivare a dormanr
jump gate ourside the long-dead Markar sysrem. Hc filled
a small flee r of rransporrs with his Cultists and led them ro
the jump gate, ordered his zealous rechnicians ro acrivare
it and took his fleet inside to find the lasr rcmrining
Thirdspace gate.

Sacrificing dozens of unskilled Cultisrs ro attach simplc
tethers to the gate, Castro towed the massive artefact rnro
realspace and began to orchestrate one of the largest mass
rituis ever to taki place in the galaxy. Cultists willi"ngly gauc
their lives to pilot Castro's shipifull of fusion cells r."""ig.d
from ISA veisels, next to the gianr gate - giving all oftheir
power ro the device ar Castrob behest. He told them the
Hubingcrs would come and take rhem dl, rhe living and
the dead, back to the Black Ciry where Heaven awaited.

The gate was activated and the Harbinger ships came into
the g-ala*y with rhe same hunger for dJstruction they had
shown millions of years before. Cherubim rcndcred the

cultist fleet to atoms in seconds, leaving only Castrot ship
to greet thc f irst of the Seraphim-class ships. The hulking
capital vessels arrived and paused to listen ro Castrot
religious bantcr For as long as it took for them to charge
thcir lightbringer arrays and burn hin.r from existence with
othcrworldly cnergy.

After C:rstrris cult opencd thc Thirdspace gare, it took
the combined masses of the enrire galaxy a ful l  nineceen
years to evcntuaily close and desrroy thc thing. Hundreds
of worlds Fell to the power of the Harbingers but the
advanced technologies olt the younger races gave rhem
a f ightirrg chancc. Although i t  cosr two cnrire species of
al ien l i fcfbrms and a hundred bi l l ion other l ives, the last-l-hirdspace \War was the event thar broughr the galaxy back
togcther, just as the last Shadow Var had done over rhree
thor-rsand ycars earlier. Although peace never lasts forever,
it was yet ag:rin born from suffcring and war.

The Horbinger (uh ond Thirdspoce Rifts
' l 'h loughout 

the history of the galaxy, since the momenr
the Vrrlons opened thc first 1'hirdspace gatc, there have
been tales of horr iblc god.s and the cults that worship the
Harbingers. Therc havc cvcn been tales and myths of the
Harbingers crossing over inro rhis dimension because oIthe
dcals and r i tuals of thosc fool ish e nough to deiS, them.



Tt.tE 50uL HUnrEnS
Tl.lE Min>ni>En5' FALSE
HOPE'

For more on the Harbinger Cu[t and the effects the
Harbingers have had on the galaxy outside of the arrival
of the 

-l-hirdspace 
Gates, see the section beginning on page

t ) L -

\Wcll ovcr a million years before mankind rose up onto
two legs, L.oricn's people, the first amongst the First Ones,
began to die one by one. Their chi ldren, the other First
Ones, were sird to watch their elders vanish from the galaxy.
Somc mourncd by trying to heal the ailments of those who
rcmirincd; othcrs looked for ways to honour them aftcr they
had passcd on. Of all the ways that Lorien and his people
were cstcemcd by the First Ones during their decline, it
was thc.rct ions of the mysterious and powerful Mindriders
that left the largest mark on the galaxy.

Acquiring thc bodies of several of the Ancient ones that
passccl on, thc Mindriders applied their telepathic sciences
in the hopc of restoring the fallent mentalln tne nopc or restonng tne tallens mental energles
- sonrcthing that some beings have called 

'souls.' 
The

resulting biological storage bodies cloned from rhe Ancienr
ones' bodies were imperfect; the Mindriders could not
replicate whatever it was that had created Lorien's people in
the dawn of time. Althoueh the flawed clones were senrienr
beings capable of sensing-death a long time coming, they
could not revive Lorient brothers and sisters,

Unwanted because of their imperfection, the artificial race
turned inward upon themselves and tried to 6ll thc role
they were created for in a different way. They devoted their
entire existence to the preservation of the mental encrsies
of those who were dying. The race knew they had b-een
created to save the Ancients but it was beyond their scope of
thought as to how they could do so. Although they would
not manage to perfect the technology until long after the
Exodus of the First Ones, the self-titled 

'Soul 
Hunters'

answered their calling by developing a way to remove the
mental energy from a living being. This energy, or'soul',
would then be placed in a virtual realm where it could
continue to exisiforever. None of the beingt knowledge or
abilities would be lost; the Soul Hunters would hold rhese
faculties until they were needed again.

The Soul Hunters are a composite and artificial race that do
not reproduce by breedine it all but insread use the same
kind oicloning technology"the Mindriders originally used to
create them. As happens when one makes a copy of a copy,

the pure strain of Soul Hunter became muddled some
over the generations. By the era of the Third Age

very few of the original breed of Soul Hunters
existed, leaving behind only the newer muted

breed to carry on the work of
preserving important souls.

Havine lost their innate abiliw to Dreserve mental
pr.r..ri.., the newer Soul Hunters de'*,ised a machine to do
it for them. The machine could remove someone's mental
energies and place them in an orb made of an unknown
substance, in which they would live out eterniry in a virtual
paradise of the Soul Hunters' choosing.

The Soul Hunters performed according to a plan designed
for them millions of years before the rise of mankind,
without guidance and without restraint or limitation. They
formed their own order of sorts to mirror the Shadow's
Thratimude Techno-Mages, governing themselves and
putting the preservation of important minds above the
politics and foolishness of the races evolvins around them.
The Soul Hunters were a Dowerful force io be reckoned
with if someone or something stood in the way of their
work.

8000 B.C - The Cloiming of Rolgo
One of the most horrific mistakes in the history of the
galaxy took place on a distant world called Ralga, just
inside the Rim of currently known space. Ralga was a very
advanced world filled with a large population of wondrous
minds that had existed alongside the First Ones during the
most tumultuous times of their era. Around 8000 B.C.. the
Ralgans were as advanccd as they could be in their current
state of being and thcir planet was slowly spinning closer
and closer to the Greatcr Void beyond the Rim. They knew
that something had to be done.

At the same time that the l{algans looked for a way to
survive the expulsion of thcir planet from the galaxS the
Soul Hunters' leaders senscd the impending demise of
millions of Ralgans. Knowing that the minds of such a
wondrous race could not be left to die unpreserved, the
Soul Hunters came to the planet in a massive armada
of their strange ships. 

' fhey-surrounded 
the planet and

prepared their 
'soul 

collectors' to absorb the minds of the
Ralgans at thc point of their deaths. Over the course of
time thc Soul Hunters managed to do just what they had
promised - thcy collccted the souls of a billion Ralgans
as their physical bodics died. The Soul Hunters did not
care to know why their bodies were dying, merely that they

'What 
the Soul Hunters failed to grasp was that the Ralgans'

physical bodies were dying because they were transcending
the flesh to become beings of energy - like the First Ones.
It may have looked like dearh to the Soul Hunters but
it was a magical moment of ascendance the Ralgans had
earned to get away from thcir doomed planet. The Soul
Hunters' collectors capturcd thesc free energies as if they
were fleeting souls and confined them all to one ancient
orb that was designed to look and f'eel just like Rdga.
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they were bound against



their will in a fake world they knew to be damned. It was
ten thousand years before the Ralgarr C)rb resurfaced and
during that time many of the men-ral presences in rhc orb
went mad, setting the stage for anorher evenr in the far
future - when the"mad ,ouf. .rcap"d on Babylon 5.

2268 - The (oming for Eorlh
After the Drakh released their deadly nanovirus into
Earth's atmosphere, the Soul Hunters b.."-. aware that
hundreds of ihousands of Humans were soon soins to
die. This dire event brought a hundred Sou[ Hunie. s"hips
to Earth and many used their advanced technology io
slip past the EarthForce blockade ro preserve those who
needed to be saved below. Virh the defence srid all but
neutralised after the battle with the Drakh andLosr of thc
ships remaining damaged or thrown inro chaos, this was
an easy enough task for the Soul Hunters' tiny, shuttle-like
ships to accomplish.

'saved' 
one thousand and sevenry-three doctors,

pets, singers and scientists before thc EAS Medusa found
several oftheir ships leaving the quarantine and turned its

Once the Soul Hunters knew they could not come and go
unmolested any longer, they used what they had learned
from dealing with Humans on Babylon 5 and chosc not
to return to Earth. In their minds, getting a collection orb
filled with souls destroyed on their way back from saving
them would do no good and was a situation that should
bc avoided. If the Humans would rather perish than live
on, so be i t .

LLiESTA IV . TI.IE
SAmpLinG MA<t{inE 0F
il{; TniA>
During one of the last Shadow'Wars to rampage across th€
galaxy during the Age of Ancients, the Vorlons unveiled
their abiliry to manipulate the younger races to align
against the Shadows. In response the Shadows took drastic
a5ti.on, choosing to punish those races that aligned with
rnelr enemy.

One way the Shadows sought to punish was through the
usc of biological warfare. Seeding the servants of their
enemy with time-released nanoviruses would not only
get their point across but if the species that was infected
could managc to cure the plague it would teach the galaxy
that conflict and catastrophe truly bring out the srrength

guns upon them - on orders from EarthGov. Thc Soul
Hunter ships were very advanced and extremely difficult to
dauoy but rhe Medusa was one of the newer Omega-class
vuiants using ISA rechnologics and man:rged ro el iminare
all five ships Lefore rhey cotiid cscxpc.



of life. One of the planets struck down by the Shadows'
viral attacks was a smallish Earth-likc world called l-liesta
IV. Even thoueh the inhabitants of l- l iesta IV did not
know thev had served as a Vorlon l istening post during
the Shadow War, they were targcted by the Shadows and
infected with a horr ible virus that began to tear them
apart.

When that Shadow lWar cor.rcludcd ancl the Vorlons left
the Lliestans to die, it was the 

'liiad 
that stepped in and

sought to hclp them. Seeking a way to maintain the
balancc bctwccn the casualties among younger races, as

Loricn had instructed them, the Triad came to the
Ll iestans in dreams and visions. They showed the

doomed race how to cryogenically freeze their
species within a great and powerful machine

ir.rside thc nlanet itself. 
'fhe'Iiiad

buil t  thc-machine and al l  of i ts

saucer-like sampling drones and gave instructions for its
use to the Lliestans throueh dreams bLrt clid not tell them
how best to ut i l ise their n"ew tcchnology. l t  was up to the
Ll iestans to make that choice.

The tiad, a forcc for ncutrality in all things, did not want
to instruct thc Llicstans as to how to apply the science of
the machine. If they wanted to find a cure for the plague
they could use the saucers for extra-stellar travel and
medical sampling of other races but if they chose instead
to become a vengeful force bent against the Shadows the
Tliad would not stop them. 

'What 
the Lliestans actually

chose to do was somewhere in berween. They created an
interesting automated system that revived a watchman
every rwo ycars ro operar€ the machine. The watchman's
job was to srand vigilant with the machine to protect his

ffi:l::*t'" 
making thc planet as attractive as possible to

7-*
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'l 'he 
l-liestan Machine became a mouserrap to space

travel lers. I t  kept the ancient ci t ies in prist inc shape and
covered them with half-f inished science advancemenrs.'l'hose 

who came ro investigate the mysteriously empry
planet ofter.r stayed for long pcriods of time to explore.
During their stay on rhc planet however, rhe machinet
sauce rs would e merse and take viviscctions of the visitors
- always looking f.rithe secret of thc cure. Entire starships
would be cut apart, only to be later re-assembled in rhe
hollow of the planet 's machine. Anything that could be
useful was sampled by these automated saucers; the entire
Ll iestan r:rcc counted on f ir-rding a cure.

Evcntual ly thc interfc'rcncc of ( laptain Matthcw Gideon
and the l AS Excalibur in 2267 s:rw, rhe machine crippled
encl al l  of i ts sanrpl ing saucers destroyed. Thc late of the
Ll icstans was placed in the hands of othcrs yct again.
Although thc Drakh Plaguc was cured by rhc captain's
cfforts, hc ncvcr managed ro rcrurn to l-liesta IV before the
race succumbcd to the-Shadow virus.

Tt.tE D00n I0 DAnvnESS

First Ones, especially when it came to those races whose
technologies rivalled their own. After the horrors o[ the
Thirdsoace tVar the First Ones known onlv as the Hand
b.."m. obsessed with the idea that other laces could be
manipulated secretly as they were by the Harbingers. The
Hand's obsession would lead to one of the lareest and
deadliest wars the First Ones would ever suffer.

An up and coming race of flesh-bound giants nearing the
edge of their own evolution - the Kirishiac Lords - gained
the attentions of the Hand. The Hand used telepathy,
hidden secrets, dream visions and an assortment of
enigmatic appearances to try and control the Kirishiacs but
all they managed to do was fue I the curiosity of the younger
race. Finally, the Kirishiacs boarded massive warships and
took to the stars in search of rheir own eodhood. The
Hand, knowing they could not supporr tlieir own folly,
hid from the ensuing onslaught. 

'fhe 
Kirishiac Var killed

more First Ones in battle than any but the Thirdspace War
and when the collective First dnes halted the^younger
Ancients' advance it took a tol on the galaxy.

The Kirishiacs told their caDtors about the mvsterious
directions they had received fiom the Hand and ihe other
First Ones chose to punish the meddlesome Hand. Havine
seen too many FirsiOnes killed in the galactic wars of thi
Age already, they showed mercy on the Hand by devising
a way to fully banish them. Although the idea to hurl the
Hand into a parallel dimension came up, the Vorlons'gates
to Thirdspace showed that such a

- Tt.tE BAniSHmEnt 0F
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plan could be more dangerous than it was worrh. Instead,
with the help of the Tiavellers, The First Ones chose to
use banish the Hand to rhe Greater Void berween galaxies
instead.

The Hand, thcir starships and their homeworld were
forced into a wormhole that led far beyond the Rim of
knorvn space and were sealed under milcs of rock and soil
on the phner that would larer be cal led l leta Durani VII.
A racc of servile loyalists ro rhe Firsr Ones were given a ciry
ro livc in around what they named the 

'I)oor 
to l)arkncss'

and were placed in charge of keeping it safe lrom anyonc
who rr ied to conracr rhe"Hand.

Over a million years passed, the guardiar.rs of the Door
died out and Beia Duiani VII becine just anothcr planct
in the galaxy. The planet was surveyed by a multitude of
races but the ciry was nor actually discovered un:il 2265
when a group of Human xenoarchaeologists dug for traces
0I sentlent l l te on the Dlanet.

The-discovery of the Door ro Darkness sparked a direct
confrontation berween the Hand and its minions in the
galaxy and the Anla Shok Rangers. The Door to Darkness
was buried under rons of rubble in 2265 but once its
presence was known and the minions of the Hand became
more interested in it rhan ever before.

The Hand, their history and the war against rheir return is
covered in much greater detail in The Legend ofthe Rangers
sourcebook.

Tt.f E ap0<n LHp r=, BoxE5
- F0nt5 0F LiES An>
wi5>0m
l)uring the Shadow Var of 1250, a younger yet advanced
telcpathic race called the Shierren placed rheir essences
inside sixteen extremely durable'conrainers. Created
as a way to escape the bloody-handed vengeance of the
Shadows, these Apocalypse Boxes gave the Shierren refuge
against the planetary bombardment they were suffering
after turning their loyalty to the Shadows inro an effori
to control the First Ones, earning only rhe Shadowt spite
i nstead.

-fhe 
"ontainers were ejected inro space in hopes of surviving

thc Shadows' vengeance. Some were lost to their deadly
wcapons and others were absorbed into hyperspace never
to bc secn again. Although the Shierren did nor survive
on their planet, which would larer be absorbed into the
Tal-konatha Vinualiry the six appropriately-named
Apocalypse Boxes' rhar managed ro slip by rhe Shadows
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resurfaced to wreak their own brand of havoc from time
to time.

Each Apocalypse Box contains a single mental presence of one
of the elite Shierren telepaths. From within its composite yellow
shell the Shierren speaks to its owner, direcdng him with sinister
intentions caused from centuries of loneliness and madness. The
inhabitants ofthese boxes have only tlvo goals in their fractured
minds - to survive no matter the price and to take acdon against
the influence of the First Ones whenever possible.

The six surviving Apocalypse Boxes leave a mark wherever
they go. The following list of (in)famous owners shows just
some of the ooor souls that have followed a mad Shierent
instructions ihroughout the centuries.

Arufio Vallas (1755 - 1757) - Centauri salvage expert;
used the box to become elite advisor to the Emperor but
was assassinated horribly by unknown forces

Michel de Nostredame (1854- f 866) - Human prophet;
published much of what the box told him-bui was

of the box to mke his faith abroad just long enough for
his expedition to crash land into a Drakh complex on
Thenothk

Placcatte (2225 - 2231) - Abbai physician; discovered a
cure to several Dilgar'War bio-weapons but was killed by a
Dilgar assassin early into the Invasion

Matthew Gideon (2264 - 2270) - Human starship
captain; used the box to help find cure for the Drakh
Plague killing Earth but caused the destruction of several
lesser races touched by First Ones in the process

O*i'ry Fenirus (2301 - 2304) - Shlassan Imperialist;
used the box to elevate the Sh'lassan people to a larger
governmental power in the Interstellar Alliance but was
shot and killed by separatist radicals during his ISN-
televised recognition speech

5E<t0n lq - =vEn
TNNVELLEN|, MAITE

The most powerful of the First Ones, save for Lorien and
his brethren, the entities known as

not fully believed undl long after his painful
death by an incurable illness MiStAtrES

Ikk'ytt Seveol (2lll) - Yolu
missionary; followed the advice
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the Tiavellers evolved into beings ofenergy long before any
of the others. They were the first children of Lorien and
they were shining examples of the awesome power of the
First Ones. It was in their scope of abiliry to shape mattet
mould energy and even cross between dimensions without
the need for jump gates or engines. The spadal difference
berween one dimension and the ncxt was iust a line for
them to cross iF they so chose.

\i7ith great power such as theirs also camc the burden of
stagnation. 

'When 
crossing dimensions became too easy

for the 
-lravellers 

and they could cross the galaxy in just
a few hours, they looked to a new type of travel that had
eluded even Lorien and his people. The Tiavellers moved
a few thousand light years away from their homeworld
(what would become Sigma 957) and began their newest
exPenment.

Time travel.

Crossing dimensions was not enough for the Tiavellers
in their youth; they also wanted to walk backwards to see
what they may have missed at the beginning of time and
forwards on the path of events yet to occur. Testing many
different methods to achieve this goal, they eventually
n.rrnaged to define 

'time' 
as a facet of its own dimension

and build a vessel designed specifically to reach it. The ship
could cut through the barriers bewveen time and space
and move through the time stream like any other vcsscl in
hyperspace.

The maiden voyage of theTraveller's ti mc-ship was successful
but it was also its last. The test took olace in a barren area
of space that the 

'fhird 
Age would ritic 

'scctor 
l4' and was

witncssed by a huge fleet of Tiaveller ships le nding their
energy to the vessel as it broke through the dimensional
wall. \Vhen the ship bcgan to glow with infused tachyons
from a hundredTraveller power supplies, space itself began
to warp around it. A massive rift opened and drew the ship
into it but did not close. Suddenlv. all thc 

-I'ravellers 
knew

they had made a massive miscalculation.

Unlike their dimensional travels up to that point, which had
allowed the Tiavellers to move berween oaral/el dimensions
such as hyperspace, the time srream w:ls .rc)cl'rezrwith their
current dimension. 

'l-he 
Tiavellers could usc the marrer

and energy from the new dimension to close dimensional
doors once they had passed through thern. l'he matter and
energy in the time stream was essentially the same as that
that had opened the ri[t, just from a different momenr.
The Travellers could not close the rift and anything that
passed through it would be thrown into a random momenr
tn ume.

As ce nturies passed and othe r First Oncs
began to euol,re a.rd join the Tiavellers in the

hierarchy of the galaxy, the'liavellers never
failed to cxplain the dar.rgers oF

thc temporul r i f t . ' l 'hey did not

know what would happen if these newer races accidentally
slipped into the rift. They might appear in the past to
meddle in events that had already occurred or jump
forward to learn from the future. They might never return.
It was best that the rift be avoided altogether.

A million or more years later, once the First Ones had taken
their leave of the galaxy for the most part, the Vorlons began
to imagine uses for the temporal ri[t. They decided to test
travel into and out of the rift by using thc tcchnologically
sawy and highly servile Ru Ha'ru pcople. 

-fhc 
Vrrlons

eventuallv Dersuaded the Ru Harus to build and f:rcilitate a
Great Machi.te on Eosilon Eridani to monitor and stabilise
the rift. The Machini, which could see into and out of the
rift. allowed the Vorlons to pick and choose events in the
time stream to affect. By aifcct irrg t ime and rearr.rnging
certain obiects and events thcy could better reinforce thcir
god-l ike image and use i t  as  ̂  gr.r,  *""p,,n in thcir cvcr-
escalating war against the Shadows.

The Vorlons openly used the rift in Sector 14 to acquire
and deliver the Babylon 4 station and its important cargo
- Valen - to the Minbari durine the Shadow \(rar of 1250.
The temporal rift was also usJd at various times without
the Vorlont knowledge. The following are a few of the
other important events concerning the temporal rift.

1755- Ihe Ru Ho'ru Revolt
Once it  was apparent to the majori ty oF the l l tr  H,r 'ru l
people that the Vorlons were using them, n'rany ,rf  thcm ;
raised their voices against the Ancients and even firrnred a i
fleet to reinfbrce their point.'l'hcy wanted to r.rsc thc (lreat

Machine for their own purposcs, something expressly
forbiddcn by thc Vorlons. Alrhough the Ru Haru's ships
were oowcrfirl thcv wcrc no match for the Vorlons and
the coup was crushed in just a few days. 

'What 
remained

of the ll.u Hiru Fell into rwo camps: those who willingly
scrved thc Vorlon Empire and those who ran to cscape
the Vorlons. ' [ 'hc Vorlons chosc one loyal ist to scrvc as the
Guardian of the Great Machine and froze the remainder
o[ the loyalist Ru Ha'ru or.r the Vorlon Homeworld to be
revived for firtrrre use as necessary.

Some of thc powerFul Ru Haru ships flew into the rift to
get away; thcsc appeared in 2258 to try and reclaim the
machinc. 

'l'hese 
ships were to a certain extent aware of the

rime that had passed but this did not make them any more
capable of taking it from the Vorlons' allies in 2258.

201 I - The Senlry Relurns
Seemingly from out of nowhere a strange vessel made of
semi-organic technology, devoid of crew and covered in
writing that only a few beings in the galaxy could have
recognised as the Ti'avellers' written language, appeared
outside of Scctor 14. The ship,
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which was the original time travelling vessel thar had
opened thc rift in the first place, had finally returned from
Its mysteflous voyage .

Seeing an opporruniry ro g:r in ycr anorher weapon againsr
the S[ado*s, the Vorions 

-formed 
a salvaqe fleei and?rade

b,est speed for the derelict ship. Even ,iirh rh. Vrrlons'
high levels of rechnology the Tiavellers were millions of
years ahead of them and the Tiaveller's ship was the one
thing that could tip the scales in rhe Vorlons' favour and
win them the war once and for all.

I(/hen they arrivcd however, the ship was nor alonc. The
Traveller ship of Sigma 957 had sensed rheir wayward
vessel and com€ ro reclaim it, arriving just seconds before
the Vorlons. When the Jlavellers saw the power hungry
Vorlons coming, they scolded the younger First Ones 

-for

ilreir greed ani undirhanded plans of tieft. The Vorlons
answered by powering up rheir weapon sysrems, claiming
thar rhe Tiivillers' ririe irad passed'and that the ship was
theirs to take.

TheTiavellers, disgusred ar rh€ir younger cousins' reacrion,
disintegraced the t-ime travelling uesseiwith a single stroke.
The Virlons, seeing rhe mighi of the TravellersY warship,
turned away lrom the conflicr. Even so, their presence hid
given theTiavellers a new opinion o[the younger Ancients
- which would be revealed much later'when they *ere
called uoon in 2261.

2325 - Ihe Ru Ho'ru D0io vu
Sevenry-five years after the lasr Ru Ha'ru loyalist gave up
his position as Guardian of the Great Machine. another
wavi of separatist Ru Ha'ru warships emerged from the
temporal rift. Unlike the last separarisrs that had come
for the Machine, these had no idea where they were or
when rhey had come back ro rhe galaxy. For what they
remembered, the Vorlons were still around and still
oppressing their people. Little did they know that the resr
of their people were actually still cryogenically stored on
the Vorlon homeworld.

The advanced ships of the Ru Hatu struck our againsr the
Interstellar Alliance, seeing the Vorlon rechnology in rhe
Vhite Stars patrolling the Epsilon area as a sign of Vorlon
membership in the Alliance. The Ru Ha'ru warships and
the ISA lleet were evenly matched, unlike the last rime rhe
Ru Haru had arrived to fight against the EAS Hyperion in
2258.The Ru Ha'ru force was demolished ar some grear
cost to the White Star Fleer and the last of the conscious Ru
Ha'ru were extinguished in several long days of fighting.

Throughout the entire ordeal however, the Great Machine
remained utterly silent. Draal, the currenr Guardian of the
Machine, adhered to his original purpose of prorecting rhe
planet without interfering elsewhere. He merely watched
as the pcople of rhe Interstellar Alliance battled to keep
him fiom having to do so.
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t0 wnr<lt in SiLEn<E
A few thousand years aftcr the Kirishiac \Var, after Lorien
took his refuge on Z'haUum, i t  was dccided that the First
Ones would follow so many others to see what existed
beyond the Rim in a mass exodus of this galaxy. 

'l'hc

Shadows slumbered after their ta-rins rolc in rhc war and
the Vorlons chose to remain in thc'galaxy to makc surc
their nemesis did not go unchecked.

Vhen the rwo volatile and diametrically opposed forces
made it obvious thcy were not leaving with the others,
Lorien secretly askcd cach of the othcr Irirst Ones to leavc
one of their warships behind. He knew that one day in
the future this ancicnt circle oF secret watchmen would
ensure the galaxyt survival. In respect to their elder they all
agreed, even though they would not actually communicare
with each other or Lorien for a million years or morc.

The Circle of Ancients, the ring of First One warships
left  in the galaxy to babysit  rhe Vorlons and the Shadows.
occasionally appeared to interact with the other races of
the galaxy. They were like the gods ofspace and even the
Vorlons paid attention when they reared their heads.

Flach vessel in the Circle has inspired reams of tales among
thc various races and sources who have encountered thcml
The final gathering of the Circle at Coriana Yl in 2261
would be remembered throughout history as the last time
the First Ones existed in the galaxy.

The Ancienls' Vessels
The following entries are rhe game srarisrics to be used for
the First Ones' ships that remained behind in the galaxy to
form the Circle of Ancients. Each one is unique and has
many of its own interesting powers and abilities and they
areal l  almost unstoppable by the standards of the younger

There have been sevcral rccorded encounters in the history
o[ the galaxy of thcsc vessels crushing entire fleets that
might have tried to intcract with them but this would
not be the most enjoyable of gaming sessions for many
Players. Sf'e encouragc (lames Masters who choose to use
any or all of these ships in their campaigns to feel free
to have the First Ones to toy with the younger races bur
outright destruction should be limited ro the truly foolish

or suicidal.

The Kirishioc Lords - The Lordship
Thueht their lesson in the war rhat bears their name, the
Kiriihiacs remained loyal to Lorien and the other First
Ones once the First Ones assured the Kirishiacs that the
Hand would no longer manipulate them. This vessel,
one of their largest, is their testament to that loyalry. The
gigantic Kirishiacs built their vessels from pieces of their
own world, held together by a mastery of gravitics that
would cause the Brakiri to weep, This ship, rhe Lordship,is
a oowerful reminder that even those still made of flesh can
be considcred First Ones.

The I.ordship uses a series ofsmall revolving sarellite systems
to generate the necessary gravitational 6elds to power the
vessel and its weapons and keep the ten-metre tall Lords
comfortable. The small satellites make it impossible for
lesser craft to get anywhere near rhe Lordship and the
vessel's main gun can crush enemy ships with the force of
converging black holes in seconds.

Wfulm*$nnelanddkdl
Gargantuan Spacecraft
Defence Value Eight (-6 size, +4 Handling); Armoun
50r ; Handling: +4, Sensors: + 1 5; Stealth: 2 5; Stress: N/A;
Features: First One Vessel2, Hyperspace Masteryl, Gravitic
Sarellitesa, trgeting Computer (+ 12), Self-Repairing
Crew: Kirishiac Court (+8 BAB, +12 taining); Six
Kirishiac Lords
Structurd Spaces: 425 (Hull Construction 200, Control
20, Crew 35, Satellite Construction 160, \(reapons l0)
Fqre Arc Weapons

Hypergraviton Beam (Long, Offence 300, Beam
2d10, l0 weapon spaces)
Satellite Anti-Graviry Beam (Close, Offence 50, Beam
1dI0, zero weapon spaces)

Port Arc'Weapons
E Satellite Anti-Graviry Beam (Close, Offence 50, Beam

1dI0, zero weapon spaces)
Starboard Arc'Weapons
E Satellite Anti-Graviry Beam (Close, Offence 50, Beam

1dI0, zero weapon spaces)
Aft Arc Weapons
E Satellire Anti-Graviry Beam (Close, Offence 50, Beam

1d10, zero weapon spaces)
Craft (0): None

I This Armour rating cannot be lowered or adjusted by

;|;.3::- 
trait or any other special rule of non-First One

2 First One vessels are unique ships that cannot be boarded,
scanned or otherwise negatively affected by non-weapon
technologies designed by the younger spacefaring races.
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Ti:y "tro 
never suffe r Orew- clamagc and always pass any

skill checks necessary to perfbrm sp*ecial ordcrs.
rWithout the use oftradit ional jump er.rgines, the Lort lship

::lj;"",tt 
travel in or our of norm,rl |,acc ", 

a ,c"nd"..l

'Thc Lordship focuses irs anri ,graviry bcarns on irs eravir i .
sa te l l i tes .wh i le  b lock ing  incorn i r rg  . i tacks .  Any  ar tack  ther
targers rhe Lordship ha.s e 50% Jh"n." of bcine dcflected
byrne of rhe revolving sarel l i tes, meaning rher 

"al l  
damage

inHicted is appl ied to 'Sarel l i rc 
Construcri ln'  spaces. Eue"ry

t ime this original numbcr is darnaged by hal i ' (160 to S0,
80 to 40 and so on) rhe Lordshi2t losei ,rccess to onc of
i ts Satel l i te Anti-Ciravity [ ]canr'  weapon sysrenrs unri l
reDar red.

lllindriders - The Thoughtforce
Constructed of tclekine t ical ly-comprcssed carbon
molecules, the shel l  conrains i  lo.r l i r .d bubble of
concentrated telepathic energy in which the Minclriders
themselves cxist. 

'l'he 
wcapons of rhe 

'l 
hoilghtforce .are

projectors of mult i-wavelcngth pulscs aimcd arid tocrrted
relepathical ly, homcd ir.r  ori  the mcntal signrrrurcs of the
crew ins ide  the  Mindr i t l c rs  rx rgcr .

The Mindriders inside rhe ve.ssel proiect a consranr f ietd of
te lek ines is  t , r  borh  prope l  and prorc ( r  thc  sh i1 , .  lh is  6c ld
ls s0 powertul rhar only hrgh-er-rergy wcaponry can hopc

t<; gct thr<rugh ir without being deflected. The invisible' thoLrght 
shiclcl '  nrakcs the vcsscl impervions ro most races'

conrnlon nrunir ions, a hct rhar has srarr led many fool ish
spacccraft tlrat havc fbolishly artacked rhc l-houghtforce.

WfuMhrftftnerdkdl
Hugc Spacccraft

!.9fe19e V.alue: F.ighr (-4 size, +2 Handling); Armour:
40'; Handling: +2, Sensors: +20; Stealthi40; Stress:

l!/A' F.rt,t..s: Atmospheric Capable, Irirst One Vesselz,
Hypcrspacc. 

,Mas_tery', 
-l'hougit 

Shielda, Thrgering
Cornp111. .1  (  r  X ' ) ,  Se l f -Rcpa i r ing
Crew: Mindrider ( lol lect ive (+A nnn, + l5 Training); One
Mindrider ( lol lect ive
Structural Spaces: 345 (Shcll Construction 300, Control
24, \ f lcapons 2l)
rore llrc W&tDo)ts
I Tiioptic'Pulsar Cannon (Long, Offence 50, Rapid Fire

3, f<rur weapon spaces)
Port Arc WeaDons
E 

'liioptic'Pulsar 
Cannon (Long, Offence 50, Rapid Fire

- 3. l t t trr  wc. 'Potl  spaccs)
Sita rboa rd Arc Weaot, ns
E T'iopric Pulsjr Car.rnon (I-ong, C)ffence 50, Rapid Fire

3, four wcapon spaccs)
Afi Arc WeaDons
I t l iopti .  Pulsar Cannon (Long, Offence 50, Rapid Fire

3, four weapon spaccs)

:
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'furrtted 
W'dports

I Ulrra l 'J lsar ( lanr.ron ( l .ong, Offence 100, l l .apid Fire
1 0, fivc wcapon spaccs)

Craft (0): Nonc

I This Arnrour rat ing cannot bc lowercd or adjusted by

l! : : l ] : :-  
tmit or any othcr special rulc of nor.r-First One

I l l i rst ()nc vcsscls arc uniquc ships that cannot bc boarded,
scanncd or othcrwise ncgrrivcly aFFectcd by non-wcapon
tcchnologics designed by thc younger spaccfaring races.
Thcy also never sufFer Orew danr:rgc ancl always pass any
ski l l  checks neccssary to perf irrm spccial orders.
t Although the ship travels in the Mindscape and not
hype rspacc, I'horghtJbrce can instantly travel ir.r or out of
norr-nal sDacc as a standard action.
'  ' t 'hc ' l  

hotrght Shield al lows the ship to ignore the f irst
100 points oFtotal OFfcncc irrf l ictcd against i t  each combat
round (calcularccl beJitrc reclucing f irr  Armour).
'Because the Mir-rclr iclers use the thought patterns oF
others to scc their targcts thcy act as though the 1'argeting
Oomputer bonus to t l-rcir offensivc f irc is equal to thc

numbcr of.Crew on board a targct ship divided by
tcrr (round clown), adding +l fbr every tclepath

on board the targct vcssel.

creu ualue (55). The Gunship has three captured commercial
telepaths on board fom ix last stop. Vhen Thoughrforce
makes an ffinsiue attach roll against the Gunship, its total
to-hit bonus will be a staggering +16 (+B BAB, +5from 55
creu, and +3 Jiom on-board telepaths). 

'I'he 
Gunship does not

stand a chance...

The lorvolus - The Dork Knife
Oddly built to avoid combat altogether if possible , the Darh
Knife is the finest scouting vessel the wormlike 

'lbrvalus

could havc hopcd for. Curious to a fault ,  but unwil l ing to
mecldle in the affairs of youngcr races, the Torvalus used
their remarkably advanced stealrh cechnology to bui ld their
signature ship. Although more than capablc o[ defending
itself. the Darh Knifi is wcll suited for l.rit and run ractics
often overlookcd by th. other First C)ncs.

The most powcrFul weapon in the Darh Knife is n<tr a
weapon at all but an electronically generated 

'shading 
field'

that renders thc vessel all but invisible on the backdroo of
spacc. Thc ship can simply vanish from enemy sensors and
visual recorders, only to reappear with its powerful laser
weaponry carving into its target. The Dark Knife is tht
'weakest '  

of the First One ships but i t  is st i l l  exponential ly
mo.re powerful than anything the Third Age has seen tn
actlon.
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Defence Valuq 25 (-4 size, +9 Handling, +10 Shading
Field); fumoun 35t; Handling: +9, Sensors: +20;
Stealth: 50; Stress: N/A; Features: Firsr One Vesselz,
Hyperspace Mastery3, Shading Fielda, Thrgeting Computer
(+ l0), Self-Repairing
Crew: Torvalus Speculation (+6 BAB, +18 Tiaining); 12
Torvalus Ooerators
Struaural-Sp"..r, 245 (Hull Construction 200, Conrrol
20, Crew 15, \Teapons 10)
lore Arc weaoons
0 Po*., Laser Can.,on (l,ong, Offence 150, Beam 3d4,

four weapon spaces)
CI Voll.y Lar.r Arr"y (Long, Oflence 75, Rapid Fire 5,

srx weapon sPaces)
Cmft (0): None

I This Armour rating cannot be lowered or adjusted by
the Beam trait or ani other special rule of .ror,-First One
vessels.
2 First One vessels are unique ships that cannot be boarded,
scanned or otherwise negatively affected by non-weapon
technologies designed b/ the younger spacefaring races.
They also never suffer Crew damage and always pass any
skill checla necessary to perform special orders.
sThe Darh Knife can initantly travel in or out of normal

space as a standard action without the use of traditional
,ump engrnes.
a The Shading Field grants the ship an 800/o chance of being
missed by weapons fire during any combat round in which
the Dark Knifehas not yet fired its own weapon systems.

The Troveller of Sigmo 957
A perfect vessel designed long before the first Minbari
could speak coherently, the name of the Tiaveller ship as
mysterious as the race that created it. Surrounding energy,
which it absorbs instantaneously fuels its powerful inter-
dirnensional weaponry; the taveller can turn an enemy
ship to atoms with a single stroke of its lightning array. It is
a terrifring vessel that has been sighted many times in rhe
area surrounding Sigma 957 , a planet that for some reason
holds some significance to the Ancient beings.

Coming and going as it pleases through rhe dimensional
barriers, the Tiaveller is often considered the most powerful
of the Ancient ships. It shuts down anyone it wants to,
routing its target's power supplies into the void of a bleak
dimension with little effort or rendering it into nothingness
with its weaponry. Nothine has ever stood in the face of a
Tiaveller waiship'for,long."r..pt other Firsr Ones and even
mos{  o l  (hem Know Det te r .
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The Tri
another
to servc

thc war

lcns rhr
rrsc to i
a t  the  b
re rnoulr' l i iad.

?tu
Huge S
Defenc
50 r ;  H r
N/A; F
Malleat
Crew: '
Essence
Structu
27,lVet
Fore Ar,
gHv

Be:
gHv

Be:
gHv

Be:
Craft ((

TflboTMIb
( i l rg:rnttran Spacecraf t
Defence Value: Six (-(r siz"c, +2 I lencl l ing); Armour: 40';
Handling: +2, Sensors: +25; Stealth: 20; Stress: N/A;
Features: First Onc Vesscl-r, flyperspace Masteryr, Powcr
[)raina, Thrgcting ()onrputcr (+ I 5), Self-Repair ing
Crew: The tavcl le rs (+ I 0 t lAl l ,  + 1 5 Training); One Voice
of the 

' l iavel lers

Structural Spaces: .150 (Hrrl l  Construction 400, Control
20 ,  Veapons.30)
F.ore Arc Weapotts
g Lightnir ie Ar'ar '  ( l .ong, Offc'ncc

_ \\'cirPolr spllccs)
tg (. frronratic l)r .r lsr l)r iver (Close,

Ir irc 10, f ivc rveeport spaccs)
Ib.rt Arc Weapotts
tg ( lhromatic I ' rr lsc I)r ivcr (Close, Offcnce 60, Rapid

Firc 10, { ivc rvc,rpotr spaccs)
Sr,t rlnttrl Art \Yi', t /,rtt t s
O (.hronr:rr i .  I ' r-r l 'c L)r iver (Close, Offence 60, Rapid

Ir irc 10, f i r"c lvcrrpon spaccs)
Craft (0): tr-onc

Tlr is Arrnour rat ins cannot be lowered or
rcl justcd by the Bcam trait  or any other special

rule of non-First C)ne vessels.
r llirst One vessels arc unique

ships that cannot be boarded,

scanned or otherwise negatively affected by non-weapon
tcchnologies designed b/ th. younger spacefaring races.
'fhey 

also never suffer Crew damage and always pass any
skill checks necessary to perform special orders.
3 Although it passcs rhrough dimcnsional walls and not
.re.".r".iiy hypettp".., thc iraveller can instantly travel in
or out of normal soace as a standard action.

" The Travelle, .,,ir t,.rg"t any single ship in Close range
and funnel the shipt power into another dimension each
round. This requircs no roll on the part oF thc taveller and
only other ships using true liirst One technology (Vorlons,

Shadows, Hand and so on) are immune. Any ship drained
in this way can take no Special Orders or fire any weaPon
systems - it can simply pray that the taveller lets it exist
a little longer.

The Triqd - The Triumviron
Based on the phantasmal designs of the Tiiad, the
Tiiumuiron is mott commonly ,..i 

", " 
three-pronged ship

similar in shape to a claw Not built in the traditional sense
of the word but instead 

'fashioned' by the Tiiad s abiliry to
shape matter with their minds, this vessel displays abilities
thai no other ship can or will. From a seamless and rapidly
melding hull made of the densest of materials to weaPon
arrays that spew plasma hotter than a white start core, the
Triumuiron is a dream given form.

300, Beam 3d8, 1 5

Offence 60, Rapid

-
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Thc Triad, three powerful entities rhirr consranrly keep one
anothcr in check to achieve true neutraliry created the ship
to serve as the instrument of their will. Made equally of
the wants of all three Tiiad entirics, rhe Tiiumuirin ii rhe
lens through which they view the galaxy and thc tool they
use to interact with it. It is driven by a desirc to functron
at the behest of i ts three .o*pon"ni,  and i t  reshapes and
rcrn<lulds itself as necessary ro complcte the desirei of the
lr iad.

WodhetrtudbWl
Huge Spacecraft
Defence Value 12 (-4 size, +6 Handling); Armour:
50r; Handling: +6, Sensors: +15; Stedth: 30; Stress:
N/A; Features: First One Vessel2, Hyperspace Masteryr,
Malleable Hulla, Targeting Computer (+ l0)

ftil:Jt"O 
\fill (+8 BAB, +16 -lraining); 'l'hree -l.riad

Structural Spaces: 204 (Hull Construction 150, Control
27,Veapons 27)
r0re Arc weaDons
E Hyp..pi"rma Cutter (Long, Offence 100 plus specials,
^ Beam 2d6, nine weapon spaces)
tU Hyperplasma Curter-(Long, Offen.. 100 plus special5,
_ Beam 2d6, nine weapon spaces)
0 Hyp.rplasma Cutrer^(Long, Oif.n.. 100 plus specials,

Beam 2d6, nine weapon spaces)
Craft (0): None

I This Armour rating cannor be lowered or adjusted by

;i:3:* 
trait or any other special rules of non-First One

2 l'irst One vcssels are unique ships that cannor be boarded,
scanned or otherwise negatively affected by non-weapon
technologies designed by the younger spacefaring races.
Thcy also never suffer (lrew damage and always pass any
ski l l  checks necessary to perform special orders.
' ' l 'he Triumuiron can instanrly marerial ise our of
nothingness and travcl in or out of normal space as a
stencl irrd actior-r.
' I.hc Mallcable Hull r>f rhe Ty'iumuiron allows it to repair
clerrr:rgc at a staggering rate, ar some cost to the ship's
weel)on systcm output. For every Hyperplasma Cutter
wexpon sysrem that does not fire in a given combar round
thc' slrip automatically repairs 33o/o of the damage it has
suffcrcd (rorrnd up).'l'his means that the Tiiumuiron can
effcctively repair all of its damage in any round where it
docs not 6rc i ts weaponry at al l .
' F.vcry additional Hype rplasma Cutter rhat hirs a single target
eflectively doubles ii-t. bff.tt.. raring of att Hypierplaslma
(lrttcrs hitting thar rarger rhar round. So, rwo Hyperplasma
(lrrrtcrs srriking a single rarger mkc borh weapon systems'
Ollencc Ratings to 200 and if all three strike the same rarger
thcir Offcncc Ratinss rise to 400 each!
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'UUe live rrn a placid island
of ignorance in the midst
of black seas of infinitu,
and it was nrrt meant ttrat
we strrruld vogage far.'
- H.P. Lovecrdft, 'The Call
of Ethullrrr'

For as long as any race of the Third Age can remember,
there have been stories of demons that lurk in dark olaces
ready to spring forth to conquet devour and defear-them
all. The Humans have tales of the Elder Gods that lurk in
a ciry called R'Lyeh. Drazi tell stories of the Glirak horrors
that live in the'soace benveen fear and death.'Even rhe
Minbari, tutored io be strong in the Light by the Vorlons,
believe of the vile swarming blackness that lives in the
Mua'r Realm. There is not a race in the galaxy that does
not believe in a Faceless evil in some form and to most such
evil lives in superstition or faerie tales told to children ro
get them to grow into productive members of their sociery.
These horrors are believed to be phantoms of imasinarion
and nothing more.

I.ike so manv ancient myths and stories. the dark tales of
these orherworldly beasis have roots in fact. Millions oF
years before the races of the Third Age rose to civilisation,
when only the First Ones roamed the stars, the Vorlons
opened the door to another dimension that thev believed
*", h."rr.n. rVhen the 

'angels' 
of that heaven ,tormed out

from the gate and enslaved a great portion of the galaxy,
billions upon billions were touched by their presence.
These beastly creatures, the Harbingerr, ."-. to t:h. galrry
with total extinction as their goal.

Although they were eventually beaten back, the Harbingers
lcft ablemish upon the galaxy.Theirverypresence blackened
the nrinds of countless young and evolving races, many of
which would pass on their knowledge of evil beings from
clscwhcrc to future generations in folklore, stories and
cvcn instincts. 

'I'hcse 
race memories pushed the hands of

authors and pocts from across the galaxy, immortalising
the evil that forcver awaits beyond the wall berween their
dime nsions.

l'his chapter looks at the Harbingers and how they inreracr
with the Babylon 5 universe. It looks closely at their

infuence on the galaxy even between the openings
of the gates and how they have manage to

keep the Harbinger Cult alive in the galary
without actually being there. For

Games Masters who want to set

a supreme challenge for their Players, full statistic blocks
for the Harbingers and their savagely powerful spacecraft
are detailed as well.

TI.IE HANBINEENS T
HUNGEN NN> DENIH
tn<AnnnrE
The beings called the Harbingers, named by their cultists
and not due to any communication with them, arc a
powerful species from another dimension bent solely on
the extinction of all life that is not theirs. They use their
dark telepathic powers to influence the masses to serve
their needs, happily falling upon them after any resistance
has been quelled. Thev have no loyalw other rhan to the
descruction they infliciand they seem unable to understand

il{ $ 
of negotiation or surrender - or they simply do

On par with the First Ones in terms of their power and
capabilities, the Harbingers are surprisingly sdll beings
of fesh and not energy. 1'hey are hulking beasts of
stony chitin and malleable sincw atop swirling masses of
segmented legs and tentaclc-likc pscr-rdopods. They use
their mental powers to float like giant jellyfish or shoot
forward like squid, depending on their desire for speed.-fhey 

are limited only by the physical size of their bodies as
to where they can go as they are seemingly ignorant of the
effects ofgraviry.

Unlike many super-evolved races that have turned into
beings of energy, the Harbingers are still animals in the
basest sense oF the term. 1'hey are still reqr.rired to eat
and are quitc obviously carnivorous, as evidcnccd by the
multiple fang-filled maws hidden between the folds of
flesh in their bodies. Harbingers seem to be uncaring as
to what they tear apart and devour but many choose to
consume their own cultists as a 

'reward' 
for long and loyal

servitude. In the sick Harbinger Cult, to be eaten by one
of the 

'Elders' 
is a great honour.

Harbingers are physically identical to one another but
have the capabiliry to mould their flesh to a certain extent
or produce stony chitin to differentiate themselves. Their
flesh forms inco the tentacles they need to manipulate the
world around them, grasp their food or even activate the
controls on their vessels. Areas of chitin mean their bodies
are not comrrletely malleable but their abilirv to rwist and
reform theii fleshy pa.ts explains why so many legends
describe them similarly but noc identically.

Trying to understand what goes through
the mind of a Harbinger is futile.
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ksser minds have been thrown into insaniry tryins ro
understand what the Harbingers know, or *h"t th.y i"nt
or even what they are thinking at any given momenr.
Hubingers have been compared to a force rarher than a
species but even thar definirion is based on the idea that
tire Harbingers desire anything at all.

Ihe Horbinger Physicol Form
The following statistics should be used if Games Masters
ever want to have an actual Harbinger interact with their
Players in some manner. The descriptions of rheir Special
Qualities are found below.

Huge Alien Being
Hit Points: 60
Initiative +2
Speed: Fly 40 ft (perfect)
DV: 8 (-4 Size, +2 Dex)
Attack Tentacles +l7l+l2l +7 or Grapple +17 or Impale
+17 l+l2l +7 or Bite + 17
Damage Tentacles ld4+5; Impale 2d6+2; Bite 2d8+5
Special Qualities: Damage Reduction 12, Fearless,
Metapath, Regenerarion 2d4, Telekinetic, Telepathy (P1 5),
Vhisoers
Saves: Fort +22, Ref +5, \flill + I 5
Abilities: Str 20, Dex 14, Con 40, Int 20, Vis 20, Cha
t4
Skills: Athletics +10, Concentration +20, Intimidate +20,
Nodce +15, Stealth +5, Telepathy +20
Fcats: Adaptive Mind, Brawler, Mindshredder, Telepath

Whispers: Harbingers instinctively emit telepathic
whisoers that cause other races to hear dark oromises
and see utopian places. See the sidebar concerning'The
Harbingers' Whispers' on page 19 of this sourcebook for
details as to how this telepathic assault functions.

Tt.t i n>5Pn<E, n'LHEl.l
An> MUn',n - THE
HAnBinEAnS', nEALm
It goes by a thousand different names in a hundred
times that number of languages but the dimension the
Harbingers hail from bears rhe same shape in all of them.
It is a place of darkness and turmoil, where the creatures of
that universe either serve the Harbingers or are devoured
by them - sometimes both. The Harbingers' hunger for
destruction and has turned their home universe into a
hunting ground, with anything that is not rhem in an
eternal state ofrunning and hiding.

Thousands of sentient species and countless lesser ones
have fallen to the Harbingers' appetite over the course of
several million years, lured into their cults or consumed
by their voracious mouths. The Harbingers have scourged
scores of entire worlds, leaving nothing but barren rocks
tumbling in the void.

This was not always so, however. The Harbingers' currenr
dimension is not their original one. Like the Vorlons, an
advanced race from another dimension tried to bridge
the gap to their version of heaven and found only rhe
Harbingers waiting for them. Unlike what occurred wirh
the Vorlons, the beings of the other dimension could not
stem the dde of the Harbingers and eventually the massive
Throne-class ships emerged and took root there. From rhar
point forward their universe was doomed, just as many
others had been before.

The Harbingers wait for the chance ro spread into a new
universe on the bacls ofthose foolish enough to discover
them and then absorb it into their ever-growing realm
of destruction. Although they are incapable of bridging
dimensional gaps without their Thrones or an existing
portal (such as a Thirdspace Gate), they link all of their
conquered universes together to create one expanding
terr i tory ofpain and suffering.

It is only due to their need to conquer, destroy and consume
that they seek new universes ro add to theirs. Until the
actions of the First Ones, Sheridan and the rest blocked
their way into this reality, the Harbingers had never been
unsuccessful in their marauding and even though they
were defeated the Harbingers' very presence weakened the
boundaries berween the two dimensions forever. If ever
the door was opened long enough to allow rhe Harbinger
Thrones into the universe, nothing could stop rheir
eventual victory.

I Fcarless: Harbingers are ancient beings that are driven by

! an instinct to devour entire universes. They do not suffer
any emotional effects and cannor be made to feel anything
but hunger or anger. Ir is questionable whether they are
capable of feeling an)'rhing but these emorions at all.

Metapath: Using their powerful telepathic talents,
Hubingers can create solid matter in the shaoe of chitin
ot stoni (or both) as a standard action once per day. The
objects created must be free-standing or attached ro the
Hubinger and have a DR of 12 and 25 Htr Poinrs per
quue foot of material. The ob.iects musr be made within
30 feet of the Harbinger and cannot exceed Huge-size.

\eneration: The fleshy parts of a Harbinger reshape
and knit extremely quickly when injured, regatning 2d4
Hit Points at the end of every combat round.

Tdekinetiq The Harbinger can lift, move and hurl objects
of l-arge-size or smaller. Iican effectivelv lift or thro* these
object! as if it were using a Strength score of 30. A ranged
uuck made by hurling an objecr in rhis fashion has an
attack bonus of +15 and both the object and the target
mustbewi th in rhe te leparhs l ine of  s ighr .
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The Harbingers have hacl tens oF mil l ions of years to
pcrf ict thcir weirpons and vcsscls and nrany might bel ieve
they hevc dor.rc so without crror. 

' l 'hcir 
ships are powerful

and dcadly and capable of shrugging off the vast majoriry
of enemy attacks while attacking with advanced weaponry
that makes conventional weaponry look l ike pop guns.
Harbineer constructions are t imeless and can weather
millenrr]a without suffering a singlc scratch of erosion.

' l 'he 
majori ty of their technology looks oddly biomechanical

in naturc, mixing plainly inorganic materials with plant-
l ike or crystal l ine substances to create bui ldings, ships and
devices. Unlike the Vorlons' living vessels or the cybernetic
joining of Shadow ships, Harbingcr technology uscs a
manrrlacturcd l i fe form to scrvc as basic programnring

firr i ts dcvices; devoid of thought or inst incts, thesc
things do what they arc created to do - and

noth ing  more .

How the Harbingcrs evcr
managcd to design anything as

intricate or powerful as their naval armada is difficult to say,
as that thcy havc not shown any inst inct but the singular
drive to destroy. lt can bc assumed that some time during
their multi-million (billion?) year existcnce they must have
needed to travcl thc stars to conquer and devour.

l-he remnants of Harbinger spacecraft that were gathered
after the 2261 Thirdspace Event and the ruins of Harbinger
Cult temples throughout the ages are documented proof
thar the Harbinecrs' constructions are not built but rather
grown.The Har-binge.s create and shape stony chir in into
the shapes they require, allowing the artificial life forms to
take root and function as needed.'l'he same can be assumed
of all other Harbinger technology but considering the
lack of contact with anything other than thcir cxt inct ion
armadas this cannot bc vcrified.

|'|orbinger (onslrucls
All of the Harbir.rgcrs' dcvices are grown into semi-living
constructs that scrvc one purpos€ or another. From their
energy re-doubling gcnerators to the doorways on their
buildings, the combination of 

'metapathical[y' 
created macter

and artiGcial lifb is omnipresent. The following entries are all
of the known Harbinge r constructs that havc cvcr existed in
the galaxy at onc time or another.



D&drclkdl
This simple construct is used in every Harbinger vessel and
buildine and works as a one-way door From one area of a
vessel tJanother. Large enough that a full-grown Harbinger
can float through, each portal is a circular set of jagged
'teeth 

that spiral togerher like an iris of chitin when closed.
The artificial life inside each portal is telepathically active,
waidng for the telepathic presence of a Harbinger to trigger
the opening of its teeth. Should somcthing or someone try
to force its way into a dcfcnsivc portal without a srrong
enough telepathic presencc (P10 or higher), thc tecth will
rapidly scissor shut in an atrempr ro bisect rhe intruder.
To help in this, the portals' dcfault serrir]g is retracted and
a DC 30 Nodce skill check is required to see the teeth set
in the wall.

Anyone caught in a defensive portal whcn it attacks must
nate a Reflex save at DC 20 to stop it or DC 25 ro dive
through. Failure inflicts 3dl0 phyiical damage with an
APof five. The portal itself has a DR of 12 and 50 Hit
Points.

E&dueSHdl{tGmen'.non
A complex construct that is structurally similar to
biomeclianical algae, the shield generator uses a meta-
rientific cousin of photosynthesis to produce a tangible

wall of ambient energy to protect itsclf and anything it
is grown upon. The nacelles of the generators arc grown
physically into an object like symbiotic organisms and are
attached to an energy source of some kind. The ge nerator
then emits a Drotective barricr that can withstand
tremendous 

"-ountr 
of damage .

Ge nerators come in three effective sizes - pcrsonal,
spacecraft and architectural. So long as the geneiator has
access to a sufficient power source (re-doubler, fusion ccll
and so on) it will surround the object it is grown to with a
variable-level defensive shield when activated.

Personal-sized generators give any object or person not
larser than ten feet tall or wide a shield that will absorb
206/o of all incoming damage, up to a maximum of 25
points per round. When the shield is active however, it
becomes impermeable to gases - including air. This gives
the wearer a number of minutes of air roughly equal to
one plus his Constitution modifier times two (minimum
of one minute). This can have positive side effects as well,

ilffffi:tt 
in the instances of exposure to poison gases

Spacecraft-sized generators are often found on spacecraft,
unsurprisingly. They give a variable level of protection to
the object they are grown on depending on its size and
come in the three sizes found on the warships of the



Harbingers. This level of defensive abiliry varies berwcen
30o/o, 50o/o and 70o/o of damage potentially absorbed (see
the ship statistics below for details).

Architectural-sized generators are used solely on massive
space-conquering vessels and the very rare buildings grown
on planets' surfaces. They can absorb 907o of all damage
and. require truly huge re-doublers to work for any length

mryrno{hdb
This is an ambient power supply that is designed to draw
from local energy sources in order to be exponentially
doubled and re-doubled to generate the power necessary
to fuel the systems and devices of the Harbingers. Invisible
wavelengths of power are drawn into the nacelles of the
device, gathered and focussed until they can be surged
through the device properly. Once the 6rst power surge
takes place the generator can use the same energy over and
over to so on forever. The re-doubler is effectivelv an infinite
po*., ,our.. for any Harbinger device. The 

'Harbingers

grow larger re-doublers for larger devices, with no need for
seconoary Power sources.

Any construct fitted with an energy re-doubler can run
indefinitely without refuelling, rearming or recharging. A
variable source ofenergy is required to start the re-doubler,
as detern.rined by the Games Master.

IR"slftnocdMl@enrwden
The Harbingers use their meraparhic abiliry to materialise
and grow a stone-like chitin substance into natural shapes
to make extremely durable buildings and starship huils.
Best served as ropey supports and reinforcing tendrils
inside of a metallic shell, this sryle of construction is presenr
in most o[ the Harbingers' ships, buildings and defensive
stfuctures.

Anything grown, built or modified by the Harbingers
with this technique will be dramatically more resilient
to physical damage, doubling its effective Hit Points and
weight-bearing strength.

ffiq:affi, l*{}r-nrnenorm Eb@o@
The Harbingers thrive on their abiliry to send telepathic
whispers to minds on the other side ofdimensional barriers,
using them to pave the way for the Harbingers' imminent
arrival. Conventional telepathy, even on a scale such as the
Harbingers', cannot cross dimensions. The Harbingers
learned several universes ago how to grow a very specific

fwo-part construct to serve as a conduit for their
telepathic messages. One part is grown on some

kind of object that will exist in the targeted
dimension (the Thirdspace Gate in 2261,

for instance) after a doorway
has been ooened. The second

part exists on the closest Throne ship to that dimensron
and constantly sends ambient telepathic signals from the
Harbingers to its other half. Even though rhis construct
requires a significant amount of power to activate and can
only be used when someone has foolishly bridged universes
to where the Harbingers await, it is a very effective tool to
spread the word of the Harbinger Cult.

The Focuser allows the Harbingers to send their telepathic
whispers across dimensions but only as if thev were P12
rated telepaths (instead of the P I 5 they actually are).

Horbinger Storships
The following vessels are the only starships ever to have
been seen in the Harbingers' extinction armadas. They are
very powerful ships capable of dealing massive amounts
o[ damage in short periods of time while withstanding
tremendous counterattacks. Three of the vessels were
present in one way, shape or form at rhe 2261Thirdspace
Event and one was in our galaxy in the Age of Ancients.
Each vessel is named using Human my'thology based on
what John Sheridan learned from Ly'ta Alexander. The
vessels' classifications were eventually entered in the data
files of the Anla Shok and summarily into rhe Librarv of
the Interstellar Alliance.

The basic fleet vessels of the Harbinger extinction armadas,
Cherubim are the first vessels to arrive in a targeted area.
Each Cherubim uses its massive lenslike eye to scan the
general area for anything that mighr stand in-the way of the
progress of larger ships. Depending on what they discover,
the Cherubim immediately go into 'attack mode,' paving
the way for the Nephilim and Seraphim co arrive.

The primary weapon on the Cherubim is the 'hellfire

lancet' named for the faming projecdle wreathed in
reddish light it emits. Both solid and gaseous like a plasma
weapon but as powerful as a neutron laser, the lancet has a
staggering level of mass for its size. Vhen one of the'flaming' projectiles hits a target it actually burns and
impacts it, inficting tremendous amounts of physicd
camage.

@hdfufiimtur*€me
Medium Spacecraft
DefenceValue I 3 (+ 3 Handling) ; Armour: 2 8 t ; Handling:
+3, Sensors: +10; Stealth: l0; Stress: N/A; Features: First
One Vessel2, Defence Shield3, Energy Re-doublera, Hybdd
Engine (Gravitic/Biological), Self-Repairing, trgeting
Computer (+ 3)
Crew: Harbinger Construct (+6 BAB, +8 Tiaining)
Structural Spaces: 24 (F{,ull Construction 10, Control
6ve, Engine six,'W'eapons three)
Fore Arc W'eapons
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CI H.llfir. l.ancet ((]lo.se, Offence
spaccs)

Craft (0): None

50, three werlpon to prorecr thenrselves. A Nephilim can rake on several
ships i ts own sizc and cornc out victorious, especial ly when
supported by scveral ( lhcrubim.

Packing a pair o[ deadly lancets and a small  version of
thc energy siphon found on the 1'hirdspacc Gares, each
Nephil im is programmed ro incapacirareenemv ships for
thc Cherubirn to swarm ovcr. Rarcly ever firing irs lincers
at scparatc t:rrgcts, each dcsrroycr gencrally crushes one
opponent at the same t imc i t  cr ipplcs anorher. I t  is the
Iargest of the automated consrnrcrs and what i t  loses in
individual i ty or cleverness i t  makes up fbr in sheer abi l i ry.

ffiftffinilDMW
Large Spacccral l
Defence Value: l I  (- l  Size, +2 Handling); Armour:
30r; Handling: +2, Sensors: +8; Stealth: 8; Stress: N/
A; Features: First One Vesselr, Defence Shieldr, Energy
l{e-doubiera, Hybrid L,ngine (Gravitic/Biological), Se[f-
l{cpair ing, ' Iargcting Computer (+ 4)
Crew: Harbinger Consrrucr (+6 BAB, +8'I ' raining)
Structural Spaces: 48 (HLrl l  Construction 25, Control six,
Engine six, \iTeapons I I )
lore Arc WeaDons
g Hell f i rc 'Lancet (Close, Offence 50, three wcapon

spaccs)

' .This Armour rat ing c:rnnot bc lowcred or adjustcd by
the Beam trait  or any other special rule of 'non-First Onc
vessels.
2.First One vessels (and the equivalent) arc ur.r iquc ships
that cannot be boarded, scannid or orhcrwisr: rrcgatively
affected by non-weapon technologics clesigncd 

'iry 
,,-,"

younger spacefaring races. Thcy also rrcver suFfer ( lrcw
damage and always pass any ski l l  checks neccssary to
perform .pecial orders.
I ' fh. D.i i ' l ."  Shield of thc Chcrubim curs rhe Oflcncc
valueofel l  r t tacks that str ikc i t  by -300/o. I t  can only ncgarc
up ro i l )  ptr inrs of dlmage in rhi.s rnanner cvcry rurn.-See 

err l i . ' r  in this chaptfr for thc clctai ls of rhis dcvrce.

WtuesoUry
Slightly l l rgcL rhan thc hordes of invasion fr igates at thc
head oi thc armad:r, the Nephil i rn . lesrr, ,y.r i  rrc growrl
for the single-minded task of r.rking ,,u t l , , ,r .  r"rg. i .  th"t
the Cherubim are ourmarched by. \ f l i th thicker biological
hul ls and reinlorceci chit in plat ing, these destroyers are
more survivable and can gencratc tl-rickcr clcfcncc shiclds
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Hellfire Lancet (Close, Offence 50, three weapon
spaces)

rret Weapons
Light Energy Siphon (Close, Offence Specials, five
weapon spaces)

Wr'nmmflnoe#
Gargantuan Spacecraft
Defence Valus Three (-8 Size, +l HandliLletence V-alue: f-hree (-8 Size, +l Handling); Armour:
32t; Handling: +1, Sensots: +12; Stealth: 5; Stress: N/A;J !  r  r rq ru l rEr .  T r r  gvuru t ta  J  LL ,  g t fdua / ,  guAl i  r \ fA ;

Features: First One Vessel2, Defence Shield3, Energy Re-
doublera, Hybrid Engine (Gravitic/Biological), Thrgedng
Computer (+ 4)

Structural Spaces: 192 (Hull Consrrucrion 78, Cargo 20,
Control 20, Crew five, Engine 10, Veapons 59)
Fore Arc Veabons
E LigtttU.i"ger Array (Long, Offence 200, Beam 2d10,

weapon spaces)
Port Arc Wea^oru
@ H.ilfir.'Lancet (Close, Offence

spaces)
E Hellfite l,ancet (Close, Offence

spaces)
E H.ilfir. Lancer (Close, Offence

spaces)
E A.ll6ie Lancet (Close, Offence

Crew: Harbinger
Harbingers

spaces)
E Aeilfire Lancet

spaces)
E Aeilfire f^ancet

spaces)
E Heflfire Lancet

spaces)
TitnetWearons
E E"..gy Siphon

weapon spaces)
Craft (0)r None

(+10 BAB, +15 Tiaining); 50

three weapon

three weapon

three weapon

three weapon

50, three weapon

50, three weapon

50, three weapon

50, three weapon

spaces/
Starboard Arc Weabons
I H.llfir. Lanier (Close, Offence

g

g

g

Rapid Fire !wo, five weapon spaces)
Twin-Linked Hellfire Lancers (Close, Offence 75, five
weapon spaces)
Twin-Linked Hellfire Lancets (Close, Offence 75, frve
weapon spaces)
Twin'Linked Hellfire Lancets (Close, Offence 75, frve

50,

50,

50,

50,

(Close, Offence

(Close, Offence

(Close, Offence
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Focuser (Close, Offence Speciala, 15

r.This Armour raring cannor be lowered or adjusred by
the Beam trait or any orher special rule of non-First One
vessels.
2 First One vessels (and rhe equivalent) are unique ships that
cannot be boarded, scanned or orherwise negativily affected by
non-weapon technologies designed by the younger spacefaring
races. They also never suffer Crew damage and always pass any
skill checla necessary to perform special"orders.
3 The Defence Shield 

^of 
the Seraphim cuts the Offence

value of all attacks that strike kbv 70o/o.It can only reduce
up to 200 points of damage in this manner.u.ry iurn.
o See earlier in this chapter for rhe details of this device.
5Nothing targeted in combat by an Energy Siphon Focuser
can use weapon systems or special orders for 1d3 rounds.

Craft (0): None

' This Armour raring cannor be lowered or adjusted by
the Beam trait or ani other special rule of non-First OnL
vessels.
2_ First One vessels (and the equivalent) are unique ships
that cannot be boarded, scanned or otherwise negatively
affected by non-weapon technologies designed by the
younger spacefaring races. They also never suffer Crew
damage and. always pass any skill checks necessary ro
Pertorm sPeclal orders.
r The Defence Shield of the Nephilim cuts the Offence
value of all attacks that strike ftby 50o/o.It can only negare
up to 100 points of damage in this manner every rurn.
a See earlier in this chapter for the derails of rhis device.
'Nothing targered in-combar by a Light Energy Siphon
can use weapon systems or special orders for the rest of the
current or subsequent round.

Sqfbft, nd{hm D@rttno'rydhkr
Huge and imposing vessels that are pilored by rhe actual
Harbingers themselves, rhe Seraphim are rhe main
spearheads in rhe extinction armada. It is their role to
make room for the Thrones to arrive and expand the
Harbingers' territory. Seraphim are slow and ielenrless,
just like the expansion of the Harbingers. Equipped with
a higher-powerid defence shield than" rhar founi on rhe
automated Harbinger ships so as ro prorecr the acrual
Harbingers inside, ihey can *earher entire fleets of lesser
ships. These hulking warships form the lynchpin of the
extinction armada. Vhen rhe Seraphim arrive in a targeted
area, Iittle can stand in their way.

Each _Seraphim is a weapon-laden fortress of a starship.
Seraph-im are covered in hellfire lancets and support a
powerful energy siphon; groups of enemy ships have liale
chance when confronted by rhe dreadnoughts. Powered
by a massive energy re-doubler swirling in rf,e violet mass
at the aft of the ship, each Seraphim also wields whar
researchers have named rhe 'lighttringcr 

array after the
infamous fallen angel in human legendry. The array can
focus a pair of white"-hor energy b."ri, upon a single target,
cutting and atomising it in seconds.

Because the Seraphim are actually manned vessels that
have dozens of Harbingers on board, they are rarely
used at the forefront ofany assaulr into ni* t.rritory.

AJthough the Harbingers' population levels are
unknown and possibly inexhaustible. rhev seem

reluctant to commit their larger warships unril
the automated consrrucrs have gauged the

likelihood of a Seraphim being
overwhelmed.



If the Harbineers have a command structure to thcir
extinction 

".-".d"r, 
the 

'I'hrones 
are the highest vessels

in their forces. Shaped like spikes or spears roughly three
miles long, the Thrones slowly drift rhrough space in the
wake o[the Seraphim. \Xi'here the dreadnoughts go ar least
oneThrone is sure to follow. It mieht take decades for the
massive vessels to arrive but they stirelv wifl and when they
do there is no stemming the Harbinger onslaughr. The
Thrones, which only numbcr a few dozcn at most, are not
just titanic warships. 

'fhey 
are also routing gates through

which more Harbingers can arrive.

fumed and shielded like a space station, the flying spike of
aThrone can 6t throush any normal dimensional portal
dut has been opened. dn.. ii does so howevcq thc T'hrone
igelf can take over as the doorway for the Harbinger
advance. The process is simple. First, foolish outsiders
open a door or portal to the Harbingers' dimensional
territory. Next, the Harbingers' extinction flcet begins to
move in and protect the portal, with the Seraphirn forming
ablockade around i t  unti l  the nearest Thronc can cmcrsc.
OnceaThrone is throueh it beeins to claim all life it comes

Only three Thrones have ever managed to arnve ln
the Babylon 5 univcrse. f'his occurred during the first
Thirdspace'War in the Age of Ancients. It took the might
of most of the First Ones to eventuallv destrov theThrones
after shutting down the gate. Afrer the First bn.s' .*odus,
there was likely nothing left in the galaxy able to stop even
one more Throne, let alone three.

TflhnoCarc@
CoIossal Spacecraft
Defence V"lo"t - 6 C16 Size, +0 Handling); Armour:
40r; Handling: +0, Sensors: +20; Stealth: 0; Stress: N/A;
Features: Dimensional Gate2,First One Vessel3, Defence
Shielda, F,nergy Re-doubler5, Hybrid Engine (Gravitic/
Biological), Thrgeting Computer (+ 4)
Crew: Harbinger Elite (+10 BAB, +15 taining); 500
Harbingers
Structural Spaces: 500 (Hult Construction 217, Cargo
50, Control 30, Crew 50, Engine 20, Veapons 133)
Fore Arc WeaDons
I l.ightbringer Array (I-ong, Offence 200, Beam 2d10,

Rapid Fire rwo, five weapon spaces)
E 

't*i"-Li"ked 
Hellfire Lancets'(Close, Offence 75, frve

_ weapon spaces/
UJ T*in-Linked Hellfire Lancets (Close, Offence 75, frve

weapon sPaces/

lctoss, allowing new Harbinger vessels to emerge from the

Seteway.



9 T*in-Linked Hellfire Lancers (Close, Offence 75, five 6Nothing targeted in combat by an Energy Siphon Focuser
can use weapon systems or special orders for 2d3 rounds.weapon sPaces/

rt Arc Weaoons
' .  '  '  

j

Lightbringer Array (Long, C)ffence 200, Beam 2d10,
Rapid Irire two, five weapon spaces)
Twin-Linked Hellfire l-ancets (Close, Offence 75, five
weapon spaces)
Twin-Linked Hellfire Lancets (Close, Offence 75, Eve
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weapon spaces)
g Heilfire L"r,..t (Close, Offence 50, three weapon

spaces)
g Heilfire Lancet (Close, Offence 50, three weapon

spaces)
Starboard Arc WeaDons
I Lightbring., Att"y (Long, Offence 200, Beam

Rapid Fire rwo, five weapon spaces)
| < - )  -  I  r .  I  r  r r  r r .
\9, rwln-LlnKeo .rreunre Lancets (Close, Offence 75, frve

weapon spaces.)
r F )  -  . '  , .  i
t rwrn-Lrnkeo t-teunre Lancets (Close, Offence 75, frve

weapon spaces)
g Helifire Lancet (Close, Offence 50, three weapon

spaces.l
E Aellfire Lancet (Close, Offence 50, three weapon

spaces/
A/i Arc tX/eapons

S Ligtt,biinger Array (l"ong, Offence 200, Beam 2d10,
Ilapid Fire rwo, 6ve weapon spaces)

E 
't*in-Linked 

Hellf ire Lancets'(Close, Offence 75,frve
wcapon spaccs)

E tWin-t,i"kc.l Hcllf ire Lancets (Close, Offence 75, frve
wcaPon sPaccs/

tU Hel l f i re Lanccr (Close,  Offence 50,  three weapon
soaces)

g Hellfire Lancet (Close, Offence 50, three weapon
spaces)

l urret weaDons

E Energy Siphon Focuser (Close, Offence Special6, 25
weapon spaces)

g Eneigy Siphon Focuser (Close, Offence Special6, 25
weapon spaces/

Craft (Special) r: Dimensional Gate can allow up to
five Medium-sized vessels, wvo Large-sized vessels or one
Gargantuan-sized vessel through eviry 2d6 hours.

2 This Armour raring cannot be lowered or adjusted by

;::3::'" 
trait or ar.ry other special rule of non-First One

3 First One vessels (and the equivalent) are unique ships
that cannot be boarded, scanned, or otherwise negatively
aflected by non-weapon technologies designed by the
younger spacefaring races. They also never suffer Crew
damage and always pass any skill checks necessary to
perlrorm special orders.

i The Defence Shield of the Throne cuts the Offence
value of all attacks that strike it by 90ol0. It can

only reduce up to 300 points of damage in this

Considering the Harbingers themselves have only managed
to spend a minute fraction of their existence in the Babylon
5 universe, the cultures of that universe can likely discount
their arrival as a somewhat minor threat. For the most part
they would be correct. The Harbingers themselves have

5 See earlier ir.r this chaoter for the
details ofthis device.

assaulted the galaxy a half dozen times over the many Agesassaultec tne galaxy a nalt oozen tlmes ovef me many.frgl
but their heilfire hncets and metaoathic creations are not
the only weaDons in their arsenal. Their most insidious athe only weapons in their arsenal. Their most insidious and,
to some degree, powerful tool is not a weapon system or
telepathic assault * it is the loyalry of the Harbinger Cult.

The Harbinger Cult comes in rwo distinct forms: those
who follow the legends of the Harbingers in whatever
form their species have unearthed and those who have
been seduced into servitude by the Harbingers' telepathic
whispers. Secret sects form the ranks of the collective
Harbinger Cult and they often have no idea that others
exist. Only through history when the Harbingers
themselves have been able to arrive have the cultists come
together and been capable ofremarkable feats oftheir dark
and misguided faith.

The Cult might not seem as directly deadly as a Seraphim
Dreadnought or the devouring maws of the Harbingers
but it is far more vast and timeless. It can exist where the
Harbingers cannot, working roward their dark ends with
loyal determination.

The (ult's 0rigins
Ever since the first gate was thrown open by the Vorlons
and the Harbingers spilled into the galaxy, there has been
a Harbinger Cult. The Harbingers' telepathic presences
engraved their promises on the genetic structures of a
thousand races, surfucing from time to time in the faithful.
Dark prophets spoke of formless forces that would reward
believers with fathomless power and religions drew
images of their devils using their genetic memories of the
Harbingers as a model.

Once the Harbingers find a new universe their hunger will
not allow them to foreet its location or its inhabitants,
Even after they are p,rli.d back into their own dimension,
the gates lost and the Thrones destroyed, the Harbinger
Cult remembers. Although their dark masters were being
hunted down by the First Ones, severing many of thi
minor telepathic tethers that created many Cultists, the
Harbingers continued to broadcast their promises acros

manner every turn.
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fl*ili"fi i,.:'"":"1t'ft .i? :;q,r:m ;:;;#:presences were removed *:T 
t g"la*y but ma"f uffi?!servanrs rcrnained to conrinue their woiship. 

/

It-was these primitive cultists that seeded rhe HarbingerJaxh among.rheir respective_p.opl.r. ou., tt..ou,l. or ,r,.
lilliwi"s m;ttion yeais rhe Fr'rrUing.rr-.r.*i.j""ijrra rrr.places rn rhe universe where the bJundarics *.." Itu:nn.r,,communicating through teleparhic .nhl"i.rn*,r rnaother.connections to ttore *Ao ,._#L'.r. j 'r i ' ,".n. T|.Harbrngers would survive to keep ̂  ;.;h;;';'rir.i. 

"rrytarled conquesr,.because one day ,t.y *.uti l .ru." ,.hnrsh whar rhey had srarred.

The Two Types of (ultist
Even rfrgySh. there are lirerally hundreds of diffbrentsecrs wi r hin rhe Harbi nee., cut i,r.o.n lp.ii.r" ro"ip..i.r,hisrorians and rheorisrs b;..k ,t.,; Fi;;ui"!., iriii,i,. *.
ffi:.,Ip":l 

rhe Servitorsand rhc l)evour..Evcry Harbinger
;i,fi:i:fi:j._:,?. 

of these rwo caregorie, alp.nJing on

Srviror.culrists are che gene-ral. masses who fall under chereleparh ic i n fl uence of rh"e Harbi r;;;;; 
";,h.ft ,l.ll',,""...

to their dimension. Although.rhese culrists mighr choose robecome Devout after long plriods of ii.. 
"r'S.u*itorr, rnor,do nor remember beins cintroll.d bi ,'fr. ,.i.jJi. *hispersand view their rime in-service r.,t A;H;;;much the

:T:i:_,h.J would a b+ d.r.; Afti."gf, ir"*a. of setf_sa^crrhcrng Servitors are deadly.in ,h.i, 
"nf" 

tgl,r, ,f,.y"..otren roo mindless and chaoric to be muchomore than adrstraction for whatever the rrue g.A .f ,h. Cjii.

Devout culrists, on the, orher hand, are_ willing servanrsto the coming of the Harbingers. They have either beentouched di reclt v bv th e Har-Fi-n;.;;';i;p",1 i'J pro,n ir.,and decided ro b.lierre rhem or researched the idea ofthe Harbinge.rs enough ro .wanr ro serve rhem. Severaldoomsday culrs and s- [D.";;;ii";;i;;;'e jili"..:lH:;.j',r:?:ifl.T:#i#;
il.-,:::: I f_p i n I an i n ter-d i-;;;;;i' ;;1 ili? .,,.,.r,.,DacK mrilrons of years. On the orher hand, some are wellaware of what they worship _;"d ;h;;r.;;;:

While Servirors only appear when rhe Harbinqers drawr.":.ol enter their dimension, D.r"u;;;;li' ,B_. ro._
11.?l*ll::: rhey miglrt ,.J ;;;;,i',, ii'"i*r. g.a,
:ff;r.lo{ 

en8ra.1118s. taken from artefacts ,t 
"ia* U"Jf. i"(ne r hrrdspace Var bur ty * able ro ,ry it 

"r-ii,.y L.".communicated direcdy with rhe H"rbi;;l.r:Ad.rr. ror.can say rhey have ,..r, or,.. Th; D.;^or?,;"rJ,r,.i, airr,
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on what they have learned from tomes and scrolls or from
what a prophet wrore down the last time the 

'grear 
ones'

came to the planet.

Servitor cultists serve because rhey are weak-willed and
have no choice but to bend under'the growing telepathic
usault of a nearing Harbinger presence. Devouts cultist
serve as a matter of belief and faith that the Harbingers (or
whatever name they attribure ro rhem) will one davieward
them with rupr.m. power and their version of utopia.

Whot fie (ult Con Do
h might seem to some thar the members of a cult that
worships and serves exrra-dimensional beings might not
have much in the way of power wirhout [h.i, 

'-"r,"..

present. This could not be farther from the truth. The
whole reason the Harbinger Cult exists is to rry and
help bring the Harbingers to rheir dimension, no marrer
how foolish and suicidal such an endeavour mieht be.
The Harbingers use rhe Cult to manipulate rheii target
universes into opening the doors for rhem once more.

Devout cultists are open to the cross-dimensional
broadcasts of telepathic-messages from the Harbingers.
Their closeness and belief in ihe Harbinsers' existEnce
is enough to thin the barriers berween dlmensions, in
much.the same way that teleparhs can 'rhink' their way
into clairvoyance or precognition. Through the wonders
of First One-level -.t"..Ln.., Cultist ielief becomes
a strong beacon to rhe Harbingers waiting in rheir own
dimension. If the belief is strong-enough, it "may even forge
a limited bridge berween rhe diinensiJns.

Throughout the ages dedicated groups of cultists have
ectually been able io summon the" Harbingers - or rheir

The only real problem the Cult faces is the very nature of the
Cult itself. Designed to be fractious and shamered in order
to avoid detection, rhe many sects of rhe Harbineer Cult
are for the most part tlr"*.r. of their brethren. 6.r. ,..r
devoted to the all-consuming elder god Azathoth on Mars
might discover a visiting cell of Abbai cuhists rhat worship
the star-eater Er'illin, think of them as belonging ro an
opposing faith and choose ro eliminate them - Jen"though
both are acrually pieces of the same intergalacric culr. Only
those who havebeen directly touched bv tie Harbineers wiil
recognise their fellow *o.rhipp"rs quickly enough io srem
any conflicts. It is the nature ofsuch a many-headid beasr to
occasionally bite itselfin its frenzied feeding.

Ca'ftrerft,Elmrco0trhry
The Harbingers came to the galaxy only once before rhe
Thirdspace Event of 2261 bur they were widespread and
numer6us. \Vhen the First Ones forged their aimies and
hunted down the Harbingers there wEre rerrible bamles by
the light ofa thousand stars. Their destroyed ships, arrefacis
and even their bodies were srrewn to the farthesr corners
of known space - where many of them would remain for
millions of years unril discovered by xenoarchaeologists.

These Harbinger irems (or fragments of items) are very
importanr to the Harbinger Cult. Cultists view chese items

rls often require a massive sacrifice of cultists, caprives
the like in order to weaken the barriers.

- from their dimension into the culdsts'. These

the directions written in ancient artefacts or

ional show of fairh ro prove the existence of the 
'dark

'the 
cult leaders attract more and more ro their cause.

a primary source of the Harbinger Cultt overall power is
abiliryto'spread and populare, dte avirus. Even vihen the
ubingers themselves are too far away to infuence the wills

ould-be Servitors, rhe Devout members of the many
will continue to make others believe in them. \With rhe

bmmunicated to them through 'prayer,' Harbinger
Cultists ensure that the cwo dimensions'remain close ro
one another at all times. Thev do rhis throush a number
of commonplace evenrs and atriviries. These fcriviries and
cvents are rarely viewed by the masses as anything but
strange religious or archaeological pracdces, which ii whyurge rerrgrous or arcnaeologlciu pfactlces, wnlcn ls why

many Cult sects are unknowingly allowed to conrinue

dhoeffib



like holy relics from when their gods walked the stars.
From tiny shards of chitin to dormant constructs, cultists
seek out anyrhing that has been touched by their gods. The
Harbinger Cult gathers these pieces of ancient history not
only for their value to the reliquary but also because the
most ancient writings of all their sects tell them to.

The Harbinger relics are mostly just long dead pieces of
ancient history but some are still biologicdly active pieces
ofgrown constructs that can be unearthed, awakened and
eve"ntually activated. This means that even long after a
Harbinger extinction has been defeated the Cult may be
able to piece together a way to cross into that dimension
again. Telepathic focusers, portal stabilisers and other
conslructs could be reactivated by Devout members
in order to strengthen their ties to the Harbingers and
eventually invite them into the dimension once again.

meg qgrftasc r{hetu f*,rcmffm
\fhen the Harbingers come to a new dimension they
are almost always attacked by the most advanced beings
in that universe, who probably opened the door to let
them through in the first place. Vhatever the outcome of
these battles, the telepathic imprint of what those beings
represent to the Harbingers is passed on to their cultists.
The enemies oF the Harbingers become the inst inctual
enemies of thc Cult.

This telepathic enmity means that thc. Harbinger Cult will
grow over generations to inst inct ively work against any
beings that have stood against the Harbingers. In some
universes the Harbinger Cult becomes directly opposes its
masters' foes, but in most - like the Babylon 5 universe - the
Cult is simply a growing annoyance of opposed beliefs and
teachings. For example, the Azathoth sect of the Harbinge r
Cult is very strong throughout the Earth Alliance's worlds
due to the written works of H.P. Lovecraft. The subtle
strengthening of the Harbinger Cult is one reason the
Earthers have such a varied and broken stance on religion
compared to the many faiths elsewhere in the galaxy. The
Vorlons, who stood against the Harbingers, want their
vassals to believe in them as gods - and the Harbinger Cult
works against this view.

Although only the Devout cultists can actively work against
the Harbingers' cnemies, they are often very capable.
Considering that 987o of the galaxy's sentient population
does not even believe in the Harbingers, the many sects
of the Harbinger Cult depend on their abiliry to move
unnoticed in order to influence communities, governments
or encire cultures. In a fitting parallel ofthe telepathic dark
whispers and promises the Harbingers use to create the

Cult, the Cult becomes a voice in the ear of others.
The manipulation and utilisation of unknowing

masses are the cult's greatest weapons, defences

S"rr,ilrflor,ft€fln'Eg
The Harbinger Cult exists to serve its dark masters from
beyond, even if cultists are not aware of the true nature
of their masters..Through.telepathic messages and ancient
written secrets, it is possible for some Devout cultists to
actually draw out the equation required to open a tiny
doorway berween the dimensions - if only for the blink
of an eye. In older dmes when science could not explain
the bending and breaking of dimensional boundaries this
was called 

'sorcery' 
but regardless of what it is called it can

result in the unthinkable.

Using the dark designs and specific sacrifices shown to their
predecessors in the Age of Ancients, the Harbinger Cult
recreates involved rituals that turn the life energies and
telepathic wavelengths of believers into a palpable force
that can open doorways between the dimensions. These
rituals must be led by the most experienced of Devouts
(see the prestige class below for details) in order to function
properly but can result in new Harbinger constructs being
pulled into the universe.

Occasionally lone Harbingers have been brought across
in these summoning rites, at the cost of many lives. A
single Harbinger is a powerful being to be sure but it is
not immune to the armaments of other universes and
will eventually attract enough attention to be dealt with.
During that time however, many Servitors can be forced to
prot..i it while it creates and grows numerous constructs
to further the ultimate goal * to create a gate big enough
to bring the Thrones through.

After a summoning has taken place the Cult generally takes
a drastic shift. Many of the sceptical members that might
not have fully believed in the Harbingers become frightened
and try to leave the sect. Devout cultists rarely allow that
to happen and attempted deserters often comprise the
next round of sacrifices. An increase in Servitors means
the sect gains a small army of willing servants to do the
Devouts' will but the ultimate leadership comes from
the Harbingers. Even if the sect is not strong enough to
bring an actual Harbinger across dimensional walls, each
successful summoning brings it that much closer to being
able to do so.

Eventually the individual sects of thc Harbinger Cult will
succeed in calline one of their dark masters 

'home' 
and

the Harbinge, s,i.r-o.r.d will begin to pull the various
sects together into one pure and unmolested cult again,
The more successful the number of sects that can brine
the summoned Harbingers together, the more thesi
interdimensional invaders can accomolish. Devr

There
or see
new o
and l i

and goals.



l'lew Preslige (los - The Horbinger
Devoul
There are those who read too deeplv inro ancienr rcxrs
ot seek out long and forgorten religions in order ro find
new or unique aspects of hisrory. They dig through tombs
and libraries in search of locked away secrers. Somc do it

for money, others for the love of the find. Still others do
it out o[ a desire to interact with the taboo. Many find
nothing but dusry stories and legends but a select few
6nd something more. Once uncovered, the secrets of the
Harbinger Cult can sink their fangs deep into the mind
of the discoveret seducing him firom within to become a
servant of dark, alien bein"gs.



Those who are willingly persuaded to walk the path of the
Harbinger Cult, no matter its name in their corner of the
galaxy, unlock ancient secrets that will change their lives
forever, By becoming a Devout member of the Cu[t, even if
one has no idea about it. a convert taps into unfathomable
power in exchange for continued servirude. The Harbinger
Devout knows that his faith is a key to something greater
than himself, his fellows or anything else for that matter.

Each Harbinger Devout has the abiliry to manipulate the
world around him using a combination of his inherent
skills and powerful conneltion to the Harbingers. Through
the strength of his belief and several recorded and ancient
rituals he can communicate with the Harbingers, allowing
them to work their dark machinations through him.

Additional Hit Points: 2

To qualify to become a Harbinger Devout (HDv), a
character must fulfil all the following criteria:

Abilities: Visdom l3+, Charisma 12+
Feats: Skill Focus (Knowledge (ancient theology))
Skills: Bluff 6 ranks, Knowledge (ancient theology) 6
ranks
Special Requirements: The character must have come
into contact with Harbinger-centric texts, artefacts, relics
and so on and at least be devoted to the study (if not
the recalling) of some kind of mythic and all-consuming
darkness. Games Master permission is required before any
speciEc beliefor study can count for these purposes, as not
all ancient myths of this kind refer to the Harbingers.

@hBSHIh
The Harbinger Devoutt class skills (and the key abiliry for
each skill) are Appraise (Int), Athletics (Str), Bluff (Cha),
Concentration (Con), Diplomary (Cha), Intimidate
(Cha), Intrigue (Cha), Investigate (lnt), Knowledge (any),
Linguistics (lnt), Notice (Wis), Sense Motive ('Wise),
Stealth (Dex), Subterfuge (Dex) andTechnical (any).

Skill Points At Each Level: 6 +Int modifier

Additional Infuence: A Harbinger Devoutt Infuences
refect his abiliry to manipulate others within the cult and
can be used as a power base in many ways. The character
gains ld4 Influence points plus his Charisma bonus every
level to be added to any Infuences he has access to.

@hssfu
AII of the following are class features of the

Harbinger Devout prestige class:

'Weapon 
Proficiency: A Harbinger Devout is proficient

with all close combat and pistol weapons.

Induction Boon: At l" level, the character has just begun
his journey into his sect of the Harbinger Cult. The
character is inducted into the sect with a tattoo, scar or
similar permanent marking, granting him access to secret
meetings, assets and places. The character with this class
feature can simply show other members of his sect his
marking to automatically prove his membership. Faking
such a marking is a dangerous affair and anyone caught
infiltrating a Harbinger Cult sect will surely be in the next
round ofsacrifices.

Strength of Faith: The Harbinger Devout can calm his
fears and seek shelter within his belief, discovering there is
more and more lurkins within the folds of the sect secrets.
There are three levels Jf this class feature: Initiate, Acolyte
and Patron. Initiates find a calming influence in the text of
their sect, gaining a +1 bonus to their'Will saves. Acolytes
have begun to understand that their fesh is temporary in
the grand scheme of their gods and can ignore an amount
of nonlethal damage inflicted upon them equal to their'Wisdom 

borru, .".1h round. Pations no lo.tger fear death
as long as they remain in the service of their gods: each
round"they -"y, 

"r 
a free action, make a ti7ili save and

instantly heal an amount of nonlethal damage equal to the
result -10.

Power Structuret At 2"d level the Harbinger Devout has
begun to link his allies together through the many members
of his sect. He can make new contacts and connections
that might orherwise be unavailable to him.'$Thenever the
character wants to add a new type oflnfluence to his list of
Influences he has a chance equal to l0olo times his Charisma
bonus to do so without ever having to go through normal
channels to garner that Infuence. Although nearly any
Influence can be gained in this way, some - Anla Shok or
Drakh Entire, for example - are just too implausible. The
Games Master retains the final say.

Summoning: Beginning at 2nd level, the character can
begin to participate in the powerful sacrificial rituals that
bridge the space beween dimensions and summon proof
of the Harbingers' existen^c.e^in some way, Th^ese rituals
reourre a cerraln amounr of life force to be sacrificed at the
time of the summoning and at least one Harbinger Devout
of the listed level must conduct the rite.

The table below shows what each degree of Summoningis
capable of, what sort of sacrifices must be made and how
long it takes to do so,
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Class Feature
Required
Summoning I
Summoning II

HP in
Sacrifice(s)
10
50

Summoning III 200
rGames Mastert Choice

Time of Ritual Possible Object Summonedsl
1 d3 hours
2d6 hours

4d6 hours

Chitin Objects, Personal Defensive Shield Generator
Spacecraft Shield Generator, Small Enerov Re-
doubler, Telepathic Enhancement focusdi
Harbinger

can hear and undersrand the words being spoken in range
of the Devout sufiler a -l penalry to all at"tack rolls and skTll
checks for 2d6 rounds. This class feature can only penalise
someone once in a given scene or combar but couidie used
multiple times in order to affect multiple groups of enemies.

Relendess Devotion: At Z,h level, rhe Harbinser Devout is
a true bastion of the beliefs of his sect. If he co"ncenrrares on
the knowledge rhat he is working for the will of his gods, he
can-push his body ro great lenfths. Afthough a remporary
hx for some siruations, this can help the characrer do what ii
needed ro keep rhe secr safe. Should rhe characrer be knocked
unconscious, srdared, dying, telepathically robbed of acrion
\patn, daze and so on) or otherwise forced to forfeit actions he
can choose to make Vill saves at DC 20 each round to stave
off the effects in order to filnction normally. Once he fails one
of these saves the full effects of the situation catch uD with the
Harbinger Devout and he succumbs to rhem at thai time.

Unflinching Faith: Upon reaching 8,h level the characrer
is well within the upper echeloni of the sect's fairhful
members, wirh many lesser cultists looking up ro him
as a symbol of what rhe sect 91n do. Fully jedicating his
flesh and soul to the cause of his culr, the characrer can
consider half (round down) of any lethd damaee suffered
as nonlechal 

.damage .insread 
- ipplying all Jther class

reatures to mttlgate thls as normal,

Sect lrader: The highest achievemenr nexr ro transcendence
a Harbinger Devout can ever hope for is ro be rhe esreemed
leader of a sect within the grearer Harbinger Culc. At l0,h
level a character is one of the 

-mosr 
powerfrrlTndividuals in the

servitude oFthe Cult and can call upon his brethren ro perform
nearly any act. The character .".r^"sru-. conffol of lnv sect
gathering 

iid ,ry ro persuade a number of orher Harbinger
ljevout culrists ro underrake an action - even an extremilu
dangerous.or. sujci{al one. The Sect lrader can call upoir
culri.srs ro do his bidding once per month. The cultists he gives
specrhc order ro cannor have more experience levels between
them than ld6 + his Charisma bonus^(althoueh rhis number
refreshes each monrh). The sect leader must"Dass a DC 20
Diplomacy or Intimidate check ro convince his underlings of
,lr. t.y cour-se of action (DC 25 for suicidal orders) but"this
should be a formaliry for him at this stage of his career. The
Games Masrer has the final say as ro what-happens concerninq
these orders but he should remember the shee, fanaticism o?
the Harbinger Cult when deciding rhe ourcomes.

Litany of Darkness: By 3d level rhe Harbinger Devout has
memorised several of rhe ancient liranies, psalils, stories and
so on so that he may recite them in times of desperation.
Vhen chosen carefully for the siruation at han'd, these
passages can be exactly what allies need to hear to embolden
them with determinarion and drive. The Harbineer Devour
can spend a full round quoting the secrt reach'lngs but a
frnowledge (ancient rheology) skill check is required a.-t DC l5
o choose the proper lirany. If successful, all ailied Harbinger
Cult members within 30 feet.of the Devour (including ihe
Hubinger Devout himself) gain a + 1 bonus to all artack"rolls
and skill checks for 2d6 roulnds. This class feature can only
benefit someone once in a given scene or combat bu, .o"lJbi
used mulriple times to affect multiple groups of allies.

Manipulative A member of any secrer cuh musr learn
to,prorecr his brethren rhrough'masrerful command of
half-truths, misdirecrion and social manipulation. Starring
at J'd level, increasing ar 6,h and 9,h levlk, the characrer
gains a miscellaneous bonus to the following skills: tsluff ,
Intrigue, Stealth and Subrerfuge.

Induction 
S_*:r f]"yyg. served faithfully in the secr long

,,no1g.hl r 4'h.level_Harbinger Devout'."n .ro* ,p..ri
the faith ro orhers. The character wirh this Class Fearurc
counts as a sufficient source of Harb-inger Cult knowledge
to frrlfil rhe Special Requirement of giining rhis presti[c
clilss lor other characters.

ric Awakening: At 4,h level, rhe character is
a miraculous evolution in his mind due ro constant

)athic conract from his dark masters. Althoueh nor
bJ)'pot..rt for one who does not already have tf,e gift,
character adds +1 to any P-Rating he mighr hau.."He

can counr Telep",hl * a clais skill frori rhat piint forward.
Anexisting teleplth will increase his p-Rating by l, where
a newly created telepath will be considered a p"l . ht A,n l"u.l
me Fl-evel of the character is increased by a further + L

of Darkness: Deep within thc hiddcn wririnqs are
Passages.thar.can chill even rhe strongesr loe whJhears

spoken-with rhe proper Fairh behindihem. fhrough a
torce of belief and a full round oF reciting e morionilly-
d passages, rhe charac-tcr can arrcmpr ,i frigh,.r, 

".,ymembers within 30 lect. A Knowledee" (ancient
skill check.at DC I 5 is rcquircd to cho,rsithe proper

If successfirl, all non-Har6inger Cult -.-b.i, *ho
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Class Attack
Level Bonus
1st +0
2nd +1

3'd +2
4th +3
6th r?

6th +4

71h +5

8rh +6/+1
gth +6/+1

10rh +71+2

House Laucine

Mua/ul

Fort
Save
+0
+0
+ l
, {

i l

' 1
f l

+ l

+t

+2
+2
+3

Ref Will
Save Save
+0 +2
+0 +3
+1 +3
+1 +4
+1 +4
+1 +5
+2 +5
+2 +6
+2 +6
+3 +7

Defence
Bonus Class Features
+1 Induction Boon, Strength of Faith (lnitiate)
+2 Power Structure, Summoning I
+2 Litany of Darkness, Manipulative (+1)
+3 Induction Rites, Telepathic Awakening I
+4 Strength of Faith (Acolyte), Voice of Darkness
+4 Manipulative (+3), Summoning ll
+5 Relentless Devotion
+6 Telepathic Awakening ll, Unflinching Faith
+6 Manipulative (+5), Strength of Faith (Patron)
+7 Sect Leader, Summonins Ill
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Description
Worshippers of a secret'Dark Fathe/ that looks to rape and kill
the Great Mother.
Devoted to a Water God from the Ocean of Death who will come
and drown the non-believers.
Traditional doomsday cult of the Elder Gods who will come to
devour the universe for its lack of purity.
Scandalous worshippers of a forbidden dark entity outside of the
pak'ma'ra religion.
Ancient Royal House dedicated to the end of the Republic and
all imperial supporters.
Taboo practice of learning about a greater darkness in order to
battle the Shadows .
Offshoot of the Eyes of Azathoth who believe that they are
worshipping the destruction of Humankind.-
Power hungry monastic order that seeks the end of all their
enemies through the worship of a dark spirit banished by
Droshalla.
Doomsday cultists that think Ares the war god is real and is their
inheritance for living on his planet.
Religious zealots reaching for the awakening of ancient gods in
order to be elevated as their onlv servants.
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Somple Horbinger Cult Sects
The following table details the ten most common Harbinger Cult sects, their average cell population, where they occur and
general information concerning their sryle of worship.

Average
Name of Sect Sect Occurs in the... Population
Bauline Trilogy Abbai Matriarchate 12

Dagohn's Chosen Brakiri Syndicracy 10

Eyes of Azathoth Earth Alliance 25

Ftaghn Po'ka Pak'ma'ra Civility 5

Centauri Republic

Minbari Protectorate

Sh'lassan RoyalEmpire

Drazi Freehold

Earth Alliance (Mars-
specific)
Earth Alliance
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'Evergone wants a piece
of the pie.'
'Even if the pie is filled
with dernons from anotlrer
dimension?'
'Especiallg then.'
- Max Eilerson to Beatrice
Nightingale during IPX
training classes

After the Thirdspace gate arrived ar Babylon 5 in 2261
and caused seven days-of panic, chaos and destruction it
was destroyed by the valiant actions ofJohn Sheridan. The
puts of the gate that were nor consumed by atornic energy
were sundered inro thousands of fraemlnts rhar went
spinning inro the void and the Harbiriger warships were
utterly disintcgrared by the blast.

Or were they?

There were many pieces of.rhe gare that were large enough
ro be salvaged, even rhough rh- people of IPX c-laimedio
nor have found any belore they left the area. Several of
the Harbingers' Cherubim ships were fast enough ro ger
beyond rhc expanding dcsrruit ion, rakine the 

*brunt"of

the damage ro iheit  sh-ields and using the iensor-bl indine
EMP shockwave ro slip away unnoticid. A dozen differeni
alien races saw what had happened and wanted to know

1o1e .- 1f only out of paranoia. The Harbingers' hunger
for Babylon 5's universewas stoked like a Furni-ce and th"eir
focus,on the Harbinger Cult l ingcring in i ts dark corners
nprcly swelled.

Although kepr secret by many of the galaxy! govcrnmenrs,
the event in 2261 was nor the only insr:rrr.c where
Thirdspace and its deadly inhabitants-would aflbct the
galuy. This chaprer deals with a handful of Thirdspace-
relared evenrs rhar were direcdy related ro rhe gare's

I.IE EATE FNAEMENT'
ly-afte r the Thirdspace gate explod ed in 2261 ,
of chunks of ancienr alloy spri"d out in everv
Some were irrevocably lori in sp"ce; others

and destructio n in 2261 ,

forever. Many of.rhese floating.chunks were garhered up by
station pe rsonnel during rhe clean up oF rhe area but some
were scooped up by profiteers and IPX ladder-climbers.

Although the individual pieces of the gate mechanism
were nor especially helpful to the auera[e xenoscienrist,
the elements and alloys rhey were com-prised of rhrust
their governmenm deiades ahead in mltallurgy alone.
Any fragmenrs rhar might conrain circuitry 6r device
componenrs rhar helped operare the gate could possibly
turther space travel or jump engine construction. tVhen
dealing with First Ones 

- 
teclinology, even shamered

chunks of a device could hold the kiy to unimaginable
breakthroughs,

Knowing rhis ro be true, Sheridan told his people to gather
up every piece ofthe gate they could and confiicatedihem.
After a full week oflcans and salvage walks outside the
station.Sheridan_ packaged all of rhJcollected fragmenrs
into a damaged freighrer and had Deln squadron tJw it to
the graviry well of Epsilon Eridani V a fiercely rurbulenr
gas giant. Sheridan ordered the vessel ro be huried into the
planet to be crushed by rhe armospheric forces there. As
far as Sheridan was concerned this was necessary to ensure
that no one had the chance to research those'pieces and
risk opening anorher door to Thirdspace.

Sheridan's desire to clean up all the eate's pieces was noble
but futilc..By the.dme he arr".,gei for'rhe freighter to
be wrecked, rlvo dozen or more large pieces and'several
tiny ones were already on their *"/""torr the galaxy to
be sru.d.ied by a hos_r of scientisrs. bne particui'a., pi...,
somcthing that was later called the 'keymbst 

fragment' in
Doctor Nightingales journals, would become s6mething
of a problcm for Inrerplanetary Expeditions. The findin[
and secret research of the keymost fragment is the basis oT
rhe scenario This is Pandora's Box, fouidin rhis sourcebook
beginning on page 80.

The. other fragments, those thar were nor particularly
special except as scienrific research materials, ended up
in labs and black markers ar the corners of known space.
A few of rhe smaller pieces fetched tens of rhousands of
credits berween dealeis and any chunk thar bore even a
tiny amount of Vorlon writing could sell for millions.

Most of these pieces were norhing more than samoles of the
alloy the gare was made of, with i few containing a fraction
of a scientific conduir or parrial Vorlon lerter. Eien though
their general uselessness was verified over and orrer 

"gai"tt,fragmenrs of theThirdspace gare lppeared in reliquariEs all
over tne gataxy lor the next decade.

roudry against ir-,. r'"if ir'iri: ;:,JliffJT'i
5 itself, keeping rhose pieces from being lost

\
\\



I

(
I
I

s

(

l ,
I

tn
I

g

E

g

Scenorios ond Plol Hooks
-fhc 

next cl-rapter in this sourccbook contains a
scenario calletl'l-his is Pandora's Bax. which is based on
a speciGc fragnrent of: the gate,. I t  begins on page 80.

One of the sration dockworkers asks the Player
Charactcrs to hold a packagc For him unci l  he g.trt f f
his next shif t  and staits hi i  vacation but wi l l  iot tel l
them what it is. 

'l'he 
lockbox is about the size of a

backpack and weighs around 100 lbs but he is wi l l ing
to pay tl.renr 200 credits just to keep an eyc on it for the
rest o[ the night. \ f fhen security starts poking around
to  chcck  on  r rmb ien t  rad ia t i , rn  tu rn ing  up  on  s ra t ion
scans, what wi l l  the Player Charactcrs do?

C)ne olt the League of Non-Aligned Worlds'
ambirssadors has m:rdc purchasing arrangements with
a very shady character in Downbelow who claims to
havc a cargo crate in Bay 9 filled with picces o[ rhe
1'hirdspaci gatc. Duc to' the ambassadoit reputation
and rei-ogni iable face he cannot make the -on.,"ry
exchange himself and turns to the Player Characters

for help. Hc pays them adequatcly but when a
conman in Downbelow delivers a carso crate Ful[

of scrap deck plates the amhassad<,r"blames the
Player Charactcrs for not checkir.rg it outl'l'he 

ambassador then tells rhe

his monev or the promised crate back or he will turn
his significant influence against them!

FALLEN AN6EL5
tVhen the Thirdspace gate detonated from within there
was no question that the massive Seraphim-class vessel in
the dimensional door was destroved utterlv. Of the three
dozen or so Cherubim and Nephiiim that were just outside
the gate, several fighter pilots claim to have seen no less
than rwenty consumed by the atomic fireball before they
could not stand to look upon the brightness. \With the
F.MP pulse from the explosion knocking out ship scanners
for miles around, the defence feet suffered a full ten to
rwenty seconds of blindness.

It was during that time that a handful of Harbinger vessels
roared away from the destruction, taking a course behind
the planet's dark side to avoid being seen. \W'ith so much
gate debris floating throughout the area and many of the
stationt larger ships heavily damaged from the banle,
the scattering Harbinger ships escaped without pursuit.
Although Sheridan and his allies believed that a few ofthe
powerful enemy ships could have survived the explosion,
they did not know how many.

Seven Cherubim and a single Nephilim
survived the battle to lash outPlayer Characters to either get

;:v';2
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at an).thing they came in contact with. Being artificial
constructs they did nor have any aspirations or goals;
they merely knew that they would have been destroyed
ii they had remained. Withor-rr direct orders from the
Harbingers however, the consrrucrs ran on programming
alone. \ffichdrawing to a safe place berween solar systems,
the constructs repaired rheir structural damage before
returning to the 

'iearch 
and destroy' prorocols ih.y *"..

created with.

Splining up to cover as much space as possible, the
vessels all went in difFerent directions. Although they
were powerfirl ships capable of inf icting and suitaining
tremendous damage they were from a chain of dimer-rsions
without hyperspace travel. ThereFore, none of rhem had
a jump engine or the capabiliry to activate existing jump
gates. This made the speed of their advance much slowe r,
especially in the voids berween solar sysrems. As advanced
constructs with eternal power sources and relentless
programming the Harbinger ships never needed ro resr,
recharge or even pause in their search. The passing of rime
was not essential to their programs and rhey would not
stop until they were destroyed.

Over the next rwenry years rhere were several sighrings
and conflicts with the individual Harbinger ships,"mosd"y
localised around the Epsilon Eridani, Sigm;957 ind Sector
49.systems. Vhenever one of rhe ships appeared, a small
\flhite Star fleet soon followed and attemptid to catch the

deadly construct before it got too far from the scene. The
\White Stars set to destroying the Harbingers' ships as soon
as they could, often at some cost.

Six of the seven Cherubim were eventually recorded
as destroyed by the year 2284, wirh one of the smaller
constructs following a target ship into a jump point and
getting strar.rded in hyperspace. Vhatever became of the
advanced ship in the rides of hyperspace would never be
officially discovcred but scveral space travellers claimed to
have sccn a similar craft in the red swirls. This mysrerious
craFt has bccome a bogeyman of sorts for hyperspace
travellers in the Sigma 957 area, even though it has nor
attackcd anyone thus lar.

In 2280, the surviving Nephilim was encountered in the
spacc ncar the Beta 4 systcm by a cell offoolish raiders. They
saw the advanced technology and the lack ofhail responses
as a prime opportuniry to steal new weapons but realised
they had bitten off way more than they could chew when
the shipt shields absorbed their weapons' fire. Although the
destroyer's hellfire lancets ripped the raiders' carriers inro
scrap in seconds, it took the Nephilim too long to deal wirh
the swarming fighters. By rhe dme it had dealt with all but
six of the buzzing Delta-V2s, a trio of powerful lVhite Star
Gunships had jumped into the scene and focussed their
fire upon it. Incapable of making a hyperspace escape like
most ships, the Nephilim was only able ro destroy one of the
advanced ships before it was overcome.



These dangerous vessels escaped destruction in 2261
to continue to wreak havoc upon the galaxy for over
nvo decades. They would remind those who knew what
happened just how close the galaxy camc to being invaded
by a power they could not h:rve stoppcd for a very long

Scenorios und Plol Hooks
g Short ly aftcr thc' l 'hirdspace Event, onc of thc escaped

Chcrubim is detcctcd ncaring a trade convoy hcading
toward Earth Alliance sDacc. With thc relations
berween Sheridan ancl Prci ident Clark growing worsc
every day, Sheridan cannot afford to send in any
mil i tary vesscls to dcal with the cleadly Harbingcr
ship. Evcn so, hc cannot st irnd back and watch civi l ian
vessels gct torn apart by the'I 'hirdspacc al icn cither.
Hc instcad turns to the Playcr Charactcrs to go and
ocrsuade a local mil i tar iscd raider cel l  to attack the
Cherubim, oFfering them a free pass through Babylon
5's spacc in cxcl.rangc for saving thc convoy. Will thc
raiders st ick to the dcal just long cnough to deal with
thc Cherubim and thcn sink their own teeth into the
convoy, or wi l l  an F,arthForcc fect arr ive to scc an
alien ship attacking Human spercers?

g Sevcral refugec supply ships scnt fiom the League of
Non-Aligncd \)Torlds to Narn space via Babylon 5
havc been reportcd missing, always around the Sigma
transfer fotilla - which cannot be reached. The space
in euestion has been considercd safc since theTiavcl lers
left- earlier that year, so freelance investigarors are
dispatched to thc scene to see what is happening. 

'fhe

Player Characters are hired to simply do a quick flyby
of the area and report back but when they arrive they
find a veritable graveyard of dcmolished ships orbiting
a punctured f lot i l la. A Cherubim waits nearby l ike a
l ioness protecting i ts ki l ls.

n E- tnvE ntin E
Tr.rin>5pA<E
-l'hose 

who could remember what happened during rhe'l'hirdspace 
Event returned to their respective governments

with fantastic stories. Thev rclavcd rumours about faster-
than-hyperspace portals and ancient technologies more
advanced than the Shadows or the V)rlons. The oower
hungry governments of the galaxy, still rccling from the
damage inf l icted to their f leets and plar.rets during the
Shadow'War, turned thcir amcntions toward mastering the
idea of dimensional travcl bcltorc their competition cJuld.

No matter the dangcrs involvecl or ih. doo-rd"y
warnings that came along with the rumours, a

host of different galactic researchers began to
look into this dangerous idea. They wanted

to 6nd a r.rew Thirdsoace and use
it to their benefit. 

'

Through countless failed experiments, sometimes involving
purchased Thirdspace gate fragments and sometimes not,
the galaxyt scattered scientific minds began to test the
ability to reach alternate dimensions besides hyperspace.
Rumours began to spread that these experiments were
taking place and those who had fought in and survived
the Thirdspace Event spoke vehemently against them.
Many scientists listened to the comments and decided to
abandon their plans but there were a few who ignored all
warnings and pushed on heedless ofthe dangers.

Though 
-l'hirdspace 

itself was thankfully never reached,
these experiments did result in a handful of smaller
breakthroughs in jump engine technology and an
unexpected advancement in beam-based traiectories. The
followine are some of the more well-known'technoloeical
findings?om the attempts to find a new way to a-new-fhirdspace.

Idb@Rs'rnqgFr:de lfueClhdb Smm
'I'hc 

Abbai learned through research and rumours that the
Vorlons had built the Thirdspace gates, that their ships
were all living creatures of a sort and that their technology
revolved greatly around bio-electric energy. with the hope of
bridging the scientific gap between hyperspace and
interdimensional travel, the Matriarchy studied the
creatures on their homeworld that used bio-electric currenrs
as a way to see. The blackness of the void was surprisingly
similar to the crushing darkness of Abba's oceans, so, in
theory, devising a sensory system of mechanical nacelles
similar to those found on the nose of the oceanic reo'ua
(a shark-like creature) would allow their ships to 

'see'

dimensional currents.

Their initial idea failed. Their new sensor system was
extremelv oowerful and could detect even the subtle
electro-"gn.tic pulse that precedes the opening of a
jump point but it did nothing to help find alternate
dimensions.

An Electromagnetic Feedback Sensor (EFS) suite
component would cost 300,000 credits on the open
-"rk.t, requires an additional Command Space on a
ship and increases the Sensor rating of the ship by +3,
Additionally, any ship or feet that tries to use a jump point
of any rype to ambush the EFS-bearing ship or its fleet will
automatically lose Initiative to the EFS-equipped vessel in
the first round of combat.

@rcdl:[bir,rr"r,t@Fs
The Hyach, well aware of their impending genetic
extinction, decided that alternate dimensions might hold
the answer to their plight. Perhaps an advanced extra-
dimensional race like the Harbingers (albeit hopefully a
less violent one) could save them from their own deeds.

l-l
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Using r hci r al reerl ,r '  rrclvrrncecl scicnces of l  i  gh t-trensnr i  t tccl
h : r rn ron ics  in  cor r rb ina t io r r  u ' i th  scvera l  energy-s iph , rn ing
pieces of technolosy ptrrchesctl  f l -onr thc' l 'hirdspace [ ' .r ,e nt,
thc  I l vach  p lannc i l  on  b t r i l t l i ng  r l  snr r l l l  s l l i [ )  the t  cor r l c l  r l i vc
b lck  and l i r r th  bc twccn t l in rcns ions .  

' l ' hev  
ess t r rnec l  th is

ivou ld  bc  le r  sa fc r  than ac t r r . r l l l  o f (11 i11* : r 'p , r r r : r l  rh ror rg l - r
u'hich possibl l  rrral iciotrs l i rrccs coulcl conrc.

' l 'heir 
thcories rvcre sorrnt l  but thcy could not gct rhc

transmission bcrrnrs fronr thc rr l tcrcd jurnp engincs to
pcrf irrrn rrs dcsirccl.  

' l  
hcir abi l i tv to txrgct a fcw srlr .rurc fcct

of space ."vit l r  thcir hltrnronics bcc:rme uncanllv, cvcn i f  t l rcv
eoul, l  Ir , , t  sl icc opcrt cl i trrcnsiorrel r .val ls l i l ic thcy wantrd tt i .
1'hc result ing sofirvarc/ lcns conrbin:rt ion was sfrclvccl f i rr  a
tcu ie:rrs unti l  e rrr i l i terv gcrr ius nrrnrerl  Yuppil<rr adclccl i t  to
his *rr lship's hernronic I ;rscrs. ' l  hc rcsrr l t ing rrccLlfacv grantecl
iront thc rtclr ' ,rncecl telge t inq sol iw,rrre ,  ivhich trscd thc prrssrrgc
oit intc to f iqurc the [rcst point of inrpact, w:rs rcrrrrrkrrblt .

, \  Tcnrpor , r l  A l ignnrcn t  l . r rgc tc l  r (u l r l ) ( )n (  n t  u , r r r l . l  c . rs t
1j0,000 crcdits per \ \ 'c irp()n sl.sterrr f i t tccl ()n thr o[)cn
markct .urcl al lorv thc f ircr , , f  , t tr  ctrh,tncccl \ \ 'cr lp() l l  slst( 'nr
t0  choose r r ,hcrc  thc  f i rs t  l0 ( i ' i r  o1 ' th r r t  \ \ ' c r rP( ) l l s  ( ) l l c r rcc
(rf ier arnrour) wor-rkl bc ,rppl iccl :rgrinst :rn cnr'ur\ t iu 'gl '1.

ZEokfoc@lJEnrdt-,Iai

cl imcnsiorr,  the l l rakir i  invcntcd a rypc of jump cngine that
<rlrcnccl txd(t/y whcrc it wrrs rc<1uircd. So long as thc ship
crci l t ing thc jurnp poirrt  rvls in realspace, rhe hyperspace
voltcx rvorr lcl  ()pcl l  at e spccif ic point i l rstcad of l  gcneral arca.' lhis 

w,rs,r hrrqe aclv,rncc in thc l l r lkir i t  jump ccchnologv
ancl l l t l rorrsh rhcv ncvcr f irrrncl a faster dimension to travcl
in, i t  r 'ves ,. , . ,n f i t iccl to lrr lny of their warships.

A 'h ro  l \ r in t . f  unrp  [ :ng ine  co l ] rponent  wou ld  cos t  500,000
crecl i ts on thc opcn nrarkct, rcquirc a grxvit ic cn!! inc to
l i rnc t ion  propcr lv  and gr i lu t  thc  sh ip  i t  i s  a t tachcc l  to  thc

Junrp Rrint ship fcaturc. Also, i t  wor.r ld al low ir ship to use
thc Opcn -f uup l)oittt! spccial orclcr wirhor,rt neccl firr anv
sl<i l l  chcck.s.

Scenorios ond Plol Hooks
I  

' fn. 
I)raz. i  arc lookinq Rr a group of 'bravc f icclance

sP:rccrs to tcst oLlt  thcir ncw hVPcrsp:rce-etrhencing,
cnginc and arc even wil l ing to proviclc thc vessel in whiclr
i t  nrr.rst bc tcstecl. ' l  hey arc peving vcry rvei l  and can Lrc
nrore thrrr ,r  l i t t le inf lLrcntial rvhen thcy rvlnt tcl  bc. Whtrt
thcv rt t-e not tcl l ing thc l ' l r le r (  lh.rr. t . tcr.  is th,rr thcl ' r , , ' i l l
r ro t  bc , rn  thc , rc t ru r l  t cs t  sh ip ;  thev  rv i l l  n re re lv  be  tcn t  in
1ls ln ol)cl l  specc clccov to r l ist lact thc krcal raiclers while
the le;r l  ship is tcstecl.  Wh;rt rvi l l  the cluracters do rvhen
thc raidcrs:rrr ive entl  thcv discovcr that thcv do not h,rvc
r r  j r rn rp  cne inc  r t  a l l ,  l c r  ; rL l rc  r rn  expe r in rcn ta l  onc?

Usinq comrttorr jrrr-np r lr ivc reclrnologl to tr.1'  .rnrl  l r lecc

5.t.t.'



E W"rd is spreading fast in spacer circles that the
Centauri have managed to actually open small portals
to alternate dimensions using the alloys salvaged from
the Thirdspace gate. The scientific community wants
to see some kind of oroof of this and the Centauri
Republic ate not conhrming or denying the claims.
For the Narn, the idea that the Centauri could ever
have such power at their disposal is unacceptable.
The Regime will go to great lengths to sabotage the
Centauri science vessel, the Jadari Dream, which is
believed to house the research. They will evcn use the
Player Characters to help their saboteur get on board,
whether the Player Characters know it or not!

A NEIJJ Ni'E OF [I.IE
HANBiNEEN EULTS
The Harbingers had not been to the Babylon 5 universe
in over rwo million years (other than the occasional
summoning) and had never been there in high enough
numbers to make an impact. The Thirdspace Event in
2261 allowed for dozens of Harbinger constructs and even
a few Harbingers to cross over, sending their relepathic
promises and ancient triggers into space to be heard by
their devoted cultists.

Vhile the Harbingers' arrival caused hundreds of Servitor
cultists (see page 64) rc rise up and nearly demolish
the station, the Harbingers' dark whispers found more
individual ears as well. Several hidden Devout cultisrs saw
their arrival as an unholy miracle and chose to serve the
will of the dark aliens willingly.

'When 
the gate was destroyed and the Servitors rapidly

shook off the influence of the Harbingers, most of them
were thankful to forget whar had hapfened and why. In
the confusion that followed there was no way to know who
had willingly committed acts of evil and who had been
driven telepathically. Devout cultists kept their anonymiry
by acting as though they had no choice and the few
Servitors who remembered and lihed whar they had done
became new Devouts. Even though the Harbingers had
been defeated, they had stoked the fames of the Harbinger
Cult in the galaxy.

\Word that the 
'dark 

gods' had arrived spread fast through
the Cultists' ranks, with each sect believing its own version
of the stories. In an ironic mirror of what had happened
when the Vorlon Ambassador Kosh revealed his true shape
to dozens ofonlookers on Babylon 5, the culrisrs ,"* onlv
their own theology at the Thirispace Evenr.

There was one single poignant fact about the event
that stuck out in every Harbinger cultistt mind-

that John Sheridan had rob6ed them of their

his command staffhad enough to worry about in the form
of the growing problems with President Clark, he had
inadvertently turned thousands of different cultists from
various races against himself.

Not as directly powerful as any specific galactic government,
the Harbinger Cult was more like a swarm of parasites in the
following years. Using their significant allies and contacts
they helped Sheridant enemies and fed informacion to
them. Cultists crewing Sheridan's EarthForce ships made
silly mistakes on purpose, doing what they could from
'behind 

enemy lines' to cause hardship for the man who
had thwarted their gods.

Their enmiry for Sheridan aside, the Harbinger Cult
experienced a huge surge of acdviry when the Harbingers'
arrived. With the dark aliens hovering so close to the
dimensional barriers, the telepathic whispers to their
longest surviving cultists were stronger and more constant
than ever before. New sects of the Cult sprouted up all over
Earth Alliance space and in the League of Non-Aligned
\forlds, many on worlds that had never even seen cultists
before.

Scenorios ond Plol Hooks
g A charismatic Cult leader in Downbclow is tryins to

gather al l  rhe wil l ing Human seryants of the Har-binlers
under the banner ofhis sect, the Eyes ofAzathoth. He
is looking for a sacred number of initiates for what he
is calling a 

'worthy 
sacri6ce.' \7hen he reaches that

number, he is planning on storming the fusion reactor
of the station and sabotaging it. Vord travels fast on
the station andZack Allen wants to squash this little
uprising but no one knows who thc leader really is.
T,ackwill need to turn to new faces that are not part
of station securiry to infiltrate and uncover the cult's
leader. Vill the Plaver Characters be uo to the task or
will they succumb io the draw of the cult's power?

One of the new Devout cultists on Babvlon 5 has an
older brother in Earth Alliance politics 

"nd 
h. b.li.u.,

that he can use his brother's position to hurt Sheridan's
efforts against President Clark. He knows that he
cannot move openly against the station captain, as he
would be too easily dealt with. He must instead work
through a group of unknowing patsies - the Player
Characters. \(/hen he gives them a pair of data crystals
to smuggle to an ISN contact of his he does not
inform them of what they are carrying: the mapping
schematics to the most damaged sections ofthe station!
\fith that information, Clarkt agents could easilydeal
a fatal blow to several ofthe stationt decks at once and
take Babylon 5 bv forcel Ifthe Plaver Characters find
out whai they have in their possession, what will they
do?
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sods' arrival. In a time where Sheridan and R.p.
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S I 'erhapr; one of thc l) laycr Ohuractcrs is sccrct ly turncd
in to  a  Devout  Harb inger  cu l t i s t  under  the  noses  o f
hir fr icrrt ls ,rrrd ,r l l ics. H-. rnurr work his d,u'k nrissiorrs
and machinatior.rs withotrt  bcing caught by his closcst
conrpanions or hc mighr need to try and seclucc thcm
into sccing what thc culr of lcrs ro rhosc wit lr  opcn
minds. Evcn i f  thc other Playcr Oharacrcrs drscovcr
what kind of fairh rheir cornpanion has begun ro
follow, will thcy carc? Will rhey rry and change his
mind? Wil l  they sec what he is capablc oFas he grows
in power...  and join the cult  alongsidc him?

Tl.lE Pn 0 pn EAn>A
=nEinE
t t  did not take terr ibly long for rhe gossipmongcrs and
reporting officials of the galaxy ro ger rheir greedy ralons
onto the story that Babylon 5 had been in possession ofa
massive and ancienr arrefacr, that thev had activared
it and that they had becn forced to de.t.oy it. The facts
were simple enough bur with Clark's propaganda machir.re
working overt ime through Stcl larCom and lSN, thc facts
quickly morphed into scandal for the srarion once again.

Reports on ISN began to discuss how Sheridan and his
al ien-inf luenced cabiner of 'advisors had somehow manascd

to crcatc somc kind of alien doomsday weapon to rarger
L.arth. (llark-sponsored media srars claimed thar Sheridan
had hacl plans io set rhe device againsr his own people, but
that it had gonc off prematurely, destroying itself. Several
picturcs of the device exploding from within, likely from
stolcn rccords of surveillance cameras on IPX mainrenance
drones, made it onro rhese reporrs. AII images of \7hire
Stars and Sharlins battling the gare removed were removed
for television and the galaxy was shown only the gate
arriving and detonating.

F,vcn though nearly all of the League governmenrs were
rccciving eye-witness reporrs that spoke differently, several
diplornats and negotiarors were influenced ar leasr parrially
by the media's spin. Sheridan had to spend many hours in
privarc nrcct ingi with ambassadors 

"nd 
h"ld information

rclcases to calm fears and worries. Knowing that a lot of
what he was dealing wirh was just a smokescreen for various
races to try and get more intelligence on rhe Thirdspace
gate, he had to carefully weigh what sorr of information
he could give out. Sheridan revealed only what he thought
the other races could handle, which was a number of half-
truths that sugar-coated what had really happened.

It was obvious to mosr that the media circles were twisting
the event terribly to make Babylon 5 seem like a haven fo-r
wcapons of mass destruction and Sheridan like a power-



maddened despot. Even as other alien races began to
publish contrary reports through different publicadons,
Clarkt spin specialists continued to condemn rhe srarion
and everything they had tried to do. Similar to the secrecy
and cover ups that Clark sponsored concerning the Shadow
\Var, the Thirdspace Event was attributed to Sheridan and
his 

'alien 
consDirators.' lt was not until lone after Clarks

presidency was violently ended that the Hum"an population
was informed of the truth of what had happened.

lVhile the Human-controlled ISN and Stellar Com were
being used against Babylon 5, the more alien-centric media
covered the Thirdspace Event in their own sryles for their
own reasons. The following few mass media sources had
much different takes on the event:

@hdomderyd'Rqeom
Considered to be the leading amateur newspapcr at transfer
stations and other spacer hangouts throughout the galaxy,
the 

'Goo 
Report' is often a mix of personal ads, classifieds

and breaking news that might affect interstellar travel.
When word came out that a gigantic artefact nearly two
miles in size had been pulled out of hyperspace, the Report
listed a huge collection of the various galactic governmenrs'
laws on hyperspace salvage. Rather than paying any
attention to the Thirdspace Event at all, rhe wrirers ar the
Report simply wanted to inform their readers how to make
the most out of anything they might find!

fumfrrmrmnnbn,@gNhdh
The main source of informarion used by both bounry
hunters and lisdng employers, the HLN is a widespread
and secretly run nerwork of linked dara sources to help
hunters catch their bounties. For six weeks after the
Thirdspace Event the HLN placed a hold on all bounties in
the Babylon 5 area, claiming thar rhe incidenr could resulr
in undue hardship for hunters. Many bounry hunrers srill
came and went as they pleased, using the chaos of Babylon
5t repairs as cover for their activiries, bur rhe HLN did
not let anyone collect on official bounties until things were'normal' again there.

TftoJTrylgrtsJlW
A Brakiri owned and operated periodical that was originally
intended to explain what the League of Non-Aligned
Vorlds was up to politically, the Minutia became little
more than a tabloid gossip rag during its first few years of
circulation. One of t"he ragt lo-o*n!tr, Huxt Uhser, was g
actually injured badly during the Thirdspace Event - as

a result of his becoming a Servitor cultist and attacking
a well-armed securiry patrol. The Minutia actually only
told the facts that he could remember: that the a.tefait
had come out of hyperspace, that it had made people go
a little crazy and that Sheridan had been forced to send a
fleet to desroy it. Due to the lack of additional flavour
or colourful commentary in the article, it was almost
completely overlooked by its some three million galactic
subscribers.

tflhoMlVbeecfBeon
A privately-owned anti-war transmission that is beamed out
over tachyon channels throughout neuual space (ofwhich
Babylon 5 is a pan), the NeutralVoice of Reason took a very
interesting stance on the Thirdspace Event. Their masked
correspondent, who goes by the handle 'Sister Seven,'
explained to all her viewers that she believed Sheridan got
what he deserved. She told everyone that Sheridan had
meddled with powers well beyond his understanding and
that he had opened a can of worms that would one day
come back to haunt him and his loved ones. It was the
singularly most violent statement Sister Seven had ever
made on her show and it revealed her to those in the know
as a Devout cultist.

uhtuTb@
The Universe Today gave front page coverage to a single
blurry picture of the Seraphim warship trying to leave the
dimensional porrd but spoke litde of the gate or the event
itsell Instead they chose to focus on the beings that had
tried to come out of the gate. They ran the headline 'Proof

of Life in Alternate Dimensions Found!' and sold a record-
breaking number of issues that week.

g
Scenorios ond Plol Hooks

An undercover reporter for the ISN nightly news
reveals himself to the Player Characters during the
repairs of the Babylon 5 station after the Thirdspace
Event. He needs good footage from around the station
for his next expose on the state of things. He promises
that he will be fair and make sure not to imolicate the
Player Characters in any way and says that he will pay
them handsomely. All they need to do is wear a few
hidden camera buds and audio microohones and walk
around a few special areas ofthe stat ibn...

\fith the revelation that Sister Seven is actually a
Devout cultist. another cultist wants to meet her n



person. He is willing ro pay nearly anything ro ger in
touch with the mysterious media star and has even
gotten a good lead'as ro where and who she really is.
He only needs someone ro help him ger there and he
loola to the Player Characters for protEction and rravel
arrangements. He will gladly pay for everything, because
once he can combine Forccs with Sister Seven, he knows
the cult will be able to use her show ro sarher even more
cultists. \Xl&at will rhe Player (lharacrJrs do when thev
eventually find Sister Seven and shc rurns on rh. .r.li
cultist as a 

'fhulry 
visionary of a falsc mcssasc?'

Sheridan knows that he is being proverbially raked
over the coals for whar happened with rhe Thirdspace
gate, especially by Clarkt supponers and those who
believe the presidentt media angles. Sheridan looks to
the Player Characters, who have no direct connection
to him, to start a morale boosting pirare transmission
using the communication arrays on Babylon 5. \fill
they accept his offer in order to become famous and
important to the command staff or will rhey rurn
tail at the first of rhe death threats rhar come shorrly
thereafter?

g
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for.t
- Famous human prrrverh

1'his chapter contains a mini-scenario dedicated to how the
aftermath of the Thirdspace Event could interact with a
normal Babylon 5 roleplaying group. lt is desiened For four to
six low- to mid-experiin.Ld Ftiy.r i:h"r..,..riu, could easily
be scaled forward or back to make it more or less difficult.

Even.though the Babylon 5 station is a good place for many
roleplaying campaigns to be based around, this scenario
takes into consideration.that the Player Characters might
be from a completely different cornei of the galaxy. Thls is
Partdora\ Box is essentially a detailed introduJtion ro evenrs
that could lead to furrher advenrures. It can be used with
exist ing storyl ines or ro begin new ones.

PLor 59n OP5i5
It is the year .2261 and the people at Babylon 5 have just
recently avoided disaster in the form of theThirdspace gare
and its summary destruction. Things 

"t 
rhe rt"rlon liave

pretry much crawled ro a, srop while they employ as many
peoplc es theycan.ro perForm thc necessiry repairs and the
galaxy rs ;usr,begrnning ,to hear the f irst whispers about
wnat  a ( tu i t l l y  happcned there .

One of^rhc projcct doc.tors, Docror Beatrice Nighdngale, and
a few of heiassociates have just finished droppi"ne rh! forlorn
Doctor Elizabeth ftent offat an IPX debriehne"station and
are now headed toward home. Not relline aiyone about
what she and her colleagues have salvaged a"nd smuggled off
the station from the'fhirdspace gare, I.iightingale chooses ro
use a passenger-laden commercial liner to gei back ro their
offices on Mars rather than the normal IPX transport.

Nightingale and her associates travel aboa rd rhe Epimetheus,
which just so happens to be the same liner ih. player
Characters are on when srrange things begin ro happen to
the passer.rgers and crcw. Disippearinces, bloody--handed
mu.lders, strange dreams; these are all just the beginning.
\Will the Player Characrers manage to survive agiinst th:e
ancient evil unleashed by the foolishly curious w*oman?

ships generally travel along neutral space lanes to avoid heary
taxes and jump gate fees. This saves the company millions of
credits a y."rbJt purs rhe ship ar higher r isk fr.om raiders.
The Epimethezr is one of t.n rhip, in"rhe Wellington Yards
transif fleet and it is one of their oldest (it *", bu]lt back in
2251).

The Epimetheus is on one of its neutral space rours,
occasional ly  d ipping, inro governmental  space ro p ick up
special passengers (who pay higher prices to make up for
the side trip). The ship is offering special farcs for its tenth
anniversary, including galaxy-wide travel for no more
than 1,000 credits per person. There are well over rwo
hundred passengers iborid, many of whom are aliens from
throughout the League of Non-AJigned Vorlds.

Epimeth euq Asimov-class Space Liner
Huge Spacecraft
Defence Value 6 (-4 size); Armour: 30; Handling: +0;
Sensors: + l; Stedthl 4; Stress: 12; Features: Artificial
Graviry Fusion Engine, Thrgeting Computer (+l)
Crew:'Civilian Lini (+ I BAE, +4"Tiaining); three'Officers,
four Pilots, four Sensor Operarives, 2i Crewmen, 250
Passengers (currenr)
Construction Spaces: 90 (Cargo 65, Control 5, Crew 5,
Engine 5, Hangar 6, W'eapons 4)
Fore Arc Weabons

E Particle Beam (Close, Offence 6, one weapon space)
Port Arc Weapons

S- Panicle Beam (Close, Offence 6, one weapon space)
Starboard Arc WeaDons

I Particle Beam (ilose, Offence 6, one weapon space)
Aft Arc Weaoons

9' Particle lieam (Close, Offence 6, one weapon space)
Craft (1): Four Shutrles

The Epimefteusi Noloble (rew Members
The following sratisrics and information are for the crew
members of the Epimetheus.The Player Characrers might
have time before or during the scenario to inreract with ihe
crew members of the ship] or Games Masrers can use rhese
personalities and rhe Eiimetheus in different scenarios if
tnev wlsh-

@&finjl,a.,rrnelHkn-,mAs
the gogd captain is not much more than a glorified
shipwright, having been given a few stripes on his collar
and a pay raise ro go wirh his added responsibility of
se-tting work shift scliedules and making ,p"'..h., in front
of passengers. He is a nice enough gentleman but has a
rough sense of humour that can sometime seem cynical or
even arrogant to those who iust meet him.

Tl.lE =PimEil. lEU5
[This hulking commercial rranspoft liner is owned by an

Earth-based rransit corporation called'Wellingron
Yards and is one of the many affordable ways ro

get from one end of the galaxy ro the other
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2"0 Level Human Worker (Blue Collar) / 1", Level
Officer (feet)
Hit Points: 8
Initiative: +2
Speed: 30 ft.
DV 14
Attacks: +3 close combat or +4 ranced
Special Qualities: Vocar ion llon ur,"llr-. r,r. h Special isrr ion
Saves: Fon +4, Ref + l ,  \7i l l  +0
Abil i t ies: Str 12, Dcx 14, Con 13, Int l ] ,  Wis 10, C]ha l0
Skills: Athletics +5, Bluff+4, Computcr Usc +5, Intimidatc
+2, Investigate +3, Knowledgc (astirphi,r.s) +5. Notice +5,
pperations (sysrems) +9, Sense Moiive r-(r, SubrerFupJe +3,
Technical (electronics) +6

|1iP:. 
D"dq1 lr lucncy (Human), lndcpcndcnrly Vcalthy,,

Sk i l l  focus  (Opcrar ious) .  Sprcccra f i  Pn , l i .  ie r rey '
Equipment: Secured chaincl link, We llineton yards

' a  -
unl lorm.

Flfrm(@effiVart*-,ro
ln charge of the mess hall and kitchcn, 'Cookie' 

has a love
o[ theru l inary  a r r .s  and a .n igh-nr i l i r , r ry  s ry lc  o l  men, rg ing  h is
staff Oncc heraldcd at rh.'l.err c.h.,f ,,n rlre F.AS \iiiql,i,tn,.
Martino retired from the F.arrhForce scrvice insreacl of
serving under the draconian Olark Regime. He is a srrict
taskmaster For his kitchen crcw br,Lr his [Jr.ecn-l;lorcnrir]e is
among thc best in thc gal,rxy. Alwavs willine to chat witlr

visinrrs bcrwce n meal preparations, he is the most dependable
fonr ol gossip and hearsay on the ship.

2'd Level Human Soldier | 2"d Level W'orker OJVhite
Collar)
Hit Points: 13
Initiative: + I
Speed: 30 ft.
DV: 13
Attacks: +3 closc combat or +3 raneed
Special Qualities: Co-ordinated- Unir + l, Vocation
Bonus
Saves: Fort +5, I lef +1, Wil l  +0
Ab i l i t ies :  S t r  12 ,  Dex  12 ,  Con 14 , Im 12,  Wis  1  I ,  Cha l3
Ski l ls: Athlct ics +5, Bluff +5, Computer Usc +4, Int imidare
+4, lntr igue t4, _lnvestigarc +4, Knowledgc (cul inary arts)
+ 10, Noticc +5, Se nsc Motive +6, Subterfuge +4, ' Iechnical
(mcchanical) +5
Feats: Brawler, Fluency (Human, Centauri), Skill Focus
(Knowledge (culinary arcs)), Spacecrafr proficiency
Equipm,ent: Kitchen tools, Wellington yards uniform w/
rcn-rovablc apron and chef's hat.

Uocen@dkft
-l'he 

highest ranking non-Human on rhe Epimetheus'staff,
Wyk'akik is a mascerful Abbai physician who was hired
aftcr shc savcd a dozen peoplc frorn'violenr food poisoning
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on the ship nearly a year ago. \Vhen the ordeal had passed
the shipt captain at the time offered her a job aJ ship's
physician, which she readily accepted. She is a kind soul
always looking to help where she can and has a problem
turning away from rhose in need.

3d Level Abbai Scientist
Hit Points: 7
Initiative -3
Speed: 30 ft. Swim 40 ft.
DV: 12
Attacks: +2 close combat or +2 ranqed
Specid Qualities: Mental Agiliry 

*Primary 
Area of Study

(Medicine), Peripheral Studies (Technical (electronics)),
Alien Technology Familiariry (Human)
Saves: Fort +2, Ref +0, Vill +6; Str 8, Dex 9, Con 12,Int
17, Vis 16, Cha 15
Skills: Athletics +2 (+10 Swimming), Computer Use
+6, Investigate +6, Knowledge (galactic cultures) +7,
Knowledge (medicine) +10, Medicine +13, Notice +6,
Operations (systems) +6, Sense Motive +7, Technical
(electronics) +10
Feats: Alien Anatomy, Fluency (Abbai, Human, Narn),
Skill Focus (Medicine)
Equipment: Secured channel link, medical kit, \Tellington
Yards uniform w/matchine face mask and doctort smock.

@mdsb@
There are almost forry crewmen in toral serving on the
Epimetheus and the vast majoriry of them 

"r.'Hu-"r,(easier for Earth Alliance rax purposes). They wear simple
magenta uniforms with white trim that cause rhem to
stand out in most crowds. They are adequarely paid for
their roles on the ship but a few extra crediti here and there
can often get them io bend rules and look the orher way
ifneed be.

2"dlx'rel Human Worker (Blue Collar)
Hit Points: 6
Initiative +1
Speed: 30 ft.
D V : 1 2
Attaclc: +2 close combat or +2 ranged
Special Qualities: Vocation Bonus
Saves: Fort +4, Ref +1, Vill +0
Abilities: Str 12, Dex 13, Con 14, Int 10, 

.Wis 
10, Cha12

Skills: Athletics +4, Computer Use +3, Investigate +4,
Notice +4, Operarions (piloting, sysrems or sensors) +8,
Sense Motive +5, Technical (electronics or mechanical) +6
Feats: Fluency (Human), Skill Focus (Operations), Spacecraft
Proficienry
Equipment: Secured channel link, \Tellington Yards

unllorm

Gefling the Ployer ftoroclers on fie Ship
Depending on the status oF an ongoing gaming campaign,
some Games Masters mighr find it slightly difficult ro ger their
Players embroiled in the wents of this scenario. This is Pandnra3
Boi wu written with an open beginning that does not have a
specific date, time or location in order to give Games Masters
the freedom ofstarting it wherever and whenever rhey need to.

Aship like the Epimetheus is acommonplace sight throughout
the galary and using one to travel from one srar sysrem ro
another should not be anything out of the ordinary for
most Bah/on 5 roleplaying groups. Inserting a stop on the
Epimetheus vast and twisting route wherever and whenever
the Player Characters need to board a uansport, making sure
that their desired destination is firrther down rhe shipt path,
is a good way to get them directly involved.

If the Player Characters are involved with any sort of
corporate sponsors or are performing actions on'behalf of
one of their Influences, Games Masters can simply arrange
for their employers to buy the characters tickets ro rhe
Epimetheus. 

'Word 
travels very fasr in financial circles when

large amounts of money can be saved (like in the case of
a tenth anniversary discount) and companies all over the
galaxy will be trying to jump onto rhe bandwagon.

For more nefarious or underhanded groups of Player
Characters Games Masters could arrange a mysterious
rendezvous with a criminal contact or smuggler on the
ship. Considering that the Epimetheus spends most of its
time in neutral space, an otherwise illegal business meering
is much less likeiy ro arrracr the aurhoiiries.

Once the strange events begin the Player Characters will
have no choice but to investigate, placing rhem on rhe plot
path ofthe scenario.

Tl.lE pnoLoGuE - Tl.lE lP00
In iti^rivE
A-fter the Thirdspace Event at Babylon 5, during which
Doctor Elizabeth Tient shot and killed Doctor Bill
Morishi while under the infuence of the Harbineers, IPX's
Thirdspace Project was immediately placed in the"command
of a young and ambitious theoretical physicist named
Beatrice Nightingale. After it came out that Morishi had
been murdered by Tient, Tient was placed in the custody of
the project's executive securiry officer, Sergio Duprei.

\fith both co-directors of the project either dead or in
custody, Nightingale was given firll conuol of the remainder
o[ the project. She put together the abridged repon to give
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to Sheridan but chose to have an escorted Tient deliver it.
Beatrice felt it was necessary to keep her own face out of the
limelight when Tient was alieady proverbially in the crosshairs.
Once the report was delivered and Nightingale instructed
IPX personnel to help clean up the station, one oF rhe field
technicians reported to her that they had 

'found 
something.'

\Taking Nightingale in the early hours of the morning to
bring her a mysterious glowing chunk of rhe Thirdspace
gate, the technician explained that the piece seemed like
a fuily intact device of some kind from the artefacr. Upon
closer inspection Nightingale believed the oblong glowing
mass to be the 

'keymost 
Fragment,' the piece of the gate

that had caused i t  ro funcrion.

Choosing not to report the find to Sheridan, Nightingale
dismissed the tcchnician and immediately began her
preparations to get the device offofthe station and back to
Mars to be studied further. Knowins that all IPX transporrs
would be closely watched by Babyloi 5 securiry for jusi this
reason she instead tied her travel arranqements with those
of Sergio Duprei. He was scheduled ro sicretly take Tient to
IPX detainment and debriefing elsewhere in the galaxy and
Sheridan had already given his blessing to tent's departure.

Packing the device carefully in her own private luggage
instead of the cargo hold, Nightingale explained to Duprei
and his securiry agents that secrecy was of the utmost prioriry.
The protection of the device came first and when they
reachid Mars with their precious find, all of them would
receive huge bonuses. Money goes a long way for most IPX
employees and Duprei's securiry agents were no exceprion.

Shortly after arranging secure IPX travel from Babylon 5
to neutral space IPX offices for Dr. Tient, they bought a
dozen passes on the Epimetheus for themselves. Mars was
somewhere down the ship's route, and Nightingale had to
keep her secret discovery safe until they got there.

Ihe Keymosl Frogmenl
The device that Nightingalc is hiding and protecting actually
had nothing to do with the Thirdspace gate's activation
at all but is indeed fully Functional. 

'I'he 
device is one of

the Harbingers' biomechanical consrrucrs, rhe receiver
for a Telepathic Enhancement Irocuser (see page 58) that
somehow survived the explosion of the gate intact.

From the moment the IPX field technician discovered the
fragment it began to send powerful telepathic signals into
the minds of all those ir came near. These signals slowly
bent the dccisions of the fragmentt victims into those of
Harbinger Cultists, some f"ri.. than others.

The events ofthis scenario revolve around the chaos thar this
device can cause among the unwary ar-rd what its servants will
do to protect it and firrther the goals oF the Harbingcrs.

NEIIJ PN 5 '?NGER'
ANNiVE
The Player Characters should already have been on board
the Epimetheus for a few days by this time, as they will have
needed time to get comfortable with the ship, its layout and
its crew. They will have realised that it is kind of a tradition
to go to the embarkation deck to welcome new passengers
as they come aboard. Vhile it is not the most exciting of
times on board the vessel, there are always specials on the
drinks and free appetisers being served. It is for these reasons
alonc. that many of the ship's passengers show up for these
occasions, not to mention that they get to meet Captain
Palamento (who greets every passenger personally).

It is during one of these new embarkations that the secret
IPX agents come on board with their ill-fated possession.
The following scene is designed to have the Player
Characters interact with one ofthe IPX agents and discover
that something strange is afoot.

'Embarkation 
ramp has withdrawn, Captain,' a crewman

says over his should to the pale, wiry man standing to the
left of the brightly coloured airlock door. The captain
answers with a curt nod. The door hisses and opens,
revealing a line oFnearly rwenry new passengers,

'Welcome 
to the Epimetheus,' Captain Palamento says

with a smile, shaking the hand of each passenger as they
stream through the doorway. 

'lVe 
hope your stay is a

pleasant one. Ifyou have any questions or inqui-'

'No! 
Don't touch that!'A female voice cuts into the captaint

well-practiced speech as he reaches to shake her hani. She
is an attractive woman in her middle 40s, clutching a
canvas duffle bag with white knuckles. Her blonde hair is
unkempt and Falling out of a strained barrette on top of her
head. Seeing all eyes on her suddenly, she laughs nervously,
'Yes, 

yes, captain, a good time will be had by all.'

As she walks away you can see the captain nodding to one
of his deck hands, who sets his foor polisher against the
nearest wall  and fol lows her.. .

The woman is Beatrice Nightingale and the bag conrains
the Thirdspace fragment. It has already begun to warp
her into a willing servant of the Harbingers and she has
become quite protective of it.

If anv of the Plaver Characters succeed in a Notice check
DC i2,they can also tell that a group of ten male passengers
(IPX securiry agents) are following her. If anyone scores
higher than a24 on the Notice check he can also pick up a
strange fact - all of the IPX agents (Nightingale excluded)
are wearing the same kind of combat boot.

Should anv of the Plaver Characters choose to follow her
or thcm, iiwill not take long before they are noticed (make



H{

a few Stealth versus Notice chccks to be sure) by Sergio
Duprei, who will initiate the following scene:

'Exactly 
what do you think you're doing?' a decp and calm

voice asks from behind you. 
'lt 

looks to me like you are
getting involved where you should not.'

Tirrning to face the voice you see an athletic man in a grey
jogging suit folding his arms and staring at you from over yellow
tinted marlaman's glasses. The edge of a large tattoo pokes out
from above his collar and he has the steely gaze ofa soldier.

'If I were you,' he says coldly, 
'I 

d keep on walking.'

Sergio is a no-nonsense rype of guy but he would rather
not get into a fistfight in the middle of rhe hallway. If the
Player Characters ask him anything about Nightingale or
the securiry agents he will tell them that it is not any of
their business and that they 'do not know who they are
messing with.' If they press the issue he will say nothing
and walk away, making a mental note of who he will need
to ambush later to make an example out of them. If the
Player Characters try to stop him, he will not hesitate to
use his significant martial prowess to dissuade them.

Tl.lE FinSt NiEl.lf - BA>
DnEAm 5
The evening the IPX agents arrive there will be a strange
rash of horrible nightmares that spread through the crew
and passengers because of the Harbinger device being
activated by Nighdngale in her room. lVhile it transmits
the Harbingers' dark whispers into her mind it also sends
waves of ambient telepathic conract into che minds of
many of the others sleeping on the ship.

Each sleeping Player Character will need to roll a Will save
at precisely 3:13 a.m. the first night. Instead of a normal
1i7ill save, the result needs to be compared to the following
table to determine what happens when the Playert mind is
assaulted by the Harbingers' telepathic probes.

25 or higher No effect

Servitor Seeding - The character has been
shown the wonders of the Black Ciry and the

dark utopia that awaits him if he

Servitor. The will to serve is not strong enough to make him
into a Servitor cultist but when the Final Sacrifice takes place
he will suffer a -5 penalry to the Vill save required (see page
9l for details) to attack the telepathic focuser.

Devouring Nightmares - The character is plagued with
horribly visceral nightmarcs of being devoured by swarming
masses of mouths, tentacles and jabbing fangs. So bad are
these nightmares that the charactert body is wracked with
tendon-iearing spasms that actually cause 1d3 points of
temporary Dexterity damage by morning. The character
receives no benefits for this period ofrest and the ability score
damage returns at a rate oftne point per day until heied.

Black City Nightmares - The characrer is shown the heaps
of cultist bodies and sacriGced beings on the streets of the
mythic Black Ciry and is uapped within its walls. Although
frightening to a certain extent, the dream is more worrisome
than scary making it feel even more real when the character
eventually awakens. For the remainder of the following
day the .h"r".t., will not be able to shake the images frori
his nightmare, imposing a -l penalry to all Vill saves and
Concentration skill checla until he can get a full nightt rest.

Malicious Precognition - The character sees the t/imethea
in a horrible state o[ disrepair, with the character walking
through hallways of shorn limbs and shed blood. Nothing
is untouched and bloody handprinm and dead bodies the
character can recognise as crew and passengers alike are strewn
everywhere. Evervwhere the character turns however. there is
an ominous pr.r.t.. lurking nearby - nearly grabbing him
with savage tentacles just before the character awakens. The
charactert sleep is considered not to have been resful and
the character hL a -2 penalry to all Nodce skill checla undl
he can get a full night's sleep due to his constant disrraction.

Unsetding Dieams - Flashing images of tentacled shadows
and crazed people invade the character's subconscious mind
dl night long. He cannot put his 6nger on exacdy what is
plaguing his mind but it is frightening nonetheless. Tossing
and turning all night long, the character suffers a -l to any
Constitution-based skill checla the following day.

Resdess Sleep - The character cannot find a comfortable
place in bed, has a headache or cannot get to sleep for some
other reason. No matter what the character does, barring
chemical sedation, he cannot get fully to sleep for more thai
an hour at a time. It is a frustrating evening to say the least
and it does not count as a full nightt sleep for the character.

In fte Middle of the Night
If any Player Character happens to be awake at exactly 3:13
a.m. and out in the hallways of the ship, he will have the chana
to hear an interesting series ofsounds from the workout room.
In this case, the Games Master can have the late night Player
Character make an immediate Notice skill check at DC 10. If
failed, the character will not hear anything (likely due to how
tired he probably is).

Wil lSave Result
Less than 8
9 -  t 0
I  I  -  1 3
t 4 - 1 7
l 8 - 2 0
2 1  - 2 4

Effects on Sleeping Mind
Servitor Seeding
Devouring Nightmares
Black City Nightmares
Malicious Precognition
Unsettling Dreams
Restless sleeo
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serves the Harbingers as a proper



Iithc check succeeds howevcr, read the followine aloud to
that Player:

As you walk through the late night deserted halls of thc
Epimetheus, your palms suddenly become t ingly and the
back o[your neck chi l ls as what you bcl ieve is a muff led
scream echoes out from around the corner!

The character will most likely run to investigate the scream,
finding the sliding door leading to rhe cre$r workout room
opening and closing rhythmically on the alloy bar of a
weightlifting barbe Il. The characrer can open the door fully with
rhe press of the access button, or he can .jump rhrough beween
closings with a sinrple Reflex save DC 10. If the character rries
but lails to junrp through the door, he will suft-er 1d4 points of
nonlethal darnage as thc door batters against hirn.

Ht 
*. workout room, the character finds the followine

Your eyes scan the equipment-laden workouc room and
you notice the various machines designed to help both
crew and passenger stay in shape over the sometimes
lengthy trips. Treadmills, stair machines, buttcrfy weights;
these all are scattered through the rather large and well-

vcntilated room. For a moment you cannot see anything
but the blinking lights on the machines and the trickle of
ste:rm from thc attached shower room.

Thcn you notice the pool of blood spreading out from
under the free weight stand. You move in for a closer look
and find one of rhe shipt crewmen laying crumpled on rhe
floor in a spreading stain of red. His fingers are clutching
at the air reflexively and his right foot kicks uncontrollably
eve ry few seconds. The brutal wound on his head is seeping
dark red gore at a steady rate. Lying across his shoulders
is the barbell that must have slipped from his fingers and
punched through his skull, a sdcky bloody smear on the
bar's weight-attachment pinion.

'l'he 
Player Character(s) might think to check the

unf<rrtunate crewman for life signs with a Medicine skill
chcck DC 12. They will 6nd that he died from a massive
head trauma that broke rhrough his skull and into his
brain. His movements are the last twitches of life leavine
the body.

Clcver characters might also want to look over the scene for
signs of foul play. An Investigate skill check will give some
insight into the scene. IJse the following table ro derermine
what can be learned from a single check.

til



Investigate
Result
Less than 1 0
I  I  -  1 5

t 6 - 2 0
21 -25

26 or higher

Informatlon Gleaned
Nothing; looks like a weightlifting accident to you.
The amount of weight on the bar seems a great deal more than what the small-framed crewman should
be lifting.
The wound on the crewman's head is in the bac& which would be very hard to sellinflict.
The crewman is wearing his normal work uniform, something that would be quite uncomfortable to work
out in, He was likely not there to work out at all.
lf the blow came suddenly and was hard enough to shatter the skull l ike it did, there would not have
been enough time for the crewman to scream. He must have screamed before the blow landed.

All results include the beneficial information from lower rcsults as well.

In 2d6 minutes the nearest ship security patrol will come ro
the workout room, perhaps finding the Playe r Character(s),
perhaps not. I[the Player Characters are not present whcn
the securiry crewmen (rwo of them) arrive, they will not be
questioned or tracked later for their involvement unless the
Games Master feels that they left something behind that
could link them to the incident.

Ifthe Player Character(s) are in the workout room when securiry
arrives, the officers will come into the room inquisitive ar first
- then draw PPG pistols and detain the characters as soon as
they see their co-workert corpse. Clever uses of the Diplomacy,
Bluffor Intimidate skill against rhe securiry crewmembers (seeBluffor Intimidate skill against rhe securiry crewmembers (sie
General Shipwright on page 82 for starisrics) can dissuadeGeneral Shipwright on page 82 for starisrics
them from making a full arrest but simply saying'l didnt do it'
will only rcsult in the securiry officers being more suspicious.
Securiry will not use force the issue unless they are pushed
into it by the Player Characters rhey can be easilv talked into
believing the chaiacters are innoceni.

If forced to arrest the Player Charactcr(s), security will
simply place them under house arrest and lock rhem in
their quarters. This will of course become moot when the
electronic sysrems of the ship are saboraged (see Sowing
Chaos, page 9l).

-l'he 
dead crewman's name is Herod Vailings and he was on

night patrol in the area of the workout room when he died.
It is safc to say that evcn if no Player Character is awake ro
discover the body that ir will be the talk of many passengers
and crewmen the following day, making the Player Characrers
aware that a man was killed at the same time that everyone was
suffering from strange nightmares and orher dark dreams.

DAH TIJJO - UNEASH
=vE nr5
The day after the IPX agents arrive, the entire ship feels a

bit 
'off.' 

Many of the passengers have sleepy, bleary-

\ eyed faces due to poor sleep the night before.
Crew members go about their duties slowly

and without care, the casino hangs mosrly
empty and thc restaurant serves

Roll 1d3 for each Player Character. That is the number o[
rolls that character gets on the event table below during
oay rwo:

2d6
2
3 - 5
6 - 8
9 -  l 0

Day Two Encounter
Dangerous Crew Apathy
Silent Passenger Throng
Awkward Moment
Request for Help
Worried Passenger
Dark Agent Manoeuvrings

Dongerous (rew Apothy
Due to the weight of the imagery and visions from rhe night
before, a ship's crew member has just commimed a grave
error in his duties. V/herever the Player Character is going
on the ship, something bad is about to happen. An engineer
might forget to turn back on system saFery measures, a pilot
could leave the securiry doors to the airlock open or perhaps
a janitor might ignore a pool of toxic spillage on the foor
for others to come into contact with. None of these things
are done out of any sort of malice or spite, merely out of an
absent-minded lack oF focus.

The situation the Games Master decides upon will vary
exactly what sort of danger the character ' is in but ai l
characters in the area will suffer the same effects. The
DC of any of these dangerous situations should only be
15 and should require a Reflex or Fortitude save to byDass
safely. Depending on the event rype, Failure should cause
either ld6 Hit Points of lechal damase or 1d3 abiliry score
damage.

Example: A mechanic who was tashed to fx a coolant leah
on a hwer dech forgets to open the pressure ualue when he
leaues. By the time the Pkler Character arriues in the area,
the pressure has built up too high and explodes! Eueryone in
the area needs to pass a Reflex saue DC I5 or suffer I d6 points

of ,
d-,

sil
11:only a few people at a time.
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Request for Help
\orrr t  0 l '  t l l (  (  t ( ' \ \ , lnc l t  , t r tc l  l ressctrgcrs wcrc t r<t t  scdtrccr l
, , t  n r . r i l . l r ne t l  l . r '  t h c  d r cun rs  anc l - v i s i ons .  I ns t cad .  t hcy
i r t  r t  I t l r  l  i r h  l r r . ; r v v  f c c l i ngs  o1 ' f i r r cbo r l i ng  : r nc l  f ca r .  I  h . . . .
r . r f (  i ) . 1 \ \ ( ' r ) gc r t  * , i l j  b c  a [ r l .  r < ,  sec  t he  , . , . , ' , ] n . , " l i t y  ( pc rhe l r s
r r i s r . r l i t . . l r , )  i l r  t l r e  cyes  o l ' t l r c  I ) l : r ye r  Cha rac te r s  and  c ( ) r l r e
l ( ,  r l r L I n . .  l l ' . r t  1 ' . r s r , : ; r g c r s  w i l l  p l c a c l  w i t I  r h e  c h a r r c t c r ,
l . ' t . l r t r t l t  l t i r r t  r , '  j , , i p  t [ c r n  i 1  s e r t r c h  o f  a  w , t y . f T t h c  s h i p' 1 , ,  

1 , , r , '  ( l r , . r  ( ( ) n r ( . .  1 . . \ ' c l r  i l ' r l r c  [ ) l a r . , c r  O l ra r l r c t c r ( s ' )  r s  no t
l , ' , ' 1 , 111q  l , , t  . 111  1 r . . 1 | q .  r r ) u t c ,  t hc  1 l r r r r . ng . t .  l t c l i c vcs  hc  i s
, l l r r l  \ \ . t n l \  t "  q ( '  \ \ i l l l  1 1 i l i l .

I 1  r l r c  l ' l . n e r ' (  l r r r r . : r r . r c r ( s )  c r P l r r i n s  r h r r r  h c  i s  n o t  l e a v i n g ,
r l r .  1 , r r r .sg11, .1  i r  i l l  bcconr .  tn t i rc ] r ,  f c l r r l i r l  o l '  h in r  , r r i . l
s t  r : r r r rb l t  u l . r r ' .  I  l r .  p : rsse  ng t . r .  l r . i l l  

-p<> inr  
e r  rhc  characr . , r

; t r r t l  r t p t : r r , ' \ i r r r ' r r , o n e  o l  r l r c r r r l  \ i r u ' r c  w i r l r  t h c n r l  V r r r ' r c
( l ( ) ( ) l i l r ' ( l  t ( ) ( ) l '

Worried Possenger
, l  

l t . t . . . t t .  n t , u t \  l ) . r \ \ c l r r , r s  : t r t r l  c r cw l t t L , l  r t n  t he  sh ip  t l r t :
I t t . t  t t t , - l r t  t l r , u  r r ,  r ,  , ) r r t  : r l l t . r  t , t l  I , r  t l t r  t t . l . . p . r 1 l r j q  5 1 1 1 . q . , .
I 1 . . . r l r l  o i  r l r . . r r r  he l , pcn  r i )  c ross  p , r r h ,  r . , , i t i r  r l - r e  l ) l a ve r
( . l r r r r . r t t c r ( s ) .  r l r c r  n ' i l l  u . t ,  t o  t l i r e c t  . r r r y  c o n v e r s l t i o r r
t o r r : u t i  t h t  uc i r ' . l r r c ss , , t r r , , , r g  r h . r r  f c l l uu  [ ) . l s r ( l t gc l s .  I  hey
t  l r r r r l ,  t l r , r t  r r r . r r  1 , .  . , 1 1 1 1 1 . [ , , , 1 r  l r r r l  r , , r r r . ,  k i r r , l , , i  . i r : r r g  i r r  r l r , .

ancl nranv huvc t irrnrecl odcl throngs of f i r .e to ser.cn pcople
the t  w, rn . le l  t l r c  sh ip  in  ecr ie  r i len ie . ' t - l r . r . ,h ro r les  c lo  nor
ktrow exacrly whar they are looking f irr  and wif h:rppi ly

; r r  
s , r  i1  . l lu ( )nu  \ r , )ps  rhcnr  u lc l  ask i  u 'h r t t  t [ cy . r .  du i , ,e .

I  l r , r  . i r r r 1 ' l r  ' r r r ' t . t l  
l r r  l i r r , l  , , , r r r . , t l r i r r l _  , u r ( l  \ \  i i l  r . . , r r r . r i r r  i r r

t l r t ' i r  s i l c n t  g l o r r p s  L r n t i l  r l r c t  r l o .

Awkwurd Moment
(  ) r t  l r s i . r r . : r l l r ' , , r r . ' . l  thc  p : l ss ( ' l tgc rs  o r  c rc \ \ .1 'c t )  rh : r r  s r r f l c r . t , r l
( )n (  o l  t l1 (  l l t ( ) r (  n tcn tor : r l t l c  v is ions  or  c l rc : r r l s  r l r r r ing
t l r r '  p rcv io r rs  r r ig l r r ' s  tc lcp : r t l r i c -  assau l r  rv i l l  con f io r r r  t l re
l ' l : r r ' . ' r ' ( l l r r r r : r r t t ' r ' i th  e r r  . , l r l  . r . . rvk rv , r r - r l  t1 r r .s t i . . . ' l -hcsc
P. ' .P Ic  r r r r . , , l r ' i . t r s l ' c l i s t re r rg l , r  o r  c , ) ' f r r r . . . l ' , , , r i t . ,n1 . r ,  ,1 . t .
t l ) . t t , l t t c t  r l , , r r , 1 . 1 , , ' q ]  j , , 1 ,  c r r g t r g i l g  t [ c r t r  i 1  r l  c o n ' c f s l l t l ( ) l t
. r l r , r r 1 1  1 l 1 .  f  i r r , l u i r r  t l r c r  r r  i l ]  r r t , , v . .  o l r  i l r  s t . t o r r t l s .

( , oo t l  s r r r r r  l r l t '  t ;  r r t ' s t  i ons  t hc  pessenge r . s  r r r  i g l r t  c l un r s i l v  es l<

;lr.1,otr yoirty to t/tt bLtrl,tity, too? I-/.tt rity of't/rc,utt:i
rlll 

,t/.tiu,ts 
rt,ill r'rtd sontrrlry:'do you ktutu,'u,lirn y1y !it/t(.

\\' '1411 Tlirl .y,,111 .,tt u,/tt,tt /ltcy sprr,rr| yeur 4,o?
I lrlt,t,..lu/./ tLtn tltott? | l,tt,t' t/,ty seeri .yort? iV/,ere u,i/l y,,,,
'r,r ttrl tt /,, tt ,rll ,' ls, .l,tll.,
1.)o,you lrlitlc in Ilcat,rrt or He//? I)o1ou think,you7/
I'ttott, r.,ttt' f)ttrtt t/tt otlrcr/

" 'l:
aFPF.lqrqsiqnin\q\

'  r i , r t t t , t , ! t ,  fn ) : /J  l t t t ( t i i l / / r .1 ,  1 t r :1 t1 .  ,1 , i . ,11 ,111f  , t t t r l  , t r1 ,1 . r f r1 ,711f

" t i t l L ' l \  t t l  r  ( ) ( ) l . u l l .

Silent Pussenger Ihrong
. h r  b c q r n n i n g i  o l  r h .  l  l . r r l r i n g c r  ( . r r l r  \ L . r . r  i i o r . s  l r . r r t  r . r l , t . n
: l o t  i n  s , r ' t r ' , r l  o l  l l r c  l t : r s t  x i l l i r ]  l r : r s s t . r r g ( , r . \  i L n ( l  ( r ( . \ \ n r i . r l

E5-
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food or perhaps a chemical in the air circulators that
making everyone act so strangely.

If any of rhe Player Characters try to explain that they
too had strange dreams and visions the night before, the
passenger will get a concerned look on his face and excuse
himself. As he leaves the area, he will mumble somethins
about'it must have got to them too.'

Dork Agenl Monoeuvrings
The IPX securiry agents that came onro the ship with
Nightingale have been in the viciniry of the Harbinger
construct long enough to have been thoroughly affected by
the telepathic whispers it projects. Aftcr the first night of
telcpathic contacts, more than a few of these men have fuliy
vested their minds in the protection and empowerment of
the telepathic focuser.

To better serve the needs of Nightingale and Duprei,
the IPX security agents have been instructed to go and
cause several internal systems on the ship to malfuncrion.
These malfunctions are almost all terribly minor, like a
door staying open or a lighting coil turning off but they
serve a much higher function in the grand scheme of the
Harbingers.

With a simple \Vill save at DC 12, the Player Character(s)
can remcmber seeins one of the combat-booted men from
the day before per"forming a mechanically-inclined act
upon a pried open circuit panel or access box. It should be
evident to the Player Character rhat the passenger should
not be interfering with ship electronics and the character
might try to stop the agent.

If the Player Character(s) simply tries to stop the agent
verbally, the agent will ignore the character as long as he
can. At the very most the agent will reply wirh a 

'Mind

your own business; do not get involved with what you
cannot understand.'This might not be enough to dissuade
a Player Character, who could resort to physical means.

Should a physical altercation take place, the agent will use
a tool from his electronic kit (treat as a knife) to try and
attack the Player Character. He will not back off and a
Notice check DC 12 will reveal a glassy stare in his eyes
even when he is vigorously attacking.

The statistics for a Servitor IPX Agent are as follows:

Attack, Co-ordinated Unit +1, Servitor Abilitiesl
Saves: Fort +8, Ref +7, Will +4
Abilities: Str 12, Dex 15, Con 16,Int 12, Wis 12, Cha 14
Skills: Athletics +5, Bluff +4, Computer Use +6, Intimidate
+7, Intrigue +6, Investigate +7, Notice +10, Sense Motive
+8, Stealth +5, Technical (electronics) +5
Feats: Brawler, Dodge, Fluenry (Human, Interlac), Improved
Initiative, Skill Focus (Notice), \Teapon Focus (PPG)
I See page 64 for rhe rules on Harbinger Servitors.

It should be noted that the agent will gladly fight to the
death. Also, besides the electronics tool kit and 5d10 credits
in his pockets, he should also have an IPX data card bearing
his rei name, photo and serial number on it. This is a ver!
important clue, as it rweals who the agents work for.

NiGr.rt T|JJ0 - 5A<niFi<E I
In the midst of the growing strangeness on board the
Epimetheus, the connection berween the Harbinger device
and Nightingale is also growing. She is receiving almost
constant telepathic messages through the construct telling
her exactly what she needs to do to earn her place at the
Harbingers' feet when they arrive.

Too busy following the Harbingers' directions, Nightingale
remains locked in her quarters while she gives Sergio
Duprei missions to relay to his agents throughout the ship.
Nightingale also tells Sergio that the device needs another
life (like the workout room) to strengthen the bonds again.
This time she has a specific person in mind - the captain
of the vessel.

'S(hat 
this means is that Captain Palamento is in very

deep trouble if he is caught alone by the four Servitor IPX
Agents. The Captain commonly heads down to the mess
hall/kitchenette for a glass ofwarm scotch before he goes
to bed, something that is a common topic for gossip on
rhe Epimetheus.

If the Player Characters are up and about in the early
evening, they should be given a chance to witness the IPX
agents moving toward the kitchenette. A Notice check at
DC 12 can reveal that each man carries a shock stick and
anyone who scores higher than a 20 on the check will see
the identical combat boots on all four men's feet.

If the Player Characters ignore the agents' silent passing, it
can be assumed that Captain Palamento will try his best to
defend himself for a few moments before being rendered
unconscious and taken back to Nightingale and Duprei
- who will sacrifice him to the Harbineer device and cause
the next wave of telepathic assaults (sei belo*).

If the Player Characters hesitate for iust a moment but still
get closer to what is happening, they will hear the following
from around the corner where the four men disaooeared:

'H.)

carel
H.y

SderIffiAgffi
4'h Level Human Soldier/3'd Level Agent

Hit Points: 23
Initiative: +6; Spd 30 ft.

D\4 17; Ark +7 1+2 close combat or +8/+3
Irangeo

Special Qualities: Stunning
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'Hey,' 
the Captaint familiar voice laughs, 

'you 
oughr to be

careful with those rhings... they're nor for the... OUCH!
Hey! \Mhat the hell do you think you're doing? Help! Help!'

\7hen the Player Charactcrs cnter the scene, the Captain
will already be cornercd by the IPX agents (who will have
the same glas.sy Se rvitor stare):

'Help 
me!'  the Captain says, waving a broken bott leneck

from an expensive scotch like a knife at his Four atrackers,
'They 

are trying to ki l l  mc! '

'Stay out.. . , '  one ofthe glassy-eyed attackers begins

' . . .o f  
what  you. . .  a  second adds

'. . .cannot 
undcrstand, '  f inishcs a third.

Al l  four men hold thcir shock st icks f lashing in front of
rhem and one turns his toward you.

The Servitor IPX agents are undcr ordcrs noc to kill the Caprain
because they need to bring him to Nightingalc but they have
no such instructions concerning the Player Characers. In fact,
if the characters do anything othcr than simply back away the
agen6 will attack them as well. During the fight the agents
will use shock sticks against Captain Palamenro but will use
lethal Brawler attaclc against the Player (lharacrers.

If the Player Characters manage to fighr off rhe agents
and save Captain Palamento, he will bc ecstatic that they
came to his rescue and offcr them anvthins hc can from
the shipt surplus. He will also explain thar"rhe men told
him something about 

'being 
necdcd' right bcforc rhey

started attacking him. He is as confused as anyone else and
believes that the men's behaviour had some thine ro do with
the latest load of passengers he rook on. He woirdcrcd why
a twelve-person booking had no cargo luggage and why
they were allheading to Mars ar rhe same time when none
of them claimed to be related, having idenricards from all
over the galaxy. In appreciation f,rr saiing him, the Captain
will be as helpful as he can fbr the Player Characters while
he is st i l l  in power on the ship.

The Socrifice is Successful
Vhether because Captain Palamento is takcn hostage or
the Servitor agents have to find anothcr 'suitrrble' 

crew
member to be sacri f iced, at exactly 2:47 a.n. on the second
evening another telepathic surge eruprs from rhe Harbinger
focuser - due to the purposeful sacrifice undcrtaken by
Nightingale and Duprei in her quarters.

Using her sampling tool,  which is l i t t le more than a precision
sonic-based cutter, Nightingale opens che rhroat of her
captive and smears the blood on rhe Harbinger device.

Although the actual contact with blood does nothing for
the consuuct, the belief that it does floods into the barrier
beween dimensions and weakens them slightly.'While the
barrier is weak, the Harbingers waiting on the other side
hurl a wave of telepathic probes into the Epimetheus.

The result of the second wave of tcleoathic contact is
stronger than before. All characters, not just those who are
sleeping, wi l l  need to make a'Sfi l l  save DC 15 to avoid
the probing messages. If successful, a character will have a
dark and painful feeling of mcntal invasion, suffering I d6
points of nonlethal damagc in the process. If the Vill save
is failed, the character must roll on thc following table to
determine whar sort oFeflect the probe has upon"him.

2d6
2
3 - 4
5 - 6
7  - 9

l 0 -  l l
l 2

Telepathic Probe Effect
Cerebral Soasm
Servitor Seeding
Call to Witness
Waking Promises
Terrible Hallucinations
Hardened Defences

Cerebral Spasm - The character has been directly assaulred by
the weight of fic Harbingers' initial telepathic surge and it is too
much for his mind to handle. The teleparhic focuser rurns uo
the power oF irs crcarors' telepathic abilities, making even their
normally seductive whispers painful and damaging to the first
few mental presences thcy contact. The character is immediarely
struck as if by the Agony variarion of the Pain telepathic abiliry
(see page 126 of the BabJhn 5 Rolepkying Game Second Edition
rulebook) as if inflicted by a Pt5 with the Mindshredder
feat, with no save possible. If this effect knockes the character
unconscious, the character effectively becomes a Harbinger
Servitor in service to Nighdngale after the pain passes.

Servitor Seeding - The character has been subtly readied
for furthcr seductions. Vhen the Final Sacrifice takes place
he will suffer a * 5 penalry to the \7ill save required (see
page9l for details) to attack the telepathic focuser.

Call to'Witness - The characrer is knocked inro a sorr of
semi-awake stupor. His mind is filled with images of the
Black Ciry and of the teeming masses of 'happy servants'
within it but his body is slowly walking toward the site of the
sacrifice like a sleepwalking automaton. The character, along
with dozens of others, will slowly shamble, eyes fumering in
their dreams, to Doctor Nightingale's quarters.

tVhen thcy awake (when the sacrifice finally bleeds out at 3:02
a.m.) they will be disoriented and confused as to why they are in
a crowded hallway and not where th€y were when the telepathic
surge took place. 1'his may lead to arguments and questions
berween the varied 'sleepwalkers,' especially if the Player
Character(s) bring up the visions they have been having.



ume rne cnaracrer ls caleo uPon to ngnt any )crvltor
Duprei or even Nightingale herself, he will know that
so would ruin any chance ofearning this perfect place. )

A Notice check DC 20 will show that nvo of the combar-
booted Servitor agents are standing guard to a nearby
stateroom. I[ the characters rry ro gain enrry ro rhe room
the Servitors will happily fight them and if they manage
to get by them Sergio Duprei will already have gotten
Nightingale and the device to safcty - but thc bloody body
lrom rhc saerif ice wil l  remain.

Waking Promises -'l-he character is shown a local version of his
idea of a'pcrfect place'. A gamblcr might find that thc ship has
the best casino around, a womaniscr might discovcr a brothel
and a veteran soldier mieht find an oFficert club for seasoned
military personnel only. \I4ratever thc case may be , the character
sees whatever they he believes would be thc perFcct addition
ro rhe Epimethazs. Although not verbally, the telepathic probe
will insinuate to the character that this oerFcctwill insinuate to the character that this perfect place will bc
made for the character's use only, as long as he obey. The next
time the character is called upon to fight any Scrvitor agent,time the character is called Scrvitor agent,

ow that doing
: olace. He willso would ruin any chance of earning this perfect place. He will

also discover that he cannot act against them for the first 1d3
rounds of combat but he can defend himself normally.

Terrible Hallucinations - The character's mind can only
see what horrible fate lies in the possible future of the
Epimetheus. The walls are covered in blood, bodies and
pieces oF bodies are cast about unceremoniously and the
air is thick with smoke and decay. Unlike a normal dream,
from which the character could awake and calm himself,
these hallucinations return as flashes of disgusting imagery
for hours after the telepathic surge ceases. For the next
3d6 hours the charactcr will suffer a - 2 oenalw to all skill
checks, as any sort of focus on his part ii sharrered by gut
wrenching i l lusions of the ship-rurned-charnel house.

Hardened Defences - For whatever reason, the teleoathic
probe awakens ancient genetic programming (perhaps from
Vorlon or Mindrider tampering?) that shuts rhe characterk
brain down from further telepathic conacr. Like closing a
bulkhead on a spacecraft the character blocks the Harbingers'
signal and any others from making conracr with his menral
presence. For most characters this is a boon as anv form of
ielepathic contact simply fails againsr him. For a'character
with the Telepath trait however, his P-Rating is reduced to
P0 and he suffers massive amounts of nonlerhal damase
when he attempts to perform the most basic of abilities. Th"is
affect lasts for 2d3 days and prorecrs the character for the
rest ofthis scenario and perhaps a few days beyond.

Lole Nighl Body Disposol
An hour or so after the sacrifice Sergio instructs one of his

remaining Servitor agents and ivo glassy-eyed Servitor
passengers to drag the body to an airlock and

jettison it. They are not terribly stealthy in their
activiry and are careless as to whether they get

Harbingers' next coming and the dark promises that invade
their minds cement her words as fact.

It is oossible that the Plaver Characters will holc uo in their
,,",.roo-, and avoid gtit'tg ou, after the seconi nightt
worth of telepathic assaults but after the murder that
occurred the nisht before this is unlikelv. If thcv decide
to stay bchind cl-losed doo.s rhey will not h"u. 

" 
.h".,.. to

witness the Servitors at all.

If any of the Playcr Characters do in fact decide to
investigate the ship after the sacrifice, they might find the
Servitor agent and his cohorts carrying the l imp body of
the sacri f ice (the captain or his rcplacement):

Two men and a young woman pass ahead of you in the
hallway. In their arms they carry the limp body of a man
wrapped in a wrinkled bed sheet. They seem not to notice
your attention, as if what they are doing is as normal as
taking a pet for a walk.

A Notice check DC I 5 will show that only one of the three
people is wearing the IPX-issue combat boots and if the
check result is 20 or higher the character will see a large
bloodstain on the sheet.

The Player Characters can then choose either to stedthily
follow the group to the airlock or directly confront them.
If they choose to follow the Servirors, the Games Master
should have them makc a few Stealth checks to keep their
anxiety high even though the Servitors are not actively
looking for them at all. Eventually, when the group reaches
the airlock, they should be read the following:

The three silent passengers abruptly stop at one of the
emergency airlock systems and drop their cargo onto the
hallway floor with a heavy thud. The young woman turns
to the activation plate for the airlock and single-handedly
rips it ofF the wall as if it were taped in place, revealing
a nest of wire harnesses. lVithout so much as looking at
what she is doing, she rwists several wires together and the
internal door to the airlock hisses open.

'\What 
the hell do you think youre doing?' a voice shouts

from behind the corner as the three shove the body into
the airlock. 

'You 
want to kill us dl?'

The voice is coming from Brian 
'Cookie' 

Martino (see
Martinot stats earlier in this chapter) who has not yet been
affected by the Harbingers' telepathic probes. Cookie sees
the Servitors open the airlock and comes over to protest.
Cookie sees the body just a few seconds late, as the Servitors
immediately attack him.

The Player Characters can get involved at any time if they
so choose. If the combat goes longer than the first round
however, Cookie will be overcome and thrown into the
airlock with the body just before the internal door slams
shut. Ifthe Player Characters choose
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to simply stand by and watch rhey will hear Cookie shouting
and pounding from inside the airlock until the young woman
reaches into the wiring harnesses again and opens the external
door - e.jecting Cookie and the body into space.

IFthey get involvcd before that happcns howcver, they will
need to fight olrFthe Servitor agenr (srars are found abovc)
and two Servitor passengers. Cookie wil l  help iFhe has not
been locked in the air lock and he wil l  shout for helo From
the inside i f  he has. So long as the young gir l  Servitor (who
has the proper' l lchnical ski l l  to howire the acccss panel)
is not left :rlone for fwo consccr,ltivc combat rounds the
air lock wil l  not open. The Servitors wil l  f ight unri l  rhcy arc
unconscious or dead and thcy wil l  not rerrear.

The Servitor IPX aeent should usc rhc starisr ics seen cirr l icr
in this chaptcr. ' l 'he-stat ist ics for rhe rwo Scrvitor passengcrs
are as follows:

Sffinthooqgre
2'd Level Human Worker (White Collar)
Hit Points: 6
Initiative +0
Speed:30 ft.
DV! 12
Attacks: +l close combat or +l ranged
Special Qualities: Vocation Bonus, Servitor Abiliriesr
Saves: Fort +3, Ref+0, !(riil +0
Abilities: Str 10, Dex 11, Con 12,Int 12, Vis 10, Cha 13
Skills: Athletics +3, Computer Use +!, Inrrigue +4, Notice
+4, Sense Motive +5, Technical (electronics) +7
Feats: Dodge, Fluency (Human), Skill Focus (Technical
(electronics))
'See page 64 for rhe rules on Harbinger Servirors

After the Player Characters 6nish wirh the Servitors, they
will need to open the airlockdoors if Cookie is locked inside.
Ifthey have ro open rhe door physically, by cutring rhrough
with plasma torches for instance, he will run our of air long
before they ever get through the heavy internal plating. Thi
only good way to get through is to horwire the wire harnesses
in the access panel, like the young woman did.

This show of electrical prowess requires a Technical
(electronics) skill check DC 25, which can be reduced ro a
DC 20 if the character paid specific arrenrion to what rhe
young woman did to op".t ,h. airlock in the 6rst place.
Success means that the door opens and Cookie is safe. If
the check fails by more than 5 points rhe Player Character
has crossed the wrons wires and opened the airlockt
external door, with bai conseque.t..i fo. anyone in the
airlock at the time. lf the Player Charactcrs accidentally
eject the body and/or Cookie into space, they must watch
as they spin out into the void.

If they succeed in freeing Cookie and he survives the
combat, he will be very grateful:

'Oh 
by all of the gods of humaniryl' the sweary winded

chef says as he swings his arms out wide to embrace you.
'Thank 

you for not being one of those weirdoes! I thought
I was a goner for surel' He pauses, then hands you a key
card from his breast pocket.

'Take 
this,' he says with a sly smile. 

'It'll 
get you into the

food storage area behind the kitchen. Grab whatevcr you
want back"there; just make sure to write me a note if you
take the last ofanything. It is the least I can do for the folks
who saved mc From spacing.'

Cookie will answer the Plaver Characters' ouestions to
the best of his abi l i ty but hi knows very l i t t le about the
happenings around the ship. All he knows is rhat half his
staff did not show up for work thar day and that people
havc becn actins weirder than usual. He will excuse himself
as soon as hc can and hcad off toward his quarters.

Ifthe Playcr Characters investigate the body from the sacrifice,
whether it is the captain or not, they will discover the perfecdy
evcn incision in the body's throat at first glance. A quick
Medical or Invesrigate skill check DC l5 will determine that
thc body has been dead for roughly an hour and has been
drained of most oF its blood. A funher Medical check at DC
l8 will show that the body's eyes are swollen and distended in
their sockets, meaning that the body was hung upside dowu
probably to drain the blood from the neck wound.

lVhat the Player Characters do with the body is up to
them. Tirrning it in to the shipt security will result in blank
stares and eerie curiosity toward the corpse(s), as mosr of
the securiry officers are already relepathic automatons by
this time. IFthe Player Characters choose to stash the body
somewhcre, it will not be found until many days after this
scenario is over. If the Player Characters'leave rhe body
where it is it will disappear somerime before morning,
picked up by the next Servitors who come and investigate
what happened to the 6rst trio.

DAH THNEE. SOIJJiNE
cHn05
The Harbingers' infuence on the Epimetheus has dug its
roots deeper into the crew and passengers and things are
getting chaotic. New Servitor passengers and crewmen are
going about the ship sabotaging particular sysrems and
functions in order to give Nightingale and her growing
cult better access to those who have not converted.

Nearly every passenger the Player Characters will come
in contact with will be ar least glassy-eyed and cowed by
the telepathic probes and several of them have become full
Harbinger Servitor cultists by this time. Most will simply
ignore rhe Player Characters unless directly confronted.
Those who are confronted will react violenrlv. in small
groups. For any of these violent interactions, use rhe



statistics for Servitor passengers found
secuon.

this time, these items would inflict Id6 and Id10 damage
retpectiueb.

Soving fte Escope Pods
Sometime during the day, while the Servitors agents and
passengers are performing their various duties as ordered
by Nightingale and Duprei, a team of three Servitor agents
is dispatched to launch all rwelve of the Epimethezs' escapc
pods - eliminating any hope of escape.

As a note, the Player Characters should be located nearby
the escape pod loading ramps whcn this sce nc takes place
or thev mav not have the chance to save themselves later.
If they misi the opportunity to sccure an csc:rpc route for
later, thcir chances for survival will be very low

\When the Games Mastcr is ready to firrther the Playcr Charactcrs'
role in the story, he should rcad thc fbllowing aloud:

The deck plate under your Feet vibrates suddcnly and yotr
can hear the distinct sound of fusion-based cngines firing
up nearby. The sound rapidly fades but thcn you hear it
again. And again.

Not many Player Characters wil l  just si t  back idly while
this sort of thing happens closc to them and hopefully
they will want to investigate what is going on. If they do
nothing they will hear a total of twclve engine sounds and
they will be left with no escape pods for the remainder of
the scenario. Although this could be problematic for them
in the future, it is their own fault for beine disir.rterested in
their surroundings.

If the Player Characters jump up after the first couple of
launches to investigate, they should feel another vibration
as they round the corner to see the following scene:

'Escape 
pod secured for launch,' an electronic voice rattles

out in scveral languages over a localised speaker as a shirtless
man pulls the levers next to a spiral hatch. 

'Sensors 
show

no l i fcforrns on board. Override?'You watch as the man
reaches For the bl inking red l ight.. .

By thc time the Playcr Characters reach the cscape pod
corridor f<rur ofthc rwclve oods havc alrcadv becn launchcd
into cmpty spacc, with addit ional pods being launchcd
every minute. The characters can either decide to watch
as the Servitor agent walks down the row oF escape pods
and launches them or they can try to stop him. Sropping
him wiil reouire that thev at least knock him unconscious
and they -iy.,r..r haue io injure him enough to keep him
from resuming his task when he awakens.

Use the statistics found earlier for Servitor IPX agents
for the shirtless man, who will be wielding the nearest
acrivation lever as a club ( ld6 lethal damage)l
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Throughout the day the Player Characters will encounter
numerous short-circuiting or otherwise non-functional
electronics on the ship. The following are some samples of
the sorts of things are being shut down by the Servitors.

Opened Doors and Hatches - Most doorways, harches
and bulkheads have been horwired into the'open'position,
making sure that the groups of cultists are able to move
freely throughout the ship when the final sacrifice takes
place. All rooms and all general staterooms are included
in this list of ooened oortals. Anyone who tries to
electronically close one of these doors will need to pass a
Technical (electronics) skill check DC 25.

Darkened or Flickering Lights - Many of the brightest
lamps and lighting fixtures in the hallways and larger
rooms have been shut down or are fickering weakly.
Nighdngale instructed the Servitors to do this to help her
eventually move the device into a larger area for the next
round of sacrifices. She knows she will need bigger and
bigger sacrifices in order to fully awaken her new masters'
powers. Anyone who tries to repair the lights will need to
pass a Technical (mechanical) skill check DC 18 bur even
if he is successful chere is a 75o/o chance that rhe lishr is
simply broken and irreparable.

kaking Fire Control Systems -'I'he integral fire control
lines that spray retardant foam onro any open flames in
the rooms and corridors of the spacecraft have all been
carefully punctured in order to allow the foam to slowly
spill out and cvaporatc usclessly. Vhcn Nighcingale begins
the final sacrificc to the dark gods on thc following day, she
does not want to h,rvc hcr asccndancc thwarted by the foam
sprayers. Thcre is no rcrrl way to re prir the damage without
a ful l  dockine stat ion to rcf i l l  thc f irc control l ines but no
open fame *i l l  l " . t  lor.rger than 2ci3 minutes For rhe rest of
that day and nighr in any unshcltcrcd area. By morning al l
of the foam will havc bccn leakecl and evaoorarccl and will
have no further affect.

Higher Oxygen Content * I'he atmospheric processor
scrubbers in the shio's internal maintenance levels have
been howired to produce more oxygen than normal. ' l 'his
means that all oxygen-breathing species on thc ship will be
slightly lighcheaded, sufitring a - 2 penalty to F'ortiruclc
saves; they will sufler no further effect. Fire will burn hottcr
due to the higher oxygen levels, upgrading any fire damage
dice by one rype. Undoing the processor control sabotage
would require a 

'ltchnical 
(electronics) and Operations

(systems) ikill check at DC 25 each as well as acccss to the
maintenance levcls.

For example, a burning table leg would normally
cause Id4 fre-based damage while a welding

torch would cause ld8. In the
higher oxygen leuels ofthe ship at
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NiGI.If THNEE -
sA<niFi<E tl
The evening of.the rhird night after IpXs arrival is eerily
quiet.'fhe.Servitor IPX agents and what passeng..s h"u.
succumbed to rhe Harblngers' relepathic pulies ha.,re
gathered in the hallway suirounding Or. Nightingales
stareroom [o prorecr her nexr bloody iacrifice. fh. pT.y-,
Lharacrers may or may nor see the rhrongs of pcople
h^eading.toward her s-rareroom (which they mi[ht recognisc
if $e1 had been affected with Call n lVitniss th" iighr
before) and they may rry to invesrigate.

The Player Characters will see the following scene if they
do go and investigare:

A crowd of several dozen has amassed silently, shoulder to
shouldct in the corr idor ahead of you. Shir i less men and
womcn stand on stacks of furniture, forminq a manned
barricade around a single doorway. In fronr of ih. door*"y
stands a pale man. You have seen him before. He is armei
with a huge chunk of rwisted metal, which he holds like a
primitive sword.

If the Player Characrers srand around and watch for a while.
evenrual ly the door wil l  open and Nighrineale wil l  walk
out holding rhe relepathic focuse, ou.ri.. h"ead like some
kind oF idol.  The crowd wil l  hum sl iehrlv when she arr ives
and.many will kneel down. Three shirtless passengers (one
of them should be someone the player Characteis met in
previous days) will step forward roward Nightingale and
rean DacK, exposlng thetr throats.

The Player Characters might try to interfere here, which
could result in a massivelombat situation. The Games
Master should let his Players know the odds of such a fight
before they commit to it. Some might believe ,h.y."., p"rrll
chrough anylvay and conrinue to iommit ,o th. .o-t"t .
I[ they do, the Following numbers of hostile targets will
assault them:

passengers. You c-ringe as they stand there mesmerised, their
flogd.pymping fiom jagged wounds onro the woman and
her brightly glowing arrehct.

'To 
us they give their blessings!' she cries shrilly and then

y()u arc blinded by a fash of l- ighc.

The flash of light is the dimensional releportation of a
Personal Defence Shield Generaror, which looks like a web
oi.h,rir or slick cabling lying in a heap on the foor. There
wrll be a thccr from thc crowd as Nighringde raises up
thc mass ,.,f srr;rngc wehbing and those"garhlred regard it
l ike sonrc kind of-holy relic.Nightingale'hands the mass to
Scrgro, who acc(prs it with a deep bow, rhen both of them
disappear into her room (to fit clie device to Sergio).

Whcn Nighringalc goes into her room rhe crowd begins
to disperse, breaking into-three groups ofnine (one group
rncludes rwo Servitor IPX; rhe orher groups have onE IpX
agenr each) to drag rhe dead bodies r-o thi nearest airlock
tor drsoosal.

fu long as the Player Characters do nor starr any conflicr
wirh the dispersing crowd or.openly announceihat they
arc against what just happened, rhe three groups will leave
thc area wrrhout even seeming to notice them. Should the
Player Characrers rry ro srop any of them, violenr reacrions
are normal.

If the Player Characters hide or otherwise avoid trouble
with the crowd,they can investigate the scene closer wirh an
Investigate skill check DC 12.-Failure means rhey cannot
6nd anything of worrh in the area. Success shows thar rhe
stacked furniture and refuse is all from the dinine hall and
that the door panel ro rhe srareroom is smashej in fro-
the outside.

Tiying to gain entry ro the srateroom will require aTechnical
(electronics) skill check DC 30, as rhe cirtuiry has been
smashed and rorn to pieces in order to keep others our.
Only by touching threi very specific wires rogether will the
door open. Should the Playei Characrers 

".iudlv 
manase

to get the srareroom door open, they will find Seieio beifrs
6tred wirh the defence shi-eld geniraror and Nifihti"gal!
activating it. Sergio will then arrack rhe player Ciaracters
in order ro. prorecr Nightingale, who wifi escape with
the devrce, ,l,rg"gl ., q.tr."g.. previously plasma_torched
rnrougn a bulkhead ln the back of her room.

DAH F0Un - wHnf i,
fHNf SMELL?
The day after the brutal sacrifice that breached dimensions
for a split second the Player Characrers are surprised to
awaken ,(if th.ey were abli ro sleep ar dl) ro a pungenr
chemical smell. fu rhey enrer the larger corridors in"rhe
ship. they should be read rhe followin{:

g
g
g
g

Twenry-three Servitor passengers
Four Serviror IPX aecnrs
Sergio Duprei 

"

Doctor Nighringale (who wil l  rcrrear inro hcr room ar
tne nrsr srgn ot danger)

If the Player Characters dccide to warch fion.r the shadows
(not.that.they would be greatly noticcd anl,vuay), thcy wil l
see the Following terri$,iirg scene:

,Ngy, '  
, i .  glowing.objcct.pulscs brightly and thc woman

notd lng  l r  a lo l r  looks  to  rhe  man ar  hcr  s id t . . 'wc  g ivc  up

i|3jry" 
must in order to bring the worlds o[ our rrasrer

In a fash of the crude sword, rhe steely-cyed man runs
its edge across rhe exposed throats of thi three entranced



The fumes from some strange chemicals sting your nose
and occasionally bring a tear to your eye as you walk
through the corridor. You notice rhat the foor is slightly
tacky as iF somcthing has been spilled and everlrhing you

get off a ship that has essentially become one gigantic
incendiary bomb. Even if they do decide to leave, they
will get a chance to see Nightingalet inviration on a view
screen as they head toward the escape pods (see below). If
they ignore the plight of the Epirnetheus and conrinue ro
escape.via the pods, move on rc The Escape section of this

Nightingole Speoks
As the Player Characters move through the ship unnoriced
by the many Servitors around them, Dr. Nighringale
activates the public announcemenr system of the ship and
proclaims the following message:

'Brothers 
and sisters,' a woman's voice erupts in unison from

dozens ofship speakers next ro her pale and blood spatrercd
face on accompanying view screens, 'last 

night our god gavc
us a sign of his love for our faith. Even after the fools at
Babylon 5 shut the door upon him, he basks in our worship
and sacrifice. He tells me even now that we c:rn ioin him; all
we must do is throw off these mortal shells and cross over.
In one hour's time, join me in the dining hall. In fire, blood
and pain we will give ourselves to him... and he will gather
our souls in his arms and take us home.'

The message ends abruptly and the ship rwerberates with tle
shouts of cultists throughout the open corridors and rooms.

As soon as the message has been read the Servitors will
aband<-rn their duties and start to mill toward the dining
hall. They will completely ignore the Player Characrers
unless directly bothered, allowing them to move freely
about the ship and do pretry much whatever they would
like for the next hour. This could be anphing from re-
arming themselves in the securicy office ro looting the
supply shelves ar the generd commissary ro fleeing the ship
through any remaining escape pods.

'W.hatever 
the Player Characters choose to do, they will

need to either be in a safe place (see Racing the Infemo
sidebar) to hide from the flaming sacrifice, th; dining hall
to try and stop it or offthe ship to avoid ir complecely.

Tt.tE FinnL 5n<niFi<E
One hour after Nightingalet announcement, rhe ritual in
the dining hall will begin. If the Player Characters are in a
position to witness the evenr, read rhe following to rhem:

In the centre ofa rhrong ofshirtless passengers covered in
a myriad of sticky flammable fluids, a man and woman
stand motionless. The man caries a bloody and cwisted
spar of metal like a sword and wears 

" 
,tr"rg. nerwork

of insectoid cables wrapped around his bare chest. The
woman is wrapped in a bedsheet cloak and her hair is
matted with blood and sweat.

look upon scems wet or sticky.

You turn a corner and are shocked ro see two shirtless
passengers pouring thc contenrs of large liquor and
cleaning solution botcles onro rhe floor and walls, dropping
them carelessly as rhcy ernpty only to reach into a large carr
behind them for more.

The Servitor passengers and agents have looted the dining
hall ofr all of its liquor and cleaning products, mainrenance
of its ltuel rese rves and the surplus lockers of anv flammable
liquids or gels. Under instruction From Nighiingale they
are now pouring them over everything in the ship and
creating an ancient partern of accelerants leading to the
dining hall - where Nightingalc is planning to hold the
final and ultimate sacrifice.

The Player Characters can try to stop the Servitors here but
this sort of scene is happening all over the ship. Although
the characters could tour rhe vessel all day dealing wilh
gro.ups of two or three Servitor passengers at a rime, they
will not stop the thickening layer of fammable chemicals
from being spread all over rhe rest of the Epimetheus.

\il&at all of these chemicals do in game rerms is make any
common corridor or large hall into a dangerous prospecr.for
anyone using energy weapons or open flame carelessly. Any
weapon that uses heat, electriciry or plasma has a 1 0%o chance per
shot of igniting the fammable fluids and causing a carastrophic
chain of fire to rip through most of the ship. This chanie is
significandy higher ifyour characrers are foolish enough to starr
using naked fame weapons such as flamerhrowers. If that occurs,
see the sidebar endtled'Racine the Inferno'below for details on
how the characters might minage to survive. Hopefully they

will undersrand how dangerous the situation really is
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If they have the capabiliry to do so the
Player Characters might want

to use the escape pods to
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'tVelcome,' 
the woman says as she tears off her cloak,

standing naked as the day she was born on top of a pile of
broken dining tables. 

'Ve 
now prepare to burn away rhese

material bodies of fesh and enter the realm of our mastcr!'
She lifts her hands, showing the method by which shc
plans to start the conflagration. In one hand she carrics thc
strange pulsating irrtefact; in the other she holds a single
unlit magnesium Hare.

'For 
all who cannot join us until the master arrives,' shc

says as she bows her head, 
'we 

give a moment of silence.'

This 
'moment 

of silence' will last roughly a minute. This
could give the Player Characters a chance to possibly
surprise her and Duprei to stop the ritual or fee the scene
completely and try to find escape or safery. Although the
Player Characters could come up with their own uniquc
ideas, these three options are covered below.

Stopping the Rituol
Depending on where the Player Characters are, a combar
with the Harbinger Cult could be a horribly violenr climax
to this scenario. Ifthey are ar rhe back ofthe throng ofcultists
they will need to move silendy (Stealth checla) to get closer
to the centre of the room and up to Duprei and Nightingale.
Conversely, if the Player Characters are already in rhe
kitchenette (which they could easily access with Cookiet
storage keycard) behind the dining room, rhey will be able to
surprise the rwo cult leaders - which could end the confict
in a single action ifthe characters are lucky enough,

Even if the Player Characters manage to kill Nighringale (rhey
will not be able to dissuade her othcrwise), they will srill need
to deal with Sergio Duprei and rhe soon-to-b. angry cultists
- unless they can destroy the telepatlic enhancement focuser.

The focuser is a difficulr targer ro hit perfecrly. It has a
Defence Value of 14, ahardness of 12 and can wirhstand l0
Hit Points of damage before it cracks apart and is destroyed.
Thrgeting the focuser warns the artificial consrrucr of
danger and it will try to focus its emissions at its attacker
to protect itselfi This comes in the form of a pleasurable
telepathic promise and forces anyone attacking rhe focuser
to pass a \Vill save DC 15 in order to do anything but srand
motionless and enjoy the telepathic vision for ld6 rounds.

Destroying the focuser is the only way to break the telepathic
hold the Harbingers have on the passengers, IPX agenrs
and Sergio. Although Sergio seems to have grear deal more
control over his actions than other Servitors, he is still just a
telepathic puppet held sway by the focuser's emissions. Only
Nightingale has been thoroughly and willingly influenced
by the seduction of the Harbingers' whispers and she will
continue to try and light the flare (a full round acdon when
not in combat) and plunge it into rhe pool of fluids on the
furniture she is standing on (thereby serring ir ablaze and
starting the Racing the Inferno sidebar below).

The statistics for Duprei and Nightingale are as follows:

E@b DWE{D IUiDK @orc Jeecmrtu
&@dry@
4'h kvel Human Soldier/5'h Level Agent
Hit Poinc:27
Initiative: +7
Speed:30 ft .
DV: 19
Attacks: +8/+3 closc combat or +10/+5 ransed
Special Qualities: Stunning Attack, Co-o-rdinated Unit
+1, Ski l l  Mastery (Computer Use), Servitor Abi l i t iesr
Saves: Fort +8, Rcf +9, Vi l l  +6
Abil i t ies: Str 12, Dex 16, Con 16,Int 14, \ f is 12, Cha 16
Skills: Athletics +8, l]luff+8, Computer Use + 12, Inrimidate
+10, Intr igue +8, Investigatc + 10, Notice +I 2, Scrrsc Motive
+10, Stealth +l l , ' lbchnical (electronics) +12
Feats: Dodge, Flucnry (Human, Interlac), Improved
Initiative, Iron \Will, Marti:rl Arts, Rcsist Scan, .Skill Focus
(Notice), Skill Focus (Technical (electronics)), Weapon
Focus (Unarmed)

Equipmentl Secured channel link, Pcrsonal I)cFcnce Shield
Generator (see pagc 57), Scrap-metal 

'Sword' (2d4+Str
bonus damage, 19-20 critical)
rSee page 64 for the rules on Harbinger Servitors.

NOTE: Sergio will nced to take the first round of any
conflict to activirtc thc l)crsonal Defence Shield once he
has acquired it.

IEodoB tscocdoe Ng@gfu l[iXTflhreaddl
Dftydds
6'h lrvel Human Scientist/2'd Level Harbinger Devout
Hit Points: 14
Initiative +l
Speed: 30 ft.
DV: 16
Attacls: +3 close combat or +5 ranged
Special Qualities: Mental Agility, Primary Area of Study
(theoretical sciences), Peripheral Studies (ancient theology,
xenobotany, theoretical sciences), Alien Technology
Familiariry (Minbari, Centauri), Induction Boon, Strength
of Faith (Initiate), Power Structure, Summoning I
Saves: Fort +1, Ref +1, Vil l +13
Abilities: Str 9, Dex 13, Con 12, Int 18, \flis 16, Cha 13
Skills: Appraise +9, Bluff +7, Computer Use +ll,
Diplomary +7, Investigare +12, Knowledge (ancient
theology) +10, Knowledge (xenobiology) +13, Knowledge
(theoretical sciences) + 14, Operations (systems) +8, Notice
+9, Technical (electronics) +12
Feats: Fluency (Human, Centauri, Interlac), Iron Will,
Lightning Reflexes, Skill Focus (ancient theology)
Equipment: Secured channel link,Telepathic Enhancement
Focuser (the Keymost Fragment)

Should the Player Characters stop the ritual and destroy
the focuser, they can move on @ the Bitter End.

-l
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Fleeing the Scene
'With 

the odds stacked aqainst them and a suicidal culr
leader wancing ro scr thc entire ship ablaze, rhe Playcr
Characters might want ro run ro safery. If they do, they
will gct or" .,ii,.,r,,. to llcc before Nigitingalc'lighir th'"
f lare and drops i t  into thc pool of:  accelerinrs. ihis wi l l
send,a rtraring,,armospherc-cating wave of f :rme through
tne  sn tD s  co tndors .

The Playcr Charactcrs wil l  nced to 6nd eithe r shelter or the
escapc pods. Sec thc Racing the Inferno sidebar for details.

Ihe Escope
Somctime during thc scenario the Playcr Characters may
choosc co make irse of the f.pimetheus1"r."p" pud, to gJt
away from thc situation on board. Vhcthei ,h"y 

", , . .np,this early on to simply avoid further interaction with the
Harbinger Culr or whether rhey artempt ir  at the end of a
sprint ing escapc from a growing hel l  of f i re. rhcy can usc
the escape pods to ger aw:ry from thc scenario i f  need bc
(assuming there are any ro escape with).

ItrsndlhganBqrelhd
The proccss of launching a spacecrafr escape pod, rescue
boat or l i fc pod is a series"oFcasy ro Fol low direci ions found
both inside and or"rt.side of thc devicc. is the dircctions are
often written in several languages, including Interlac, t<;
help different spccies usc it iir case of emergency.

'fhe 
steps are as follows:

g Open Hatch - Intelligence chcck DC 8 to find and
pull lever as directed.

E i'o*". Pod Systems - Computer Use check DC 10 to
activare armospheric processor and inrernal trajecrory
Deacons.

I S.*l Hatch - Intelligence check DC l0 to flip
marked switch to shut hatch when pod is loaded wirh
occupanrs. Requires additional override lever (no

_ check) i f  pod is below maximum occupancy.
tgj Launch - 'Compurer Use check (DC l i)  or bperations

(systems) check (DC 8) ro activate five-second launch
sequence.

Once launched, the common escape pod used in most
commercial spacecraft activares visual strobe beacons
in gold, violet and crimson to catch the various vision
spec.trums of galacric spacers. It also sers irs trajectory
to the neare-st jump beacon signature and travels slowly

toward it.

Rocing lhe Inferno
There is a distinct possibiliry that at some point in this
scenario the Epimethezus' coiridors and commorl rooms
will be filled with a growing flash fire from the generously
applied flammable acceleranrs throughout the ship. If this
is the case, anyone carrght out in the open for moie than a
few momenrs'wi l l  l ikel i  be incinerated. Those who are nor
incir.rerated will suffocate soon after, as all of the oxyge n in
the ship wil l  be used in the 6re.

In game terms, anyone caught unprotected in the
Epimetheus after the blaze has been ignited will suffer 2d6
fiie damage every round. This 6re #ill burn quickly but
wil l  st i l l  lasr for 2d8 minures - long enough to ki l l  almost
anything on rhe ship not behind sealed doors.

T'here are only so many places on a spacecrafr that are fully
sealed to protect someone from such a raging inferno.
These places are the escape pod bays, the airlocks, freezer
storage, pak'mara resrrooms and so forth. If players think
to seal themselves in, assume they can reach the closest
such area wirh 2dJ rounds oIal l-out sprint ing.

Player Characters who have a Speed o[30 or higher can run
to stay ahead of the growing fame to find 

" 
r.""hbl. roo-

or get to the escape pods, so long as they are nor presenr
at the point of ignit ion. One DC l5 Fort i tude save per
round is required to keep up an adrenaline-fuelled sprht.
The characcer must also'maie a DC 18 Reflex sarre at th.
beginning of the run to avoid being thrown offhis feet by
the rush of heat and wind that precedes the blasr.

For those that survive the burning, either through sheer
Iuck or.adequate prorecrion, rhe aimosphere levels in the
Epimetheus will be dangerously low after the fire has run
its course and all of the normal penalties for hypoxia from
Thin Atmospheres will apply (sie page 286 in'the Babylon
5 Rolephying Game Secoii Edition cire rulebook).

Tl'lE BittEn =n>
There are many ways for this scenario to actually end
depending on wh.the, the Player Characters leave'early,
stop the ritual or even wearher the fiery sacrifice to inherit
the burnt shell of the Epimetheus. Exactly what happens ro
the Player Characters d-epends on where rhe GameiMaster
wants to take them next bur we have put togerher a few
logical routes the story could take. Ga-.. Ma"srers should
feel ,free to use these suggestions but we encourage rhem
to also work other endii[s to this unique and inieresting
scenario into their ongoing campaign ideas.



TflhryID[dNbclM&.{tie&
Obviouslv. if the Plaver (lharacters are killed in the scenant.r
thcre is nothing furihcr for them in thc gaming chroniclc
but sr-rch a mystcrious travesty surrounding rhe Epinetheus
could spark a volume of invcstigations and rcscarch into
thc disappearance of the Epitnetl teus, i ts crew ancl al l  of i ts
passcnge rs. Although the de:rth of a Player ( lhrrercte r grou;>
or team is often a clark monrent in roleplaving sessions, ir
could be a {rrntastic root f i )r  ncw ac{vcnturcs basccl on t lrc
evcnts surrounding i ts dcmrsc.

TflhrytutuW
I f  the Player Characters manage to stop the r i tual,  t l -re
awirkcning crcw (pcrhaps cven Oaptairr l )alamcnto, i f  l . rc
is al ivc) wi l l  proclainr thcrn hcrocs, cvcn i f  thcy clnnot
rcmember cxactly what l .rappcnccl.  

'1 'hc 
Wcll ington Yards

company wil l  give the m frec transport on any of their ships
lor l i fc, as thc Players have saved the company bi l l ions in
rep:rir costs and irrsurance fees. IPX might want to talk
to them about what happened, especial ly i f  none of their
agents livc to tell the tale themselves. Should Sergio survive,
he wil l  not remember anything...  or he wil l  claim not to.

Tf,bry ane dhe lt r.m Susfuse oE db

If the Player Characters manage to avoid bcing killcd by
the flaming 6nal sacrifice, thcy will soon fincl they arc r.rot

the only ones who l ivc through the blast. A handful of crew
mcmbers, Cookie ( i [  he l ived through the scenario) and a
small  number of passe ngers make i t  as we l l .  Most are burned
and wounded and somc cannot rcmcmber what happened
to thcm but wich thc rclepathic focuser dcstroyed in the
bla.st thcy irrc no longer undcr thc sway of thc H:rrbingcrs'
tcleoathic orobes. The survivors of thc blast wi l l  need to d<r
sorne nrajor repairs to thc vessel befbre i t  car"r l imp back to
Mars, r,vhere I l)X rvi l l  want to talk to them, since none of
their asents l ivecl to tel l  the tale themselves.

Tftryfdsq,efl
I{- thc Playcr ( lhrracters escapc the Epirnethetn during thc
events of the scen:rr io rhey wil l  later hear about the ship'.s
strangc disappcarancc, providing they get pickcd up by
a fi'eighrer or transport at the nearest jump gate. No one
wil l  bcl icve their stories of bloody r i tuals or hypnotised
passengcrs. W'ellington Yards Inc. and IPX will be very
eager to find out what the Player Characters actually know
about their agents, employees and property - perhaps even
looking into legal action against what would look a lot like
te rrorisnr to them. \What really happened rc rhe Epimetheus
will be a mystery to the Player Characters, depending on
how much they learned while on board. The events that
took place therc might haunt their dreams for a very long
time to come. Whether these memories manifest as just
bad drcams or subtle Harbinger probes is yet to be seen,
ls tl'rc Harbir.rgcrs will ncvcr stop looking hungrily at the
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