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SUNIBARAT ELAM 
Zenithian scion of a house of no importance, Suni quickly found 

other ways to handle his resentment and need for excitement in 

his youth. After several years in the Ravens he decided to leave 

and pursue other paths. So far, he has been trained and kicked 

out from more factions and temples than any other freelancer 
assassin in the horizon, among them the mysterious Ahlams 

Temple. There are rumours that he still secretly works for them 
and that his drug-fuelled debauched personality is just a mask 

he wears to keep others off their guard. But if it’s the truth or 
just another helpful lie is impossible to tell. Regardless, after a 

party on Jina that got too wild, Suni went to Lubau to hide from 

creditors, and met an old friend with a job offer… 

 

◆THE DANCER’S TALENT (once per session, costs 1 DP) You 

can evade an incoming attack, taking no damage. You can 

choose to activate the talent after a successful attack roll, but 
before you roll any cover or armor dice. 

◆ASSASSIN’S GUILD You can test infiltration instead of 

melee combat when you make a melee combat attack against 
an enemy who isn’t aware of you. 

 

ATHLETE 

◆DEFENSIVE: You are as nimble as a cat and can easily evade 

close combat attacks. You get a +2 to Melee Combat when 

defending (page 87). 

◆EVASION: Not getting hit should really be natural instincts for 

everybody, for you it is. The first dodge or parry you attempt in 

a round is free and does not cost 1 act as usual. 

 
ASSASSIN 

◆THE HASSASSIN’S THRUST: You are a highly trained 

assassin. When you make a sneak attack (page 85) using a small 

weapon, you get +2 to Melee Combat 

◆MIRAN BEGGAR'S-HAND: In undercity brawls often the only 

things that matters is hitting fast and hard and getting away 

before retaliation arrives. When making 3 quick attacks with 
short melee weapons or unarmed in the same turn the last 

quick attack does not get the usual -2 modifier (-2, -2. -0). If the 

attack is unarmed the second attack only has a -1 modifier as 
well (-2, -1. -0). 

◆THE LOTUS WALK: You have walked blindfolded on rice while 

the miran monks struck you once for every sound they heard, 

you have gone swimming among drowsy but ill-tempered snakes 
in the bottom of the temples, stealth is now second nature to 

you. Get 5+ when attempting Infiltration checks. 
 

◆BEAUTIFUL (BIO) Your beauty is breathtaking. Whether by 

classical standards or tasteful originality, you turn heads 

wherever you go. Your biosculpted looks give you a +2 to 

manipulation whenever they can affect the situation. People 

with the appropriate sexual orientation tend to fall in love with 

you.  

GEAR      (ENC:6) 

1: Vulcan Pistol 

2: Hand fan (L) Reload (L) 

3: Protective clothing 
4: Musical instrument, chordophone (+1 manipulation) (L) 

5: 
6: 

 
 

 

Pipe (t) An assortment of Drugs (t) Cell(t) Communicator, 

personal, mini (t) Tag w 250 Birr Healing scarabs 

 

3 Healing scarab (artifact) (t) 
The small scarabs are barely three centimeters long, and 

about two centimeters wide. They appear to be made from 

smoky glass, are hard as stone and covered in tiny spiraling 

patterns cut into the surface. The bas-relief makes the scarabs 

rough and sharp to touch. 

◆ Effect: When a scarab is placed on an open wound, it softens 

and expands. The wound is slowly closed up and projectiles or 

shrapnel inside the body are pulled out. The scarab darkens as 

the wound is healed, from smoky white to crimson red, and then 

it falls off. A scarab restores 2 HPs. Three scarabs can get a 

broken PC back on her feet and five scarabs can heal a critical 

injury. 

◆ Darkness Points: 1 
 

DRUGS: 

2 doses of Mind-enhancing narcotics +1 (t) 

The effects are very strong – one attribute is raised by 1 for D6 
hours. The drugs come with serious fatigue after the high, 

however. When the PC comes down, she suffers 2 points of 

damage and a -1 to the affected attribute for half a day. 

 

Some Arrash (t) 

Strong stimulant with pain-relieving properties. Usually 
smoked in a hookah or added to so-called dream wine. -1 to all 
skill tests. 

 
Pouch of Tabak (t)  

Mild stimulant with a sweet taste. Rolled, dried and ground up to 

be smoked in a hookah.  

 

2 doses of Kambra (t) 
A drug that makes the user charismatic and happy (+1 to 

manipulation) for a few hours, followed by a bad day of 
hangover. The user suffers 2 points of stress per use. 

 
A little bit of Opor(t)  

Synthetic arrash, stronger and more addictive. Usually smoked 

in long pipes. Can also be injected. Gives the user a powerful 

high and -2 to all skills. 



 

 

 

 

 



 


