


,_ WRITERS & LSS _
Mattias Lilja, Kosta Kostulas, Adam Palmquist, Christian Granath *. A : %

e ARG B EDITORS -
S ) S Nils Karlén, Tomas Hérenstam i
ESORI e GRAPHIC DESIGN R " TRANSLATION . oo
Christian Granath, Cristoffer Wiker v o - Tim Persson:.. . i
«  COVERART 3 . . PROOFREADING
Gustaf Ekelund N * John Marron; John M. Kahane,
: Kosta 'I(ostul_u;q '
INTERIOR ART : P ©
Martin Grip, Gustaf Ekelund, N MAPS . F
Joakim Ericsson, Ylva Ljungqist S | Qustaf Ekelund, bh%ist?an Granath
- 3 -, -
&) Loy ‘>
. ISBN. &
9I7,'-8-1-_912743-o7-b-. :
CORIOLIS™ Copyri'gh.i.©-2.01:8 Rar_a_t'l?x'.‘l_ntei'act_ive AB. Allrights r(::se(ve_c_l.'M.-paradoxplaza,som




ARAM’S SECRET

INTRODUCTION

Orbiting between the green sphere of Kua and the ember
body of Lubau lies the acidified Jina — a yellow-green hell-
hole. There is only a single colony: Aram’s Ravine, where
they mine salt and bauxite. Orbiting the planet is its jewel
— the luxury moon Cala Duriha, which is frequented much

more often than Aram’s Ravine.

EVEN THOUGH IT is formally independent of
the factions in the Kua-system, Aram’s Ravine
is replete with intrigue. Self-appointed lesser
dukes vie for power through devious machi-
nations, subterfuge, and of the employment
of useful idiots — like visiting adventurers! At
the same time, a dark power lies hidden in the
ravine. A power originating from the Portal
Wars, that in time may come to endanger the
future of the ravine...

Aram’s Secret introduces the acidified planet
Jina and its single larger settlement, Aram’s
Ravine. Here you will find everything you need
to create exciting scenarios on the acidic surface
of Jina, but also details on the luxury moon Cala
Duriha. The booklet is separated into three parts,
where the first part provides possible reasons
for the player characters to visit Jina as well as

describing the salt and bauxite colony of Aram’s
Ravine. After that we get acquainted with the
schemers on the moon Cala Duriha. The booklet
concludes with the adventure Aram’s Secret.

INTRODUCTION

Aram’s Ravine is by its nature a scenario location

(see page 342 in the Coriolis core rulebook). A
scenario location is not constructed of scenes

but by places, and the motives of different indi-
viduals. The scenes will occur when and where
they fit, there are no acts, and the dramaturgy
is more unpredictable.

The GM has to be well prepared with this
kind of setup, it’s important to a have a clear-cut
understanding of the motives and capacities of
the different parties. The three-act-model gives
the PCs a limited number of options and urges
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ARAM'S RAVINE

ARAM'S RAVINE i

¢ AVERAGE TEMPERATURE: 25-40 degrees centigrade dur_in'g the.- .
day and around 10 degrees at night. )
¢ POPULATION: Roughly 3,000, 900 of whom live in At'_amfs.Raviné-.

ACID STORMS The rest live on small claims along the faultline or on salt
trawlers in the Desera delta. = . !

The acid storms use the fire rules (Coriolis core rule- ¢ GOVERNANCE: Formally an independent colony under the pro-

book, p 97). The storms have an attack value of 3 aga- tection of the Colonial Agency. In reality, tensiqns are highas

inst people with masks and armor, and an attack value local oligarchs compete for power (the Colonial Agency, the

of 6 against those without. Thick clothing will protect Mine Lord, the Salt Widow).

the skin during the storms but are destroyed in the ¢ LAW AND ORDER: A popular militia with a hundred members

process. Someone with the Resistant Talent will be less keeps the peace. The militia is formally under the control of the

affected by the storms - attack value 3 if unprotected, . Colonial Agency, but is de facto a lot closer to the Salt Widow.

and 1 with a mask on. The militia is being challenged by the Red Hand Crew, which is

allied with the Mine Lord and has some fifty members, as well
as by unruly miners on leave. The Agency tries to play these
different groups against one another.

& IMPORTS: Livestock, spices, foodstuffs, medicine, metals, spare
parts, survival gear.

& EXPORTS: Bauxite ore, salts.



SCENARIO LOCATION

ARAM'S RAVINE

NOHAK'S CANTINA

i

A simple but pleasant atmosphere greets visitors

to Nohak's. The clientele usually consists of hands
on leave from mines and salt trawlers mixed with
members of the Red Hand Crew. 4

ARAM'S RAVINE
1.

10. The Salt Widow's House is the jewel of the Ravine. It was built

® ® N oo e

THE BATH HOUSE

The Offices of the Colonial Agency
The Bath House

Nohak's Cantina

The Chapel of the Icons

The Doctor's Office

The Lair of the Witch Doctor

The Palace of the Mine Lord
Larval Silk Farms

The Oasis Cantina The colony's bathhouse, or hammam,

for an elite that never came, and
today it serves the common folk of the
colony and functions as the de facto
offices of colonial agent Boro.




ARAM'S RAVINE

THE PALACE OF THE MINE LORD

A large main house sits in a walled-in yard with foun-
tains and what would have been a beautiful garden - if
this hadn't been Jina.

THE AREA AROUND ARAM'S RAVINE

THE JAMSA
DROP

VEHIO0W 3NV 11VS

THE AREA AROUND ARAM'S RAVINE
A. Aram's Ravine

B. Lomar's Workshop

C. The Spaceport

D. Bauxite Mines




SCENARIO LOCATION

ARAM'S CUISINE

Indigenous butterfly larvae are the cornerstones
of the local cuisine. The larvais edible, but not the
evolved butterfly. The larvae are mashed into a

¥ high-protein paste and then marinated, grilled,
cutinto thin slices and eaten. Couscous, beans and

«, . chickpeas all have to be imported and are therefore

quite expensive. Some forms of algae from the river
delta are also part of the local cuisine.

10
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ARAM'S RAVINE

#+ LARVAL SILK FARMS
A failed attempt at silk farming. The larvae spin their silk

about as quickly as the acidic mist destroys it, and the results
are lumpy clusters of black, stringy goo. The larvae feed off
the lichen that thrives on the floors, walls and ceilings. They
evolve and live a short time as butterflies before the corrosive
atmosphere destroys their wings. JINA'S BLACK LUNG
¢ THE OASIS CANTINA PCs who spend a longer period of time on Jina

The unofficial headquarters of the popular militia. A simple risk coming down with Jina's Black Lung disease.
building with thin columns supporting a domed ceiling. Spirits Creatures with the Resistant Talent (such as Kalites
are often high here — hookahs purr and soldiers slurp loudly and lamkas) are immune to the affliction. PCs who
on spicy tea, betting their meager earnings on high-prestige use protective masks are also unaffected. Those
games of shah. affected develop a painful cough, and suffera-1to

' Strength until someone treats them by passing a

# LOMAR'S WORKSHOP hard (-2) MEDICURGY test.

A fenced-off field filled with all sorts of technological gadgets, '

slowly eroding in the acidified mist. The chaos continues
inside the machine hall, but things in here are generally in
better condition. Long rows of unfinished projects share
the space with engineer Niniack's current work. The aged

11



SCENARIO LOCATION

12

“tech makes the more knéwtedgeable residents doubt

THE KALITES

Deepin the ravine below the colony, and on the far edges
of the Lamka plateau, thereisa con5|derable humanite
population known as Kalites, characterlzed by theiracid . .°
resistance and harsh xenophohla."l'he Kalites live in tribal
communltles onmesas andin ravines on the Lamka and ,
only leave their villages to search for llchen and tarvae
Technologically, the Kalites are prlmltlve, but owh. some 4
ordinary technology as well, generally thought to be
plunder from reckless prospe_ctors, but t‘h_e amount of i e,
L
this. Rumors Have it that the kélites have domesticated
the lamka llzards and use them as sentriés, and that a few -
lizards have escaped EL sough't refuge in Kram s Ravme
The origin of the lamka lizard is unknown, as Jina has no: i
native animals for them to preyon, a;)art from humans. .

Lomar has a hard time maintaining focus long enough to
finish something, and moves around in a jungle of promising
dreams and lost hopes. When Niniack really needs a hand
on something, Lomar obliges, but only for a short while.

#+ THE SALT WIDOW'S HOUSE

A simple house, empty except for the Salt Widow herself and
her right hand man and bodyguard, Bhofass. The occasional
hand from one of the Widow's many salt trawlers down in
the delta comes through every now and then, but they never
stay long. Not even fine wines and luxurious food can make
up for the thick, uneasy atmosphere of the house.

#+ BAUXITE MINES
Claims in many sizes and forms are scattered along the fault

line. The Mine Lord’s people run most of them, as the majority

of the so-called independent miners are indebted to him.
Hands in masks and worn exos mine, purify and transport the
bauxite ore to the Ravine from where it is hauled offworld.
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SCENARIO LOCATION

GEAR: His three bodyguards Houda, Greshla and Pokh, personal
communicator, orbital communicator, two ground loaders, trans-

actor with 4,000 birr, 450 birrin cash.
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ARAM'S RAVINE

ATTRIBUTES:
STRENGTH 1, AGILITY 3, WITS 4, EMPATHY 3

MIND POINTS: 7

SKILLS: Manipulation 4, Ranged Combat 2, Observation 2,

Survival 2

. %

GEAR: Personal communicator with pulse function (set to reach
Bhofass), filter mask, tag with 2,000 birr, 110 birr in cash.

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

SKILLS: Melee Combat 5, Ranged Combat 4, Infiltration 4,

Observation 4, Technology 4, Dexterity 3

ARMOR: Protective clothing 3

GEAR: Personal communicator with pulse function (set to reach
the Salt Widow), filter mask, wrist-mounted personal sensor, tag

with 1,200 birr, 93 birrin cash.

15



SCENARIO LOCATION
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ATTRIBUTES:
STRENGTH 3, AGILITY 3, WITS 3, EMPATHY 3 .
SKILLS: Dexterity 3, Observation 3, Survival 3, Melee Combat 2,
Ranged Combat 2
ARMOR: Light primitive (2) W
GEAR: Domesticated lamka lizard. S ;
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The origins of the kalites are shrouded in mystery. Despite scientific efforts
to shed light on the matter, much of the group’s early history remains
unknown. Preliminary data suggests that the group is very young, as no
indications of their existence prior to the Portal Wars have been found.
Should this turn out to be true, it would make the kalites the youngest of
the Horizon’s humanites, and as such, a case warranting further study.

FIELD REPORT, JINA - Hommar Lannah
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INTRODUCTION

REPUTATION

The Reputation scores listed in the NPCs section below
denote the NPCs’ status in the Ravine. Should the
PCs encounter them elsewhere in the Horizon, their

Reputation scores may be different.

Read about the Ravine on page 6 before playing the scenario.
Familiarize yourself with the area and the characters, and read
through the scenario at least once. The scenario can easilly be
turned into a mini campaign, and the chapter about Cala Duriha
can help you create a prologue before placing the PCs in the
Ravine. The plot hooks on pages 4-5 can be used if the PCs wish to

explore more of the area’s intrigues than just the main story.

23



ARAM'S SECRET

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

MIND POINTS: 6
* .
SKILLS: Observation 4, Melee Combat 4, Ranged Combat 4, Force
3, Technology 3, Infiltration 2, Survival 2
. ARMOR: Protective clothing (3)
L]
GEAR: Personal communicator (set to reach the Salt Widow),
wrist-mounted proximity sensor
-
- . o
. . ‘ ' . > ¥ * L] ' L ]
' .
5 "
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ATTRIBUTES:
STRENGTH 2, AGILITY 3, WITS 3, EMPATHY 4

MIND POINTS: 7

’
. B
i .
5

SKILLS: Manipulation 5, Infiltration 3, Observation 3

ARMOR: -

[ .
; :
GEAR: Whatever you need - at least that's what he claims.
0 . ’ .
’ " O . ‘. nT

INTRODUCTION

® NINIACK: Tech djinn eager to help. The Salt Widow’s niece. See
page 27.

¢ SALT WIDOW: Owner of the salt mine, hell bent on vengeance. See
page 14.

4 THE RED HAND: Local gang of thugs, mostly running protection
rackets and extortion. Allied with the Mine Lord. See pages 14
EL AR

¢ LHORAC IGNAZU: Power-hungry, self-appointed local Mine Lord.
See page 14.

¢ HOMMAR LANNAH: Eccentric professor researching the origins of
the kalites. See page 31. l

¢ THE KALITES: Acid-resistant, xenophobic humanites living on the
Lamka plateau. See page 33.

¢ EKBIAN: Witch doctor with much knowledge about the Ravine's
history. See page 39.

= A L

25



ARAM'S SECRET

DNIONYT AONFDHINI

'ACT
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l GEAR: Protective mask, cutting tor

ATTRIBUTES:

STRENGTH 2, AGILITY 2, WITS 5, EMPATHY 3

ordinary tools

ACT 1

27



ARAM'S SECRET

(AUTERNATEEMPLOYER
fthe PCs accept the Mine Lord’s proposal they are instruc-'
ted to help arrange an accu;lent f'or Hommar Lannah. Lhorac .
suggests a landslide at the dlg s.{te'[see below] In this case,
the scientist’s mysterious protector [Bhofats] W|ll'turn on.
the PCs rather than protectlng them agaln'st the N,aza'heem
Skip the meeting with Lannah and have' Bhofass open, flre

¥ on them.as they are about to trlgger the collapse After that

the Nazareem come sneaklng trough the shadows to deal

. . .withany survivors, same‘as ifthe PCs stayed true ‘to Shana
Should the PC5 survive atl thls ‘the rest of the' scenarlo can
be played out as is, with a couple ‘of chang‘es Lhorac W|ll
want to |n§est|gate the secrets |n5|de Aram $tamb, and
refuses to hold up his end of the bargaln untilthe PCs do 3
so for him. If Bhofass survives, he WIll stalk the PCs across
the Lamka and into the tomb, but his primary goaLW|ll be t'o
destroythe alcheme.+

28 "



ACT 1
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ATTRIBUTES:

STRENGTH 4, AGILITY 3, WITS 2, EMPATHY 2

MIND POINTS: 4

SKILLS: Force 4, Melee Combat 3, Ranged Combat 2, Observation 1

WEAPONS: Sawed-off long rifle, knife
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ARAM'S SECRET
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ARAM'S SECRET

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

MIND POINTS: 7

SKILLS: Culture 4, Science 4, Manipulation 1
mbat 2, Observation 1

l WEAPONS: None

Bhofass is hiding on the other side of the ravine and will
take out any Nazareem threatening the scientist. Whether
or not the PCs survive the fight is of np consequence to him.
Spotting Bhofass requires actively testing OBSERVATION at
-3. After he has begun firing his silenced accel®rator rifle,
the difficulty drops to -2.

~
£ - .
.
& .

"ASHRA”

y Iria and Khorak have met their employer, a person Lo A eav L., v A
called Ashra, only once, in a shed behind Nohak’s 43

«, .  cantina. Only capturing either of the two and winning
an opposed MANIPULATION test will reveal to the PCs

this information. They have been instructed to meet i ¢ . Rl : 8

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

Ashra there again, after completing their mission.

MIND POINTS: 4
Ce

32



SKILLS: Force 4, Melee Combat 3, Infiltration 2, Ranged Combat 1

WEAPONS: Power sledge, sawed-off long rifle

. STRENGTH 3, AGILITY 3, WITS 2, EMPATHY 2

.
.
*
.
.
.
.
.

MIND POINTS: 4

SKILLS: Melee Combat 3, Observation 3, Ranged Combat 3,
Survival 3, Force 2, Infiltration 2

ATTRIBUTES:

ACT 1

33
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ACT 2
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TEMPLE OF NAZAREEM
1. DeseraRiver

2. Pathto Aram's Ravine

3. Ledge

4. Cave opening that appears after
the rockslide. Before this, Hommar
Lannah's dig is located here.

Ritual Chamber
Stairway to Nohak's Cantina
Ritual Tools
Shah Board
Ossuary

@ N oo

1x1 meters
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DECIPHERING THE SHAH GAME
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ARAM'S SECRET

DEUS EX?

If the PCs fail to interpret the shah cipher, they must
instead catch Nohak and force him to tell them the
truth. If this also fails, the time has come for an
important choice on the GM’s part - willan NPC
help the PCs solve the puzzle? Lannah could, for
example, come to help them, or it could be someone
else suddenly possessing a sharp mind. If not, the
scenario ends with the exposing of the temple and,
possibly, with the capture of Nohak. In this case,
Aram’s secret remains safe for the time being - until
the doomsday clock in the tomb strikes the final
hour and the gnawing alcheme rebirths Aram once
again...

.

ol ¥ .
' - o
. . .

To solve the puzzle, the PCs must draw twb'lines at';oés"' ;
the board - one through the red pieces and one thr‘ough the
green - and extend them acrossthe floor until they mtersect
The lines cross over a narrow ravinein: the Kahte mesa of.

. . 'theother side of the Lamka marklng the locatlon ofAram s
tomb. See player handout #4 in the center of the booklet. 3
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ARAM'S SECRET
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ATTRIBUTES:

STRENGTH 2, AGILITY 3, WITS 3, EMPATHY 3

ACT 2

39
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THE RAVINE AND THE SHIP

1.

2
3.
4

I:l 10x10 meters

Guards

. Vantage Point

Crashed Ship

. Aram’s Tomb




ARAM'S SECRET
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ARAM'S TOMB

1.

Aram’s Sarcophagus

2. The Alcheme

3. The Doomsday Clock
4.

5. Boulder

CLiff

1x1 meters

ACT 3
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ARAM'S SECRET

If Bhofass enters the tomb - regardless of when hearri-
ves and whether or not the PCs are there as well - he will
attempt to destroy the doomsday clock and the alcheme. He
will give the PCs time to effamine the objects first if they'd
like. If Lannah is present, he will protest loudly and even
take a stand between Bhofass and the precious objects

WOUNDING ARAM THE DARKMORPH

As a darkmoprh, Aram doesn’t bleed. Instead,
a dark substance - not quite liquid, not quite IR ) i .

smoke - leaks out if he is wounded. Aram’s body all o - _
has become a vessel for the darkmorph'’s soul, ol ' :
and when the vessel becomes too badly damaged,
it collapses, and the dark soul is swept away by
Jina’s unforgiving winds.
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ARAM'S SECRET

GEAR: A locket with a blackened holographic picture of a young,
happy boy performing a traditional Odacon dance (his long since

dead son).

.
.
.
.
3 v
. L
. " ¥ % o
. .
. ¥y
El _‘ »
% WS & . L]
. » % a up
. : .
" =
.
L ]
f m
s A '
. * . .
. .
.
. R, : . . &
.
A ' . L ] "fi“
* .
L .
-
. N . v
it .
& L .
N .
A & e
Ol e

48




PLAYER MATERIAL




ARAM'S SECRET

ARAM'S RAVINE




PLAYER MAP




SALT LAKE MOKHBA

THE JAMSA

ARAM'S SECRET




Amali cursed his arrogance and stupidity — he shouldn’t have gone this deep.
Only the Kalites go this close to the bottom of the ravine, and even they
prefer their dwellings higher up. It had all sounded so simple back at the
cantina: a short detour into the lower ravine to meet up with the smugglers’
barge and load the goods.

But nothing is ever simple on Jina.

A faint light pierced the green mist in the air — a gravcraft, finally! Then,
he heard the gravel shift a few steps down in the mist and froze with fear.
What if the stories were true? What if the bottom of the ravine actually was
home to djinni? He braced himself and looked down - nothing. He breathed a
sigh of relief and tried to stop shaking. Maybe this could work, after all.

But nothing is ever simple on Jina.

The acidified planet Jina is widely considered as an uninhabitable hell hole. Despite
this, a hardy mining colony known as Aram’s Ravine persistsunderneath the heavy
clouds. Most travelers and traders in these parts choose the luxury resort moon
Cala Duriha instead, and only the most desperate descend through the toxic atmosp-
here to visit the Ravine. Fate forces the PCs down to the planet, however, where the
plot soon thickens around them.

Contents of this book:

+ The scenario location Aram’s Ravine, complete with maps, NPCs, and story hooks.

+ The stand-alone scenario Aram’s Secret, in which the settlement’s dark past is
revealed.

+ Anoverview of the Cala Duriha luxury moon, in all its splendor and decadence.
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