FREE LEAGUE -

&

| o‘"’L s

3 !! 'Q | l.‘J

A
LAST VOYAGE OF THE GHAZALI




|'I'J.
WRITERS : - .
Mattias Lilja, Christian Granath o 4 s
EDITORS
Nils Karlén, Tomas Héirenstam, Kosta Kostulas .
GRAPHIC DESIGN MAPS |
Christian Granath, Cristoffer Wiker 3 M y Christian Granath . .
~ _COVER ART a {SRET  TRANSLATION: =
Gustaf Ekelund " . .TimPersson % e .
INTERIOR ART R Sl gil PROOFREADING
Magnus Fallgren, Gustaf Ekelund John Marron, Kost'd:i(_bstulas
T
SPECIAL THANKS TO
. Ri;:’kard'A_ntr_oia_.' > 4
X RN
. ¥ W ' 2 : 2 i
U pRINT. ISBN :

Spindulys, Lithuania2018 978-1-912743-06-3




00 A AL T 180 I
—/C.C'Q\\ BT :.'¢k\)}_/jﬂ‘b.u/®l@\&':i’\ . \/J

AP & A DA MMV < TR L~ A2




DUCTION

ROL

INTR
AR




LAST VOYAGE OF THE GHAZALI

is where the aftermath of the scenario takes place. Ideally, the
PCs can drop off the rest of the survivors there, share their story
with the Bulletin, sell the emerald disc, and reap the rewards of

their heroic handling of the situation. The scenario ends when

the PCs prepare for the jump back to Kua. They have likely
established themselves as trustworthy and resourceful — traits
highly sought-after in the Horizon — and things appear to be
looking up for them. However, powerful events have been set
in motion behind the scenes, and the Third Horizon’s darkest
hour is fast approaching — the trials and tribulations of your PCs
have only just begun.

#t THE GHAZALI
The Ghazali cruise liner was once a beautiful ship, tastefully
furnished with mosaic walls and floors, draperies on the walls,
and colorful embroidery on the furniture. Despite its huge size,
it was only designed to carry three hundred passengers — the
wealthiest of the wealthy, traveling the void in luxurious splendor.
Today, everything is worn —tears and burns cover the furniture,
profane graffiti the mosaics. On the lower decks, everything is
simple and crude, made from metal and rubber, and dark, dirty,
and decrepit. Despite years of neglect, the Ghazali is more or
less functional — a testament to the quality of the work of the
Alkarra docks that constructed the ship some thirty cycles ago.
The liner had been taken out of service and was rusting in a
dockyard when the distress call reached Coriolis. The owners,
Exeter, were leaning toward scrapping the ship and selling it for
parts rather than spending the fortune required to repair and
modernize it. The Ghazali was already singing its swan song
when its fate was sealed by the Colonial Agency, who swiftly
purchased it for their rescue mission to Taoan. The worn-out
furniture was cleared out and replaced by stasis beds stacked
on top of each other, covering the mosaics and the hand-woven

draperies. Starlight shining through the rose tinted windows
now falls on crates of stasis fluid rather than on silk sheets. To
the ship’s original three hundred beds were added another two
hundred, to make room for the Tsurabi crew if they had to be
evacuated. Vehicles, exos, and a huge amount of other gear was
brought along in the hopes that whatever had happened to the
colony could be repaired on site, at least temporarily. The Colonial
Agency doesn’t abandon their colonies unless all other options
have failed, as it makes future recruitment that much harder.

The Ghazali is a huge vessel, and much of it is left up to you
as the GM to describe to the PCs, depending on which areas
they pass through (although you could, for example, describe
the less important parts only briefly as the group passes through
on their way to more interesting areas). The PCs will mainly use
corridors or elevators when getting around. The elevator cars
themselves are unreliable, and the PCs may have to climb the
shafts in some areas. As a general rule, the higher decks are in
better condition, and packed full of supplies and spare parts for
the mining machinery. The air is dry, and more or less free from
unpleasant smells. The lower decks lack any kind of decorations,
and have been crammed full of stasis beds. The different areas
of the liner can be seen on page 6. In the center of this booklet,
you will find a floor plan of the ship that can be shown to the
players to help them find their way.

# THE HAMURA SYSTEM

The scenario takes place in the Hamura system, a system
between Kua —where the expedition sets out from —and Taoan,
its destination. The Hamura system is described on page 52.

MAIN CHARACTERS

Most of the survivors onboard the Ghazali are frightened
rescue workers, suffering the effects of varying degrees of

NAME % DESCRIPTION -

MOTIVATION ,

§ TABLE 1 CHARACTERS AND MOTIVATIONS

KHOMINA" Mystic with a vision:

; Getting the rést of the survivors i'o__giv_e up and accept their fate

BROTHER_RAMAS" Samaritan Fanati;: Helping thé’_.righteotrs among the s'u'ryivo_rs inany wafy he can

K_OMORO VAI Selfigh Leader I7é+ading the evﬂat_lon to ensure his own‘safety.

SABETHA POUR Smuggler Saving her contr_abénd.?ngmerself )

KORIA YO_HAk'ES Informal Leader Help'ing the PCs witﬁ the et_écua}i,oh (if they rescue him from the chapel)
ZHASAI ; Nekatra Alpha Saving he_y paﬁk'from death onboard the Ghazali

-




INTRODUCTION

THE PCS’ SHIP T

Before the jump from Kua, the captain of the
Ghazali, la Kaschares, ordered all smaller vessels
in the fleet to dock with the liner and shut off their
reactors to keep traffic around the Ghazali to a
minimum. The crews of the vessels were assigned
stasis beds on the Ghazali for the journey. When the
detonation in the portal to Taoan occurred, many of
the docked ships were destroyed, but the PCs’ ship
has likely survived with only minimal damage. A
description of the free trader vessel Fatima’s Bounty
in included on page 50. It might come in handy as an
escape ship if the PCs are without a ship of their own

for some reason.

MAPS AND TIME

The picture of the Ghazali in the back should be_ carefully -
removed from the book when you'b'egin play and shown to
the players. Keep it face up so the players can’t see the floor

plan on the back. When tfley find the functional terminal at

“the end of Act | (see the Status Report event), flip it over to
‘show them the map. Place the EP tokens on the timeline on

the map, and consult the Keeping Track of Time section.



LAST VOYAGE OF THE GHAZALI

GHAZALI, CRUISE LINER

GRAVITON : UPPER

PROJECTOR STASIS MODULE MEDLAB BRIDGE
L]
CABINS |
REACTOR p STGER (COFRIN)
T LOWER ESCAPE PODS

‘.. . . CONTAMINATED AREA '
S (STRONG.RADIATION)

FUNCTIONAL.
AIRLOCK 7

THE GHAZALI :

CLQSS:V,MODlF‘_ED CRUISE !.lNER :

DOC‘KS: ALKARRA, CC 28. UNTIL ﬁECENTL‘? OWNEDBY. EXETER
ON KUA, .DOCKED AT THE NET TO BE SOLD .FOR PAR‘

CREW: 6 (14) Ay v

STASIS MODULE

ESCAPE POD, BROKEN
ESCAPE POD, FUNCTIONAL

50X50 METERS

“ LENGTH/HEIGHT/WIDTH (M): 1152/348/224
© 'COST: 14,500,000 BIRR [NEW). SOLD FOR 6,400,000 TO THE
* COLONIAL AGENCY.

OWNERS: THE COLONIAL AGENCY (THE CONSORTIUM)



'CABINS
(STANDARD)

CHAPEL

ESCAPE PODS

DOCKING
MODULE

SERVICE: PRIMITIVE SPACEPORT: 29,000
BIRR (1/500) STANDARD SPA.CE STATION:
14,500 BIRR (1/1000) LARGE SPACEPORT:
7,250 BIRR (1/2000) T

MANEUVERABILITY: -2 (CURRENTLY -5 DUE
TO DAMAGE)

SPEED: 1

SIGNATURE: +3

ARMOR: 9
HPS: 12

EPS:7

EXTRA MODULES: 40 (OF WHICH 23 ARE
USED) .

B

PROBLEM: ECCENTRIC SHIP II‘iTELLI--
GENCE (SULEIMAN), FAULTY TI:IRUSTERS
(MANEUVERABILITY -1)

FEATURES: ED FIELDS, ARBORETUM,
TRAUMALAB y

INTRODUCTION

RECREATION
AND SERVICE

CABINS
(SUITE)

MAIN DOCK

MODULES:

¢ Bridge

¢ Reactor

¢ Graviton Projector

¢ Docking Module x4

¢ Hangar x2

# Cabins x2 (standard, 128 beds)

¢ Cabins x3 (suite, 48 beds)

¢ Cabins (coffin, 256 beds)

¢ Chapel

# Stasis Module (256 beds)

# Medlab (upgraded to trauma lab)

+ Escape Pods x5 (80 four-person pods, only four remain
intact)

+ Cargo Module (1,000 tons)

ADDED MODULES:

# Stasis Module x2 (in the suites, 256 beds per module)

# Workshop (in the standard cabins) '

+ Cargo Module (1,000 tons, heavy machinery, replacing suite
module) R . :

# Cargo Module (1,000 tons, supplies, replacing standard

cabins module)
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WEAPONS

The PCs were not supposed to bring weapons
onboard, and any they brought along anyway were
locked away on the bridge. They might have been
able to hide a weapon on their person, however. If
they pass an INFILTRATION test, they have managed
to stash a weapon, so long as it has the weapon fea-
tures Light or Small.

FINDING WEAPONS

If the PC didn’t smuggle weapons onboard (see above), they
might want to get hold of something to defend themselves
with as they leave the stasis chamber. A successful FORCE
test allows them to rip a steel pipe from the waﬂ touseasa
club (Gear Bonus +1, INIT 0, weapon démage 1, CRIT 3, Close
range). Clever PCs might try to find a power tool instead; K
by searching the crates of mining gear (dura dr_ill, thermal.
lance or equivalent - Gear Bonus 0,INITO, weapon damage
2, CRIT 2, Close range).

ACT 1

11
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LAST VOYAGE OF THE GHAZALI
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EXPLOSIVE DECOMPRESSION :

.

When the hullis breached in a section, all nearby lpo'se' ;
objects are violently sucked toward the hole. If you wish"tb
move as the section is decompressing, test DEXTERLTY at i
-2. Just grabbing onto something steadf( requires a FORCE -
test at -1. Both tests are slow action§. If you are wearing
an exo, the tests are without penalties. A critical success
can be used to rescue a comrade that faileq her roll, or to
catch an object within Close range (FORCE) or Short range
(DEXTERITY). These rules can also be used during space
combat and in firefights near weak points in the hull.

SULEIMAN LIVES

If you play the eccentric Suleiman as a living charac-
ter, the meeting with him will be more dramatic. You
could for example equip the terminal with modula-
tion capabilities and have an avatar slowly materi-
alize before the PCs. Suleiman looks like a wise old
man, with a ceremonial headdress and shining eyes.
The modulation is patchy, with ghostly holes here
and there where data is missing. He speaks in a low
voice, and looks straight ahead without making eye
contact with the PCs. The avatar resembles a spirit
from another dimension, which perhaps is what he

is.

ACT 1

17
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ACT 2

THE MEDLAB

Waiting Room
Storage/Extra Patient Room
Patient Room Blue
Admission

Patient Room Purple
Operating Room
Stairs

S

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

) , '
MIND POINTS: 8 LI

SKILLS: Manipulation 4, Mystic Powers 2

ARMOR: None

GEAR: About a week's worth of arrash, large sugar globe

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

ACT 2

23
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ll SKILLS: Pilot 3, Ranged Combat 3, Command 2, Melee Combat 2,
§ Technology 1




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

MIND POINTS: 6

SKILLS: Force 3, Dexterity 2, Melee Combat 1

WEAPONS: Some are armed with steel pipes and other blunt
| instruments (see the boxed text on page 11)

KHOMINA'S PREDICTIONS

The PCs might want Khomina to read their fortunes.
She will do it exchange for a gift or some birr (about
100 birr). Khomina uses her sugar globe when
reading their futures, but you can use the Icon deck
if you want. Have the player whose destiny is being
read draw three cards from the deck. Prepare the
deck with the right cards on top, or tailor the story
depending on which cards they draw.

MOVING AROUND ON THE GHAZALI

Try to make the PCs’ expeditions out from the medlab excit-
ing and dramatic. Describe the empty, dark ship, and pre-
pare encounters along their way - other survivors for sure,
but perhaps also nekatra with a taste for humén flesh? The
plan of the Ghazali on page 6 tells you -of the radiation levels
of the different sections of the ship. Throw in some eveni's_
from the Through Darkness scene if you havén'_t EINCEL Y
used themall. e

ACT 2

25
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may force the PCs to choose sides in conflicts they have
yet to learn about. Most importantly, the line in thé sand
£ .concerns the Emissaries — especially the one knmown as
: t'.heJudge Emissary, seen as a heretic by the Order of the
Pariah. The dispute also revolves around the so-called
“new mystics” that have begun turning up all around the
Horlzon - people wielding actual supernatural powers, but
rarely wrthout it costing them their sanity. The conflict
,between Brother Ramas and Khomina begins as soon
as Ramag.hears of the seer’s meeting with the Judge
'E.miss'a.ry.'_Accordiﬁg to:Ramas, such a de.ranged:h'ea.—

then belongs in the Samaritan Sanatoriym on Coriol'is C
: When Khomina adds insult to injury by starting to preach .

; submlssron and accepta'nce of the coming destructrdh

ofthe ship, Ramas can no longer contain his emotlons A

H|s calm gives way to a more menacing tone — unless
Khomma shuts her mduth she is a heretic that should
be dealt with accordlng,ly

Byother Ramas will ask the PCs (or someopeelse; for i
“to'dogit himself. Both Brother Ramas and Khomina’s
"fates areimportant, and as the GM, you should try to

example Komor'Vai) to lock Khomina up somewheze away.
from the others so she can’t spread her da'ngerods detu-
srons Ifthey refuse to‘HeIp him, hewill refuse to treat their
- myurres ome desperate survivoy will attempt

to carry out ‘ta,sk Ramas hmasel-fwﬂl ot lay a-hand

TH

on the seer, or defend hlmselflfa‘ttacked he'is first and .

foremost a pacifist and would rather die than break: his
oath. The outcome of the conﬂlct between I(homma and
Ramas depends on how the PCs act. If they do as Raman
asks and detain Khomina, he will continue to jreatrtheir
injuries and remain loyal to them for the rest ofthe spe-
nario (even if they lost the opposed MANIPULATION roll
against Komoro Vai). Ifthey retuse to help him, othérs
will take their place, potentlally leading to a fight n‘the

PCs decide to protect kKhomina. Reuse the- S.urvrvors stats
above for th fight.

Khomm,a‘wdl follow the Ghazali into the Hamura star
_unlbss,she s forcibly"rem'oved from the ship: If she
is. made'to.eVacuafe the ship, she becomes catatonic
(-a_nd"‘a',st_r?table cahdidate for a stay. at the Sanatorium,”

. justas Ram'agiéug'ge's_te_d). If the PCs save the mysticis ‘
.. ./lifé; Brother Ramas will show her mercy and arrange

for her to receive treatment back at Coriolis. If no one

tr.i_es‘,to.‘_brjng KHomina.along, Brother Ramas will try

keep them both alive (although they can be replaced in
coming scenarios).
Cost: o DP

¥

ESCAPEVESSEL | e 5
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Several smaller ships aré dbcked oh the bull of the Ghazali,
but few of them are spactworthy W|thout major repairs.
PCs’ ship may hdvé been spared *but will require some
w‘ﬂs and a reconﬂguratloh of the shlp computer before
they can take off. * "-. PRy ' L

F ot = . I

THE SITUATION. &'« =% "3 T e

a

IMPORTANT FACTS . .

. "Fhe PCs can make a quick analysis of the damage to 'the shioe'

by f'odking out through a windoW ftoiri the cottidor leading?
to the docks and testmg TECHNOLQGY. 1€ they, 1 Eall the test,

closer mspectlons ire néeded to determine thJe damage It =
‘will cost them time, and allpw ethersurvivors t6 show upto .

. +have a look for themselves. Wheter. o,r;not any of the othess

e

Many ofithe other shlps look td bei m workmg or ot i “l'f'ind out which ships are repairable' iS4ip to the GM todecide.

'3 ' 4 'hidden faults make travelmg inthema deadly gameA : ‘.t‘n ‘order for the PCs to repal,r their, shlp, .they must pass a

J-TECHNOLOGY test. Fajlure means more trme |s needed To

*Nown) tHat can’ be m‘ade spaceworthy ina reasonable amwr!t' ,_‘

»,.‘v If you waqt to, rntroduce one:other shlp (besides the PCs ,

i regbhﬂgure the ship compdtei; they must test DATA DJINN:
s Bounty boxed jext, Hne smaller pit The Process | takes about three hours, but the computer works,

d %mldshq!s around the“"walst" ofthq s

on rts pWiN ar)d Only.needs the PCs to iniitiate the. protocols
a.ﬁtqrwhmh they cah Ieaye agam Fa|||ng the GYS DJINN test

urwvors W||| ||ke|y hea‘d ‘that way;td sée :
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THE DOCKS
Corridors

2. MainDock

3. The Terrim (Destroyed)
4

5

-

. Bow-Facing Hangar Door

. Airlocks

FATIMA'S BOUNTY

A new ship is described on page 50, which can be used as
a way off the Ghazali. It is a class lll freighter docked on
the port side of the liner. Like the PCs’ ship, it is damaged
and requires repairs and a reconfiguration before it can
be used. The ship’s transponder contains its identifica-
tion codes and is linked to the Bulletin’s skipper registry.
Should the PCs lay claim to the Bounty, their ownership of
the ship will sooner or later come into question as it is reg-
istered to a Ninia Skados. Tampering with the transponder
isillegal.

THE DOCKS

The docks are located amidships on both sides of the ship and
the PCs are able to reach their ship through an airlock in one
of the two central corridors that run almost all the way from
stern to bow. In the space between the corridors is a larger dock
housing the Terrim, a now irreparable ship previously used for
sub-atmospheric trips. The larger dock can be reached from space
through a massive hangar door in the bow of the ship. One can
open the doors and activate an ED field to protect the hangar.

NPCS

Both Sabetha Pour (page 30) and Komoro Vai (page 24) will sooner
or later seek out the docks to evaluate potential escape vessels.

EVENTS

Sabetha Pour will attempt to persuade or bribe her way onboard
the escape ship (opposed MANIPULATION test). She also has
a sensitive proposal she wishes to discuss with the PCs (see
below). Komoro Vai will head for the docks with a group of
thugs as backup to check out potential escape vessels. He will
also challenge the PCs for the role of captain of the escape ship.

If you want to, you can introduce one additional spaceworthy
ship in this scene, Fatima’s Bounty (see box).
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M ATTRIBUTES: :
| STRENGTH 3, AGILITY 4, WITS 3, EMPATHY 4 o
MIND POINTS: 7

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

| Manipulation 2, Pilot 1, Technology 1

ARMOR: Protective clothing 3

GEAR: Tag with 600 birr, security tablet

-

ACT 2
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AIRLOCKTO CHAPEL

|:| 1x1 meters

Airlock/Exo Storage
Airlock and Corridor
Collapsed Corridor

EENCENE -

Staircase to Chapel

32
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 CABINS - 2 RECREATION . CABINS
- (STANDARD). CHAPEL ESCAPE PODS AND SERVICE (SUITES)
=y = - ‘ MAIN DOCK

DOCKS CRUISE LINER GHAZALI
CLASS: V, Modified Cruise Liner
CONSTRUCTION: Alkarra, CC 28 (Recently owned by Exeter (Kua) and placed in
dry dock at The Net for decommission)
CREW:6(14) '
LENGTH/HEIGHT/WIDTH (M: 1152/348/224  ° :

VALUE: [Q;'iginally 14,500,000.birr) Sold for 6,400,000 to the Consortium. i

OWNER: The C_olohial Agencﬁ. -The Consortiuni'.
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CHAPEL

|:| 1x1 meters

1. Staircase to Airlock
2. Antechamber
3. Chapel

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

MIND POINTS: 7

Bl SKILLS: Pilot 3, Ranged Weapons 3, Data Djinn 2, Technology 1

» ’ ’
-
.
' ’ '

ACT 2

J
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USING A SHIP TO REACH THE CHAPEL

The PCs may wish to focus on repairing a ship to
evacuate the people from the chapel directly onto
their escape vessel. The reconfiguration of their
ship’s computer is too slow however, and the air in
the chapel will run out if they wait. If the PCs go for
this option, Koria manages to send a another mes-
sage after a while, saying that they are running out

of time...

...3‘. | | | ‘

ARMOR: Flight suit 1

GEAR: None

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

MIND POINTS: 4
SKILLS: Force 3, Melee Combat 3, Dexterity 2

ARMOR: Flight suit 1

GEAR: None




ACT 2

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

MIND POINTS: 6 .

Force 3, Dexterity 2, Melee Combat 1

SKILLS:

ARMOR: None

GEAR: None

TABLE 2 SPACEWALK EVENTS

: .
- .
= -
PER
.

EVENT

COsT

MUZHADJAR: A pack of muzhadjar have been attracted to the drifting Ghazali and quietly feed near the PC’s path.
They scare easily but D6 creatures attack the PC and anyone else nearby. See page 324 in the Coriolis core rule-
book for more information.

LOOSE DEBRIS: Debris breaks off from a damaged part of the hull nearby and drifts towardthe PC, who must pass
aDEXTERITY test or get hit by a strength 4 attack (weapon damage 1, CRIT 3).

GAS LEAK: Corrosive gas bursts forth from a ruptured pipe toward the PC who must pass a DEXTERITY test to avoid

getting hit. If this roll is failed, the,PC is hit by a strength 3 attack [weapon damage 1, CRIT 1). If the damage sus-
tained is higher than the armor rating of the exo (2 for a normal suit), the suit is compromised and the PC suffers
explosive decompression (page 99 of the Coriolis core rulebook). The leaking PC must try to make it to the near-
est airlock on her own [DEXTERITY) or get pulled back inside by her comrades using the cable._

2

RADIATION BURST: An explosion on the surface of the Hamura star floods the Ghazali in a-burst of radiation. Exo
suits protect the wearer against normal radiation !gyels but this is too much. The affected PC suffers D6 points of

radiation. 2 .
4
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the bridge reveals a tag with 780 birr, a transactor with 1,250
birr, and a personal holo communicator.

#: ARMS LOCKER

Arms for the crew as well as any weapons taken off passengers
are kept in a large, grey metal cabinet on the bridge, with
floral engravings on the sides. Pistols and ammunition are
on the top shelf, carbines and batons hang below. Suleiman
cannot open the locker, but knows that the captain and the
first officer would have had key cards. Otherwise, the PCs
will have to hack the lock.

The cabinet contains:
# The PCs’ weapons, if they relinquished any when the boarded
the liner

¢ Two Vulcan pistols with four reloads each

# Eleven shock sticks with two cells each
# Eleven Vulcan carbines with eight reloads each

ACT 2

THE GHAZALI'S SYSTEM COMMUNICATOR

The liner’s system communicator can be found on
the bridge. It has been damaged but can temporarily
be restored by successfully testing TECHNOLOGY. If
the PCs use it to transmit an emergency message,
they establish contact with the ice hauler Tsepo IV.
Both the PCs and captain Madjer of the hauler soon
realize that help is too far out, however, and won't

arrive in time...
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ACT 2

USING A SHIP TO REACH THE BRIDGE

The PCs may wish to use their ship to reach the CLUES FOR THE MERCY OF THE ICONS CAMPAIGN

bridge after their computer has been reconfigured.

There is a cloud of debris floating outside the bridge, The message from the Zafirah is a clue to the.Mercy of
approaching safely requires a successful PILOT test. the Icons campaign indicating that the ship was attacked,
Failure results in the ship suffering a strength 4 h rather than damaged by the jump itself. Refzd more about
attack (weapon damage 1, CRIT 3). The last stretch the emerald disc on page 3.

requires an exo suit as they will have to jump
from their ship in through the breach at the bridge
(DEXTERITY).

39
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SKILLS: Melee Combat 4, Infiltration 3, Observation 3
Fd i .
' WEAPONS: Bite (weapon damage 4, CRIT 2), claws (weapon
damage 2, CRIT 4)
2
L\l
B : : 7 ' 2 1 =
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MIND POINTS: 4

ATTRIBUTES:
STRENGTH 6, AGILITY 5, WITS 2, EMPATHY 2

SKILLS: Melee Combat 3, Infiltration 2, Observation 2

WEAPONS: Bite (weapon damage 4, CRIT 2), claws (weapon
| damage 2, CRIT 4]
d

B g

Lo

B

RISKING EXPLOSIVE DECOMPRESSION

Allshots fired near the outer hull that miss their targets
risk breaching the integrity of the hull, leading to explosive
decompression. Intentionally firing at a weak spot to vent
a section of the ship is very easy (RANGED COMBAT +3).
The hull has 3 HP and an armor rating of 6. The liner has
two security systems in place to limit the effects of hull
breaches - the breached section is immediately sealed off
by rapidly closing bulkhead doors (in the same turn as the
breach), and an ED field plugs the hole (two turns later). As
Suleiman has a lot on his mind and isn’t quite his normal
self, it may take longer for the security systems to activate

in some cases. See page 99 of the Coriolis core rulebook for

more information about explosive decompression.

ACT 2

41
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. i+ in the corner of their eye or smell a strange odor. Give # ASSAULTING THE MEDLAB

Gl them a good scare! * The entire nekatra pack attacks the PCs at the medlab (or
- ICost: 0 DP - wherever they have set up camp) They are desperate ahd 'try.
PR " ' to kill as many survivors as pOSS|b|e but will spare a Swng'[e.- :
. '- : # DEATHSTRIKE one whom they plan to threaten to help them escapg the shipx
. As the PCs are interacting with a group of Gther survivors If they encounter a unified opposition, they retreat and bige:
(at the docks or while |oad|ng Sabetha Pour’s cargo for their time until the evacuation. Keep in mind ¢hat nekatra
F example) they heaY a scream coming from nearby. The are very formidable opponents and ||m|t their numbers fo
scream is suddenly cut off, and someone notices that a match the PCs’ combat sKills. ° ; i
(minor,,unifhportant) NPC is missing. They find bloody Cost: 2 DP T . o'
. ; fra.cks nearby amd may tes:t SURVIVAL to traelg.the nekatra, R B,
back to their pack. . - o ., © . % AFINAL, ATTEMPT
‘éfost: o_DP ' pany P The -rem,almng nekatra attack the PCs’ ship and'try to
A i . oI 2 . make in onbodtd. They will spare a single person to pllot
"h'."_- i K ::é} ‘SHOW OF FORGE "* ‘ - .t 'the:ship Qfit.
= Ayoung male attacks the PCs to show off. It chooses a stra- . , Cost: 2:DP % * N S .
’ : teg|ca||y advantageous time and place, when the PCs ares,, e % by
" divided orwff guard. He' |unges at them from the shadows, & STOWAWAY
"**_. ; .'-.- E atta¢jaing the largest individual in the group. Ifth‘e bedst is } A nekatra has rnapaged to sneak onboard the PCs’ ship and
i e seriously injured, T'retreats. A SURVIVAL test allows the RCs* * s hiding in the:¢argo hold. Sooner or later, someone on the
T vk e track it back to the, pack. . ©«8 T R ¢ 7 ship détects the unwanted guest, but it may not happen
! 1% Cost 1 D.P - ‘_' . H . (A * until they reach Hamurabi and the ship is searched by port
A < M ‘- - V A . g s inspector Asal Harub.
e Sl Costy1 DP
PA III‘IC'
0000000000000 00 100000000000 00000 0
The intercoms cough, Wa|| ‘qmet a‘nd then crackle backto " sure the PCs wrap up their unfinished business and get
life with Suleiman’s calm vdice: 14 ) ' out as fast as possible! As the'GM, you are ofcourse free.’
~ FERTRCE . Y to alter'the new timeframe — both, in'terms ofSuIelmans'
Wmmutes ago, the reactor tfxpenerrcea g, coolant mafunc- estimate and at whlch point the reactor actUalLy fails.To
%ion and tepeated at%g.mpts to shut offthe reaction inside the v add even more suspense, you could suggest to; the players
- coreghave failed. The trme unt:lra catastroph:c reactoufarlufe is + & than Su|e|man is in bad shaperand may have glven them
estimated at.F minus 57‘m:r],¢}tes Iépeit: cutastroph:c reactor v an unreliable estimate. Feel fre,e ‘te. ﬂavor the evacuations
fGilure in Tmmus 57 mihtes?, A W 1 '_;';_ 3 with panicking NPCs, nekatra attacks, and malfunetion-
2 K & ! . "_J-' gy 0 17f1g docklng clamps or alrlocks The mare high- strung
e ; ELEy T she,PCs are when they.ﬂnarlyweach threir* shlp, the more
y m "IFHE S‘ITUATION [ - %, ‘»"u L% A dramétit the discovery of thehidden defect in their ship’s’
Eerhaln ofthe PCS |n|t|a| t1me~ ps Gomputer (see below). Remove EP tokens from the ET
anges agam — the rea8for is abouty -,' ofthe Ghazall Utitil 6 tokens remain.sPioceed to. remmove

1

‘-e|man can only guarar‘ltee its stagbrlrty K ;" to{;en every tén rnlnutes or whenever it fits W|th”the

o hoh Th‘is sceneis deS|gned §06. rnake : ta@rfépér Offfhe stary. .. AR N ‘

-t

s
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o soon as the ignition sequence has been restored, they NPCS

speed away from the Ghazali with just enough tite to The hidden malfunction is.a story tool you can USe to-rea-lly
£ spare to make it to a safe distance. The liner'vanishes put pressure on the players Should all of the PCs.fall the .
+#in a flash of light behind them. Trembling and tasting DATA DJINN test, however, have an NPC (Sabetha Pour' Kor|ar
blood, they are finally safe, with nothing more to do Yohares, Komoro Vai, or someone else) repair the ignition
. than to sit down, have a cup of steaming rose water, sequence for them. It wouldn’t feel right if the PCs all djed
and VEL for the Hamurabl portal station to show up because of one failed roll after maklng it this far. Afalled roII
on their sensors : : should have consequences, however Th.e other: passen.gers
. . ' might for example give credit for the entire evacuation to
IM POR:TANT. FACTS : the NPC who repaired the ignition, or they-mlght turn on *
; ' It could bearr inte'rest'irjg twist to let sa‘b.otage be'the . one of the PCs, giving her the blame for almost gettmg
reason behind the faulty ignition sequénce. If this'is * everybody kslled

 \the case, it should be easily recognizable to the PCs, An .
; NPC (Sabetha:Pour, Komoto Vai, or perhaps even Korta . EVENTS

e
Yohares) might secretl’y have managed to repair another . Hyoy havé_n t.gotten your players sweating enough already,”
i sh|p and wants to make sure the PCs perish with the ., some final®eVvents canbeithrown in to increase tension even

Ghazah The PCs spot, another ship departing from a- ., ,further. Perhaps sorne_nekatra make it onboard the ship and

dock” nearby and dlsappearlng into space. After repalrlng . attack the PCs; or an NPC might panic at the sight of the

e

. the,jgnition sequence, the PCs may want to pursieithe & PCs"clumsy attempts atrepairing the ignition sequence,
d saboteurs, whith could lead to a grand ﬂnale for.the. .~ demapding t&'take over. Hostile NPCs may try to use the
. = 'scenario mvolvmg space combat! ol L ¢ 7" rdesperate;situation to stage a mutiny and remove the PCs

l ' ‘.' . o

LA . ARt ' 1 as heads of the evacuation!

HHTEnng IllllulltHHHHHtHHHHHtHHHHHHHtHHHHHtHHHHHttHlHHHHHtHHHHHtHHHHHHHH\HH\HHHHHHHH\HHHHHHtHHHHHtHHHHHHHtHHHHHtHHHHHHHtHHHHHtHHHHHHHtHHHHHtHHHHHHHtHHHHHH\HH\HHHHHHHHHHHH

The evacuees that didn’t fit o_nboa_rd the.PCs’ ship are now . . ‘e Ifthey pass the roll, they find all of the escape pods(four pods

flpating around in space in &scdpe pb&s and cargo containers. © carrying a total of sixteen people) and ong cargo contamer
Towmg them to safety should be. pretty ¢asy — ifthey can = I/’ " (contalmng twenty people). * '
themythatis. & * & * & 3 | '.—_‘ ) L & o [Fthéy achieve a critical success, they fmd all ofthelr |ost
Cab TR Ky comrades. 2
THE SITUATION g e F o SRR e

Fmdmgthecargocontalnersm emptyspace|sea31€.rsa|dthan. £ NPCS

.

done. Ifthe PCs attach‘ed 51'9'd|o beacons {» them betorehahd v Have some NPCs try to mamput-ate the PCs into tocusm.g

Tt will be easier, but they dre, othérwse hard $o tell t‘r 3
3 ' @idebris from ithe Ghazall that litters the,se@tor Ha

»,.‘v test D AR INN to u§e£the ship’s:sensors'to find therr ml‘ss—
Wi shé‘ep Ifthey plahted beacons inthe carge centatNrs < N,

th'e; oS on ﬂndlng their frlends above otfer-survivors.

2y .odds Rave buitti in: Commumcators i onboard reallze thatmot all. ofthelr fr|ends have been Iocated

ey Iocate halfofthe esc:?pe pods (tv.;o pods . ’ E: 3.5 e‘gﬂc pod or cargo Contamer

g.t.est B ) ] - ," A desperate N3 might do Somethlng stupld to try t'o ﬂnd
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- LONG DAY'S JOURNEY INTO NIGHT

After evacuating the Ghazali, the PCs are most likely heading
toward the nearest safe port, the Hamurabi portal station.

THE SITUATION

The portal station is located 2 AD from the Hamura star, a
distance the PCs should be able to cover in no more than a
day (depending on the speed of their ship). During the trip, the
survivors can begin to heal and recover from radiation exposure.

NPCS

Ifthe PCs brought Sabetha Pour’s cargo onboard, she will discreetly
discuss with them what to do with it. Will they perhaps have to
make a detour to hide the contraband somewhere before reach-
ing Hamurabi, such as on the Abui mining moon for example?

EVENTS

If you want to keep your players on edge a little longer, page
52 contains a list of space travel events for you to use. Before
reaching the station, one of the PCs also has a mysterious vision.

THE VISION

One of the PCs (most likely one with the MYsTic POWERSs
skill, or the Preacher concept) experiences a powerful vision
of future events. It might seem like an odd twist at the end
of this scenario, but it ties in with the coming scenarios in
the Mercy of the Icons campaign. If you don’t plan on playing
the campaign or if you want a more immediate explanation,
the vision may instead concern an additional ship of survivors
from the Ghazali drifting in space, whom the PCs, thanks to
the vision, are able to locate and rescue.

The stars above you fade into darkness, a suffocating, silent black
threatening all life, all hope. The flickering light that remains only

serves to emphasize the vastness of the void. The rock below you is
cold, scarred by thousands of quiet collisions in deep space, itself
a remnant from a larger collision aeons ago, lightyears away.
Stardust covers your body. Your breath, which the endless hunger
of space should be ripping from your chest, hangs in clouds in
front of you, crystallizing on the cold surface of the rock. The stone
rotates slowly, held captive in orbit around an alien planet. The
planet enters your view, greenish blue under heavy grey clouds.
Your rock keeps rotating and the planet disappears, darkness
enveloping you once again. When the world below returns, you
see raging, eternal storms plaguing the surface, and a single, black
monolith protruding through the clouds, reaching for the stars.
Lightning seems to be emanating from — or converging on — this
lonesome sentinel.

Suddenly, the storms subside, only to explode in a single, violent
discharge seconds later, releasing a lightning bolt headed directly
at your rock. The stone shatters into dust, falling out of orbit, and
disintegrating as it enters the atmosphere. You hold on to one of
the larger fragments, clawing the frozen rock until your fingers
bleed frozen, black bubbles of blood onto the stone. You have
arrived at your journey’s end, to face the Icons’ judgement. But
you find that you aren’t alone. A small child floats next to you
in the burning cloud, boy or girl is hard to tell. It fixes a serious
gaze on you, and speaks, but you can’t make out the words. You
cry out that you can’t hear anything, but the child only smiles. Its
voice suddenly reverberates through your head without it moving
its lips: "Everything will be all right”. The clouds below you part
and the planet’s greens and blues stun you with their beauty. The
stars have returned from the darkness above you, bright dots of
hope in the night. You suddenly know that the child is right and
let go of your rock. Instead of falling, you softly enter a low orbit
around the planet. Serenity fills your soul as you hear the stars
sing to you, a transcendent, primordial symphony.
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When the PCs reach the Hamurabi station, ‘thé:y can. ﬁn'aﬁ'y '_

rest easier, having escaped the dangers of space As the

inhabitants of the station find out more. about their new
guests, however, they become the talk of the town. "

THE PCS ARE app'rbached by the colonial agent
andthe local Bulletin correspondent, and are
invited to a meetlng with the station Akbar.
Below is a list of events for the epllogue As they
swait for clearance to jump: ‘back to Kua, a lot can
happen —read more on page 52

‘.-

ARRIVAL AT HAMURABI

Thie PCs’ ship arrives at the Hamurabl portal .’
station. Three smaller'vessels are dogked already;,

but no ships appear to be in jump preparation:.
* The dock’s manager replies straight. awayt'othe|r
docklng request and sends.thém a, vector for

office about the fate of the Ghazali and aboyt
carrying badly ifradiated hasséngers, they are
promisedrthat a 'm‘eqic.al team will be waiting

|» at the docks whenthey. land.

# THE WELCOMING COMMITTEE .
Port ingpector Asal Harub — ever the bureau-
crat — and two station guards are the first to
greet the:PC.s as they-dock. Asal has not been
infgrrne__a about the circumstances. of their
" drrival ré‘g'ard_less of whether they alerted the
port office,or not, and obnoxiously starts flick-
ing fhrodgh documents on his tabula to travé
them fill\gutafl the eonrect paperwork before

o~ o entering the station interior. The inspector’s |

.annoeying adherence.to pro'toco.l rhight land
-hrm i ’[roubl@as thie Surylyars are ||ke|y to be
desper‘ate for mesdical a%ﬁtlo‘n, but a team

from the statlon 'S me&ﬂab rushe,s |n before'

things get but’of hand and starts helpmg the

Idudry compfalrung about.the tr|umph of.afiar-

s chy dver order — inthis' mmd the ﬁact that no

* Dock 11. If the PCs rad‘lo ahéad to fell the port,

wounded &ff the ship. 'Asaﬂu,.s shoqu as‘ide o

one |nformed hlm ofthq rnedlcal' -ne«edf of“

mous catastrophe has just occurred, practically
in his own backyard. He demans to inspect
every inch of the PCs’ ship.to restore some of
his sullied profes.sional honor.‘Shodld he‘find

Sabetha: Peur’s cargo duringhis inspection;
ithe PCs are in big trouble...

# THE MEDLAB
. Chief pedicurg Lumara Akbion and her team
follows the Life-Limb-Function-Aesthetics rule,
; '|n|t|a|ly focusmg on saving as many lives as l
: p055|b|e Replacing lost limbs with prosthetics
“and other minor surgeries will have to wait.

#%,STATION MANAGEMENT AND THE

EMERALD DISC
The PCs are called upon by station chief Rhavinn
Bokor. He'is interested in anything they can tell
him about the Ghazali disaster, and will accept
the emerald disc if they offer it to him. He can’t
read it however, only the Colonial Agency can

do that. The dynamic decryption on the disc s,

outside of his abilities to crack, even if he was
allowed to try. If the PCs wish to hold pn to the
disc themselves, Rhavinn recommends-that they
bring it to the Agency headquarters ori C_orloJ_ls

as soon as possiblé, which is what he himself?

E L

will do if it is entrusted to him. *+,
¢ Wt . H =

| # THE COLONIAL AGENCY

Shortly after thelr. amval' on thé station, the

PCs-are approached by Colomal Agent ¥asintra ”

Hut. She is also mterested in their statgment
regarding the mmdent She has a.more dlrect

* demanding démea‘northan Akbar Bokor, and
_'_wlll insist.that they hand over the emerald,

dist if she finds out that they have it: She

“intends ta b.e the one to harid over thedisc to
¥/ hes superlors to score polLtlcal*Favors and is

\
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EPILOGUE

OTHER NEWS

¢ The portal between the Hamura a_nd Taoansystems
was damaged during the incident and the Foundation
have no prognosis about when (or even if.] itwill recover.
This means that Dabaran is currently only.reachable via
Amedo and Melik. The Zafirah had completed the jump
to Taoan when the portal exploded, and its fate remains
unknown. Rumors about the Legion destroyer are not
optimistic, and Legionnaires and their families are gath-
ering at the chapels on the station to pray.

¢ The Council of Factions have convened an emergency
meeting, but the resulting actions are surprisingly
weak. A small reconnaissance group is sent the long way
around to investigate but it will take long time before any
news is heard back from them.

+ After another week or so, reports arrive indicating
that the portal between Uharu and Taoan fluctuates
in a strange new pattern, effectively isolating the
Taoan colony from the rest of the Horizon. The Legion
and the Consortium rapidly try to fortify their hold
on the Hamura portals, causing tension with both the
Hegemony and the Order. The Order’s temple cruisers
show up in Uharu and quickly disperse the small fleet 1:;f
mercenary gunboats hired by the Consortium. Political
tensions near a breaking point.

+ Inthe absence of news about the Taoan colony, the
Bulletin returns to focusing its coverage on the second
hottest topic: the conflict between the Consértium EL ]
the Order over passage through Zal-os, closed by the
Order after the heretical claims to divinity made by thé’_
Judge Emissary. '
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STATS FOR FATIMA'S BOUNTY

Fatima’s Bounty is a medium freighter of the Omrik model.

Energy Points: 5

Hull Points: 6
MANEUVERABILITY: -1
SIGNATURE: 0
ARMOR: 5

SPEED: 2

MODULES: Accelerator Cannon, Docking Module,
Hangar, Cabins (Standard), Cabins (Suite), Chapel, Cargo
Module X5, Cargo Module X2, Medlab, Countermeasure
Dispenser, Escape Pods, Unused Module Space X2, Stasis
Module, Workshop

FEATURES: Atmospheric entry, Robust hull, Bonus mod-
ules x2 (for a total of 23 modules)

EXTRA GEAR: None
PROBLEM: Curse
COST: 1,652,500 birr
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THE HAMURA SYSTEM
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THE HAMURA SYSTEM

. - °
[ .
Al ) -
L
HAMURA " PORTAL: PORTALS * HAMURA YUBLAI
AR TRl s STATION *» . - . .
arl . ' - 3 % M _
2.7 " . 'HAMURABIL b © ) . : Nt

TABLE 3 EVENTS IN THE HAMURA SYSTEM

a list of events for travel in the Hamura system, but they can

quite easily be converted to work in other systems as well. D6 EVENT

1 lon Storm
% ION STORM 7 R
The sensors suddenly go wild, red lights begin to flash, and 3 Distress Call (Fake)
the bridge is filled with loud beeps and whines. The PCs have 5

) 4 Distress Call (Real)

entered one of the dreaded Hamura ion storms. They get no —
indication of what is coming and may not attempt to avoid it. ° penel ol

6 The Lighthouse Keeper

Flashing, multichromatic lights flicker and dance across their
hull. The pilot may attempt to navigate through as quickly
and safely as possible by testing piLoT at —2. Failure results
in the ship suffering a strength 4 attack (weapon damage 1,

CRIT 3) dealing EP damage. Each player must roll a D6. On
aroll of one, the person is electrocuted by a nearby overload
(strength 3 attack, weapon damage 2, CRIT (shock)).

SAMINA'S CORSAIRS
#+ NOMADS

A group of nomads hail the PCs to see if they would be inter- Samina’s corsairs are known across the entire
ested in bartering or trading information. They are scavengers Horizon and the Council have promised a 10,000 birr
from the Odacon system traveling in three class IV salvage : reward to anyone who can reveal their hideout to the

ships (equivalent of the Kamruk on page 159 of the Coriolis core ~|© " authorities and bring Samina to justice. The hunt for
rulebook) and have their haul in a huge net in tow. The leader, " Samina could easily be made into a thrilling mission
Keita, is very hospitable and invites the PCs over to share a _ for the PCs. The Azandra space station plan from
festive meal — dhol barbecue (spit-roast prairie dog) and fire il the game box can be used as the corsair hideout.
kohol. During the dinner, the following might happen: 0 Readmore under Events on page 63.
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Thermal Broken coolant system. TECHNOLOGY 55,000
Cannon -1 to repair. Requires one advanced
spare part.

Turbo Projector  Rolla Dé when used. On aone, it 160,000
refuses to work. Cannot be repaired.

Space Scooter Broken thrusters. PILOT -2 until
repaired. TECHNOLOLGY -1 to repair.
One advanced spare part required.
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THE HAMURA SYSTEM

TABLE 4 NPCS

: Name Profession Strength Agility Wits = Empathy Reputation Skills Gear
AndiliTeko  Abba and Mystic 2 3 5 4 5 Mystic Powers 3, Icon deck
] Manipulation 2
Keita Nomad Captain 3 4 4 4 5 Pilot 4, Command 2 Saladin grape gun, dura
sabre
Mirva Nomad Deckhand *© 2 4 4 3 1 Technology 5, Data Advanced tools
Djinn 3, Force 1 )
Radebe Corsair Captain 3 4 4 3 3 Pilot 3, Ranged Accelerator pistol, dura
Combat 3, Command 1 knife
Corsair 3 3 3 3 1 Data Djinn, Pilot Vulcan pistol
or Technology 2,
Ranged Combat 2,
Observation 1 )
Smuggler 3 3 k] 3 2 Infiltration 3, Accelerator carbine,
¥ Observation 2, one of them has afrag
Ranged Combat 2 grenade :
SB agent 3 4 4 2 5 Observation 4, Thermal pistol
Ranged Combat4, * : :
Infiltration 3
Majed Habsi Lighthouse 3 2 4 4 4 Technology 3, Data - Vulcan cricket,
Keeper : Djinn 2, Manipulation advanced tools

2, Ranged Combat 2

55



*\‘:'fg‘m -ﬁ"""%fz_“( @.-’:_;_'h f?m\"ﬁ’-\:-‘- L, A z_:ﬁ?;{ﬁw/;‘“:k > -?-\_‘ong:.:\ao {m{ﬁ;‘_{(ny J:""_ji

-\ g_a?‘:’ ”
L TRENY <% e N WNawE: = e Ui s O SR
l’:? e %é-\ _)"'E‘\_%,f AR T2 A NIV N e k\,@ﬁ‘%(t fg\ﬁ- W Al | | Vi BRY /B N



HAMURABI

FACTS ABOUT HAMURABI

4 POPULATION: 131 permanent residents, plus between fifty
and one hundred hands working the ice mines, and some
free traders, prospectors and colgnists. No semi-intelli-

gences or slummers. :
4 PHYSICAL DATA: Roughly 600 meters wide and 280
meters long. . ‘e

& LAW AND ORDER: A company of twenty hired guards (see
the table in the Characters and Creatures section for
their game stats) keeps the peace under the leadership
of Commander Alsha Bashir, who in turn answers to
Station chief Rhavinn Bokor of the Foundation. Bashir
and Bokor handle petty crime and punishment, but
more serious criminal activity is delegated to the courts
on Coriolis.

¢ GOVERNANCE: The station is run by the Consortium,
mainly through the Foundation’s station chief, responsi-
ble for the portal field analyses sold to passing ships. The
Colonial Agency is also present onboard to maintain con-
tact with the scattered colonies in the system, as is the

Bulletin, running mail service and the news probes.
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HAMURABI

2]
A

Landing Platform 1 and 2

Large Docks

. Asal Harub's Office

. The Souk and Cantina

The Medlab

The Coffin Hostel

The Akbar's Residence
E . The Offices of the Colonial

® N e o~ N

Agency

THE SOUK LANDING PLATFORM 2

THE CANTINA

THE COFFIN HOSTEL
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# BRAHANI'S
The largest cantina onboard the station. The clientele is any-

£ thing but picky and holds the food and drink of Brahani's to
**be of excellent quality. When station management or other

important guests visit the cantina, Nia Brahani and her three
employees bring out the special reserve to sétve delicate food
and beverages although the litnited supply of raw materials
sometimes makes thé combinations a bit interesting. The prices
,of these _speualty dishes are steep, deterring common folk
from oxdeging them, which helps to maintain their exclusivity.
'N.ia is a{ways interested fn:new faces, and knows just.about

everything about the station and its inhabitahts. She cap tell * .

 ‘the PCs how to approach the station akbar, the colonial age,nt
; the Bulletin journalist and thé preacher. i

: _ ‘Brahani's is open during the morning, day and evemng h

: watches but closes during the night. There are always at

' _.:Ieast a few guests here:in the morning it is mostly stevedores . |
sharlng ashookah, somé kawah or a samovar of chai. before
a logg day ofwork.beglns, small groups ofadmlmstratlve i

employees usyally arrive during the day, and in the evening

e -|t is not uncommon for statlon managementor other prom-

__ment facesito shov\fufa 'such as Med|curg‘Akb|qn or Talib

" the preach@ l ;hours before closing befong to.the

younger i t,he station's admmlstratlon centered
on colofil Bt Yasitra Hur and the Bulletln SAhata Garam.
The occa rospector or visiting colonist might show up

at any tif#e of the day, but they usually. don’t fit in too well
because €léthing, behavior and level of intoxication.

The cantina's main attraction is I_E_-mira the dancer and her
white, bionic snake, spéllbjrrding‘-he'r',a_udience one night

a week. Mean rumors say*that the Fiery Emira is having a

et affair with Yasitra Mur, the po.n’lpous colonial agent:
fign the hands ofthe Abw ice mings are on leaveBraharii’ s

MiStranstormed From,.a t-astetul watenng hole to a rowdy and

violerit place, dlsturhmgthe qtherW|se cdlm life ofthe sta'uon ' ; 48 THE OFFICES OF THE GOLONIAL AGENCY"

l L » .
i R .i i T

% THE SLEEPING EKILIBRI S COFEIN HGST’EL
" somewha‘t decent cofﬂn hostel fo.r v»-sltors wi

: for;the future who' have accepted the postlng to Hamurab|

souk. The walls of Mister Bokor's relatlvely s'pac-ious h‘ome (s I

are covered in relics and trinkets from all corpers ofthe
Horizon. Most visitors granted a little of the Akbar’s tiche only
get to see the audience chamber, which is a |arge crrquarx
room with a low table in the middle. Prominent ‘guests are
entertained at the table, but visitors of leSs importance are
shown to small sitting cushions along the walls. Two wide
panoramic windows show the darkness of space'on,one.side
and the commotion of tHe souk on the other, Mister Bokors

scribe and assistant, Naaji, is present duringall'audiences.” *

% THE UFFICES OF THE BULLETIN
Bullgtin correspondent Anata Garam's combined post office
and newsroant. Deliyeries bound for the fringes of the system

eomg thréugh here, and captains stopping at the station.”
oftén theckthe'info terminals at the docks to see if thene
_-are-any mail ‘runs_' for their destinations available. Courier

work is often-easy ‘money in Hamura. Anata Garam and

col_on,ia'l.‘_agent_ Yasintra Hur handle deliveries for the outer
" colonies collabiaratively. The two young careerists can often
"‘be found fogether at Brahani's in their spare time. Anata's

offices are worth a visit for crews lopking for courier work.
Hauling goods or information from here to Kua or elsewhere
provides decent pay.

ok _*THE CHAPEL OF THE ICONS

Preacher Talib Ogor runs the station's simple but beautiful ,
,chapel. Together with two apprentices — stevedore Nala and

administrator Bilal - Ogor runs the chapel andtends’ to most
ofthe station's spiritual needs. Most residents visit at least

“‘once per segment. The outgoing preacher is always present

at Social events around the station, and can oft‘en be found?

at Brahani's, where he takes his dinner W|th Rhamnn"Bokor
. WL s ;

Colomal agent Yasintra Hurspfﬂces are located just off

Landlng Platform Two. From héré; She and her two staff

o "‘.members registér new c|a|m,s and colonies. Together with
: a.An,ata Garam of the Bplletln 1Yasmtra makes sure that the

7
and Garam can often be seen together as they have much
Jin common - they are both young women with big dreams

e
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ABUI, THE MINING MOON

On Abui, the Colonial Agency is mining ice for lucrative
export to other worlds. The mine itself is an intricate
system of tunnels runnin@deep beneath the moon’s sur-
face. The PCs might visit Abui because of some involve-
ment in the intrigues on Hamurabi. On the surface of the
moon there is a small loading dock, acontrol room and
living quarters for the mining crew. The core of the moon
is reached by fast mine cars on rails running through the
tunnels. The ice is mined using massive crawlers equipped
with mercurium drills. Sometimes, whole groups of miners
disappear in the tunnels, and these incidents seem to be
increasing in frequency. Is there something more than ice
hiding in the dark heart of Abui? :

WEAPONS ON THE STATION

Anyone can carry weapons on the station, but if
the PCs should choose to walk around with visible
guns and armor they are sure to attract attention,
and eventually the gaze of Commander Bashir. He
has no problem with a holstered Vulcan pistol, but
would rather see heavier weapons and armor kept
onboard the PCs' ship. Defying the commander on
this issue will result inimmediate expulsion from

the station.




HAMURABI

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

SKILLS: Manipulation 4, Culture 3, Survival 3, Command 2,
Science 2

GEAR: Personal communicator (usually set to reach Commander
Bashir), beautiful Miran pocket watch

L] .
% ATTRIBUTES:
STRENGTH 3, AGILITY 4, WITS 4, EMPATHY 3
¢ . . .
: .
; s B SKILLS: Manipulation 4, Culture 2, Data Djinn 2, Ranged Combat
""- It B 2 Science 2.
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SKILLS: Manipulation 5, Dexterity 4, Observation 4, Melee Combat
3, Ranged Combat 3, Culture 2

GEAR: Well hid at the coffin hoste
graph, a thermal cricket and a tag wi




HAMURABI

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

MIND POINTS: 5

SKILLS: Force 4, Dexterity 3, Melee Combat 3, Command 2

ARMOR: Protective clothing 3

.
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GEAR: Tag with 1,100 birr, Deckhand talisman

ATTRIBUTES:

STRENGTH 3, AGILITY 4, WITS 4, EMPATHY 3

MIND POINTS: 7 |
-

SKILLS: Observation 4, Data Djinn 3, Ranged Combat 2,
Manipulation 1

WEAPONS: Vulcan pistol
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MINI ADVENTURE

The event “The corsair problem™ is an excellent

opportunity for a GM who wishes to send the PCs

on a mini adventure. It will start with the PCs gath-
iy ering evidence on Hamurabi to expose Samina and

Yasintra. Samina might manage to escape, and if she

does, Akbar Bokor will send the PCs after her, all

the way to a secret smuggler hideout on the Gupka

station orbiting the mysterious planet Yublai...

———




Echoes from the past, voices speaking about the important task ahead.
Captain Ia Kaschares: “The Tsurabi colony has sent us a distress call
and we are part of the response team. What we can expect to find after
the jump to Taoan is not clear. You’ve all heard the message. We are be-
ing escorted by a Legion destroyer, the Zafirah, and we make the final
jump immediately after her.”

The urgency of the present: Flashing red and white lights, blaring
alarms, a heavy head, unresponsive limbs. You must have come out of
stasis too soon. No orders, no updates - just the cold floor beneath your
feet and a body reluctant to move. Your fingers remember the code to
your footlocker, and you clumsily put on your gear. You ask for more
lght your voice hoarse. Nothing happens. You call out to the central
- puter but get no answer. You look at the splral staircase chmbmg

Taoan system transmits a distress call and goes silent. On Coriolis
amble to put together a rescue mission focused on the

ed cruise liner. The PCs are members of the rescue team
2 jump to Taoan, but something goes terribly wrong before
ation. They wake up to alarms in the darkness on a crippled

ISBN 978-1-912743-06-3
freeleaguepublishing.com/coriolis
modiphius.com/coriolis H H

FREE LEAGUE
- \QS CORIOLIS™ Copyright© 2018
MOD‘ “ Paradox Interactive AB. All rights

ENTERTAINMENT  reserved. www.paradoxplaza.com 781912'743063

MUH051600




	INTRODUCTION
	BACKGROUND
	OVERVIEW
	MAIN CHARACTERS
	FACTIONS AND GROUPS
	BEFORE YOU BEGIN

	ACT 1: EMERGENCY
	STARTING SCENE: DAWN
	THROUGH DARKNESS
	NPCS
	LAHOR IADES
	DESPERATE RESCUE WORKERS

	EVENTS

	STATUS REPORT

	ACT 2: SURVIVORS
	THE MEDLAB
	NPCS
	KHOMINA
	BROTHER RAMAS
	KOMORO VAI
	SURVIVORS

	EVENTS

	THE ESCAPE VESSEL
	A SENSITIVE PROPOSAL
	NPCS
	SABETHA POUR

	EVENTS

	TO THE RESCUE
	NPCS
	KORIA YOHARES
	MERAD KARTAM
	TRAPPED SURVIVORS

	EVENTS

	BRIDGE AND WEAPONS LOCKER
	HUNTER AND PREY
	NPCS
	ZHASAI, ALPHA FEMALE
	NEKATRA

	EVENTS

	PANIC!

	ACT 3: EVACUATING THE GHAZALI
	A HIDDEN FLAW
	GATHERING THE FLOCK
	LONG DAY�S JOURNEY INTO NIGHT

	EPILOGUE
	THE HAMURA SYSTEM
	PLANETS
	TRAVELING IN HAMURA
	HAMURABI
	THE SITUATION
	CHARACTERS AND CREATURES
	RHAVINN BOKOR, STATION AKBAR
	YASINTRA HUR, COLONIAL AGENT
	EMIRA (SAMINA), DANCER AND CORSAIR CAPTAIN
	DIDIER ABÉDI, REPRESENTATIVE OF THE FREE LEAGUE
	LUPINO MBIA, COLONIAL OVERSEER

	EVENTS



