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SCENARIO COMPENDIUM 1

Jazkaar

’

NILAR THE URCHIN

A left' A o . )
roached by a homeless girl who introduces herself i SIRENGHIED A'UTY 2SI E MEATHYEE
= as Nilar. She has recognized a few of Jazkaar’s ; ' i

hired by Chelebs-Menau. Smelling birr, she insists

on the characters hiring her as their local guide. SKILLS: Command 1, Melee Combat 3, Culture 2, Pilot 1

n She offers them the identity of their employer to y s ; pAEE i ® o
; Eptentfie deal, sngd e o Jetkaar bnelohe - N ARMOR: 2 (microfibres in his tailored clothes)
WG o Menau’s name as soon as she gets paid. If the E Cos: Uiy
characters tell her they need to analyze a tissue C 5L

sample, Nilar can guide them to Toyel without skill g g S i R : S
tests - for a few birr more, of course. If the charac- R L . ’ 2

ters show contempt for her or the lower class of i . e :
G sl A
below) - she won't hesitate to sell them out later in ., Wi . =St

Y . *' ™ . .

the adventure.




THE TAILOR FROM MIRA

. . L
ATTRIBUTES: - .
STRENGHT 1, AGILITY 3, WITS 3, EMPATHY 3
M . +
MIND POINTS: 6 "
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THE IALID’AL JIRA PROPHECY

. i He ! '_ s i lalid’al Jira [“The end of times”) is a little-known prop-
. ' ! hecy put together from fragments, the authenticity
of which has been fruitlessly debated by scholars for
decades. Samenkar believes he has evidence there
was a secret order among the Firstcome colonists who '
built the Watching statues, tasked with safekeeping
] arevelation from the Icons. According to it, when the ‘
- e : Darkness returns to the Third Horizon, the Judge Will
iy g be incarnated first (Samenkar claims the statue of the
Judge gazes directly at Xene at mldnlght] followed by
DY . the Dancer in the form of an unmarried girl W|th three
arms. Together they will lead the rlghteous agalnst :
g : : the Darkness in a final battle, This is far fro_m' o_fficial
ad s f g : & iconology, but Samenkar knows he’s right. He believes
. himself to be the Shepherd RLT prophecy, with the
3 . sacred duty of securing |ts fulflllment Thus Cemlsa can
Oy _ ‘-"\ o b ‘-nelther lose her third arm, nor be married. To maintain
_ G . TRt ’ TR s this role as the Shepherd, Samenkar is forbidden from
f it ," : : at thiesEe A '_ causmg death or telling lles He isn’t the least bit lnte'-
i 1o, ‘ Bl 248 ‘; & g .;' <. i . restedin the polltlcal machlnatlons of the Church or s

pttedge SRENCEE ; v.Chelebs-Menau
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SCENARIO COMPENDIUM 1

HOMEBREW MAP

It can be challenging to draw up a comprehensive map of
the kilometer=long train, but the GM is encouraged to give
its layout some thought - from the front enginéf tHrough
the temples and gathering areas of the r‘er'ngdeled cisterns,
to the luxurious carts at the back. This vs;ill be_ﬁartichlarly
helpful if the characters have to move back and,ft.)'r,th
between cars, hide or plan a suitable spot for an ambush.
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THE TAILOR FROM MIRA

STRENGHT 2, AGILITY 3, WITS 5, EMPATHY 1
vasrous sl amage 2GR
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16

.life forms.

LEviTaNM

Levitanium occurs naturally in all native Arzachelian life
forms, but is still far from thoroughly understood. So far
only the Colonial Agency has gravitop'projectors capable of
flight in Arzachel’s atmosphere. Levitanium in organisms
changes how the organism relates to gravity dn a molecu-
lar level, which is what causes all organic life on Arzachel
to be gigantic even though the actual gravity is normal.
Trees are the size of skyscrapers, ants about thesize of
cats and birds like lions. Breathing masks are réciuired to
avoid eventual suffocation from oversizéd’p.arasites EL
bacteria. ‘ _' : '

Once levitanium has been removed froma livjl.fg orga-
nism, it falls apart and eventually becomes worthless
unless it is kept at a warm temperature. .

The Arzachelian priests used tb smoke levitanium, crea-
ting a strong psychedelic éi(perience lasting a few minutes.
The smoker feels herself disappearing into her own pulse,
where her identity is‘completely unraveled and absorbed
into an infinite stream of rhythmically pulsating energy
strands united in a wild and eterngl dance of iife. Priests -

put themselves in this state to c_ohﬁune with the Dancer, - -

but since the arrival of the Ze.ny_hi'éns, this practice has
fallen out of favor with the current spiritua!_igad:e'rghip:_ ..
Smoking levitanium haspo effect-on th'e"la:li hg_lﬁéh'it'és',
who already live in a controlled version.of t"ih‘is state.. -
Characters who smoke levitanium ge‘t_qne_ bonus-‘djé‘bn.
the next roll they make duriﬁg meetings wii_I)_Arzachelién




EYE OF THE BEAST

b

SKILLS: Force 2, Melee Combat 2, Dexterity 2

ATTRIBUTES:
STRENGTH 4, AGILITY 2

e
"

i) 22l A TR fo B ATTRIBUTES:
Sy A e Bl STRENGHT 2, AGILITY 2, WITS 4, EMPATHY 3

17
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18

THE ARZACHELIANS

The Arzachelians are organized into a handful of clans ruled
by a theocratic council with one priest-from each. The Dancer
is worshipped exclusively. Endurance is the highestideal,
marriage the holiest ritual. The technology level is Primitive,
although passed-down knowledge and a handful of guarded
high-tech relicslsuggé'sts the group originated fromalarger,
more technically advanced population thatis ;IOW forgotten.
The Arzachelians them'sg,lvgs}ii_éliéve the Dancer threw - .°
them down from the stars as pq.éis:h-ment for their deca-
dence, and that they have to'show themsel\_lg_élwo_'rtt!x ;
through endurance in order. toone da'y_retu.l:n:to,thé‘i;',[?'s‘I ;
glory. With the arrival of the Colonial qupéi}: amajority of
the priests believe thatdayis coming so‘t;r_\,_while a mih_(;;'ity

- in particular those who still smoke levita;jiy_m -are conVir)-. r
".ced the Colonial Agency is a clever new'trick—frg_m the Beast."

Also worth mentioningiétﬁe'resin burned in Haima, which
sterilizes a person’s insides and allows fof the :remo_val of
breathing'masks.:Arzachelian breathing mésks are'-c.rl'a'flted
from various bladders and treatéd animal parts.The fear n'f-“
the forest'is great, asis the fascinatio;1 with the ne-w arrivals
and_ thei{ technology. Arzachelians don’t have any l-ev‘itan"i.t'im

intheir bodids. -

SKILLS: Command 3, Manipulate 4, Culture 2, Survival 1

ATTRIBUTES:
STRENGHT 3, AGILITY 4, WITS 5, EMPATHY 1

, y
MIND POINTS: 6

SKILLS: Ranged combat 2, Melee combat 2, Dexterity 2,

Infiltration 3, Observation 3, Survival 4

. ATTRIBUTES:
O STRENGHT 3, AGILITY 4, WITS 2, EMPATHY 4




EYE OF THE BEAST

MIND POINTS: 6

f sKiLLs: Mystic Powers 1, Manipulation 3, Culture 2, Survival 1

ZADAAR .

From above, Zadaar resembles a sharp-edged C. The ove-
rallimpression is of an oil platform, but rising 30 meters
above the'forest floor on four massive legs ending in huge
caterpillar treads. The inside of the C is equipped with big,
" industrial saw blades. The platform is positioned around
atree and proceeds to saw it down, which takes about a
day. Once the tree has fallen, an automated mining unit is
deployed in the stump and starts extracting the levitani-
um-rich root pulp, which is stored aboard Zadaar in huge
tanks that keep it at a constant temperature. The process
involves running levitanium in pipes throughout the entire
s to: platform. Zadaar had about one hundred crew members,
' ) : mostly Firstcome (REPUTATION 1-4, no Arzachelians). The
: platform also has a sophisticated laboratory for visiting

scientists.

19
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EYE OF THE BEAST

SKILLS: Force 2, Manipulation 1, Melee Combat 2, Command 1,
Technology 2

‘ 1S s ATTRIBUTES:
. STRENGHT 2, AGILITY 5, WITS 3, EMPATHY 3

. e v MIND POINTS: 6

. Fra , SKILLS: Dexterity 5, Infiltration 5, Observation 5, Survival 5

WEAPONS: None; lali do not fight.

-
. -
ATTRIBUTES: i r
STRENGHT 5, AGILITY 2, WITS 2, EMPATHY 2 : A o
e X a8y - s
. e
5 o ATTRIBUTES:
MIND POINTS: 4 _ STRENGHT 2, AGILITY 3, WITS 4, EMPATHY 3
3 e " . R e 3 ;
. ok
- ;
~ *
' : - ‘. '
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SCENARIO COMPENDIUM 1

MIND POINTS: 7

SKILLS: Science 3, Medicurgy 2, Technology 2, Observation 1
]
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The characters could choose to completely ignore Ul_'zid. If -
he doesn’t hear back, he’ll gas bomb the area 24 hours after
42 the characters went silent. Once the gas clears he sends a
i P 5 ‘o Legion squad to secure Zadaar. He will inform the charac-
- ters about this even if they don’t answer his hails. ’
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ALGEBRA OF THE ICONS
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ALGEBRA OF THE ICONS
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ALGEBRA OF THE ICONS

INDUSTRIAL ALGEBRA

Industrial Algebra is a free company that has been around
for about a decade. The founders are naive data djinn
genius Doctor Humina Ghabi and charismatic Pasha-of-
Finance Ilad dar-Sala, both privileged Zenithians. The
company specializes in next generation ship intelligences
-research that has attracted enormous amounts of birr
from several Zenithian factions after many successful pro-
jects. The beneficial conditions for businesses in Mehrabi
allow the research to proceed without interruptions.
Industrial Algebra has a place in the company council that
runs Mehrabi, but with the kind of patrons they enjoy they
neither have to nor care to engage in administering the -
city. This has made the rest of the council irritated and jea-
lous, but hardly so much that it would drive any of them to

commit murder.

31
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JobDjinn is a service on Mehrabi’s infonet where anony- e
mc;us clients advertise various jobs to contractors who are «
baid and rated \‘Nithoﬁt the two :e'ver meeting. An hour with ) 1 o
.the hundreds of JobDjinn accounts on the hidden phylac- 8 o ) ey
tery re\Leais how they’ve been used, through thousands of 3 y
' seemlngly meanmgless jobé " to create several complex
chains of events that, among other things, have placed the

: '-r'ﬁurderweapon in the facility. ) ) sufitgel .

s, Player Handout: Mini-tabula
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ALGEBRA OF THE ICONS

THE PATRON CALLS

At a moment that you as the GM decide is dramatically app-
ropriate, the characters are suddenly contacted by their

ATTRIBUTES: patron (not Lazarus Il), who has made an unannounced visit
SERENCIH2; A""TY CAWILSISEREATHY(Z to Mehrabi and suggests they should meet immediately to

do something relaxing now that the characters are notona

. p .l

SKILLS: Ranged Combat 2, Melee Combat 2, Technology 2,
Dexterity 2, Infiltration 3, Observation 3, Survival 2

35



SCENARIO COMPENDIUM 1

ll ATTRIBUTES:
¥ STRENGTH 5, AGILITY 2, WITS 2, EMPATHY 2

MIND POINTS: 4

% it : . SKILLS: Ranged Combat 1, Melee Combat 2, Force 2

36
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THE MAHANJI OASIS

THE MAHANJI OASIS '

¢ AVERAGE TEMPERATURE: 40-60 de;grees centigragie'du’ripj
the day and around 30 degrees at night. ELEN

¢ POPULATION: 1,000 permanent residents at the Mahanji E
Oasis, plus around 500 workers at the'spaceport andin, -
the petroleum industry. The Firstc‘:ome resideﬁts are of
Beriand Xinghur descent.

¢ GOVERNANCE: The Mahanji Oasis is an ind_ependent set-
tlement governed by the Firstcome clans..The Colonial
Agency and the Free League govern the petroleum com-
panies, the spaceport, NimaBionics and the Foundation’s
Geochemical Outpost.

® LAW AND ORDER: The local sharif, working alone, keeps
the peace. The petroleum companies, the spaceport
and NimaBionics have their own security staff, and are
officially not included in the sharif's responsibilities, but
anything that happens in public is still the sharif's busi-
ness. Certain elements of the population are aware of an
additional, secret organization called the Guardians.

¢ IMPORTS: Medicine, spare parts, meat.

& EXPORTS: Petroleum, fruits, spices, bionic derivatives.

o~ r 7 %
i (A, Tl . { e, G v pmmmren——rp i ";Olhs—_---q pe

=T fﬂ—-*f‘fé.-ﬂh—_t?:"

£y 74
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SCENARIO COMPENDIUM 1

¢

-* ~ MAP: THE MAHANJI 0ASIS
1. MahanijiVillage

The Foundation's Geochemical Outpost

The Rig Cemetery

The Hermitage

Xin-Mal's Diving Center

The Tayasuf Ilm Terpple and Library
The Estate and The Factory

The Spaceport

The Ruins

P e N e g s

THE MAHANJI OASIS

MORGAWU
MOUNTAINS




THE MAHANJI OASIS

MAHANJI VILLAGE

MAP: MAHANJI VILLAGE
A. Achalom's Cantina
B. Caravan Seraglio
C. Loader Park
D. ]‘he Petroleum Companies
E. The Well of Dreams
F. Fraytor's Bar
6. The Doctor's Office
. 1’i—| Matil Hamila's Emporium
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.

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

BRI MIND POINTS: 7

SKILLS: Observation 5, Infiltration 4, Ranged Combat 4, Survival

4, Dexterity 3, Manipulation 3

EEUUAR ARMoOR: Heavy (6)

i . GEAR: Thermostatic suit, exploding arrows, the Arrow of Ulung
' B (negates Armor), personal communicator, personal sensor, sand
crawler.




THE MAHANJI OASIS

SKILLS: Technology 5, Science 5, Culture 4, Manipulation 4, Data
Djinn 3, Ranged Combat 3

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

MIND POINTS: 9

SKILLS: Culture 5, Science 4, Manipulation 3, Mystic Powers 3.

Lt GEAR: Cane, Ulung talisman.

45
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ATTRIBUTES: . s
STRENGTH 3, AGILITY 2, WITS 3, EMPATHY 4 ) . '_ sk “'
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THE MAHANJI OASIS
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