


$XWKRU
������
�ũ���Ū���X



�����ũ����
��Ū�����
�����

$GGLWLRQDO�PDWHULDOV
���������Ş��������ř�
�����
���������Ŝ���
������ř�������ũ
�����Ū�����fř�����������
�������

(GLWLQJ
����������ř���������Ŝ���
������ř�P������ũ������Ū�������ř�����������
�������

/D\RXW
��������������������ĺ������P����
�

&RYHU
�P��������������������������������������

3LFWXUHV
��������������ř���
��������������������ř������ũ���	��	������Ū�
����������ř�������

��������������ř��������������ř�
�����������������ř��������������ř��������������ř���������
���������ř�
���
���������������������ř�������������
����ř������������ř��P�������������ř�
����������������ř����������ř��Ŝ�
�������������ř��������������ř����������������ř���������
�����ř����������
��ř��������������ř��������������ř���������
������ř���������������ř�

�����������������ř������������
����������P���
���������Ŝ���������������������������ś����������
��������������
����ř��
������	��
������������������	Ũ���������������������������������

����������Ŝ

6SHFLDO�7KDQNV�WR
�������ř��
�������ř������ř�
����ř������������f����������������ſ������������ř���������

����
��������������������ƀ�Ş�	���������
���	�������������Ŝ�������������������Ş�	�������
���

����	�������	���Ŝ

���������������������������P���������ř���������
��������������������������Ŝ

�����������	����	���������
�������
������Ŝ

�����
������	����������������
���������
����������ř�����������	���������������������������
�����������Ŝ��
���Ŝ���Ŝ�����
��
����������������������������
����������������������������
�����	������������������������
����Ŝ���������������������Ŝ�
��������������������������������������������������������������ř����������ř����������������	������������	�������������Ŝ

ɯɫɮɯ�
������
�����������ř����������������������ř��������������������������������������������������
�������������������	�

������
�����������fŜ�������
������������Ŝ

���������������������������������ɯ����������
ř����Ŝ������������ɯ���
������������������	��������ɯ����������
ř����Ŝ

������
������������Ŝ



7DEOH�RI�&RQWHQWV

&KDSWHU�����

,QWURGXFWLRQ�����������������������������������������������������
ɮŜ���������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɳ
ɯŜ�����
������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɴ
ɰŜ��������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɵ
ɱŜ����	������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɮ
ɲŜ����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɰ
ɳŜ���������	��ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɱ

&KDSWHU�����

7KH�+HUR�����������������������������������������������������������

&KDSWHU�����

(TXLSPHQW���������������������������������������������������������
ɮŜ��������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɰɳ
ɯŜ���������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɰɳ
ɰŜ�������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɰɵ
ɱŜ�����
����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɱɮ
ɲŜ����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɱɰ
ɳŜ�������	����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɱɱ
ɴŜ����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɲɯ
ɵŜ�������������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɲɰ
ɶŜ�����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɲɱ
ɮŜ����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɲɵ
ɯŜ����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɳɯ

&KDSWHU����

$6+�������������������������������������������������������������������
ɮŜ��������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɳɵ
ɯŜ���
�����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɴɯ
ɰŜ���	������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɴɯ
ɱŜ���������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɴɳ
ɲŜ�����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɵɱ

&KDSWHU����

%DUL]�����������������������������������������������������������������
ɮŜ�
�������������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɵɵ
ɯŜ���
�����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɶɫ
ɰŜ��������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɶɯ
ɱŜ�����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɶɴ
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&25�������������������������������������������������������������������
ɮŜ�
�������������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɫɫ
ɯŜ���
�����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɫɱ
ɰŜ�����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɫɴ
ɱŜ�����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɫɶ
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7RXU�GH�*DOD[\�������������������������������������������� ���
ɮŜ���������������	�������
�������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɮɯ
����ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɮɰ
ɯŜ��������������������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɮɳ
����ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɮɳ
�������ŞɯŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɮɴ

&KDSWHU����

7KH�(QHP\����������������������������������������������������� ���
ɮŜ�����
����ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɯɱ
ɯŜ�������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɯɱ
ɰŜ���������������	��������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɯɲ
ɱŜ������ř�������
����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɯɳ
ɲŜ�
����ř���������	����ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɯɳ
ɳŜ���
ř��������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɯɴ
ɴŜ������ř��������	�������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɯɵ
ɵŜ������ř��������	��������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɯɵ
ɶŜ�����ř��������	�����ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɯɶ
ɮɫŜ�����ř�����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɰɫ
ɮɮŜ����Ş���ř��������Ş	����������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɰɫ
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����ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ ɮɰɮ
������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ ɮɰɱ
�������������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ ɮɰɴ

&KDSWHU�����

%HVWLDU\�������������������������������������������������������� ���
�����������������������	���������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ ɮɲɫ
���������������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ ɮɲɯ
�������������	��������������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɲɯ

$GGLWLRQDO�0DWHULDOV��

$GYHQWXUH�$%&�������������������������������������������� ���
ɮŜ����������ś���������������
�����ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɳɯ
ɯŜ�����������ś��������������������ŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜŜ �ɮɳɳ
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There is a grain of truth in every story. 
!e stories about a dark star, a strange 
companion of Earth’s Sun had been 
told since the dawn of civilization. 

!at star was supposed to be the harbinger of 
some great disaster, the extinction of entire 
humankind and the destruction of its planet. As 
the millennia passed, humans forgot about myths 
and faith, and started to rely on science. While 
most such tales were lost in the mists of time, the 
legend about a dark star resurfaced occasionally, 
inspiring astronomers to theorize about a 
hypothetical object, called Nemezis – a"er the 
ancient goddess of destiny, justice… and revenge. 
Some scientists claimed that this object would be 
a brown dwarf, circling the Sun in a far, elliptical 
orbit. Nemezis would enter the solar system once 
in millions of years, changing the orbits of comets 
and planetoids, thus increasing the odds of such 
an object crashing into the Earth. Despite solid 
calculations, these theories did not #nd many 
supporters, and when the progress of science 
resulted in the construction of engines allowing 
humans to travel faster than light, the Nemezis 
hypothesis was discarded and forgotten.

A"er many millennia, when mankind had 
managed to conquer almost the entire Galaxy, 
Nemezis resurfaced as an object of interest 
to the scienti#c community. A certain object, 
accidentally discovered on the edges of the Solar 
System, did indeed turn out to be a brown dwarf. 
A"er more scrutiny, Nemezis was found to have a 
companion – a small planet, immediately dubbed 
Nyx. A small ship, equipped with state-of-art 
geological equipment, and manned by a group 
of scientists attempting to survey the planet, was 
sent to its surface. !e results of this research 
would supposedly give mankind greater insight 

into the formation of the Solar System. However, 
a"er a few days and the initial experiments, 
contact with those on Nyx’s surface was lost. 
It’s not sure what exactly triggered the disaster, 
but it’s almost certain that these scientists were 
somehow involved.

A single day later Earth, the cradle of 
humankind, was destroyed.

Initially, the destruction of Earth was thought 
to have been caused by some kind of cosmic 
disaster. Neighboring star systems sent scout 
ships to investigate – none of them returned. 
When contact was lost with those systems as 
well, rumors about an attack by some kind of 
alien creatures started to circulate. All attempts 
at contact were unsuccessful, while the unknown 
enemy seized system a"er system, star a"er star. 
Months came and passed, but humans couldn’t 
#nd answers to any of their questions: why had 
the aliens attacked Earth, how numerous were 
their forces, or even what kind of creatures they 
were. !e #rst questions were only answered a 
year a"er the disaster triggered by mankind’s #rst 
landing on Nyx. A band of mercenaries surveyed 
the remnants of the Solar System. !ey learned 
that not only had the Earth and other planets 
been obliterated, but both stars of the system – 
Sol and Nemesis were gone as well. !ey found a 
short video recording in the remnants of a space 
probe, the only image of the creature sleeping 
under the surface of Nyx. It was an immense 
worm, hundreds of miles long; its body was black, 
swallowing all light and matter. 

It was called the Devourer of Worlds.
Awakened from an eons-long dream, this 

god started a dark crusade. As an act of its will, 
it called forth the Horde, a race of mindless, vile 
beings, completely subject to its demands; and 
set it on a completely unprepared humanity. !e 
Horde knew no mercy. !e beasts killed everyone: 
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men, women, children and the elderly, the sick 
and the dying. In just a few years billions died, 
and thousands of solar systems were plundered. 
Small planetary $eets couldn’t measure up to void 
krakens, star vipers, and living ships of Horde’s 
$eet. Everything seemed lost forever, and the 
legends about a dark star, a harbinger of doom, 
were told once again.

But recently, something has changed. For the 
#rst time, mankind has defeated the servants of 
the Devourer of Worlds. Today, the Horde still 
wins most of the battles, but the fate of mankind 
is not yet set in stone. People are seriously 
considering the uni#cation of the Galaxy, and 
even an alliance against the dark gods. Already 
small alliances are forming, between up to dozen 
or so systems. Unfortunately, personal happiness 
is still o"en put ahead of the survival of mankind. 
!e day of the uni#cation of mankind under one 
creed is yet to come.

���7KH�*DOD[\
Millennia have passed since the age of the 
#rst interstellar journeys. Tens of thousands 
of worlds have been colonized. Technology 
allowed for terraforming many worlds with 
potential, allowing them to support life. !e 
terraforming process was slow, but no one was 
in a particular hurry. For millennia, the worst 
threat to mankind was mankind itself.

Nations were born and died out. Wars – for 
living space, for money or for freedom – still 
happened. !ough millions su%ered, billions 
could live in peace and wealth. Regardless of 
your ideals and beliefs, you could #nd a place for 
yourself, somewhere out there in the universe. 
War became a weapon of last resort, used when 
all the other possibilities had been exhausted. 
In the course of the expansion, the hot hearts 
of humans cooled down, tempered by wisdom, 
patience and serenity.

A century ago, the estimated number of 
inhabited planets was in the tens of thousands. On 
twice as many, mankind had established outposts, 
colonies, or terraforming stations. But since the 

awakening of the Devourer, that number has 
sharply decreased. Each year, a couple of systems 
are destroyed, and hideous beasts attack dozens 
of others. If the Horde isn’t stopped, humanity 
will be extinct in a thousand years.

And yet, a lot of people don’t care about the 
servants of the dark gods. Looking at other 
worlds #ghting for survival, they shrug and 
say ‘Why should I care?’ In the far corners of 
the Milky Way the Horde, the dark cults, and 
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the gods they worshipped are considered a tall 
tale. Most people don’t care about the deaths of 
numerous stars, and they won’t care – until the 
Horde appears in their system.  Even then, most 
of them would rather $ee than #ght. A"er all, you 
just need a little money to escape far away, into 
another corner of the Galaxy, where the servants 
of the Devourer will not appear today or in a 
hundred years, and the Horde will be dangerous 
simply to future generations.

If you travelled between the worlds, you’d 
encounter both hope and despair. !ere are 
thousands of worlds worshipping Pleasure and as 
many that worship Money. But we should perhaps 
focus on the systems on the front line, where 
mankind struggles for survival. !e heroes of our 
tales will decide the fate of planets. !eir souls 
will be forged in the heat of battle, in the hell#re 
of the war with the Horde. !ey will be generals 
in the war with gods.

���7KUHH�:RUOGV
Let’s zoom in, to the three planets of a binary 
system known as Horizon. !e worlds are called 
Ash, Bariz and Cor. !ey’re exceptional for many 
reasons, but the most important is the close 
presence of the Horde. !is system is the site 
of the Battle of Cor, fought between the human 
army and the servants of the Void Worm here 
twenty years ago. Even though the immense 
living $eet of monsters was vanquished, the 
remnants of the Horde managed to infect Cor. 
Once considered one of the most beautiful 
planets in the Galaxy, this world became a 
battle#eld. From then on many lives have been 
lost, but humans aren’t quitting – Cor is the #rst 
place in recorded history where mankind has 
defeated these monsters in open war. !ough it 
might seem that defeat is inevitable, the fate of 
Horizon is not yet sealed.

$VK
Ash was once an inhospitable world, covered in 
ice, ravaged by wind and snowstorms. Hundreds 

of years of terraforming warmed the planet and 
made it more inviting to humans. Initially, the 
planet was inhabited by a few thousand people, 
but over the course of a single decade it increased 
a hundredfold. Megacorporations, tempted 
by the planet’s natural resources, started to 
build industrial and mining plants, and invited 
important personalities to the planet: from 
scientists and engineers to entertainers for the 
workers. In time, the planet became famous 
for its machines, vehicles and cybernetics. It 
was the headquarters of In#nity, a powerful 
genetech corporation, very in$uential in many 
star systems.

A couple of decades ago, everything went to 
hell. !e terraforming machines, still working on 
improving the natural conditions on Ash, started 
to malfunction for unknown reasons. Initially, this 
was considered another minor snag, but as more 
and more devices started to fail, the inhabitants of 
Ash understood that the problem was much more 
serious than they had thought. !e scientists 
tried to repair the machines, but the basics of the 
technology behind the terraformers were long 
forgotten, and the planetary government couldn’t 
a%ord to import new ones. Only the corporations 
had the means to save the planet; but the CEOs 
and boards of the companies decided that 
moving production elsewhere would be a better 
investment than buying more terraformers, 
which might break down as well. And the attack 
by the Horde and and the invasion of Cor were 
the last straw – most of the larger corporations 
pulled all their resources from Ash.

!e planet is dying. !e damaged terraformers 
still manage to slow down the inevitable, but 
they will never manage to completely stop the 
return of the glaciers. In twenty or thirty years the 
planet will be too cold to sustain life even in the 
heated cities. Most of the settlements are already 
empty. Ash is now inhabited by around #"y 
million people – less than a tenth of its previous 
population. Most of the remaining corporations 
have been bought out by In#nity. Today, only 
three forces control Ash – In#nity, the Syndicate 
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(a powerful criminal empire, currently divided 
into many factions), and the government.

%DUL]
!is was the #rst planet colonized in the 
Horizon system.  Ash and Cor orbit the larger 
star, while Bariz circles around the smaller one. 
At #rst sight, the planet seems like an oasis of 
peace. !e descendants of the #rst colonists 
live in giant mansion-cities, hundreds of 
miles across, hovering over the surface of the 
planet. !e noble families of the planet never 
surrendered the right to own land, and have 
managed to keep their fortunes intact - until 
now. !e nobles took care not to build factories 
or other manufacturing plants, thus preserving 
the natural beauty of the world. Together with 
the ordinary people they live in the cities 
hovering over mountains, rivers and forests 
of the planet, and their chief task seems to be 
multiplying their money. In their spare time 
they create works of art, and meditate upon the 
nature of the Universe, and the place of gods 
and the Horde in the order of things.

!is is only a thin veneer. Under the surface, 
Bariz is a jungle. Only a thin line separates the 
common people from the intrigues, covert wars 
and conspiracies cra"ed by planetary factions. 
Under the veneer of etiquette and diplomacy, 
silent wars are being waged, with giant estates, 
the lives of millions or even 
the fate of planets at stake. In 
these battles, swords and pistols 
are used only as weapons of 
last resort – usually as a way 
of resolving matters of honor 
between ladies or gentlemen. 
Usually, con$icts are solved by 
quick wits, sharp minds, and 
precisely placed threats. !e 
soldiers of Bariz are diplomats, 
spies, and psionicists. 

While the Horizon system is 
on the brink of collapse, with 
Cor being slowly devoured by 
the Horde and Ash freezing, 

the people of Bariz do nothing. !e show goes 
on, until the band stops playing – and it will play 
until the planet’s orbit is visited by the powerful 
void krakens. Who cares about monsters? Bariz is 
already full of monsters in human skins.

&RU
!irty years ago Cor was a popular vacation 
planet, fashionable among the elite of 
neighboring star systems. !ousands of people 
came to Cor’s resorts to enjoy the warm climate, 
dive into the depths of ocean, and rest on its 
many beaches. And when the Horde arrived, 
this dream burst like a soap bubble.

!e resorts emptied, corporate support 
evaporated like a morning mist, and the bank 
accounts of those companies who had invested 
money in Cor’s tourist industry were emptied 
and closed. !e planet was le" to die. !e 
only people concerned with the fate of the 
planet were the ones who observed the battle 
between the Horde and the human ships from 
the surface – the inhabitants of Cor. In the 
minds of the rest of the mankind the world 
became simply “yet another planet conquered 
by the Horde”. But the Cor Army did not 
intend to surrender easily. All available forces 
were mobilized. Powerful forti#cations were 
erected and the few cities still inhabited were 
turned into strongholds; from the furthest 



ɮɫ

��������ɮś��������������

corners of the Galaxy came people who dared 
to #ght with the spawn of the Devourer. And 
furthermore, Emperor Tenji, one of the oldest 
monastic starships, where cyborgs were trained 
and produced, arrived at the planet’s orbit. !is 
was to be a full-scale war.

!e #ght has now been going on for over 
twenty years. !e Horde managed to conquer 
almost one-third of planet’s surface, and they 
move forward every day. !e rate of advance is so 
slow, however, that many human commanders 
consider attacking. Rumors say that only a 
small fraction of the human soldiers are sent to 
the front line. Almost a quarter million soldiers 
are defending some unidenti#ed object. Some 
people claim that it’s the Great Pyramid of 

Black Iron – the tomb of one of the great gods 
of darkness. Two hundred and #"y thousand 
reserve troops is not all; on board the Emperor 
Tenji there are at least few hundred cyborgs. A 
single word would be enough to let them loose 
and send the Horde back to whatever Hell 
it crawled from. For some reason, however, 
the commanders are afraid to use this force. 
Rumor has it that Cor was infected not only 
by the Horde, but by Lij, the goddess known as 
Poisoner of Technology.
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Nemezis is all about con$ict. Regardless of whether 
your character is the head of a noble family 
dealing with the plots and intrigues swarming on 
Bariz, a brave soldier of Cor #ghting monsters, 
or the boss of a Syndicate faction wanting to gain 
greater power – you will be forced to #ght in the 
name of the things you hold dear. You will have 
to #ght and kill the people standing in your way. 
A character living a quiet, simple life does not 
belong in Nemezis – no one will be interested 
in their story. !e best stories are about people 
determined enough to risk their lives, and ready 
to sacri#ce everything to achieve success.

7HFKQRORJ\
Technology is the key factor in determining 
lifestyle. !e means of transportation, 
communication, the structure of governments 
and society –all depend directly on the available 
technology. On many planets its spoils are just 
part of the background, and ordinary people 
don’t know about its existence and the extent of its 
in$uence on their lives. Medical breakthroughs 
eliminating genetic $aws, terraformers making 
unhabitable planets available to humans, or FTL 
engines that make space travel possible – these 
are just three examples of the inventions that 
completely changed the human race.

&\EHUQHWLFV
Occasionally the replacement of natural limbs 
and organs by arti#cial components becomes 
a trend in most systems with access to this 
technology, usually once in a generation. 
But when the fashion passes, there comes 
a period of ostracism for the users of the 
implants. Churches, sects, and natural-human 
movements have clashed with the companies 
manufacturing, producing and installing 
cybernetic implants since the introduction of 
this technology. Nonetheless, these are fringe 
groups – an average person won’t think twice 

about seeing someone with a composite arm or 
steel eyes.

Cybernetics come in two broad kinds – civilian 
and military. !e #rst are fairly limited, not 
only in terms of the #repower implanted in the 
device, but also in regards to performance and 
capabilities  - for instance the strength of their 
arti#cial muscles. Governments want to protect 
society against the threat of criminals using the 
newest discoveries of technology against it. Of 
course, military cybernetics is still available on 
the black market, but its rarity and price are 
enough of a limitation.

&\ERUJV
!e #rst attempts to create ‘real’ cyborgs – with 
completely arti#cial bodies – were a complete 
failure. All the people who turned $esh and 
blood to composites and metal sooner or later 
turned insane. Some gave in to a homicidal 
rage, killing all the people unlucky enough to 
stand in their way, and others killed themselves 
or tried to destroy their mechanical bodies. 
A"er years of experimentation and research 
it became obvious that the problem was not 
in the technology but in the human psyche. 
Being a cyborg is a terrible fate – they don’t 
feel many of the simple human pleasures, their 
freedom is very limited and their life is one of 
endless service. Only people with exceptionally 
strong willpower, who have undergone special 
training, are able to retain their sanity a"er a 
full body conversion. Today, when someone 
wants to serve their country or organization as a 
cyborg, they’re sent to one of the monastic ships 
– huge vessels, mental academies, scienti#c 
facilities and exotic monasteries all rolled into 
one. !e monks shape the beliefs of the future 
cyborgs, teaching them that in order to achieve 
true happiness, one must forsake all desires. 
Some volunteers need years to understand this; 
it might take others an entire lifetime. Most of 
them quit a"er few months of training.

Of course, you can still #nd facilities where 
anyone with enough cash can get turned into 
a cyborg without any training at all. !ere are 
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people who don’t want to hear about what’s 
going to happen to a soldier’s mind a"er a few 
months of battle – all that matters is his e&ciency 
in defeating enemies. And besides, the average 
life expectancy of a front-line soldier on Cor is 
around three months.
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Among all the branches of science, nanotech-
nology is the most controversial – but it’s key 
to the survival of the modern society. Program-
ming mistakes, incompetence and simple hu-
man stupidity have caused hundreds of ac-
cidents involving nanobots. Nanoids used as 
weapons (especially in the hands of terrorists) 
have resulted in hundreds of thousands of vic-
tims. A simple mention of ‘nanoids’ is enough 
to terrify almost anyone. Even today, when the 
risk of nanoid mutation or programming er-
rors has been eliminated, and nanotech is never 

used on the battle#eld, the technology is still a 
source of fear.

Nanotech is commonly available today, but it’s 
used only when there are no other alternatives. 
Some of its many uses are interfacing the control 
systems of implants with the human nervous 
system, advanced medicine, and the repair and 
maintenance of terraformers and spaceship 
engines.
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!e technology allowing for the genetic engine-
ering of living organisms and the improvement 
of human capabilities has been known for ages. 
Initially it was reserved for the military and set-
tlers colonizing new worlds, but when mankind 
le" the Earth it became available to the common 
people. Minor modi#cations, like erasing heredi-
tary diseases or minor $aws, are performed free 
of charge in most of hospitals. Usually, an avera-
ge citizen refrains from larger-scale alterations. 
!e reasons are twofold – the high price of such 



ɮɰ

��������

modi#cations, and the risk of complications, po-
ssibly resulting in unwanted mutation or even 
death. Even though the risk is relatively small, 
and the rewards substantial, fear drives people to 
seek alternative solutions, like cybernetics.

6SDFH�7UDYHO
Only a handful of people can understand the 
theory behind interstellar travel. Even fewer 
know how the Faster-!an-Light engines actual-
ly work. But a"er the basic training, anyone can 
work the navigational computer and push the 
hyperdrive button.

!e key parameter of the drive is its class, 
described by a number. Initially it was a 
multiplier, describing how many times faster 
than light the ship travelled. Today, it describes 
the number of light-years travelled per standard 
hour. !e newest engines in civilian ships have 
a class ranging from 10 to 100. !e exact class 
of military vessels is not publicly known, but it’s 
likely to be at least twice as high.

Modern engines are, however, extremely 
expensive, even for the elite. If an ordinary 
person has a starship, it might have an engine 
that is decades, or even centuries old – with 
a single-digit hyperdrive class. Even though 
they are slow and require countless repairs, 
these are  much cheaper. !ere are whole social 
groups living on board such ships – independent 
merchants, mercenaries, bounty hunters. !ey 
move from system to system to #nd a new job, 
fame, or fortune or to escape from some dark 
past chasing them.
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7HUUDIRUPLQJ
Mankind has always dreamt of settling distant 
worlds in space – and changing them so that 
they would be habitable. When mankind re-
ached the stars, it became clear that terrafor-
ming the #rst planets was only a matter of time. 
!e #rst terraforming engines were very inef-
#cient – the time to alter the atmosphere alo-
ne was measured in hundreds of years. Luckily, 
further improvements and the nanotechnologi-
cal revolution shortened this period to a few de-
cades.

!e terraforming engines used today are huge, 
and resemble factories or  automated complexes. 
!ey must not only alter, but also maintain the 
climate to keep it identical or close to Earth’s. !e 
damage or destruction of terraformers is a great 
threat – in most cases the environment returns to 
its state before the arrival of humans.
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In the ancient past when men had just started 
their journey to the stars, the #rst human able 
to move objects with his mind alone appeared. 
Initially mocked and called a charlatan, in the 
course of his long life he managed to discover 
hundreds of people like himself. !eir work al-
lowed them to create the basis of a new science, 
no longer regarded as a hoax, but a well-known 
fact.

Yet, psionics is still regarded as something 
exotic. Despite centuries of research devoted to 
its secrets, it’s still not really understood. People 
with a psionic talent still have no idea exactly how 
they change reality, but they manage to master 
their skills nonetheless. Hundreds of schools, 
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foundations, organizations or religious sects 
deal in mastering existing psionic disciplines. 
Each year more powers, or new applications for 
existing ones, are discovered.

However, control over psionic powers involves 
great risk. Even the most talented and experienced 
psionicists have occasionally lost control over 
their abilities. Sometimes this involves only minor 
side e%ects, but it can also lead to great disasters 
and the deaths of dozens of innocents. !at’s why 
psis are surrounded by fear rather than respect.

���'DLO\�/LIH
!e human lifestyle is usually determined by 
the technology available. Some worlds bo-
ast access to advanced technology for 
everyone, since all goods are produ-
ced by robots and automated fac-
tories. And since these people don’t 
have to work, they spend their 
time pursuing stranger and 
stranger desires. !ey tra-
verse countless VR worlds, 
jump between mechanical 
bodies, or devote their li-
ves to science, trying to 

#nd a purpose in life, or at least stave o% the 
omnipresent boredom.

Other systems use technology from before the 
age of space travel – and sometimes even more 
primitive, straight from the Middle Ages. !is can 
be caused by wars or the beliefs of the inhabitants’ 
ancestors. Some planets are deliberately kept 
primitive by their rulers, who want to keep the 
masses as easily controlled slaves – the elite lives 
in isolation and use top-of-the-line devices, 
bought with the goods produced by the ignorant 
masses.

Worlds with exceptionally advanced or 
primitive technology are very rare. !e lifestyle of 
the vast majority of planets does not really di%er 
from the early 21st century. One third of a day 
is taken up by work, one third by sleep and the 

rest of day is free to use for hobbies, meetings 
with friends or family, or sports. Meals are 
still taken three times a day, and the most 
popular drugs are usually co%ee, tobacco or 

alcohol. Life has changed in many 
ways – but it’s not a revolutionary 

transformation.
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The best starting point in creating your 
character is working out his descrip-
tion. Below you’ll #nd some sample 
concepts – you can pick one of them or 

tweak it so that it #ts your expectations.

$JHQW
Your employers took care to ensure their re-
presentatives had adequate education, training 
and equipment, appropriate to the importance 
of their job. Your body and mind are products 
of a perfect combination of genetech and cyber-
netics.

But there’s no such thing as a free biomod. Your 
job is your whole life. You don’t have a family or 
friends, and maybe only one or two accidental 
companions. You constantly travel from planet 
to planet, spying on enemies of the corporation 
or government you serve. You steal technologies, 
kidnap scientists, and rescue the assets of your be-
nefactors. And you know that a life of an agent is 
intense – but short. You sometimes wonder what 
your superiors would do if you just quit. Rumors 
say that the most senior agents are allowed to live 
– but most of the deserters are gone. Forever.

$VSLULQJ�1REOH
One wave of a hand can send thousands to the-
ir deaths. One word can change the fate of mil-
lions. It could seem that’s just an act of a man’s 
will– but the nobles are no ordinary humans. 
While mortal, they have all that’s required to 
gain immortality. You will become one of them 
someday.

Still, you need to work hard to take over the fa-
mily estate or corporation you work in. But your 
day will come, and you’re already preparing for 
it. You’re gaining experience, money and allies. 

While you #nd powerful friends you also enco-
unter great enemies. If you don’t have what it ta-
kes, enemy soldiers will enslave or eradicate your 
people. If you do, you will laugh as they fall.

%RXQW\�+XQWHU
!e police is corrupt, underpaid and underequ-
ipped, and only a real chump would work for 
them. !at’s why no one is surprised that they’re 
usually helpless against the real criminals. An 
average cop is no match for the Mob – most pro 
hitmen are veterans, ex-soldiers tired of #ghting 
for someone else’s ideals. !e crime bosses are 
protected by lawyers, bodyguards or agents. !e 
assassins are armed with military cyberware 
stolen from army warehouses. In a world whe-
re law has become just an empty word, only you 
can bring the guilty to justice and make them 
pay. For a price, of course.

To survive, you need to be smart. A ton of he-
avy equipment is not enough to catch a guy with 
a few thousand bucks’ bounty on his head. What 
you need is intel – and you get it thanks to lies and 
threats, blackmail and bribes. When you know 
the location and defenses of your target, you can 
prepare your plan and gather the necessary equ-
ipment. !en, you’ll hunt.

&ODQ�:DUULRU
You are the pride of your race. A chosen one, 
a member of a clan known for centuries as fe-
arless warriors. A savage beast, born to kill. 
Now you’ve received a real energy weapon, and 
you’ve been admitted to the ranks of the clan 
warriors, an elite group feared thorough the 
entire Galaxy. Your ancestors have been called 
“the best soldiers in the history of mankind”, 
and they were brilliant tacticians, cold-blooded 
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o&cers, and fearless #ghters full of rage 
and vinegar. !e age of civil wars ended 
long ago, but that doesn’t mean the Ga-
laxy doesn’t need the services of your 
race.

You are not a hypocrite – you know 
that you weren’t bred to create art or bu-
ild cities. Your destiny is combat, and you 
have all the traits of the perfect soldier – 
bravery, loyalty, the ability to focus on the 
task at hand, and – if necessary – the abi-
lity to unleash the beast and attack all the 
fools daring to stand in your way. !ese 
might include the enemies of your race 
or clan, vile beasts, or the cultists of dark 
gods or anyone who earned the enmity 
of your employers. It’s not that important 
who you’re #ghting – as long as the battle 
is a challenge and the pay is good.

'HOYHU
!e mysteries of the ancient races in-
habiting the Galaxy before the birth of 
human civilization are still waiting to 
be discovered. You’ve devoted your life 
to uncovering the secrets of the dark 
gods and the race who managed to de-
feat them millions of years ago. Who 
were they? How did they do it? What 
weapons did they use? Did they die out, 
or maybe we just haven’t encountered 
them yet? !ere are hundreds of qu-
estions without answers, answers which 
could one day save the human race. !a-
t’s why you do everything possible to le-
arn the truth.

Some people call you a fanatic, a luna-
tic, a dreamer or a utopian. !ey don’t be-
lieve that questing for the secrets of the 
past could in$uence our future. And they 
continue disparaging you - even when 
they see the power of the technology ba-
sed on the scraps of knowledge you ga-
thered on your travels. You are sure that 
they will believe you eventually – the di-
scovery of the truth is only a matter of 
time. And that’s how you are going to 
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save the human race. If people like you are gone, 
no one will be able to stop the coming wave of 
Darkness.

*LJROR
You’re not exceptionally strong, tough or brave. 
You have never really seen the appeal of war or 
star travel. You are smart, but not patient eno-
ugh to become a scientist. What you like is a 
comfortable life, especially at someone else-
’s expense. Luckily for you, the past millennia 
have done nothing to change human nature. 
Rich ladies still desire compliments from hand-
some men, they dream about exotic lovers, and 
they are willing to cheat on their partners at a 

single nod from their dream 
prince. And the naïve male 
heirs aren’t much better. 

You are charming eno-
ugh to seduce almost 
anyone – from the 
young daughter of an 

impoverished baron, 
ready to steal family 
heirlooms for her lover, 
to a frigid CEO, able to 
transfer some company 
shares to a devoted ad-

mirer. Ultimately, every 
one of your victims ends 
up with nothing, while 

you win everything.

,QGHSHQGHQW�
7UDGHU

A lot of people 
want to make it 

on their own 
as a mer-

chant. !a-
t’s the life - 

your own starship, travelling between planets, 
haggling with other merchants in exotic star-
ports full of strange wares, meeting new kinds 
of humans, romancing the wives of important 
people… But few people know what the life of 
a merchant is really like. It’s hastily calculating 
hyperjump parameters in the last minutes befo-
re pirates loot your ship. It’s endless arguments 
with bureaucrats over taxes, tari%s, repairs to 
your junky ship and with your crew over the-
ir pay. It’s hours spent poring over databases, so 
as not to $y corn to a farm world or mutagenics 
to a planet overran by a cult of Pure Humanity. 
Sure, it’s a life of adventure. But it’s nothing like 
the romantic image of a new, free and indepen-
dent Renaissance man.

And you wouldn’t change it for anything, even 
if they paid you for lying on the beach and drin-
king cocktails. Mostly because the ladies really do 
love an o%-worlder.

/DZPDQ
People without morals are like jackals, prey-
ing on the helpless to exploit their weaknesses. 
!ey’re ruthless, and won’t hesitate to perform 
any crime, even the most debased. !ey’re as 
evil as the vile beasts created to destroy huma-
nity. As a law o&cer, you defend people that are-
n’t brave or strong enough to #ght evil. You can 
easily measure up with ordinary thugs – they 
will work o% their debt to society during long 
years spent in penal colonies or work camps. 
!e more dangerous criminals you shoot on si-
ght. Yes, you sometimes cross the borders be-
tween law and your own beliefs, but you know 
that you’re doing the right thing. Justice is not 
always a matter of laws.

Besides, life’s never fair. Your enemies are at a 
great advantage – they use modern technology, 
are o"en supported by the corrupted government, 
and on top of that, they don’t have to play by the 
rules. To win you must use every available resour-
ce – even if it does mean making you more alike 
the men you hunt.
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2IILFHU
Real war is not moving pawns on the chessbo-
ard, or marking down the losses. Battle isn’t so-
mething as ridiculous as a “clash of two minds” 
like chess or go. It’s a nightmare, the horror of 
combat, the clash of millions of people whose 
greatest need is simply to survive. Le" to them-
selves, they’ll die. !ey need someone like you 
– someone who not only #ghts but also helps 
them to #ght better. Charismatic enough to 
keep people calm. Smart enough to guess the 
enemy’s plans. Clever enough not to fall into 
their traps, and to trick them instead.

You dimly remember the day when you le" of-
#cer school. You were young, inexperienced, and 
like your mates you couldn’t wait to take com-
mand over your #rst squad. You were so naïve 
– the army wouldn’t give actual #eld command 
of a unit to a bunch of kids. First, you had to se-
rve as a regular trooper for two more years. A"er 
these two years only seven of your classmates 
had managed to survive – and today, you’re the 
only one alive.

0QHPRQLF�&RXULHU
A long time ago, you decided to delete some of 
your memories and replace them with arti#cial 
ones. Family, childhood, adolescence, #rst love 
– all are forgotten concepts to you. You won’t 
recall them again, no matter how hard you try. 
Your head is #lled with alien memories – indu-
ced by the mnemobank, an ingenious device 
thanks to which you can become a specialist in 
any #eld. Astronavigation, piloting military ve-
hicles, advances in science or even martial arts 
– all you need is a chip with memories of a spe-
cialist.

!e mnemobank is not just a toy. Your job is 
to store important memories; records of the as-
sassinations of important people or the secrets of 
the Galaxy’s best and brightest scientists. Someti-
mes you only need to store it, but o"en you need 
to travel thousands of light years to get to court 
and present key evidence. !e work of a mnemo-
courier is very pro#table, but also extremely dan-
gerous. No, not just because the enemies of your 
employers are ready to blast your head together 

with the mnemobank memories. !e real dan-
gers are the memory chips themselves. You ne-
ver know if you’ll #nd a course in piloting, the 
memory of a serial killer which could change you 
into a butcher killing the poor, or even a “dead 
chip” containing the memories of a dying person 
– that could even stop your heart.

0HUFHQDU\
You remember your life before joining up. Eter-
nal squalor, poor prospects for the future, and 
a large chance of ending up in the gutter – like 
the half the citizens of your city, one of hundreds 
of metropolises on your home planet. You did-
n’t have anything: food, medicine, fuel, schools. 
!e only way to get away from it all was to enlist.

Recruitment took place every few years. Only 
the young could join up, so you’re happy you we-
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ren’t too old or too young and managed to get 
your gun and uniform. But a"er a few years, you 
had a bad day and were thrown out of your unit. 
And that probably saved your life, since later you 
learned that your unit was wiped out. Later, you 
met a man in a bar, who told you about big mo-
ney, easy missions and beautiful women… And 
when you woke up with a massive hangover it 
turned out that you were a soldier again – this 
time, a merc. You’ve used plasma weapons, ener-
gy shields, FTL ships or tactical armor to attack 
enemy formations and slowly destroy their most 
powerful forces, allowing the boys in uniform 
to shoot at survivors. You earned enough to buy 
yourself out, and thanks to connections (and, le-
t’s be frank, looting) you managed to get some 
ni"y equipment. Now, you’re doing the same 
thing – but without those pesky commanders ta-
king their cut. It’s a good retirement plan – if you 
live long enough.

3V\FKLF�&RRUGLQDWRU
Modern battle#eld does not tolerate misun-

derstandings, failures to communica-
te, panic, or disobedience. Yet, the sol-
diers are only human, and they’re prone 
to miscalculation, fear of the inhuman 
e n e m y or even lack of faith in the 

high command. Your task 
is to eradicate their doubts 
and force them to concen-

trate on their orders. You’re 
a soldier, a morale specialist 

and an o&cer, all rolled into one. 
You have combat experience, but 

also a psionic gi", allowing you to 
control the emotions of others. Fear, 

rage, doubt, euphoria – you can summon 
or eradicate them with your mere thoughts.

Once the likes of you were called commis-
sars – now you’d rather be called a psychic co-
ordinator. You know that even when you le-
ave the army, you’ll have no problems #nding 

a job. Every ruler needs a shepherd for his pe-
ople.

3V\FKLF�&RS
No one is innocent. !e streets are full of poten-
tial murderers, rapists, thieves, frauds, perverts 
and heretics. So far you don’t have the right to 
get them all, so for now you’re just looking, exa-
mining, peeking inside their heads. You collect 
notes and photos – you have at least few hun-
dred (and that’s being lenient) #les on potential 
criminals.

Your job is very unrewarding. People don’t 
trust cops that could read their thoughts and le-
arn their deepest secrets. !e fact that you can 
sense their fear, and that you know what they’re 
guilty of, is enough to make them break down. 
Most of them start crying in interrogations, falte-
ring, promising to repent. But the hard cases, the 
serious criminals, turn aggressive. Only a hand-
ful of exceptional people could withstand inter-
rogation – but eventually everyone will show the-
ir true colors. Interrogations are the easiest part 
of your job. !e real challenge is hunting for 
other psionicists, people who know how to de-
fend themselves against mind probes, and who 
can burn the mind of an ordinary man leaving 
no traces of their mental crimes. Even if they are 
masters of their trade, eventually you’ll #nd them. 
You can #nd anyone.

3V\FKLF�6ZRUGPDVWHU
Control.
Discipline.
Concentration.
Mastering the art of fencing requires many years 
of hard work – endless exercise, days #lled with 
training, perfecting both mind and soul. !ere 
are only a few people like you. Most of them re-
sign, or don’t even survive the training, due to 
their weak will or small talent. You survived. You 
became a psionic swordmaster, the harbinger of 
death, a monster, able to defeat a squad of elite 
soldiers. !e likes of you are bogeymen for ari-
stocrats’ kids. And with good reason – even tho-
ugh you usually defend them, serving as a cham-
pion of the nobility in the great game of power, 
you could easily be an assassin. You might beco-
me an emotionless killer, able to move past any 
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defenses, kill the best guardians, immune to beg-
ging, blackmail or bribery.

You are not immortal. !e reason for your 
strength is not just your mastery of the blade and 
psionic talent, but also the aura of fear surroun-
ding the very title of psionic swordmaster. !is 
fear cows your enemies and makes them as harm-
less as babies.

6FRXW
In the ancient times being a scout was an ho-
nor. A small ship, some equipment, and some 
very sketchy maps were all that they received 
on their missions. !ey discovered habitable 
planets, blazed trails in hyperspace and mar-
ked extremely dangerous planets and regions of 
void. Many of them died, usually thanks to mal-
functioning equipment, loss of supplies or engi-
ne damage – but they managed to guide the hu-
mankind to stars.

Today, scouts are o"en considered unnecessa-
ry. !e main trade routes are well-marked, hu-
mans live on thousands of worlds, and they don’t 
lack for resources or places to live. Yet, somehow, 
a scout can still #nd work. O"en the employers 
are corporations looking for new sources of re-
sources, when the old mines run out. Another 
important job is tracing new routes through the 
regions of Galaxy infested by the Horde. Being a 
scout may no longer be an honor, but it’s still a 
good job.

6PXJJOHU
Galaxy is full of people who would’ve died if not 
for smugglers. !e law of most planets is very 
strict for the addicts, deviants or other weirdos 
who use your services – or rather want to use 
them, because you can be very picky when cho-
osing your employers. Most smugglers have no 
such qualms, they’ll transport anything just for 
gain. You’re di%erent – you don’t carry slaves, 
weapons of mass destruction, or hard drugs. 
You also steer clear of religious fanatics.

Your job is dangerous enough as it is, witho-
ut shit like that. You’re a target for cops, armies, 

government or corporate agents, fanatics or the 
mob. You can be screwed by your employers, the-
ir rivals or your own rivals. If something goes 
wrong, no one will help you out – at least not for 
free. !e only good thing is that it’s actually hard 
to annoy anyone really powerful. You’d have to 
transport really hot stu% for the rulers to notice 
you at all. Sadly, if you want to earn enough for 
living, fuel and repairs, you do have to transport 
“hot stu% ”.

6WUHHW�5DW
!ere are thousands of the likes of you in eve-
ry starport. !e dejected, the homeless, those 
with no family support and no rights - all you 
had were your own wits. !e world did not cut 
you any slack, unlike the aristocrats’ kids – the 
underworld has its own laws, and the most im-
portant one is “the smart ones stay alive”. You 
can work at any kind of job – any job you can 
#nd, and if times get tough you break into ho-
uses or steal from people. You need to be care-
ful though – if you fail, you won’t just risk me-
eting cops and security, but slavers, mobsters, 
or worst of all – hunters from medical corpora-
tions looking for young, #t people with working 
organs, which could save the lives of many a bil-
lionaire’s child.

From time to time, one of the likes of you ma-
nages to go beyond the street. A regular job is 
rare, however – it’s easier to get into the army or 
the Syndicate, or start working as crew on some 
independent freighter. Every starport kid hopes 
that one day they meet a captain needing a smart 
helper. You have the street smarts, you have the 
courage, and now you only need a stroke of luck.

9RLG�7URRSHU
Your homeworld is lost. You’ve seen with your 
own eyes how the monstrosities of the Horde 
conquered the planet on which you were born. 
You’ve lost everything – friends, family, your 
home. !e constant war has convinced you that 
all is lost. Maybe the ultimate defeat won’t ar-
rive in the next few years, but sooner or later 
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humanity will become an extinct species, and 
the stars will go out, swallowed by the Devourer 
of Worlds. Of course, you won’t live long eno-
ugh to see that last battle – maybe your chil-
dren won’t see it in their lifetimes. You didn’t 
escape from the Horde to weep over the fate of 
mankind, but to live your life. !e Galaxy might 
be dying, but it’s still full of rich people willing 
to pay for the services of professionals like you.

So you serve those who can pay you – some-
times as a bodyguard, sometimes as a drill ser-
geant. Usually, your orders are more interesting 
– from sabotage, through kidnapping to assassi-
nations.

����&KDUDFWHU�
&UHDWLRQ

Creating a new hero follows the rules from 
Savage Worlds core book.

5DFH
!e #rst step is the selection or creation of your 
hero’s race. Humans have inhabited the Gala-
xy for millennia, and thanks to advanced tech-
nology they have managed to transform their 
bodies. Here, you will determine what special 
traits emerged in the populace of your home 
planet. You must pick a race from the list in the
next section.

���7UDLWV
Every character starts with a d4 in each of his 
#ve Attributes: Agility, Smarts, Spirit, Strength, 
and Vigor. You then have 5 points to distribute 
among them as you choose. Raising an attribu-
te costs 1 point per die type. You can’t raise an 
attribute above d12, unless you possess a racial 
ability that allows you to do so.

You also have 15 points to buy your skills. Ra-
ising a skill by a die type costs 1 point as long as 
it’s no higher than the attribute it’s linked to. Abo-
ve the attribute limit, raising a skill costs 2 points. 

Remember that like Attributes, you can’t raise a 
skill level above d12. Nemezis uses all skills de-
scribed in Savage Worlds core book – except for 
Boating. If necessary, replace this with Agility.

Finally, determine derived statistics.
Charisma is 0, unless modi#ed by Edges or 

Hindrances.
Parry is equal 2+ half your Fighting.
Pace is 6” for an average human.
Toughness equals 2+half your Vigor.

����(GJHV�DQG�
+LQGUDQFHV

!e third step is picking the strengths and we-
aknesses of your character. If your character has 
the Talented racial trait, he or she can pick one 
free Edge.

You can pick 2 Minor Hindrances, worth 1 po-
int each, and 1 Major Hindrance, worth 2 points. 
You can also pick more Hindrances if you think 
that your character concept requires them, but 
you won’t get points for these.

For 2 Points you can:
�» Raise an attribute one die type.
�» Choose an Edge.

For 1 Point you can:
�» Gain another skill point (max d12).
�» Gain an additional $500. 

Later in this chapter you’ll #nd a selection of 
new Edges and Hindrances available for Neme-
zis characters.

���*HDU
!e fourth step is shopping. You start the game 

with the clothes on your back, a backpack, and 
$500 which you can spend to buy starting gear. If 
you so wish, you can receive a Jack – an implant 
allowing you to communicate wirelessly with the 
planetary network. !e list of equipment availa-
ble in Nemezis is found  in Chapter 3 of this book.
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Now that you have your character sheet #lled 
in, it’s time to #ll in the blanks and write up the 
character’s history. !ink about what made him 
abandon a boring, safe life on his home planet. 
What’s his motivation to act, what are his goals? 
Talk it through with the Game Master and the 
other players so that you can create a sensible 
group, ready for whatever adventures the GM 
might throw at you.

���5DFH�&UHDWLRQ
!e conquest of the Milky Way took millen-
nia, and humanity managed to settle thousands 
of star systems. Some planets tempted the set-
tlers with friendly climates. Others were sub-
ject to a slow terraforming process. Some, very 
di%erent from Earth and considered ‘un-ter-
raformable’, became homes to small groups of 
colonists servicing automated industrial com-
plexes. !e #rst settlers of the Galaxy lived in 
very hard conditions. Some worlds were subject 
to extreme temperatures, and would not allow 
Earth life to develop properly. Others had radi-
cally di%erent atmospheres – both in regard to 
composition and pressure. Settlers could be kil-
led by gravity, solar radiation, or even local $o-
ra and fauna. Luckily, the development of tech-
nology allowed for another solution: the settlers 
could adjust the planets to better #t the human 
needs, or they could adjust their own bodies to 
the conditions. !anks to genetic engineering 
life became easier, but genome manipulation 
came at a price – the controlled evolution of or-
ganisms resulted in unexpected mutations and 
side e%ects. It created new human subspecies, 
o"en very distinctive ones, and the de#nition of 
the human species was changed forever.

!e modern world somewhat resembles the 
dreams of ancient science-#ction writers. !e 
Galaxy is inhabited by thousands of strange hu-
man races. Some di%er from the others only co-
smetically, by skin color or texture, or the shape of 
the face. Sometimes other, more serious changes 
emerge: height, shape of limbs, favored environ-

ment, longevity or even the means of reproduc-
tion. All of such o%shoots are still considered hu-
mans, even though the genetic code of some races 
is so di%erent that they can’t have children with 
inhabitants of other planets.
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$VKLWH
!e inhabitants of Ash are tough, calm people, 
who adjusted to the hard conditions they live  
in. At the #rst sight they seem cold and unca-
ring, but that’s just the mask they wear in public 
life. !ey’re preoccupied with too many things 
to allow themselves to be congenial.

Racial Traits
No Need for Sleep: Your character does not 
receive any penalties for lack of sleep, but still 
must rest to recover. You need 4 hours of peace-
ful rest instead of 6 hours of sleep, but you are 
free to divide these 4 hours into any number of 
rest periods, as long as they’re no shorter than 
15 minutes. During this rest you are fully con-
scious but you can also dream if you wish.

Cold Tolerance: You receive +2 to all Vigor 
rolls made to resist low temperatures.
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%DUL]LDQ
!ere is no such thing as an 
“average” Barizian. Practi-
cally every one of them has 
undertaken some genetic 
modi#cation, adjusting their 
body to their line of work. Only 
children and people with low-pa-
id jobs have the basic genotype. !e 
statistics below describe the basic gene-
tic stock of the Barizian lower classes.

Racial Traits
Steel Mind: Barizians receive the 

Arcane Resistance Edge.
I Am From Bariz: Regardless of 

their social station, all the inhabitants 
of Bariz consider themselves above the 
common rabble. !ey start the game with a 

Quirk – speci#cally Bari-
zian conceit, always 

shown to others.
Cold Heart: 
+2 to resist Te-

sts of Will.
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%HVWLDO
!e character’s race is famed for its descent 

from the legendary Homo Monstrum – warriors 
who transformed their bodies into killing machi-
nes. !ey also modi#ed their appearance to re-
semble wild beasts rather than humans.

Racial Traits
Claws: You receive +2 to all Climbing rolls. You 

also can use your claws in combat, dealing St+d4 
damage, and you’re never considered unarmed.

Made for Fighting, Not !inking: Your star-
ting Smarts is d4, and you can’t increase it until 
you reach Veteran Rank.

Beast Senses: You receive a +2 bonus to Trac-
king and Notice rolls. You also possess low-light 
vision and ignore penalties for Dim and Dark li-
ghting.

Bloodlust: You also inherited the bad traits of 
animals. You can’t control your brutality and are 
always Bloodthirsty.

Gene Pool (pick one)
Tiger: Tigers are true masters of combat. !ey 

start the game with Agility d6 and Fighting or 
Shooting at d6.

Lion: !ese crossbreeds of lions and humans 
are larger than ordinary people, with Size +1 and 
initial Strength of d6.

Wolf: !e bestials derived from wolves are fa-
ster and more agile than ordinary humans. !eir 
Pace is 8 and initial Agility is d6.

Bear: Incredibly strong and large. !eir ini-
tial Size is +1 and Strength d8. However, they’re 
not as quick as other races – during character cre-
ation their Agility is d4 and it can be only incre-
ased when leveling up.
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&RULWHV
Corisians (another name for Corites) 
are close to their human ancestors. 
!ey are a pinnacle of adaptation and 
survival. Most of them were evacuated 

a"er the Horde attack, but a few of 
them still live in the last inhabited 
towns, or are the sta% or owners of 

the exclusive hotels on that planet. 

Racial Traits
Bonus Edge: Corisians start play with 
one free Edge of their choice. !e cha-
racter must meet the requirements of 
the Edge as usual.
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)XU\
A few hundred years ago the ancestors of the 
Furies weren’t much di%erent from ordinary pe-
ople. !ey were a nation of merchants, living on 
a planet devoid of natural resources lying at the 
intersection of important trade routes. When 
new routes were plotted, their motherland lost 
in$uence and the stream of money dried up.

With the only options being a slow downfall or 
being forced to resettle, the future Furies decided 
to risk – they hired the most skilled genetechno-
logists of their generation to create a designer vi-
rus, that was supposed to transform the minds 
and appearance of their people. Something went 
wrong – the virus mutated, and killed most of the 
population instead of transforming them.

Today, the Furies are famed as the best soldiers 
in the Galaxy. !e deadly beauty of their bodies 
and their quick reactions are legendary. It’s said 
that if you look into eyes of a Fury all you’ll see is 
your own death.

Racial Traits
Fast Metabolism: You start the game with d6 

in Agility and your Pace increases by 1. Your life-
span is 2/3 of that of an average human.

Statuesque: All Furies are Attractive.
Weapon Specialization: Furies start the game 

with Fighting d6.
Inborn Arrogance: All Furies start the game 

with the Arrogant Hindrance.
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All the Hindrances from the Savage Worlds core 
rulebook are available in Nemezis, as well as the 
new ones described below.

Burnout (Major)
You’ve fought the Horde in the past. All the bat-
tles you’ve witnessed ended in disaster – the de-
aths of hundreds of troopers and the overwhel-
ming victory of the servants of Devourer. You 
just don’t believe that victory over the dark gods 
is possible. You have -2 to all Trait rolls when #-
ghting monsters of the Horde.

Cursed Blood (Minor)
Your father or mother were put to death for de-
aling with dark cults – maybe they even practi-
ced dark magic themselves, and wanted to doom 
their home planet. Even though that day is long 
gone, it’s not forgotten. People say behind your 
back that sooner or later you will betray your 
fellow humans as well – that evil is part of your 
soul. You have -2 Charisma when dealing with 
people who know about your background.

Debt (Minor)
Your hero is indebted – and he owes money to pe-
ople who’d rather break arms and legs or shoot him 
outright rather than go to court. If you don’t pay 
up your debt by the end of the year (and it should 
be around $10K) this Hindrance becomes Hunted.

Hunted (Major)
!ere’s a bounty on your head. It’s high enough 
to tempt a few bounty hunters looking for an 
easy job (each of them has capabilities of a Mi-
nor Enemy). In every system you visit there’s at 
least one bounty hunter waiting for you. If you 
manage to get square with the person or organi-
zation who set the bounty, you can buy this Hin-
drance o% instead of leveling up.

I Owe You One (Minor)
Your character is not indestructible. Once, she fell 
in deep trouble, and only some in$uential allies 
managed to save her. !ese allies work much like 
Connections, only you’re their connection, and 

you owe them a favor. If one of these allies asks 
your character for a favor, she must help them out. 
If the GM decides that you’ve paid your debt to 
your allies, they become Connections, as per the 
Edge. But whenever you use their help, you will 
owe them another favor. If you refuse, this might 
have very unpleasant consequences.

Nanovirus (Major)
Someone must really want you to die. Your body 
has been infected with nanomachines which are 
slowly disassembling your body. You can cure 
yourself, using various nanotreatments, but the 
disease has always proved stronger. Before a 
game session, you need to spend a benny or you 
receive a Wound which will last until the end of 
adventure, and can’t be cured in any way.

Possessed (Major)
You’re a victim of a dark ritual. A demon serving 
the vile deities has become a part of your soul. 
It can tempt you and occasionally seize control 
over your body. To use this Hindrance, the GM 
must spend a benny. !e player needs to make 
an opposed Spirit roll vs. the demon’s Spirit 
(d6+Wild Die). If you fail, for one round the GM 
takes control over your character. !e demon 
usually attacks your hero’s allies, or harms them 
in another way (for instance, it can damage the 
group’s only vehicle). Demons usually have Spirit 
d6 plus a dice step per Rank of the character abo-
ve Novice, to a maximum of d12+1. So a demon 
possessing a Veteran hero has Spirit d10.

Space Sickness (Major or Minor)
Space travel is a terrifying experience for you. Adju-
sting to 0 G is a long, painful process. If this Hindran-
ce is Minor, it causes -1 to all Vigor rolls when you’re 
in a Zero-G environment. If it’s Major, you can’t func-
tion normally in one at all. Double the penalty above.

Traitor to Mankind (Major)
Your character was once (or maybe still is) a 
member of a cult conspiring to destroy man-
kind. If that secret ever comes out, it will cer-
tainly be fatal for him. !is secret is quite like-
ly known to some people you know, who will 
certainly use any opportunity to blackmail you.
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Nemezis permits all Edges described in the Sa-
vage Worlds core book, except for the following: 
Wizard, Holy/Unholy Warrior, Champion, Ar-
cane Background (magic, miracles, superpo-
wers, weird science). Arcane Background (Psio-
nics) works a little bit di%erently; see below for 
a detailed description.

%DFNJURXQG�(GJHV
Arcane Background: Psionics
Requirements: Novice
Your character possesses psionic abilities. She 
starts the game with 10 Power Points, and the 
following powers: dispel, telekinesis, detect/
conceal arcana. You can learn more powers by 
picking one of the following psionic schools: 
psychic coordinator, psionic swordmaster or 
psychic cop.

Mnemonic Courier
Requirements: Novice, Spirit d6+, Smarts d6+
Your character has replaced parts of her bra-

in with a technologically advanced implant. She’s 
lost all memories from the time before the opera-
tion, but gained the ability to reprogram her own 
mind.

You possess now a mnemobank – an implant 
you can’t gain in any other way than selecting this 
Edge (during the operation you lose all Ranks and 
experience points). !e mnemobank allows you 
to reprogram your skills according to your needs. 
Between sessions, you can move up to three skill 
levels between skills, and you can spend a benny 
(even during the game) to transfer another level.

Example: Ulundi, who has Intimidation d10, 
Fighting d6, Stealth d4 and Survival d4, sets forth 
on a mission to a wild, savage planet. !e player 
decides to move 3 points from Intimidate (thus re-
ducing the skill to d4) and move 2 points to Survi-
val (increasing it to d8) and 1 to Stealth (now d6). 
If he spent a benny, he could additionally move one 
level from Fighting (decreasing it to d4) to Stealth 
(increasing it to d8).

Starship
Requirements: Novice
Your character owns a ship – a Freighter Ship 
(see page 50), good enough to carry the team 
and a couple of tons of cargo. It’s unarmed, has 
basic armor and weak shields, but it’s fast eno-
ugh to escape most regular vessels.

Zero-G Training
Requirements: Novice, Agility d6+

You were raised in a place where surviving in 
low or no gravity was a necessity. When you 
make tests in such an environment, you don’t 
receive the standard -2 penalty.

&RPEDW�(GJHV
Bar-La
Requirements: Seasoned, Fighting d6+, Notice 
d8+, Barizian.
Shields and de$ectors are based on the princi-
ple of stopping fast-moving targets. !is is both 
their strength and their weakness: a skilled #gh-
ter, moving his blade with a particularly slow, 
abnormal speed is capable of fooling the sen-
sors of these high tech devices and delivering 
a fatal blow!

!e master duelists of Bariz developed a par-
ticular fencing technique based on this principle, 
called the Bar-La (slow move).

In game terms, a hero with this Edge reduces 
by one the Parry bonus granted by any de$ector 
and causes a -4 penalty to the target’s Shield Soak 
roll. !is Edge works only with melee weapons. 
See page 38 for Shield Soak and De$ectors rules.

Chink in the Armor
Requirements: Seasoned, Fighting d8+
When #ghting heavily armored opponents, 
your hero can prove that armor is not enough 
to protect them. You can #nd a vulnerable spot 
so that those #ve inches of armor won’t save the 
enemy from a nasty wound. If you haven’t mo-
ved in this turn, you may make a called shot 
with a penalty lessened by 2 (for instance – an 
attack to the arm of a Horde zombie is made 
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with no modi#ers, and an attack to the head 
with a -2 instead of -4 modi#er).

Cybernetics Resistance
Requirements: Novice, Spirit d6+
Your mind is strong enough to resist the in$u-
ence of cybernetic implants. When you pick this 
Edge, your Cybernetics !reshold increases by 
2 for each Rank.

Eat !is!
Requirements: Novice, Spirit d6+, Agility d6+, 
!rowing d8+
Only newbies shoot their plasma guns when 
confronted with a big, mean monster. A real 
#ghter knows that you can put it down with a 
single well placed grenade, and that there’s no 
more pleasing sight than a Horde beast explo-
ding from the inside. Your character may spend 
a benny to throw a grenade into the mouth of a 
hostile monster. If the !rowing roll is success-
ful, the grenade explodes inside the creature – 
and the beast’s Armor can’t reduce the damage 
dealt. Don’t use the Burst Template, since only 
one monster can be hit this way.

Force Field Fighter
Requirements: Seasoned, Fighting d6+, Repair 
d4+, Smarts d6+
Barizian duelists and other melee warriors 
usually fight with a blade plus a deflector and a 
force field, and they are capable of impressive 
stunts when equipped with both these devices.

First, they can do a maneuver called “the 
thump”: mixing the frequencies of the de$ector 
and the force #eld they can unleash the energy of 
the force #eld in a sudden, invisible Push attack 
(SWD p. 75), a%ecting all targets in a straight line 
of 1” by 5” in front of the shield user. !e charac-
ter rolls using Smarts instead of Strength during 
the Push attack. !e size of the shield applies as 
normal if the Force Field Fighter decides to deal 
damage. 

Second, a skilled Force Field Fighter, with the 
right timing, can use the energy of his shield to 
give him extra momentum while jumping. In 
game terms, when jumping, he adds +2 to his 

Strength roll and receives +2” inches of jumping 
distance for each success and raise.

!ese feats are very energy consuming. Whe-
never the character rolls 1 on the skill die, regar-
dless of the Wild Die, the force #eld is discharged 
(as per the force #eld rules).

It’s Not Over Yet
Requirements: Heroic, Wild Card, Combat Re-
$exes
When you receive enough Wounds to Incapa-
citate you, you may make a free Soak roll. If it’s 
a failure, you may spend a benny to reroll that 
test. If you’ve received multiple Wounds, and 
each attack was enough to Incapacitate you, you 
may make a free Soak roll a"er each attack.

Provoke the Beast
Requirements: Seasoned, Spirit d8+, Smarts 
d6+, Taunt d8+. 
You can enrage any beast. !is can help your 
friends to regroup, but it draws all the creatu-
re’s attention to you. To use this Edge, make a 
Taunt test opposed by the monster’s Smarts – a 
success means that the monster attacks you and 
will ignore other creatures, as long as both of 
you are conscious. !is Edge can be used only 
against creatures with animal intelligence (with 
[A] listed under Smarts). Anytime you use this 
Edge, you receive a Bennie.

Right Between the Eyes
Requirements: Seasoned, Marksman, Shooting 
d10+
One hit is enough. You hold your breath, aim, 
and shoot right between the eyes. A raise on 
a Shooting roll when using #rearms deals an 
extra d8 damage instead of a d6.

Shoot and Run
Requirements: Veteran, Rock and Roll

Attacking enemy’s position o"en requires a su-
icidal charge and near-continuous #ring. You 
don’t receive a -2 penalty for moving and sho-
oting with automatic #re, even if you run (tho-
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ugh in this case you still have a penalty for mul-
tiple actions in a round).

:HLUG�(GJHV
Ace in the Hole
Requirements: Seasoned, Lucky, Spirit d10+

Even when you’re deep in trouble, and every-
thing looks like you’re doomed to die, you can 
still somehow #nd a way to save your skin. Whe-
never you spend a benny to reroll a Trait test 
made to survive, you add +2 to the result.

Fearless
Requirements: Veteran, Spirit d10+

You’ve slain the servants of the dark gods as 
easily as cyborgs defeat infantry troops. You 
know their weaknesses, and most importantly, 
you know that they’re not immortal – you know 
that each monster you’ve killed was killable. You 
are completely resistant to Fear e%ects or Intimi-
dation attempts from Horde creatures. !ey can 
still try to Taunt you.

6RFLDO�(GJHV
Street Smarts
Requirements: Novice, Streetwise d8+

A hero with this Edge has many friends on the 
streets – he knows who’s important, and who-
’s just a reject. When testing Streetwise, you may 
add +2 to the result.

3URIHVVLRQDO�(GJHV
Bodyguard
Requirements: Novice, Smarts d6+, Agility 
d8+, Notice d6+

A true protector can instantly react to danger, 
jumping in to protect his principal. If a character 
with this Edge is near the person being protected, 
she can intercept all melee and ranged attacks di-
rected at them. Against area attacks, she provides 
the ward with 2 points of Armor. If a bodyguard 
is wounded while on duty, she can always make a 
free Soak test, with a -2 penalty. She can’t spend 

bennies to reroll that test, but can spend them to 
make a normal Soak roll (without the penalty).

Diplomat 
Requirements: Novice, Intimidation d4+, Per-
suasion d6+, Smarts d6+, Taunt d4+.

Diplomacy is the art of obtaining things with 
words instead of with force, but a silver tongue 
doesn’t make a true diplomat. Diplomacy also 
means the ability to sway conversations, bargain 
and #nd information relevant in your #eld.

Whenever a Diplomat is required to make a 
Persuasion roll, he can choose instead to roll on 
Intimidation, Taunt or Smarts, adding his Chari-
sma bonus. In game terms, this means he trans-
forms a humble aid request into a veiled threat, 
provokes his opponent in a subtle way so that he 
loses his composure, or outwits him with a cun-
ning o%er.

He can use this ability in Social Con$icts as 
well, but only in a single round, plus one for each 
two character Ranks above Novice (so twice at 
Veteran and three times at Legendary).

In addition, a Diplomat is above social ga%es. 
Whenever he rolls 1 on the die for Persuasion (or 
a skill substituted for it), regardless of the Wild 
Die, he can re roll, as if he had spent a Bennie.

Independent Merchant
Requirements: Novice, Starship, Smarts d8+, 
Persuasion d8+, Streetwise d6+

Extensive knowledge in trading and negotia-
tion gives you a +2 bonus to Streetwise rolls in 
business-related situations. You are also a master 
of appraisal. One glance – and a successful Noti-
ce test – is enough to determine the exact value 
of any object. Failure means that the hero errs by 
10% to his disadvantage for every point below the 
required result.

Finally, you can also haggle during negotia-
tions, explaining the bene#ts of an item you’re sel-
ling or pointing out the $aws in the one you want 
to buy. To haggle, make a Persuasion roll opposed 
by the target’s Spirit. Each point over the oppo-
nent’s result means a 10% price advantage for you.
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O"cer
Requirements: Novice, Wild Card, Spirit d6+, 
Smarts d6+, Shooting d6+, Knowledge (Battle) 
d6+, Intimidation d6+

Simple academic knowledge, even if learned 
in the best military academies of the Galaxy, is 
not enough to make a good commander. You 
need actual real life experience, where nothing is 
like in the handbooks. You know it well – you’ve 
seen the battle#elds, you’ve seen the death of your 
companions. You know the sweet taste of victory 
and bitterness of defeat.

An o&cer is much better in coordinating the 
actions of his subordinates. He increases the ran-
ge of his Leadership Edges by 1 inch per Rank, 
starting at Novice. Furthermore, he receives a 
+1 bonus to all Knowledge (Battle) rolls and can 
ignore Rank requirements when picking Leader-
ship Edges. 

Smuggler
Requirements: Novice, Smarts d8+, must own 
a Starship

!e starship of a character with this Edge has 
been equipped with secret storage spaces, con-
cealed from scanners or other standard ways of 
detecting contraband. In these secret places you 
may hide ten cubic feet of goods. You also rece-
ive a +2 bonus to Streetwise when trying to buy 
or sell illegal goods, and a +2 bonus to Persuasion 
when you try to deny charges of smuggling and 
selling contraband.

Treasure Hunter
Requirements: Novice,  Investistigation d8+, 
Notice d6+, Smarts d6+, Survival d6, Vigor d6+

Searching ancient ruins, deciphering ancient 
scriptures, and interpreting prophecies of ancient 
soothsayers are what makes you tick. !e immen-
se experience you’ve gained in this #eld grants you 
a +2 bonus on Notice and Investigation rolls when 
investigating the secrets of the past. !is bonus is 
also applied to tests of Survival in the wilderness 
– as most of your travels take place in dangerous 
regions.

3RZHU�(GJHV

Aura of Obedience
Requirements: Seasoned, Psionic School (Psy-
chic Coordinator), Spirit d8+, Smarts d6+, Per-
suasion d8+

Your telepathic talent for command has evo-
lved to such a degree that you’d rather send tele-
pathic orders rather than shout them to troopers. 
!e range of all your Leadership Edges increases 
by 10”.

Psionic School: Psionic Swordmaster
Requirements: Novice, Arcane Background 
(Psionics), Spirit d6+, Smarts d8+, Fighting d8+

Fighting with a melee weapon comes as easi-
ly to you as breathing. You don’t receive a multi-
action penalty to Fighting rolls if you’ve also used 
a psionic power on yourself in this round (though 
other actions might still incur this penalty). You 
get one power from your school,  and you gain 5 
additional Power Points. You may learn more po-
wers normally, using the New Power Edge. 

 A character can learn one Psionic School for 
each 2 Ranks (so one at Novice, two at Veteran, 
and so on).

Powers: blind, boost/lower trait, darksight, de-
"ection, healing, quickness, smite, speed, teleport, 
warrior’s gi#

Psionic School: Psychic Coordinator
Requirements: Novice, Arcane Background 
(Psionics), Spirit d6+, Smarts d6+, Persuasion d6+

!e power of your mind is used to in$uence 
your troops, removing their fears and doubts, and 
increasing their aggression and will to #ght. When 
you use psionic powers on subordinates in your 
range of command, you may in$uence more than 
one person – each additional target gives you -1 to 
your Psionics roll. You get one power from your 
school, and you gain 5 additional Power Points. 
You may learn more powers normally, using the 
New Power Edge.
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A character can learn one Psionic School per 
2 Ranks (so one at Novice, two at Veteran, and 
so on).

Powers: barrier, confusion, farsight, havoc, he-
aling, greater healing, light/obscure, slumber, stun, 
puppet

Psionic School: Psychic Cop
Requirements: Novice, Arcane Background 
(Psionics), Spirit d6+, Smarts d6+, Investiga-
tion d8+

Not all cases are suitable for the normal cops. 
Sometimes the suspects are protected, they have 
bodyguards, even psionic ones – then, a psychic 
cop is needed. You use your psychic powers to 
#nd hidden information, defend yourself from 
mental attacks, and disable even the most aggres-
sive criminals with your mental powers.

A psychic cop has law enforcement powers, 
and is treated as if he had Connections (police 
department) Edge. You get one power from your 
school, and you gain 5 additional Power Points. 

You may learn more powers normally, using the 
New Power Edge.

A character can learn one Psionic School for 
each 2 Ranks (so one at Novice, two at Veteran, 
and so on).

Powers: boost/lower trait, darksight, divina-
tion (trappings - Extrasensory perception (ESP), 
psychometry), disguise, entangle, fear, invisibility, 
mind reading, puppet, speak language.

/HJHQGDU\�(GJHV
Steel Fortress

Requirements: Legendary, Arcane Backgro-
und: Psionics, Open-Minded, Spirit d10+, Smarts 
d10+

You’re immune to the e%ects of psionic echoes 
– you can act normally when other psionic cha-
racters would go insane. You ignore all the rules 
concerning the psionic echo, and you are always 
treated as if you were in normal conditions.
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Human civilization would be ruined if 
the technology used in everyday life 
suddenly stopped working. Humans 
need these tools not only to work, 

but also for entertainment and generally to live a 
normal life. !is chapter of Nemezis is devoted to 
the equipment used by the player characters and 
NPCs. You’ll #nd descriptions of weapons, armor 
and energy shields, cybernetics and nanotech 
toys, as well as some ordinary equipment. !ese 
descriptions are generic, and don’t mention spe-
ci#c brand names or models – in a Galaxy with 
thousands of planets, that would be pointless. 
!e equipment rules, however, are more detailed. 
Game Masters should take care to use these rules 
unaltered – signi#cant modi#cations mean that 
you could destroy game balance.
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Each item described in this chapter has its own 
Availability Code, describing how easy it is to 
obtain it. Here’s what particular letters mean:

A: !e item is available in every store. You can 
obtain it in any area inhabited by humans in just 
a couple of minutes.

B: !e item is widely available, but not com-
mon. To obtain it you need to expend more time 
and e%ort – but no longer than a couple of hours.

C: !e item is not widely available; probably it 
requires a license or is only available on the black 
market. It can be legally purchased only by peo-
ple connected with the local armed forces or po-
lice (soldiers, bounty hunters, in$uential nobles). 
Others must make a Streetwise test and spend an 
additional 25% of the item’s price.

D: !e item – almost always a weapon – is 
available only to the army. A person not serving in 
the army or police force can obtain it only on the 
black market. !ey must make a Streetwise roll 
and spend an additional 50% of the item’s price.

���:HDSRQV
So many di%erent kinds of weapons are used 
on the various battle#elds of the Galaxy that 
describing them without great simpli#cation 
is impossible. Since most of them have similar 
parameters and use standard ammo, instead of 
presenting speci#c models, generic classes of 
weaponry are listed. !e players can obviously 
describe the manufacturer of their weapon and 
give it a brand name, but this doesn’t a%ect the 
game mechanics.
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Even though modern weapons are common, 
you can encounter people using ancient we-
aponry surprisingly o"en, including melee we-
apons. In Nemezis, PCs can use any of the melee 
weapons described in the SWD core book. Such 
weapons have Availability Code B.

),5($506
Plasma weapons are deadly against targets 
not protected by energy shields, but many pe-
ople still use ordinary guns and ri$es. Heroes 
in Nemezis can use any armaments described 
in SWD as ‘modern weapons’ (as well as ‘black 
powder weapons’ if the GM allows). Handguns 
have Availability Code B, more powerful we-
apons – C.

3/$60$�:($3216
Such weapons are very e%ective against physical 
objects – material armor doesn’t protect against 
them at all. In game terms, attacks made with 
such weapons have at least 10 AP. Only ener-
gy shields or other special protection can negate 
this trait of plasma weapons.

*5(1$'(6
Grenades use the normal Savage Worlds rules 

from page 51 of SWD.

/,67�2)�:($3216
Plasma Hand Cannon: !is is simply a modi-
#ed version of a plasma pistol, designed to deal 
the greatest damage possible. !e increased #-
repower is balanced by an energy drain ten ti-
mes larger and a signi#cant decrease in the we-
apon’s range – though it can still #nd many fans.

Plasma Derringer: A highly compact plas-
ma pistol, usually used for personal protection. 
It doesn’t do much damage, but it works well as 
a backup weapon. !e weapon uses a small en-
ergy cell.

Plasma Cannon: !e cheapest and most com-
monly available military support weapon. It’s 
heavy, unwieldy, and ine&cient, but it has great 
#repower. 

Plasma Grenade: !e most commonly-used 
grenade on the modern battle#eld. Plasma gre-
nades can incinerate both a soldier and his equip-
ment, damage buildings, and even damage heavy 
military vehicles.

Incendiary Grenade: An older kind of gre-
nade, nowadays almost completely supplanted by 
plasma grenades. !ey’re intended to create the 
highest temperature possible, which makes them 
able to damage military equipment, especially 
vulnerable electronics.

Plasma Ri"e: A heavy plasma gun, able to #re 
only single shots. It’s used mostly in situations 
where #repower is more important than rate of 
#re.

Assault Plasma Ri"e: !e basic weapon of the 
frontline soldier, especially useful when #ghting 
the monstrosities of the Horde. !is automatic 
energy ri$e has good range, #repower, and accu-
racy, which makes it a perfect universal weapon.

Sonic Ri"e: An experimental weapon, used 
mostly on technically advanced worlds, usually 
by members of the special forces or special police 
units. Energy shields don’t protect against sonic 
ri$es.
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Continuous Wave Laser: If you need to com-
pletely cover the area with laser #re there’s no bet-
ter weapon than a CW laser. !e coherent blast of 
energy emitted by the CW laser over 2-3 seconds 
can even penetrate the armor of a light tank. Sad-
ly, its biggest $aw is its weight – the ray generator 
together with the emitter weigh over 100 pounds, 
which make the mobile applications of the laser 
very limited.

Plasma Pistol: !is small and handy plas-
ma handgun is the faithful companion of almost 
one in #ve humans. It can’t penetrate most ener-
gy shields, but it’s good protection against most 
of the dangers a civilian might encounter. It’s 
also a decent sidearm for soldiers –every squad 
tells tales about a madman who saved his life by 
shooting this weapon straight into a maw of a 
Horde monster.

RPP: !e Repeating Plasma Pistol is used by 
security, police and other quasi-military forma-
tions working in an urban environment. More 
compact than an automatic pistol, it can o%er 
similar #repower, perfectly ful#lling the need for 
a personal weapon.

Plasma Blaster: !is is a compromise between 
a plasma pistol and other, heavier energy weap-
ons. It has four barrels #ring small plasma charges 
simultaneously.

TPC: !e Triple Plasma Cannon is the most 
common support weapon. When ordinary ri$es 
cannot harm the enemy, it’s time to call for a TPC 
operator to clear up the battle#eld. !e immense 
#repower of the TPC causes soldiers to refer to it 
as “the ram”. 

Empath Blade: !ese weapons are only is-
sued to Psionic Sword masters. Usually they are 
long swords, but daggers, rapiers and even staves 
can be constructed with this technology. A net-
work of specialized psionic sensors is built into 
these objects, made to perfectly match the mind 
of a trained warrior, so that the blade becomes an 
extension of the wielder. An empath blade deals 
only Str+d4 damage in the hands of a non-psion-
icist, but this becomes Spi+d8 if used by a psionic 
hero. In addition, Psionics can be used in place of 
Fighting when using it (also Parry is calculated as 
Psionics/2+2). 

Psychic Mace: Psionicists are dangerous, so 
they must be controlled, and if necessary, taken 
down with minimal e%ort. !ese #ghting batons 
release a powerful neural discharge when they 
hit the target, temporarily scrambling the psion-
ic powers of the victim. Any psionicist Shaken or 
Wounded by a psychic mace must make an im-
mediate Vigor (-2) roll or su%er a level of Fatigue. 
In addition, if he rolls a 1 on the Vigor die, re-
gardless of the Wild Die, he also loses 1d6 Power 
Points. 

$002
Each energy weapon uses batteries as ammo. 
When it has #red the listed number of shots, the 
battery must be changed. Each battery weights 
half a pound. 

���$UPRU
During the long ages of colonization, one of the 
few branches of the military sciences that resi-
sted major transformation was the technology 
of personal armor. !e conviction that it’s better 
to attack than to defend didn’t change until the 
present day, when it turned out that the Horde 
possesses an in#nite number of ‘recruits’ while 
human forces are not inexhaustible.

Even though standard forms of armor o%er 
no protection against energy weapons, the mili-
tary never really stopped using them. !ey pro-
vide su&cient protection from the more primi-
tive weapons, as well as shrapnel or accidental 
damage, and they’re cheap enough to be issued to 
practically every military unit. Recently, during 
the wars with the Horde, the popularity of such 
defense has sharply increased – the armor doesn’t 
protect from plasma rounds, but it can certainly 
stop the fangs, claws and spikes of the vile beasts. 
!ere are many di%erent kinds of armor – from 
light jackets and helmets (though these are more 
of a uniform than actual protection), through tac-
tical armor issued to front line troops, to heavy 
power armor. !is last is usually used by heavy 
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weapon operators, or troopers assigned to sup-
port cyborgs.
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Protective Suit: A heavy-duty suit for people 
working in dangerous conditions – consists of 
trousers, jacket, gas mask, protective goggles and 
a hood.

Scout Armor: !is is more of a uniform made 
from extremely durable materials than armor 
per se. !e only reinforced materials are small 
plates protecting the forearms, the helmet and 
the boots. !e armor is equipped with a standard 
long-range communicator (60 miles), a standard 
energy shield and three doses of nanodoc.

Spacesuit:  !e standard protective gear for 
pilots and other people aboard spaceships – it 
consists of a sealed suit strengthened with com-
posite materials, and protects against low tem-
peratures and pressure. It’s equipped with a short-
range communicator (10 miles), an air supply for 

Psychic Mace: Psionicists are dangerous, so 
they must be controlled, and if necessary, taken 
down with minimal e%ort. !ese #ghting batons 
release a powerful neural discharge when they 
hit the target, temporarily scrambling the psion-
ic powers of the victim. Any psionicist Shaken or 
Wounded by a psychic mace must make an im-
mediate Vigor (-2) roll or su%er a level of Fatigue. 
In addition, if he rolls a 1 on the Vigor die, re-
gardless of the Wild Die, he also loses 1d6 Power 
Points. 

$002
Each energy weapon uses batteries as ammo. 
When it has #red the listed number of shots, the 
battery must be changed. Each battery weights 
half a pound. 

���$UPRU
During the long ages of colonization, one of the 
few branches of the military sciences that resi-
sted major transformation was the technology 
of personal armor. !e conviction that it’s better 
to attack than to defend didn’t change until the 
present day, when it turned out that the Horde 
possesses an in#nite number of ‘recruits’ while 
human forces are not inexhaustible.

Even though standard forms of armor o%er 
no protection against energy weapons, the mili-
tary never really stopped using them. !ey pro-
vide su&cient protection from the more primi-
tive weapons, as well as shrapnel or accidental 
damage, and they’re cheap enough to be issued to 
practically every military unit. Recently, during 
the wars with the Horde, the popularity of such 
defense has sharply increased – the armor doesn’t 
protect from plasma rounds, but it can certainly 
stop the fangs, claws and spikes of the vile beasts. 
!ere are many di%erent kinds of armor – from 
light jackets and helmets (though these are more 
of a uniform than actual protection), through tac-
tical armor issued to front line troops, to heavy 
power armor. !is last is usually used by heavy 
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3 hours, a standard energy shield, a set of ropes 
(200 yards), and hooks allowing the wearer to 
strap himself to an object. In the backpack are a 
$ashlight, some tape to repair any holes in the suit 
and one dose of nanodoc.

Assassin Suit: Custom #tted to the body, and 
able to change the color of its outer layers, the as-
sassin suit is one of the most advanced pieces of 
protective equipment. It has an encrypted me-
dium range (20 miles) communicator, climb-
ing gear, a set of electronic lockpicks and tools to 
disable security devices, a military energy shield, 
and goggles providing night vision. It provides a 
+2 bonus to all Stealth and Climbing rolls as well 
a +2 bonus to the user’s Pace.

Environmental Suit: A heavier version of the 
spacesuit, working as well in vacuum as in the 
depths of the ocean. !e environmental suit con-
sists of a heavy, multi-layered suit (which signi#-
cantly limits movement), a short-range (10 miles) 
communicator, a standard energy shield, and an 
air supply for 12 hours. It’s also equipped with 
climbing gear, two $ashlights built into the hel-

met, and three doses of nanodoc. In various re-
ceptacles built into the suit and in its backpack 
there are repair tape, a long range (60 miles) com-
municator, a #rst aid kit and two signal $ares. It 
protects against cold, vacuum and temperatures 
up to 1000o C (1800o F). It allows movement un-
derwater down to 5000 feet.

Light Tactical Armor: Such armor consists of 
a helmet equipped with an encrypted short-range 
(10 miles) communicator, a reinforced jacket and 
rigid plates protecting the upper arms, forearms, 
and legs.

Heavy Tactical Armor: !is protects the en-
tire body. It’s equipped with a helmet with night 
vision systems, a medium-range (20 miles) com-
municator, an anti-gas #lter, and a standard en-
ergy shield. Versions of this armor with a military 
shield also exist, costing $2500 more.

Full Tactical Armor: !e heaviest protection 
used by front-line troopers consists of a $exible, 
sealed suit of armor, supplemented by tough, rig-
id plates covering the entire body. !e helmet is 
equipped with an air supply for 3 hours, an en-
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crypted medium range (20 miles) communica-
tor, a visor, and targeting systems providing a +1 
Shooting bonus. Synthetic muscles increase the 
Strength of a user by 1 level and give a +1 bonus 
to Pace. !e backpack contains a military energy 
shield, three doses of nanodoc and a #rst aid kit.

Assault Armor: !e lightest powered ar-
mor available. A complete exoskeleton with syn-
thetic muscles, it’s used to support cyborgs and 
transport heavy weapons. Assault armor in-
creases Strength by 2 levels and Pace by +2. It’s 
fully sealed, with a 48-hour air supply. It’s also 
equipped with an assault energy shield, an en-
crypted long range communicator (60 miles), 
and 5 doses of nanodoc. !e helmet’s equipped 
with an advanced night vision system, allowing 
for 12” low light vision, a visor, and targeting sys-
tems giving a +2 bonus to Shooting rolls.

���(QHUJ\�6KLHOGV
In the world of Nemezis, science has advanced 
to the point that portable energy shields are no 
longer a dream, they are a reality!

Many designs and types of energy shields are 
produced, but there are two basic kinds: de$ec-
tors and force #elds.

'()/(&7256
De$ectors are small energy projectors that cre-
ate a circular, semi-invisible force barrier of va-
riable diameter: the smaller ones are only a foot 
or so wide (like a buckler) while others are as 
much as a yard across (like a large shield).

A de$ector is worn on an arm, and when ac-
tivated is used exactly like a solid shield. !e ad-
vantages are the negligible weight, the fact that it 
can be turned o% in a matter of seconds, and #-
nally, you can see through it. Usually an active de-
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$ector creates a distortion in the air, so it is clear-
ly visible, but some top-of-the-line models are 
totally invisible (a Notice roll is required to de-
tect them).

De$ector shields are one of duelists’ favorite 
means of defense.

)25&(�),(/'6
A force #eld is basically a miniaturized energy 
#eld generator, surrounding the user with an al-
most impenetrable energy shield. 

In game terms, any character using a force #eld 
when he is hit can make a special Soak roll, called 
a Shield Soak. !is roll is made by summing up 
the two dice granted by the shield. !is roll nev-
er aces, no Wild Die is used and bennies cannot 
be spent on it. Apart from this, it works exactly 
like a soak roll, soaking a wound for every suc-
cess and raise.

A"er the Shield Soak, the user can still soak any 
remaining wounds with the normal soaking rules.

A force #eld might seem an impenetrable de-
fense, but it has two big weaknesses.

First, the amount of energy required to de$ect 
a blow, even the weakest one, is so large that no 
force #eld can work continuously; the energy re-
quired would be simply too much to be stored in 
its batteries. So, it is built as a passive device, with 
a very accurate internal sensor network. When 
the sensors detect a threat, they generate a shield 
at once, raising it immediately. A system like this 
is very e&cient, but vulnerable to certain attacks: 
special weapons such as shield scramblers and 
#ghting techniques such as the Barizian Bar-La 
(see Edges) are designed to use this weakness. 
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Second, a force #eld must deliver a tremendous 
amount of energy to de$ect a blow, so it is prone 
to discharging. Whenever the Shield Soak roll is a 
double (so two #ves, two sixes and so on), regard-
less of the success or not of the Shield Soak roll, 
the force #eld is temporarily out of energy. Inter-
nal micro-generators will restore it, but for the re-
mainder of the scene it cannot be used again. 

Force #elds are made in di%erent models: min-
iature (easily concealable in jewellery or similar 
items), standard (built into belts), military (built 
into armor or armored vests) and assault ones 
(with cumbersome energy backpacks).

Example: Jennifer is walking alone in a dark 
subway station on Ash when an evil cultist, hidden 
behind a pillar shoots her with a plasma ri"e! Jen-
nifer is totally surprised, so she can’t activate her 
de"ector, but luckily her force $eld triggers!

!e cultist in"icts 14 damage, which, compared 
to her Toughness of 6, means she takes 2 Wounds.

Jennifer’s standard force $eld allows her a Shield 
Soak of 2d6. She rolls 4 and 4, for a total of 8. !is 
is success with a raise, so two wounds soaked! But 
as the roll is a double, it also means that the force 
$eld discharged, and don’t work for the remainder 
of the scene.

!e plasma shot is de"ected by the instant ener-
gy discharge of Jennifer’s force $eld, and she ducks 
into cover while drawing her own weapon. Her 
heart beats fast in her chest, while she notices the 
energy level indicator of her force $eld blinking red. 

���,PSODQWV
On most of the worlds of the Galaxy, implan-
ting cybernetic devices in your body or under-
going nanoid treatments is restricted mostly to 
the rich, but it’s hardly anything unusual. On 
many planets, every human receives a basic im-
plant called a ‘jack’ in early childhood: a small 
device connected to the nervous system, a basic 
necessity in the modern world. A jack is a com-
bination of a cell phone, a small computer, a 
massive library, an internet connection, a trans-
lation device and a music player. It has a wire-
less connection to the planetary network, provi-

ding a multitude of free services – from instant 
communication with any other person equip-
ped with a jack, through the access to any in-
formation (if it’s freely available), to the ability 
to directly control machines, vehicles and many 
other devices.

!at’s only the tip of the iceberg of the pos-
sibilities available to a character deciding to use 
the bene#ts of nano- or cybertech. If you have 
enough money to spare, have access to one of 
the many cybernetic clinics and enough time 
to undergo an operation, rest, and receive basic 
training in the use of the implant, you can eas-
ily increase your physical abilities or gain powers 
unavailable to ordinary people.

&<%(51(7,&6
Cybernetic implants have been known for cen-
turies. !ey increase average life expectancy, 
help people with crippling injuries, and make 
the impossible – possible. For many people, 
they don’t just save their lives, but make a nor-
mal existence possible. And yet, for many pe-
ople they’re still devilish devices, something de-
cent people shouldn’t have anything to do with.

With a few exceptions, the player characters 
will probably be among those willing to undergo 
cybernetic modi#cation. To receive implants, de-
sire alone is not enough – you also need money to 
purchase the devices and to pay a doctor to place 
them in your body. !ere’s another factor limit-
ing the use of cybertech – the human mind can’t 
accommodate a large number of implants. It reb-
els against combining a normal, healthy organism 
with a piece of metal designed and produced in a 
lab. Every implant placed in the body weakens the 
connection between the body and soul. Installing 
too many implants can drive a man insane, drive 
him into a madness from which even the most 
skilled psionicists won’t be able to save him.

1$127(&+
Far subtler than its older sister, cybernetics, na-
notechnology is still controversial and terrify-
ing to a signi#cant part of society. People tell 
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stories about disasters caused by scientists who 
erroneously programmed nanoids and brought 
forth terrible diseases, decimating the popula-
tions of entire planets. Others say some of these 
disasters weren’t accidents, but military projects 
testing o%ensive strains of nanomachines. !o-
ugh most such rumors are simply false, there is 
a grain of truth in them: on many technologi-
cally advanced worlds, nanoids serve as guar-
dians and protectors, or even as soldiers in case 
of an attack.

Undergoing a nanotreatment is not especially 
di&cult – you need to visit the hospital once or 
twice, undergo some easy tests, and then wait a 
few weeks while the scientists prepare a specially 
customized strain of nanobots. !en you simply 
pay, receive a few injections and wait a few days 
for the nanoids to work – to transform your body 
or even build a cybernetic implant inside it.
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 When a young person visits a cybernetics clinic 
for the #rst time, to receive his or her jack, they 
have to undergo a series of routine tests to esta-
blish how their body would react to implants. 
!e results are coded into their jack, not only 
to inform the cybertechnicians about their li-
mitations, but also to prevent strains of nano-
bots from making signi#cant transformations 
of the organism – if these would make the per-
son go over his Cybernetics !reshold, the na-
noids won’t perform the treatment.

!e !reshold is a number determining the 
maximum amount of cybernetic modi#cations or 
nanotreatments a character can undergo.  If you 
go over that number, your character might go in-
sane: that’s why due to the jack, all treatments and 
most implants that would make your character 

go over the threshold are simply rejected – nano-
bots don’t alter the organism and implants don’t 
connect with the nervous system. Only specially 
modi#ed implants can cause you to go over the 
CT. !e value of the !reshold is equal to twice 
the value of your Spirit die, modi#ed by Edges, 
Hindrances and racial traits.

Going Over the CT
If you go over the Cybernetics !reshold you 
can temporarily lose control over your body, or 
even go insane. Whenever you #nd yourself in 
a stressful situation like combat, an argument 
with a close friend, winning the lottery or the 
death of a loved one, you need to succeed on 
a Spirit roll with a negative modi#er equal to a 
di%erence between the Cybernetics Points and 
the Cybernetics !reshold. Failure the roll me-
ans you can’t control the hero until the end of 
the current scene – the GM decides what your 
character is going to do.

!e character may behave in a lot of di%erent 
ways, but it’ll always be something unfavorable 
to the player. !e GM can rule that in a bout of 
madness the hero runs away, attacks an ally, loses 
consciousness or something similar. But this can 
never (except maybe when you roll snake eyes on 
both the Spirit and Wild Dice) – cause the death 
of a hero (so you can rule out suicide attempts).

���/LVW�RI�,PSODQWV
Cybernetic implants, nanoid treatments, and 
so"ware are described as follows:

Type: !e kind of modi#cation. Implants prop-
er are cybernetic devices replacing fragments of 
body. So"ware is a special program placed in a 
jack. Nanoid treatments come in two kinds: ac-
tive and passive. !e #rst are living strains of na-
noids, remaining active inde#nitely in the body of 
the subject, while the latter transform the human 
body, sometimes even replacing natural organs 
with cybernetic ones. !ey die a"er performing 
their task. !e #nal kind of ‘implants’ are total 
conversions – complete replacements of bodies 
due to a personality transfer.
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Location: Where you install the implant. 
Whether the implant can be installed alongside 
other devices in the same location is mentioned 
in parentheses.

E#ect: How the implants a%ect the character’s 
skills and abilities.

Special: Any other information describing the 
implant.

CP: !e number of Cybernetics Points result-
ing from implanting the device.

Availability: The Availability Code of the 
device.

Price: !e price of the implant, treatment or 
so"ware.

Available implants, treatments and so"ware 
are described below.

Air Supply
A small container of pressurized air allows the 
owner of the implant to hold his breath for 
much longer than normal.

Type: Implant; Location: Lungs (yes) E#ect: 
!e owner of this implant can hold his breath for 
up to 15 minutes. !e air in the container is re-
supplied a"er an hour in normal conditions; CP: 
+2; Availability: B; Price: 2500

Antigravity System
!is complex and expensive system uses micro-
generators of gravity #elds for levitation, and 
even short range $ight a"er proper training.

Type: Implant; Location: Arms and legs 
(yes); E#ect: !e user of this implant can 
$y, at his normal Pace, with Climb -1. !e 
implant is powered by a built-in battery, 
which allows for 15 minutes of contin-
uous $ight; CP: +5; Availability: C; 
Cost: 50000

Antivenom Nanobots
A simple nanobot strain, whose pur-
pose is neutralizing any toxic substan-
ces entering the user’s body.

Type: Active nanotreatment; Loca-
tion: N/A; E#ect: 48 hours a"er under-
going this treatment, the patient receives a 

+2 bonus to Vigor rolls to resist venoms; CP: +1; 
Availability: A; Price: 2500

Artificial Muscles
!anks to this treatment, natural muscle #bers are 
reinforced by synthetic ones, increasing the user’s 
strength and #tness, especially in melee combat.

Type: Passive nanotreatment; Location: N/A; 
E#ect: 48 hours a"er undergoing this treatment, 
the patient increases his Strength die by +1 or +2 
die types, depending on the price of the implant; 
CP: +4; Availability: B; Price: 25000 (+1 level) 
75000 (+2 levels).

Battlefield Analyzer
A small processor enhancing the abilities of the 
jack, allowing perfect analysis of the battle#eld 
and improving the chance of predicting ene-
mies’ actions.

Type: So"ware; Location: jack (yes); E#ect: 
Someone with this so"ware receives a +2 bonus 
to all Knowledge (Battle) rolls; Special: Requires 
a jack and a cybernetic eye. CP: +2; Availability: 
C; Price: 5000

Burner
A microcell installed in the palm allows for tur-
ning the outer layer of the hand white-hot. Just 
a slight touch can cause serious burning – and a 

strong punch could even kill the 
enemy.

Type: Implant; Location: 
Hand (no); E#ect: A charac-
ter installing this modi#cation 

can, as an action, heat up his 
hand. !e next successful at-
tack with that hand deals an 

additional 2d6 energy damage 
(as well as the normal Strength 
die). !is modi#cation draws 
a lot of energy from the hero’s 
supply; whenever the bonus 
damage dice score a double, 
it means the device is tem-
porarily discharged and 
cannot be used for the re-
mainder of the scene. 
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Special: !is implant can be added to a pair of 
cybernetic arms or hands before implanting the 
new limb in the body; CP: +2; Availability: D; 
Cost: 10000

Chemical Analyzer
A few hundred microchemical analyzers im-
planted in the tongue and connected to the jack 
allow the user to recognize any ingested sub-
stances – including potentially harmful ones.

Type: Implant; Location: Tongue (no); E#ect: 
Someone with this implant receives a +2 bonus to 
Common Knowledge when recognizing ingest-
ed substances; Special: Requires a jack. CP: +1; 
Availability: A; Price: 2000

Climbing Claws
!is modi#cation adds extendable claws made 
from hard alloys inside the #ngers of cyberne-
tic hands, making any climbing task childish-
ly simple.

Type: Implant; Location: Hand (no); E#ect: 
A character installing this modi#cation receives 
a +2 bonus to all Climbing rolls. Extending the 
claws is an action; Special: !is implant can be 
added to a pair of cybernetic arms or hands be-
fore implanting the new limb in the body; CP: +2; 
Availability: B; Cost: 2500

Concealed Blade
!is implant is staggeringly popular, but fran-
kly, quite useless. It’s a simple system, a blade 
extended from the inside of the forearm, which 
makes a good backup weapon, but is too delica-
te for real combat.

Type: Implant; Location: Hand (no) E#ect: !is 
implant allows the user to extend a small weapon 
(even though it can have many blades it’s treated 
as either a dagger or a short sword) from inside a 
cybernetic arm or hand – this counts as an action, 
but concealing it again is a free action. Obviously, a 
hero with this weapon can’t be disarmed. To spot 
this modi#cation, you must succeed in a Notice 
(-2) test, with a -2 additional penalty if the weap-
on is a dagger. Special: !is implant must be add-
ed to a cybernetic arm or hand before implanting 
the new limb in the body; CP: +2; Availability: D; 
Cost: 5000

Concealed Shield
A standard shield placed inside an empty space 
in a cybernetic limb.

Type: Implant; Location: Arm or leg (no) Ef-
fect: !anks to this modi#cation, a character can 
install a standard or military energy shield inside 
a cybernetic limb. It cannot be detected unless ac-
tivated. Special: !is implant must be added to 
a cybernetic arm or limb before implanting the 
new limb in the body; CP: +1; Availability: C; 
Cost: 2000 + the price of the shield

Concealed Weapon
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A small energy weapon, a miniaturized plasma 
pistol, hidden in the inner part of the wrist.

Type: Implant; Location: Hand (no) E#ect: 
!is implant allows for extending a small plasma 
pistol (with all normal parameters of such weap-
on) from inside a cybernetic arm or hand – this 
counts as an action. Obviously, a hero with this 
weapon can’t be disarmed.  To spot this modi#-
cation, you must succeed in a Notice test with a 
-2 penalty. Special: !is implant can be added to 
a cybernetic arm or hand before implanting the 
new limb in the body; CP: +2; Availability: D; 
Cost: 5000

Cybernetic Arm
A steel and plastic construction with composite 
skeleton and arti#cial skin covering fully repla-
ces a natural limb, with the only di%erence be-
ing increased durability.

Type: Implant; Location: Arm (no); E#ect: 
!e implant perfectly replaces an organic arm 
and provides no bonuses on its own. You can in-
stall up to three modi#cations providing other 
bene#ts in it. CP: +3; Availability: B; Cost: 5000

Cybernetic Eye
A synthetic eye, very similar to a natural one, 
but able to capture images with quality far bey-
ond the capabilities of a natural organ.

Type: Implant; Location: Eye (no); E#ect: 
User can’t be blinded. You can add up to three 
modi#cations to the eye before installing it. CP: 
+1; Availability: C; Cost: 5000

Cybernetic Hand
A smaller version of a cybernetic arm, replac-

ing one hand with a mechanical device with capa-
bilities similar to those of a natural limb.

Type: Implant; Location: Hand (no); E#ect: 
!e implant perfectly replaces an organic hand 
and provides no bonuses on its own. You can in-
stall one modi#cation providing other bene#ts in 
it. CP: +1; Availability: B; Cost: 2500

Cybernetic Leg
A tough frame, #bers of unyielding synthetic 

muscle, and arti#cial skin make this implant pop-

ular not only among people who have lost natural 
limbs, but also with people who want to increase 
the capabilities of their bodies.

Type: Implant; Location: Leg (no); E#ect: !e 
implant perfectly replaces an organic leg and pro-
vides no bonuses on its own. You can install up to 
three modi#cations providing other bene#ts in it. 
CP: +3; Availability: B; Cost: 5000

Defensive Nanobots
A very simple and e%ective strain of nanobots – 
its job is to eliminate any other nanoids that en-
ter the user’s body.

Type: Active nanotreatment; Location: N/A; 
E#ect: 96 hours a"er undergoing this treatment, 
the user’s body develops a defensive strain of 
nanobots, protecting him from any other nanoids 
(including aggressive ones, like infectious nano-
bots). A character that has undergone this treat-
ment can’t use any other active nanomachines, 
nor receive any passive treatments in the future; 
CP: +1; Availability: C; Price: 2500

Duelling Analyzer
A complex electronic system, analyzing images 
captured by the cybernetic eye and comparing 
them with a library of thousands of fencing and 
martial arts schools. It gives the user advice on 
how to attack and defend in any given situation. 
When supplemented by a system that enhances 
natural reactions, this implant can lead to victo-
ry in many duels.

Type: So"ware; Location: jack (yes); E#ect: 
Someone with this so"ware can spend a round to 
analyze the combat style of the opponent – during 
which he can’t perform any other actions. When 
the opponent has been analyzed, the user receives 
a +1 to all Fighting rolls and damage in melee, as 
well as +1 bonus to Parry in combat with this op-
ponent; Special: Requires a jack and a cybernetic 
eye. CP: +2; Availability: C; Price: 15000

Elastic Bones
!is modi#cation of bone structure is based on 
transforming some pieces of bone into a high-
ly resistant composite. !e user is able to con-
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trol the toughness of this material and alter it if 
necessary, which makes his bones very elastic.

Type: Passive nanotreatment; Location: N/A; 
E#ect: 96 hours a"er undergoing this treatment, 
the patient receives a +2 bonus to all Agility rolls 
made to slip out of any bonds , and halves all the 
falling damage. Special: !e hardened skeleton 
treatment negates the bonus granted by elastic 
bones; CP: +2; Availability: B; Price: 8000

Hardened Skeleton
!is treatment hardens the bone structure by 
reinforcing the bones with a micromesh made 
of high-tech alloys.

Type: Passive nanotreatment; Location: N/A 
E#ect: 48 hours a"er undergoing this treat-
ment, the patient increases his Toughness by 1 to 
3 points, depending on the price; CP: +2; Avail-
ability: B; Price: 10000 (+1), 20000 (+2), 40000 
(+3)

Immunological Nanobots
A simple nanomachine strain, enhancing the 
immune system of the user to help #ght o% ma-
licious viruses or bacteria.

Type: Active nanotreatment; Location: N/A; 
E#ect: 48 hours a"er undergoing this treatment, 
the patient receives a +2 
bonus to Vigor rolls to re-
sist diseases; CP: +1; Avail-
ability: A; Price: 2500

Independent Advi-
sory System

!is is a specialized AI 
able to analyze the user’s 
thought processes in real-
time, and simultaneously 
trace a similar process. In 
just a few seconds it can 
present its own solution, 
even pointing out the us-
er’s logical errors and in-
consistencies.

Type: So"ware; Loca-
tion: jack (yes); E#ect: 
Someone with this so"-

ware in their jack rolls a d8 as a Wild Die on all 
Knowledge rolls – even if she is an Extra; Spe-
cial: Requires jack. CP: +1; Availability: B; Price: 
10000

Infectious Nanobots
!e most terrifying of existing nanotreatments 

– it infects the user with an aggressive strain of 
nanoids, which attack any other person whose 
bloodstream they enter. Such nanobots are illegal 
in most systems of the Galaxy.

Type: Active nanotreatment; Location: N/A; 
E#ect: 96 hours a"er undergoing this treatment, 
the patient develops an aggressive strain of na-
noids, which attack the organisms of other peo-
ple whenever they are able to enter their blood-
streams. If the carrier of infectious nanobots 
manages to at least Shake an opponent with an 
unarmed attack, the nanites enter the adverary’s 
body, dealing 2d8 damage per round (ignoring 
armor), for twenty rounds. !is doesn’t a%ect in-
organic beings (like cyborgs), or Horde beasts. 
Furthermore, there is a small chance of acciden-
tal infection if another person close to the user 
has open wounds, for instance, when the user at-
tempts to administer #rst aid to a friend. If the re-
sult of an appropriate test (for instance Healing) 

is snake eyes, the victim 
becomes infected; CP: 
+6; Availability: D; Price: 
150 000

Jack
!e basis of modern ci-
vilization, as necessa-
ry as air, water or food. 
!is special multifunctio-
nal electronic processor, 
with many available con-
nection slots and a wire-
less link, is installed in the 
spine, at the back of the 
neck, and is so common 
that on many planets in-
stalling it is compulsory.

Type: Implant; Loca-
tion: Spinal cord (yes); 
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E#ect: !e jack is the most important implant. 
Every character can begin the game with a jack 
already installed – but if the player decides not to 
equip a jack during character creation, and later 
decides he wants one, he must pay to have it in-
stalled. A jack gives the character the following 
bene#ts:
�� It can function as a cellphone, wireless mo-

dem, music player, or a small computer – with 
functions like a notepad, data storage, and a pro-
gram for calculating FTL jumps. Whenever the 
character needs to use such a device, he can do so 
thanks to his jack.
�� It allows for installing up to 10 so"ware im-

plants.

If the character is in the range of any planet-wi-
de network he can use the following features:
�� !e network allows him to use any Knowled-

ge skill at a d4 level, but making such roll takes at 
least #ve times longer than normally.
�� He can use paid on-line databases, which can 

give him a +1 bonus for any Knowledge or Stre-
etwise roll for each $100 spent, up to +4.
�� It allows him to communicate in any major 

language used on this planet – access to transla-
ting so"ware costs you $100 or $50 – but the che-
aper option gives you a very distinct accent.
�� If the character possesses the relevant licence, 

he can access protected databases, like the police 
wanted lists or warrants.

CP: +1; Availability: A; Price: 100

Jump Enhancer
Extra muscles implanted in legs and calves 
which can activate when necessary, increasing 
the capabilities of the jumper. For safety re-
asons, they can be activated only a couple of ti-
mes per day.

Type: Implant; Location; Legs (no); E#ect: !e 
user of this implant can triple his normal jumping 
range three times per day; CP: +1; Availability: 
A; Cost: 2500

Light Amplifier Mod
Using the same technology applied in modern 
night vision devices, this system enhances rece-

ived light impulses, allowing normal vision in 
any condition save for total darkness.

Type: Implant; Location: Eye (no); E#ect: !is 
mod allows the user to see normally in darkness 
and low light. Special: !is implant can be add-
ed to a cybernetic eye before implanting it in the 
body; CP: +1; Availability: B; Cost: 5000

Limb Enhancement
Additional muscle #bers #ll those parts of the 
limb normally used to install other modi#ca-
tions. !ey boost the strength and martial pro-
wess of the user.

Type: Implant; Location; Arm (no); E#ect: 
!is implant adds +2 to Strength rolls made us-
ing that limb and to melee damage as well; Spe-
cial: !is implant must be added to a cybernetic 
limb before implanting the new limb in the body; 
CP: +2; Availability: C; Cost: 10000.

Multi-Threaded 
Deductive System
!is autonomous AI system is combined with a 
massive knowledge database and has access to 
the planet-wide network. !anks to this it can 
instantly research any information necessary, 
and the user can also “outsource” many thought 
processes to the AI, enabling him to solve many 
theoretical problems almost instantly.

Type: So"ware; Location: Jack (yes); E#ect: A 
character with this so"ware in his jack receives a 
+2 bonus to one or more Knowledge skills. !e 
cost given below is for one skill, but you might 
buy more skills, paying $5000 for each (the CP 
cost remains unchanged); Special: Requires a 
jack;  CP: +1; Availability: B; Cost: 5000

Multi-Threaded Neural System
!is system essentially acts as an extra brain, in-
creasing the user’s brainpower and running se-
veral trains of thought at the same time.

Type: Implant; Location: Head (yes); E#ect: A 
character with this implant can perform two ac-
tions in a round without a -2 penalty. !e third 
and subsequent actions have the standard pen-
alties (-2 for the third action, -4 for the fourth 
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one and so on); Special: Requires a jack; CP: +6; 
Availability: B; Cost: 30000

Recorder Mod
A small memory bank connected to eye cam-

eras allows them to save a few thousand hours of 
images and copy them through the jack to an ex-
ternal drive.

Type: Implant; Location: Eye (no); E#ect: !is 
modi#cation allows for registering any image 
seen by character (with up to 2000 fps rate), and 
copying it to external storage. You can record up 
to 3 thousand hours of video. Special: !is im-
plant can be added to a cybernetic eye before im-
planting it in the body; CP: +2; Availability: B; 
Cost: 5000

Reflex Booster
!anks to changes in the nervous system and 
the creation of new synapses, the person under-
going this nanotreatment moves faster and is 
able to react faster than ordinary humans.

Type: Passive nanotreatment; Location: N/A; 
E#ect: 48 hours a"er treatment, the patient re-
ceives the Quick Edge. CP: +2; Availability: B; 
Price: 8000

Regenerative Nanobots
An active strain of nanoids in the user’s blood-
stream boosts natural tissue regeneration.

Type: Active nanotreatment; Location: N/A; 
E#ect: 48 hours a"er undergoing this treatment, 
the patient receives a +2 bonus to Vigor when 
healing wounds naturally; CP: +1; Availability: 
A; Price: 5000

Rollerskates
It is said that the idea for this implant came with 
an ancient picture of a policeman with this we-
ird, but very useful feature. Inside the cyberne-
tic feet are three small wheels allowing for fast 
movement, especially on smooth ground.

Type: Implant; Location: Leg (no); E#ect: A 
character installing this modi#cation can, as an 
action, extend wheels from the soles of their feet 
(if they’re barefoot or wear specially adjusted 
footwear) – this will increase their Pace to 12”; 

Special: !is implant can be added to a pair of 
cybernetic legs before implanting the new limb in 
the body; CP: +2; Availability: B; Cost: 5000

Social Prompter
An advanced analytical system using a simple 
AI to identify basic patterns of human behavior, 
and design reactions granting the user enhan-
ced social skills during a conversation.

Type: So"ware; Location: jack (yes); E#ect: 
Up to three times a day, the user can reroll a failed 
check of Persuasion, Taunt or Intimidate; CP: +1; 
Availability: B; Price: 10000

Spectrum Mod
Eye cameras are able to perceive a broader spec-
trum of colors, and to adjust the range wave-
lengths seen, thanks to which you can now see 
more details than the ordinary person.

Type: Implant; Location: Eye (no); E#ect: !is 
mod allows the user to see shorter and longer 
waves of the electromagnetic radiation. He can 
see in darkness as if he had infravision. Special: 
!is implant can be added to a cybernetic eye be-
fore implanting it in the body; CP: +2; Availabil-
ity: B; Cost: 10000

Stabilizer
A small system consisting of a strain of medi-
cal nanobots and a processor connected to the 
nervous system, constantly monitoring the he-
alth of the user and activating the nanomachi-
nes when his life is in danger. !e nanobots stop 
bleeding and regenerate damaged tissue, thus 
saving the user from death.

Type: Implant; Location: Heart (yes); E#ect: 
A character with this implant is treated as if he 
had Hard to Kill Edge when Incapacitated. A ver-
sion costing $15000 is also equipped with one 
dose of nanodoc, released when the hero’s last 
Wound would knock him unconscious. To re#ll 
the nanobot container you need to spend $500 
for each new dose; CP: +1; Availability: B; Cost: 
5000

Stress Controller
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So"ware controlling the central nervous system 
allows the user to control his hormones in times 
of stress or when experiencing strong emotions 
like fear or anger.

Type: so"ware; Location: jack (yes); E#ect: 
Someone with this so"ware in their jack receives 
a +2 bonus to Fear rolls and their Smarts or Spirit 
rolls in Tests of Will; Special: Requires a jack. CP: 
+2; Availability: B; Price: 5000

Stress Detector
!is system analyses the voice of another person 
and compares it with hundreds of thousands of 
voice patterns stored in its memory. !anks to 
this, the user receives complete information on 
the current emotional state of the target.

Type: so"ware; Location: jack (yes); E#ect: 
Someone with this so"ware in their jack receives 
a +2 bonus to Notice or similar skill rolls made 
to detect lies or recognize the current emotional 
state of a subject; Special: Requires a jack. CP: +2; 
Availability: B; Price: 5000

Synthskin
!is synthetic skin perfectly replaces the natu-
ral one, and a small processor placed at the base 
of the spinal cord allows for altering its color.

Type: Passive nanotreatment; Location: Skin 
(yes); E#ect: 48 hours a"er undergoing this treat-
ment, the patient gains a +2 bonus to all Stealth 
rolls if totally naked, +1 if he is even partially 
dressed; CP: +3; Availability: C; Price: 5000

Targeting Mod
!anks to a simple connection between a cyber-
netic eye and the nervous system this implant 
can signi#cantly improve the accuracy of your 
shots. Whenever the program managing the 
implant detects a heightened level of adrenali-
ne, it helps in aiming and pulling the trigger.

Type: Implant; Location: Eye (no); E#ect: A 
character installing this modi#cation acquires 
the e%ects of the Marksman Edge; Special: !is 
implant can be added to a cybernetic eye before 
implanting it in the body; CP: +1; Availability: B; 
Cost: 15000

Tool Set
A few simple but e%ective tools installed inside 
a cybernetic hand.

Type: Implant; Location; Hand (no); E#ect: A 
character with this modi#cation receives a +2 bo-
nus to all Repair rolls to repair machines and de-
vices; Special: !is implant must be added to a 
cybernetic hand before implanting the new limb 
in the body; CP: +1; Availability: A; Cost: 2500

Voice Modulator
A small processor connected to your vocal 
chords and inner ear allows you to control the 
tone and pitch of your voice, and make it much 
more persuasive. !e user of the implant can al-
ter his voice depending on his needs, whether 
he wants to convince, intimidate, or blu% the li-
stener.

Type: Implant; Location: !roat (yes); E#ect: 
A person installing this implant in their body re-
ceives a +2 bonus to all Persuasion, Taunt, and 
Intimidate rolls; CP: +2; Availability: C; Cost: 
15 000
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!e world of Nemezis is full of spacecra", hover 
tanks, and other marvelous high-tech vehicles 
which will make your adventures more intere-
sting. Here are some examples. 

Freighter Ship
A small, mercantile spaceship, used by inde-
pendent traders and smugglers. Very old mo-
dels can be found for a small percentage of the 
listed price.

Flyer
A generic $ying vehicle, used for planetary tra-
vel. Some models are capable of reaching the 

nearest moons (you can add the Spacecra" spe-
cial ability for a 50% cost increase).

Landspeeder
A common, four wheeled, vehicle, capable of 
working in almost any environment, from the 
devastated battle#elds of Cor to the Wastelands 
of Ash. Landspeeders are cheap, and the most 
advanced models are powered by energy cells, 
making them virtually self-sustaining.

Skorpio VTOL
An hybrid $ying vehicle used by many military 
units, it can deploy troops in very awkward pla-
ces, thanks to its ability to land and take o% with 
extreme precision.
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Hoverbike
Also known as repulsors, these slender vehic-
les work by generating a levitating #eld below 
them, in this manner eliminating all friction.

!ese are very fast, but quite tricky to drive. 
!eir ability to reach great speeds and, if you are 
skilled enough, to climb almost vertical surfaces, 
makes them a typical vehicle of criminal gangs. 
Some heavily modi#ed, top-of-the-line models 
are also used in Barizian races.

���0LOLWDU\�9HKLFOHV
Hammerhead
!e characteristic cockpits of these vehicles, re-
sembling the heads of hammerhead sharks, are 
one of the few positive sights for front line sol-
diers – most of these time these heavy carriers 
are used to transport reinforcements: small squ-
ads of special forces, able to turn the tide of a 
battle or even win it completely. !ese are he-
avily armored machines with decent weapons – 
but they’re unwieldy and di&cult to maneuver.
Weapons: 4 x TPC (two facing forwards, one 
each on right and le" sides in rotating mounts), 
two batteries of BSP-10HE rockets (facing 
forwards), 2 CW lasers (in rotating mounts, 
able to cover the entire area under the vehicle). 

Two TPCs, the rockets and the lasers are aimed 
by the copilot, the lateral TPCs by the gunners. 
Optionally, four BSP-2 (Demons) might be 
mounted, and these are also controlled by the 
copilot.
Acceleration/Top Speed: 20/250
Climb: 2
Toughness: 20 (8)
Crew: 6+12
Cost: 250000
Notes: Flares, Heavy Armor, Improved 
Stabilizer, Infrared Night Vision, Night Vision, 
-1 to Piloting rolls.

Hawk-7
Hawk-7s have served in the Cor military for 
a couple of decades, and the army has worked 
hard to #nd an equally versatile machine that 
could replace these old $yers. !ey are durable, 
easy to maintain and modify – and able to carry 
three crewmen and eight passengers wherever 
they’re needed.
Weapons: 4 x CW lasers (facing forward, 
aimed by the copilot), TPC on the right side. 
Optionally, two BSP-2 (Demons) might be 
mounted under the wings, and these are also 
controlled by the copilot.
Acceleration/Top Speed: 20/300
Climb: 3
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Toughness: 16 (6)
Crew: 3+8
Cost: 180000
Notes: Flares, Heavy Armor, Improved 
Stabilizer, Infrared Night Vision, Night Vision.

Locust
Small, fast, nimble… and completely unarmo-
red. !is small vehicle, similar to present-day 
quad bikes, is a basic ground vehicle used by 
scout teams on Ash.
Weapons: none
Acceleration/Top Speed: 25/45
Toughness: 8+20 (shields)
Crew: 1
Cost: 12000
Notes: Light shield.

Piranha
A small boat used by the army when there aren’t 
enough air vehicles. It’s cheap to maintain, and 
– since the Horde beasts seem to avoid oceans 
– very safe.
Weapons: TPC mounted on a rotating platform 
in the bow. CW laser on the roof.
Acceleration/Top Speed: 20/40
Toughness: 14 (4)
Crew: 4+20
Cost: 90000
Notes: Flares, Heavy Armor, Light Shield.

Steel M12 – “Jaws”
!e nickname of this powerful, tracked trans-
porter comes from its powerful bulldozer blade. 
It’s one of the few vehicles able to move smo-
othly in the jungles of Cor – it leaves behind it 
a trail of uprooted trees and soil six yards wide, 
but that’s not a problem for the military. !e 
M12 is heavy armored, but not that well armed. 
It’s #repower comes from the soldiers carried 
inside – Jaws can carry up to 20 heavily armo-
red troopers or 30 light infantrymen.
Weapons: BSP-10HE mounted on the roof, aimed 
forwards, and TPC built into the armor (also 
aimed forwards), both controlled by the gunner. 
Acceleration/Top Speed: 15/30
Toughness: 22(8)

Crew: 2+30(20)
Cost: 150000
Notes: Flares, Heavy shields, Heavy Armor, 
Improved Stabilizer, Infrared Night Vision, 
Night Vision.

Turtle
A powerful barge transporting large quantities of 
soldiers or small, light land vehicles. It’s not heavi-
ly armed, as it’s usually protected by other vehicles.
Weapons: TPC mounted on rotating platform 
in the bow.
Acceleration/Top Speed: 10/20
Toughness: 16 (6)
Crew: 4+50
Cost: 110000
Notes:Flares, Heavy Armor, Light Shield.

���(TXLSPHQW
Most ordinary people don’t need guns and armor 
or cybernetic toys. !ey spend their money just 
to live: to pay for food and drink, a place to live, 
transportation, everyday objects and entertain-
ment. What they constantly deal with is bills and 
costs, taxes, tithes or refunds. Most of them need 
to watch their accounts closely, save to buy a car, 
to go on vacation or to pay for a cruise to visit fa-
mily living hundreds of light years away.

Player Characters shouldn’t deal with these mun-
dane calculations. All the details of everyday life are 
summed up in one item – you just need to declare 
that you spend a certain amount each month to pay 
for your lifestyle. Below is a list of common equip-
ment and information on lifestyle costs.

/,)(67</(
Each hero has to live somewhere, eat, drink and wear 
clothes. His lifestyle level represents these costs. The 
number stated below is the amount of dollars the cha-
racter must spend each month to maintain each lifestyle.

Homeless
Days spent on the street, nights spent under the brid-
ge. Rat for lunch, whatever you managed to #nd in 
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the dumpster for dinner. An old sweater instead of a 
suit, a scarf made from bits and pieces instead of a tie. 
Being homeless doesn’t cost any money.

Cost: 0

Modest
You’re living in a small room on synthetic prepac-
kaged food. Your only entertainment is the free pu-
blic channels on the planetary network. It’s much 
better than living on the street, but you’re still poor.

Cost: 100

Average
Such a person owns a small apartment and some 
form of transportation, and can a%ord most com-
mon objects. Occasionally they can a%ord some 
more expensive entertainment, like a vacation once 
per year. !is is the lifestyle of around 80% of the 
inhabitants of the civilized planets of the Galaxy.

Cost: 500

Well-Off
Your own house with all mod cons, regular visits 
to your family doctor, genetic alteration to elimi-
nate genetic $aws, and vacations in exclusive re-
sorts are available only for the few – sadly, such 
pleasures are expensive.

Cost: 2000

Lavish
!is lifestyle is available to perhaps one person in 
a million. Great mansions, luxurious parties, co-
smetic nanoids, even exchanging old bodies for 
the new ones – these are available only to the bos-
ses of corporations, or the leaders of noble fami-
lies or criminal organizations. If they didn’t have 
to work, they’d say that they lived in paradise.

Cost: 15 000

(48,30(17
Below is a list of some example devices and objects 
o"en used by player characters. Of course, this list 
is incomplete and does not show many everyday 
objects, which the denizens of the Galaxy can’t 
imagine life without. As these very rarely in$uen-
ce gameplay, they’re not described below.
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Cellphone
An ancient device, sometimes used on some bac-
kwater planets as a backup communicator. It’s 
powered by a microcell (1 charge is enough for 2 
hours of conversation or 2 days of passive use).

Availability: B; Cost: 25
Clothes
Various kinds of clothes, from rags through cor-
porate uniforms to ceremonial priestly robes.
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Availability: A; Cost: 1 (rags), 20 (good 
clothes), 350 (fashionable clothes), 1000 (extrava-
gant creations).
Communicator
!e size of a matchbox, this device allows remote 
communication. A great range of designs for the-
se devices exists: some are built to resemble wri-
stwatches, jewels, or the more traditional earpiece.

All communicators can be encrypted, which 
forces any potential eavesdropper to decode the 
signal (with a Knowledge (Computers) roll at a -4 
penalty).

Availability: A; Cost:  50 (mid-range model) + 
100 (for encryption system).
Flashlight
A small, pencil-sized device throwing a 10” long 
sha" of light. A microcell powers the $ashlight for 
up to 5 hours.

Availability: A; Cost: 50
Food Rations
A small, red pill. If you swallow it, you won’t feel 
hunger for the next 24 hours. !ey are, in fact, no-
urishing, but you shouldn’t rely solely on them. 
A"er each week during which the hero consumes 
only food pills, he receives one level of Exhaustion 
which can be removed only by a week-long diet of 
normal food.

Availability: C; Cost: 50
Goggles
A pair of goggles designed to protect the eyes from 
bright light. Wearing goggles gives +2 to rolls to 
resist to $ash based Powers or Tricks.

Availability: B; Cost: 50
Handcuffs
Modern handcu%s are equipped with an electro-
magnetic #eld emitter that paralyzes cybernetic 
limbs. To break the cu%s you must succeed in 
a Strength roll at a -6 penalty, to slip out of the 
cu%s you must make an Agility roll at -4.

Availability: C; Cost: 75
Investigator’s Kit
!is small box contains some simple chemicals, 
tools allowing for cleaning and analyzing eviden-
ce, and a small chemical analyzer. More advanced 
versions contain a #ngerprint reader with a con-
nection to the police network. Without an Investi-

gator’s Kit Notice rolls to #nd evidence on a crime 
spot su%er -2.

Availability: B; Cost: 100
Jump Pack
!ere are two types of these; !e #rst kind allows 
for free movement in space. Character equipped 
with them can move at their full Pace and even 
run in 0G environments. Being in space without 
such a device allows only half Pace movement. It 
has energy for an hour use.
  !e second kind is made for long jumps in nor-
mal gravity conditions.  It allows making “jumps” 
as if using the "y Power, with 20 Power Points and 
arcane skill d8. !e only limitation is that the user 
must land at the end of any round.

Availability: C; Cost: 250
Locator
A small device, the size of a #ngernail, o"en with 
a magnetic or sticky layer. It sends out a tracking 
signal over a 10 mile radius. A special microcell al-
lows for 12 hours of activity.

Availability: C; Cost: 250
Microcomputer
!is device is used almost exclusively beyond the ran-
ge of a planetary network. It’s a laptop the size of a small 
book, powered by a standard battery (the built in ener-
gy supply is enough for a month of constant work).

Availability: A; Cost: 50
Musical Instrument
!is encompasses both ancient instruments like 
guitars or drums, and electronic devices with pro-
grammable sounds.

Availability: B; Cost: 50
Nanodoc
!is small can, resembling a mouth spray, is #lled 
with millions of medical nanoids. If you spray one 
dose of nanodoc on a wound, a"er an hour the 
only trace of the damage will be a small scar. In 
just one minute, a dose of nanodoc cures one Wo-
und. It is limited to one use per day.

Availability: C; Cost: 250
Protective Suitcase
A small, composite suitcase with its contents 
protected from X-rays and other simple scan-
ners, o"en used by diplomats – or smugglers.

Availability: C; Cost: 250
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The following chapter describes the su-
pernatural powers used by the heroes 
and villains in Nemezis. !e players can 
read all the information presented in 

this chapter, but remember that the ability to tap 
the power of the vile gods should be reserved so-
lely for non-player characters. One of the themes 
of Nemezis is the war with darkness, and the play-
er characters should be heroes pushing darkness 
back, not villains working towards the destruc-
tion of humankind. But if the GM has a good re-
ason for it, the players still can use the following 
system to create traitors devoted to the service of 
the dark deities.

���3VLRQLFV
Many of my friends and former friends still 

think that psionic powers are the ultimate evil, pro-
of of the degeneration and imminent fall of man-
kind. But, despite some scu%es with them, I still 
think they’re wrong. Psychic powers are a gi#, a tool 
to $ght the monstrosities of the Horde with. It’s a 
pity that the universe is full of fools who’d like to see 
all psionicists burned at the stake.

Fabio Capella, Bounty Hunter, former Priest 
of the Uni!cation Church

Psionics is a phenomenon known since the 
dawn of mankind, but it’s still not understood 
how some people can alter reality by willpower 
alone. It’s not known exactly when the #rst people 
able to use psi powers were born, but scientists 
suspect that such powers have been present sin-
ce the beginning of humanity – but until recen-
tly, there were no technologies enabling the reali-
zation of the full potential of psionic minds, and 
control over these strange powers. !roughout 
history mystics, frauds and fanatics have claimed 

that they possessed supernatural powers – it’s po-
ssible that some of these claims were true.

As a scienti#c phenomenon, psionics has been 
present in the popular consciousness for millen-
nia. !e #rst organizations of people able to con-
trol their mental powers appeared at the dawn of 
the great eraof Galactic colonization, and they 
were treated in di%erent ways on di%erent pla-
nets. On some worlds, being a psionicist was a 
death warrant; on others, it was a road to power 
and comfort. On others still, it was part of faith or 
religion – a man with psi powers would be called 
a prophet or a saint. Regardless, everyone suspec-
ted that psionicists were special, and tried to iso-
late them from the community.

!ere were two reasons for this: #rst, the fear 
that the gi"ed would use their powers for perso-
nal gain (which was o"en justi#ed, since many 
telepaths did use their powers to enslave others); 
and second, the dangers resulting from them lo-
sing control over their powers. Losing control 
could cause serious damage, the destruction of 
property or even the deaths of innocent people. 
Psionics was a powerful and useful, but unpredic-
table, tool.

In time, researchers started to experiment with 
mental powers. Psionicists conducted research 
on their own, trying to understand their own po-
wers, learn about their limits and how to overco-
me them. !ey discovered dozens of new kinds 
of powers, and they learned how to use psychic 
energy in hundreds of new ways. Army resear-
chers unearthed new, military applications of the-
se strange powers. Finally, researchers tried to di-
scover why some people have psionic skills, while 
most don’t. !e results were unexpected: it tur-
ned out that almost ten percent of the population 
has a predisposition to become psionicists. Pre-
viously, it was commonly thought that this was 
a one-in-a-million occurrence. Further experi-
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ments led to new technologies, which could grant 
psi powers via genetic engineering – even though 
this process was very dangerous to the human or-
ganism, so only a few people would risk such a 
mutation.

Even though it’s still not fully understood, 
psionics is now an integral part of human life. 
!e ability to manipulate the fundamental for-
ces of the universe by willpower alone is taken 
for granted by the average citizen of the Galaxy. 
Psionicists are still surrounded by an aura of fear, 
and some planets don’t tolerate their presence, 
but they’re no longer thought of as madmen or 
mutants – more like specialists on some rare but 
useful topic.

%UHDNLQJ�WKH�%DUULHU
Despite ages of research there is no safe and 
sure way to produce a psionicist. !e predispo-
sition or the appropriate genetic mutation isn’t 
enough to break through the natural limits of 
the human mind. Aside from knowledge and 
talent, something else is needed, a speci#c fac-
tor, di%erent for each person.

“Breaking the barrier” (as it’s called) is almost 
always the result of a near-death experience. Al-
most half of all the psionicists managed to break 
their barrier when they experienced clinical de-
ath. Accidents, serious diseases, wounds or psy-
chic attacks can all break the barrier and activate 
the part of the human brain responsible for men-
tal powers. In many gengineering clinics you can, 
a"er making a payment and signing a waiver, risk 
the necessary treatment and special therapy – 
which is essentially deliberately-induced clinical 
death. !is method works only in ten per cent or 
so of the applicants, and what’s worse is that o"en 
you can’t revive a much bigger percentage  than 
that; the rest die during the procedure.
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When the psionicist has broken the barrier, the 
real danger starts. An untrained psi can’t fully 
control his powers – he uses them spontane-
ously, usually in moments of stress or strong 
emotion. His powers can be a threat both to 
himself and to his surroundings. Random shi-
"s in temperature or air pressure, moving ob-
jects or wild, untargeted mental attacks are just 
a few examples of the untrained use of psionic 
powers. On most civilized worlds, people with 
active psionic talents are forced – sometimes 
even under threat of the death penalty – to un-
dergo training enabling them to control their 
powers, and to raise and dismiss a mental block 
on their skill.

Apart from protecting bystanders, the psio-
nicist learns how to strengthen his psyche and 
avoid mental illness. !is training is not perfect, 
and every person with a shred of talent has lost 
control of their powers at least once – someti-
mes causing damage and injuring the innocent. 
Many psionicists develop various phobias; they 
avoid crowds, enclosed spaces, or contact with 
other people, and may even attempt suicide, be-
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ing willing to die rather than injure their loved 
ones. Specialists who focus on telepathy o"en be-
come insane a"er misusing their power – they 
can’t distinguish others’ minds from their own. 
!e more quickly the psionicist learns to raise his 
mental block, the lower the risk of mental illness; 
that’s why in almost every school and foundation 
developing psionic skills, the #rst lesson is how to 
raise a mental block.
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Just possessing a talent for a certain discipli-
ne does not determine who you will become 
a"er your training, or what role will you play 
in society. Over the course of centuries there 
arose hundreds of specializations, o"en based 
not on mental abilities, but on ordinary skills 
and knowledge. Psionic powers can give you an 
edge in any job performed by normal people.

People with psionic powers are almost never 
members of the lower classes. !eir talents are 
rare enough to guarantee them comfortable li-
ves without much e%ort. Many of them still work 
for the organization that trained them (some of 
the organizations insist on that), and perform the 
duties their leaders choose for them. Some try to 
conceal their abilities, hiding in the mass of or-
dinary humans, and doing whatever they can to 
make a living. Only a few decide to shape their 
own fate – you can #nd them in the army or po-
lice force, or serving corporations, governments, 
noble families and crime organizations. !ey do 
whatever they’re best at – in#ltrate, scan human 
minds, chase fugitives (criminals, traitors, or just 
people their employers consider inconvenient) as 
well as managing disputes and diplomacy. Some 
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of them risk a sudden and painful death, but they 
are o"en more than happy to live such a life, sin-
ce they well know that there is no other way to 
the top.

Many psionicists work in police forces, but 
none so far has worked in a court of law. !ough 
you can capture criminals thanks to psionic po-
wers, they can never (except perhaps on worlds 
ruled solely by psionicists) used in evidence. Any 
information obtained thanks to telepathy has to 
be con#rmed by a written confession.

If the psionicist is a diplomat, he is treated in 
a completely di%erent way. Psionic negotiators 
are thought to be the best in their chosen #eld, 
so they are o"en respected, but also o"en hated 
by ordinary people. Telepaths are especially im-
portant – they can get information straight from 
rivals’ minds, and control conversations so that 
their party will always achieve its goals. Most 
such psionic diplomats invest in defensive im-
plants or nanoid treatments, and hire experien-
ced bodyguards – they are targets for assassina-
tion too o"en to live a normal life.
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Using psi talents is di&cult even for experien-
ced psionicists. !is empathically isn’t like ri-
ding a bike, it’s not enough simply to repeat re-
membered movements. You need to constantly 
focus on the desired e%ect and literally force re-
ality to align itself to your will. Sometimes this 
is enough to achieve your goal, sometimes you 
simply get a migraine.

If the speci#c Power description does not sta-
te otherwise, you need to succeed in a Psionics 
roll to use a Power. !e skill is based on Smarts. 
Using some Powers, particularly malicious ones, 
requires victory in an opposed roll. !e details are 
described below for each Power. !e list of availa-
ble Powers depends on your psionic school. A be-
ginning character knows only the basic Powers, 
and can receive more only a"er selecting an ap-
propriate Edge.

Furthermore, a character can use a Power of 
any Rank, but more powerful abilities are harder 
to use. For each di%erence in level between your 
Rank and that of the Power, you receive a -2 pe-
nalty to all Psionics rolls. For instance if a Seaso-
ned Hero wants to Destroy Consciousness (a He-
roic Power), he su%ers a -4 penalty.

Abusing your Powers can cause serious exhau-
stion. Each failure on a Psionics test causes one 
level of Fatigue. Luckily, this fatigue can be remo-
ved very quickly – you only need 1 minute (10 ro-
unds) to remove one level of this type of Fatigue.

Brainburn: When a psionic character rolls a 1 
on his Psionics die (regardless of his Wild Die), 
he is automatically Shaken. On a critical failure, 
the psi lets out a psychic scream that causes him 
to be Shaken, along with all allies in a Large Burst 
Template who fail a Spirit roll. !is can cause a 
wound.

3VLRQLF�(FKRHV
To detect psionic powers, you don’t always need 
a gi" yourself. Sometimes, if a lot of psionic po-
wer was released in a single area over a short pe-
riod of time, even ordinary people can notice it. 
Some of them feel anxious, or complain about 
headaches and nausea – others feel agitated and 
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full of unnatural energy. Psionicists sense such 
zones even more clearly, and o"en they can’t use 
their powers in them. Sometimes, the pain can 
even kill the telepath.

Psionic powers used in highly emotional situ-
ations (most o"en combat) can leave echoes be-
hind. Areas of psionic echoes are rated as high or 
low power. Low power areas require a Spirit roll 
upon entering and every hour therea"er to avoid 
gaining a level of Fatigue; the maximum e%ect of 
this is Exhaustion. High power areas in$ict a -2 
penalty to the Spirit roll and require further rolls 
every 10 minutes. High power areas can lead to 
Incapacitation, but not Death (though death may 
occur from hunger or thirst if the victim is not re-
moved from the area). Psionicists are extremely 
vulnerable to psionic echoes and su%er an addi-
tional -2 penalty to Spirit rolls to resist their ef-
fects.
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!ere are only a few minds able to comprehend 
psionics as a uni#ed #eld, and control every 
aspect of it. “Ordinary” psis o"en lack the skills, 
determination, willpower and time to obtain 
many di%erent powers. Instead, they specialize, 
using psionic powers to enhance their chosen 
profession. Even initial training shows many 
di%erences – psychic coordinators are taught to 
a%ect more people at once, while psionic sword-
masters focus only on their own bodies. In this 
way, a"er ending their training and mastering 
basic powers, heroes become adepts of a parti-
cular psionic school.

!e game mechanics re$ect this with speci#c 
Edges. For instance a character who’s going to be 
a police o&cer with a psychic edge, able to hunt 
the most violent criminals should pick the Psio-
nic School: Psychic Cop Edge. !anks to these 

Edges the characters receive special bene#ts, in-
cluding access to a large number of Powers tied 
to their School. 

���&XOWLVWV
Someone once said that magic is a name for 

‘technology you can’t understand’. Guess he lived 
before the dark gods taught their servants real sor-
cery, since I doubt anyone sane could understand 
it. If they used objects taken from the tombs of dark 
gods or devices built thanks to their strange visions, 
you could at least thinkyeah, that’s advanced scien-
ce. But you can’t explain rationally how a group of 
guys high on some weird drugs can summon a dise-
ase devastating an entire colony with only a mum-
mi$ed corpse, a couple of liters of blood and singing 
songs in a circle.

– Nathan Crow, Bounty Hunter
When introducing characters possessing black 
magic powers the Game Master must remem-
ber one thing: the abilities given to the followers 
of the dark gods can cause any e%ect, no matter 
how impossible. !eir powers can break even 
the most fundamental laws of physics, o"en in 
incomprehensible, seemingly impossible ways. 
It does not mean that these spells have no li-
mits – if the dark gods were omnipotent man-
kind would be extinct long ago.

Any attempt to organize the spells of black ma-
gic is doomed to fail. !e power of a cultist de-
pends on many factors besides the god he follows, 
his own knowledge and the recorded formulas of 
dark rituals. Other important elements are the 
personality of the follower, his sanity, and more 
temporary factors, like his state of mind while ca-
sting the spell. Black magic is more like praying to 
dark gods and hoping to receive the desired gi" 
rather than a speci#c formula causing a prede-
termined e%ect. O"en the cultists themselves are 
surprised by the e%ects of their prayers. Someti-
mes this surprise turns into raw fear when, inste-
ad of directing the power against the worshipper’s 
enemies, the god turns it on the cultist, who irri-
tated his master with a nonsensical supplication.
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Black magic is a powerful, but unpredicta-
ble and dangerous art. Complete devotion to 
the ideals of the deity you worship, regular sa-
cri#ces, and total concentration when conduc-
ting a ritual can minimize the risk of your patro-
n’s wrath, but you can never be completely safe. 
In this way, the gods communicate to their fol-
lowers that they expect faith and devotion, and 
that they are not simply source of weird powers.
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Using black magic in the game requires certain 
preparations by the GM. !e spells and rituals 
cast by cultists can cause almost every imagi-
nable e%ect, so you should have some prepa-
red in advance. !e list of common spells is not 
exhaustive, and many other spells might exist.

Cultist (Weird Edge)
Requirements: Novice, Spirit d6+, Knowled-

ge (Occult) d6+
A character with this Edge is a servant of the 

dark gods, a traitor to humanity conspiring with 
inhuman forces awakened from their eons-long 
dreams. In exchange for his devotion, he receives 
the ability to use black magic, and may ignore 
all Fear rolls caused by the servants of the dark 
gods. Players can choose this Edge only with the 
GM’s permission.

To cast a spell or conduct a ritual usually re-
quires a single roll of Knowledge (Occult), with 
a modi#er depending on the speci#c spell, from 
+2 (for lesser spells) to -12 (for spells summoning 
powerful beings).

%RQXVHV�DQG�3HQDOWLHV
!e test for casting a spell can be in$uenced 

by a number of factors making using the dark 
powers harder or easier. Here are some circum-
stances a%ecting sorcerous rituals. All bonuses 
and penalties stack, unless their description sta-
tes otherwise.

Sacri$ce – Valuable Object (+1): During the 
ritual the character must destroy an object prepa-
red speci#cally for the ritual, worth at least $1000 
– or even more for more powerful spells.
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Sacri$ce – Human Life (+2): When casting a 
spell the cultist murders an innocent human.

Sacri$ce – Own Life (+4): !e cultists asks his 
patron for his death, or he simply kills himself. 
He receives a bonus to the spellcasting roll, but 
dies instantly when the spell is cast and nothing 
can save him.

Dark Libraries (+1 to +4): Consulting forbid-
den books devoted to dark deities and black ma-
gic can increase the power of evil sorceries.

Relics or Artifacts (+1 to +4): If the dark 
priest possesses a relic (a body part of a power-
ful servant of his patron) or an artifact (an ob-
ject blessed by the deity), he can receive a bonus 
depending on the power of the object: a tentacle 
from a weak monster will grant a +1 bonus, while 
a heart of a powerful beast can give +4.

Acolytes (Special): Cultists are organized in 
cells to help their masters cast powerful spells. 
!e main caster receives a +1 bonus for each 2 
additional people assisting in casting the spell – 
all of whom must have the Cultist Edge. Howe-
ver, if the character rolls a 1 on the Occult roll, 
the wrath of the deity a%ects the acolytes as well.

Emotional In"uence (+1): Casting the spell 
under the in$uence of strong emotions is easier.

Harming loved ones (-2): !e cultists maims 
and wounds someone close to him, like a lover or 
a good friend.

Casting on Drugs (+1): Being intoxicated (by 
hallucinogens, alcohol or other mind-altering 
substances) makes spellcasting easier.

Subduing emotions (-2): Trying to limit the 
power of spell or praying for partial e%ect makes 
the spell harder.

Harming other cultists (-2): Using dark ma-
gic against beings worshipping the same deity is 
always a hindrance.

Showing cowardice (-2): Casting a spell to eli-
minate an enemy which the character can defeat 
in another way, or just to save his own life, causes 
the dark powers to grow angry.

Abusing power (-1 to -5): Praying too o"en, 
repeated summoning of the same or similar ef-
fects, using black magic for petty personal re-
asons or showing o% with your power reduces the 
chance of casting a spell signi#cantly.

6SHOOV
What follows is a list of the most commonly 
used e%ects. Spells are similar to other powers 
from the SWD core book, but there are a couple 
of minor di%erences. First, black magic spells 
don’t have Rank requirements – any character 
with the Cultist Edge who has learned the re-
levant ritual can cast them. Second, the more 
powerful spells are harder to use – the Modi#er 
states the penalty to the Knowledge (Occult) 
roll. !ird, black magic does not use Power Po-
ints. Fourth, these dark powers are most o"en 
rituals, taking quite a lot of time to cast – the 
casting time of the rite is given in description 
of the spell.

Aging
Modi$er: See below
Range: 6 miles
Casting Time: 8 hours
Duration: Instant
!is spell can target either objects or living cre-
atures. In the #rst case, it causes the decomposi-
tion (corrosion or rotting) of objects weighting 
less than 200 lbs – including cybernetic im-
plants (so any cyborgs subjected to this types of 
spell receive 4d6 damage, bypassing armor and 
energy shields).

If the spell targets living beings, it can instan-
tly age a single human being whose true name is 
known to the cultist, or whose body parts (e.g. 
hair or #ngernails) he owns. Each #ve years of 
extra age the caster wishes to in$ict causes a -1 
modi#er to his skill roll (so adding 30 years to the 
target causes a -6 penalty). !e target can try to 
resist with a successful Spirit -4 roll, but a success 
only reduces the e%ect to 1 extra year per point of 
the penalty (6 years if the caster tried to age the 
victim 30 years). !is spell can be used only once 
on a single being – another attempt will always 
end in a failure. !e cultist can cast this spell even 
on a person he can’t see.

Aggression
Modi$er: -6
Range: 6 miles
Casting Time: 8 hours
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Duration: 1 month
!is ritual a%ects a single human being who-
se true name is known to the cultist, or who-
se body parts (e.g. hair or #ngernails) he owns. 
!e target resists the spell with a Spirit -2 roll, 
and if he fails, his activities will be marked by 
unusual aggression. He will become very vio-
lent, and aggressive in every con$ict.

If a player character becomes a victim of this 
spell, the Game Master can require another Spirit 
(-2) roll in stressful situations. Failure means the 
GM can take control over the character, for in-
stance to declare an attack on an unfriendly cha-
racter. !e cultist can cast this spell even on a cha-
racter he can’t see.

Curse of Fear
Modi$er: -6
Range: 6 miles
Casting Time: 1 hour
Duration: 1 year
!e e%ects of the curse of fear are twofold. First, 
it makes the victim very vulnerable to superna-
tural e%ects causing fear. Second, it enhances 
the victim’s natural cowardice, awakening his 
phobias and fears.

!e victim is defenseless against spells and ef-
fects causing Fear – he automatically fails all Fear 
rolls. Furthermore, even mundane factors that 
could potentially cause fear – like blood, darkness 
or dead bodies – force the victim to make a Fear 
test, with an appropriate penalty (assigned by the 
GM). !e cultist can cast this spell even on a cha-
racter he can’t see.

Curse of Pain
Modi$er: -4
Range: Smarts
Casting Time: 1 action
Duration: Instant
!is powerful curse makes the victim feel pain 
as if it was much more intense. A slight prick se-
ems like a wound and more serious damage can 
cause incapacitation.

Whenever the victim of the spell feels pain (i.e., 
whenever they are Shaken or Wounded), they 
must make a Vigor -2 roll. If they fail the test, they 

fall on the ground, unable to act at all. In each 
subsequent round they must make a Vigor roll, 
with a modi#er 1 less than in the previous round. 
An success allows them to overcome the pain and 
recover.

Curse of Vermin
Modi$er: -4
Range: 1,000 yards
Casting Time: 4 hours
Duration: 1 year
!e cultist can cast this curse on a single buil-
ding – from a small house to a skyscraper. !e 
power of a spell manifests itself a"er one day. 
From then on, the cursed place is a home to all 
kinds of insects: cockroaches, ants, earwigs or 
similar bugs. Initially there are only a couple of 
them, but day by day their numbers grow. No 
ordinary insecticide can remove the e%ects of 
this spell, it can merely stop it for a few days. 
!e cultist can cast this spell even on a building 
he can’t see.

Disfiguration
Modi$er: see below
Range: 6 miles
Casting Time: 4 hours
Duration: 1 year
!e power of this ritual can a%ect a single hu-
man being whose true name is known to the 
cultist, or whose body parts (e.g. hair or #nger-
nails) he owns. !e victim turns spectacularly 
ugly, and his or her Charisma decreases by 4. 
!e cultist can cast this spell even on a person 
he can’t see.

Natural Disaster
Modi$er: -8
Range: 60 miles
Casting Time: 16 hours
Duration: 1 week
!is spell allows the cultist to summon a natu-
ral disaster over a wide area, up to several miles 
across – like a drought, an earthquake or even a 
meteorite. !is power warps reality, increasing 
the odds of such an event happening. However, 
if a given natural phenomenon couldn’t exist in 
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such an area (like a $ood on a world without 
water), the ritual automatically fails. !e cultist 
can cast this spell even on a place he can’t see.

Song of Doom
Modi$er: -8
Range: Area up to 6 miles from the place of the 
ritual
Casting Time: 8 hours
Duration: Instant
!is ritual summons a swarm of ghostly cre-
atures serving the dark gods. !ese spirits whi-
sper dark temptations to the minds of people in 
the spell’s area of in$uence, convincing them to 
commit suicide. Each intelligent being in the 
area of the spell must make a Spirit roll to resist. 

A failure means that it will soon attempt to kill 
itself – whether by jumping from the roof, cra-
shing a car in a wall or swallowing poison. Luc-
kily, this spell a%ects only Extras.

Summoning
Modi$er: See below
Range: Smarts
Casting Time: 8 hours
Duration: Instant
!is ritual summons a speci#c kind of monster 
(each monster has a di%erent summoning spell 
associated with it). !e monster appears just a 
few yards from the caster, in a location of his 
choice. Any kind of creature serving dark gods 
can be summoned, including foul beasts of the 

Horde. A summoned beast follows the or-
ders of the cultist, unless it succeeds in a 
Spirit roll with a penalty identical to that 
of the ritual – then it follows its own na-
ture.

!e exact modi#er to Knowledge (Oc-
cult) roll is determined by the Game Ma-
ster. Usually it’s -2 for the weakest creatu-
res, while the most powerful servants of the 
dark gods can hamper casting of this spell 
by up to -12. !e caster can willingly incre-
ase the performing of this ritual to increase 
the bonds of the summoned creature – but 
it doesn`t change the summoning modi#er 
– it just means that the monster won`t eat 
the caster.
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Ash is the more distant planet orbiting 
around Horizon 2, the larger and war-
mer sun of the system; and it is freezing 
to death. Terraforming machines took 

ages to modify the conditions on the planet to al-
low the settlers to build the #rst towns. !e pro-
cess was hard and slow, and many of the colonists 
weren’t too happy to settle here – sometimes they 
were even forced to. With time, life on Ash was be-
arable enough so that not only people without pro-
per education emigrated there, but also specialists 
in various #elds – from doctors to hyperspace engi-
neers. Ash became a promising world – so no won-
der that many corporations started to invest serio-
us money in the planet, including In#nity, which 
was responsible for maintaining the terraformers. 
Cities, factories, and huge automated power plants 
sprung up like mushrooms. Ash became famous as 
a planet manufacturing reliable gear, like electro-
nics, cybernetic implants and starship components.

And sixty seven years ago all that went to hell.
One a"er another, the terraformers started 

to fail. !e climate started to cool down, which 
caused millions of people to move to the equatori-
al regions. Great industrial complexes, automated 
mines extracting priceless ores, and entire metrop-
olises were le" to wind, snow and ice. Ash start-
ed to die, and nothing suggests that the situation is 
going to change soon.

���,QWURGXFWLRQ
Ash is a world where the concept of “law” has no 
meaning. !e planet’s government is nothing more 
than a puppet of the Barizian nobles, and they are 
only interested in maximizing pro#ts. !e police 
forces in the cities are doomed to fail when they 
have to face the full power of corporations, mer-
chant guilds and the Syndicate, the most power-

ful criminal organization in the system. A man 
looking for justice has to #nd it himself – or #nd 
someone that will protect him. Most of them pick 
the latter solution, and sign contracts binding 
them to service of corporation.

Feudalism is back, with a vengeance.

0(75232/,6(6
!ese mega-cities, carefully designed by past engi-
neers, were supposed to be perfect – clean, safe and 
warm arcologies full of smiling people convinced 
of their complete and total safety and awaiting the-
ir glorious future. And this image fell apart when it 
turned out that settlers arriving on Ash weren’t very 
much interested in peace and obeying the law. Va-
rious scum arrived on Ash – from petty criminals 
ready to satisfy the demand for illegal substances, 
gambling and other forbidden pleasures, to leaders 
of large gangs working in other systems (the fore-
runners of the Syndicate), and #nally, the broken 
people whose only desires were a bottle of good bo-
oze, some drugs and a good VR experience. !ese 
scum were a minority, just a small fraction of the 
population – but they were visible and active eno-
ugh to destroy the beautiful dreams of paradise.

An average metropolis, with hundreds of sky-
scrapers downtown, powerful towers of terraform-
ers encircling its borders, a mighty wall defending 
it from the wastelands, and a multitude of houses, 
apartment buildings, factories and a spaceport, is 
more like a hell than heaven. Its numerous prob-
lems are a high crime rate, malfunctions in auto-
mated plants, ruined buildings, thousands of home-
less, and a constant increase in the energy needed to 
keep the people alive. In each of the twelve cities (ex-
cept for Nexus – but that one is an exception) there 
live around 5 million people. Ninety-#ve per cent of 
the population spends their entire life in their dis-
trict. One in a hundred never leaves their house.
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Life on Ash is pretty monotonous. !e average 
day is divided between work, sleep, housework and 
entertainment – which usually means exploring 
the Cortex or spending time in a free VR. For most 
citizens, the apex of their dreams is a trip to an-
other star system, exchanging their apartment for 
a larger one: warmer, or placed in a safer district, 
their own car or an extensive nanoid treatment to 
preserve youth.

!e uncommon folk live a much more interest-
ing life –this includes people living in the slums, 
members of various gangs, sects, or people more 
or less tied to the Syndicate. !eir daily life con-
sists of #ghting their rivals, evading the police and 
bounty hunters, and planning other actions. One 
day they might break into a gun dealership, anoth-
er they might protect a bar owned by one of them, 
and sometimes they even work as a corporation’s 
strong-arm men. Living in the shadows gives you 
the chance to win a fortune, but it also promises 
a dark end - prison, maiming or death. !e life 
of crime has both good and evil faces, but for the 
most criminals it never changes.

Use in game: Most adventures on Ash’s surface 
are set in the cities. !ey’re the place where the 
plans of all the power groups in the system inter-
weave, and it’s here where the PCs can #nd most 
of their jobs. Regardless whether they’re corpo 
slaves, bounty hunters, Syndicate soldiers or mer-
chants looking for a quick buck, they can #nd their 
fortunes, friends and mortal enemies in the great 
cities of Ash – living through hundreds of amaz-
ing adventures. Player characters rarely live calm, 
peaceful lives – they play with #re, but constantly 
avoid the worst burns. !ey #ght for their rights, 
even if they have to pay the ultimate price.

Adventures in metropolises can be played in 
many styles. Heroes can investigate murders, search 
for missing or kidnapped people, track down cult-
ists, help or #ght the Syndicate – in the name of 
their ideals, out of necessity, or, like bounty hunters, 
for purely material reasons. If they play corporate 
workers, mob leaders or merchant guild leaders, 
they can participate in the game of power. !ey will 
spy on the competition, intimidate the employees 
of other companies, buy and sell shares, plan sabo-
tage actions, and take part in them. !ese are great 

cities, where you can play games of action, mystery, 
horror, drama or even – if you all agree – comedy.

����������
��Ũ����������������ř���������������		������
����������ř������	����Ũ�������������������
���������������������Ş������������ř��������

����������Ŝ������������ř�������������������	�
������������������������ř��������������������
�
����������ř������������������������������������
�	�����������������������������
���������������
�	���������	�����Ŝ�����������������������
����
��������������	�����Ũ�������������ř������������

���������������������������������ř�����	���
�����������������������������������ř��Ş��Ŝ�

���������������Ũ������������������
�����
�����Ũ��	��������ŷ���������������������������
���������������������������
��	���������������

����������������������ř�������	�����Ŝ

58,16

A hundred years ago the number of Ash’s inhabi-
tants was established to be 390 millions. Today, gues-
ses (nobody sane would even think about a census) 
place the headcount at some 170 million, with aro-
und 80% living in the 12 great metropolises placed 
around the equator. !e rest of the settlements: small 
towns built around terraformers, cities built around 
automated factories, colonies of scientists working in 
research stations, and the great cities of the north - 
though full of life even thirty or #"y years ago, now 
are doomed to die, forgotten and devoid of life. !e 
temperatures on Ash are too low to allow smaller 
settlements to survive. Of course, there are people li-
ving far away from the metropolises, in occasional 
underground colonies or research facilities; but they-
’re mostly exiles, escaped criminals and madmen of 
all sorts. If not for the ruins and scavenged loot, most 
of the exiles would’ve died long ago – from hunger, 
cold, and clashes between warring groups.

Almost every abandoned settlement has its in-
habitants. In many there are even societies – usually 
ruled by brute strength. People living in the waste-
lands are trying to repair automated factories, to lo-
cate stored supplies of synthetic foodstu%s, and to 
cannibalize any device they #nd for spare parts – all 
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this to survive. !e most important #nds are guns, 
ammo, fuel and medicine. !e #rst two are relative-
ly common, but gas and medical supplies are getting 
harder and harder to come by – which provokes the 
ruin-dwellers to attack trains. It’s only a matter of 
time until the horrible conditions and lack of basic 
resources force them to even more aggressive ac-
tions. One thing is certain – the metropolises won’t 
welcome the ruin-dwellers with open arms.

Use in game: Ruins are a perfect setting for ac-
tion adventures, for instance the rescue of a kid-
napped scientist, the search for an escaped crim-
inal, or extracting data from the computer in an 
underground complex inhabited by a crazy sect. 
Other such adventures might be military-themed 
and devoted to eradicating the cults of foul gods. 
When you limit the area of the action, cut the team 
o% from all the resources of the metropolises, and 
seed the ruins with bands of savage, degenerate 
people (or maybe even Horde mutants) you can 
provide a lot of exciting combat encounters.

:$67(/$1'6
Ash is not only cities, surrounded by ice and clo-
uds of steam, smoke, and fog. It’s also giant areas of 
frozen earth, the ruins of small towns, farms, deser-
ted cities and dozens of automated industrial plants 
and terraformers. !e wastelands are commonly 
thought to be uninhabited – only a madman would 
try to live in such conditions. On the other hand, 
only a madman would try to live on Ash at all.

!e wastes are home to hundreds of people who, 
for some reason, decided to leave the safe harbors 
of civilization. Unemployment, personal tragedies, 
trying to evade the Syndicate, the law, the corpora-
tions, or a suspicious spouse are the most common 
reasons for escaping to the wastelands. People who 
leave the relative safety of the cities are doomed to 
death, life as a hermit or with the likes of them-
selves – existence on the fringe of civilization, end-
lessly searching for food, equipment and fuel and 
constantly #ghting with other survivors. Sooner or 
later, each wastelander begins to change. !e joy 
of living is gone, together with other positive emo-
tions. He becomes indi%erent to the su%ering, cru-
elty and evil he sees every day. According to some, 

this is caused by Ash – the hearts of wastelanders 
freeze much like the planet’s core.

More dangerous than these escapees are the “in-
digenous” inhabitants of terrain lying far from the 
cities. Most of them are nomadic, moving from 
place to place while searching deserted cities, mili-
tary bases or other constructions forgotten by man. 
When they don’t have food, they take it from oth-
ers. When they want to have fun, they attack trav-
elers, or trains; sometimes they even sneak into the 
cities or areas controlled by other groups. !ey’re 
like wolves – loyal only to themselves, and taking 
what they want by force.

Use in play: !e wastelands are a vast area which 
can be populated with any number of gangs, sects, 
groups of refugees or vagabonds of any sort. !e 
heroes can try to #nd an escaped refugee, or hide 
in the wastes themselves. !ey can also try to #nd 
a speci#c person, place or object, or retrieve some 
important data. An accident or bandits can de-
prive them of their transportation – and so they’ll 
be forced to traverse the great distances between 
Ash’s cities on their own feet. !at journey could 
be a challenge even for experienced characters.

75$163257$7,21�
21�$6+
In the past century, Ash could boast an impressive 
system of air transport. Traveling the giant distan-
ces between the metropolises in any other way was 
simply not worth it – only the rich used small, per-
sonal vehicles. Sadly, the changes in climate e%ecti-
vely removed the possibility of air travel. Currently, 
the few pilots on Ash are real aces behind the con-
trols of military vehicles equipped with powerful 
engines and advanced navigational systems.

Communication between metropolises nowa-
days uses solely ground transport. A small propor-
tion of travelers use their own vehicles (like cars), 
but it’s not a very smart move. Firstly, the roads are 
in bad shape, furthermore, if the car breaks down or 
runs out of fuel, you won’t be able to #nd any garag-
es or working gas stations, and any encounter with 
bandits, crazed hermits or wasteland gangs could 
mean death. !e only adequately safe mode of 
transport on Ash turned out to be armored trains.
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Train tracks, thousands of miles long, were #rst 
created in the early stages of colonization. Back 
then, they were used to transport resources mined 
in uninhabitable areas of the planet to automated 
factories. Later, train tracks were built in cities, as 
transportation of goods by land was the cheapest 
and most e&cient method. Later on, the cities be-
came self-su&cient, and Ash’s climate got warmer. 
!e railways were replaced by air travel, and be-
came forgotten. Luckily, someone remembered 
about their existence some twenty years ago.

Organizing regular train services proved to be 
impossible, for many reasons, including damage to 
the tracks, the locomotives, and unreliable interest 
in this mode of transportation. !erefore, instead 
of a rigid timetable, an old and sure method was 
introduced; the train leaves the station once it has 
enough passengers.

!e trains transport anything – natural resourc-
es, other vehicles, goods, animals, people, or even 
military equipment. You just need to buy a ticket 
(for space on a wagon or a place in a passenger car), 
and, if the goods are illegal, give the right people a 
su&ciently high bribe. A standard train has two or 
three locomotives, a fuel tender, an engineering 

car, three or four passenger cars, the same number 
of transport cars, and at least #ve small weapons 
platforms, armed with machine guns – to protect 
the train from various dangers in the wastes. Such 
attacks happen all too o"en, since the scavengers 
constantly need fuel, guns, and ammo – and some-
times a whole train is attacked just for a speci#c ob-
ject or person on it. !ese days, most attacks end 
with minor damage to the train, and the death of 
most of the bandits, but at least three times it was 
the attackers who had stronger forces – and all the 
passengers on the train were killed. Rumor has it 
that these were not ordinary train robberies but an 
execution of some of the Syndicate bosses by other 
factions, or maybe even In#nity.

Use in game: !e most obvious use of trains in 
the game is a classic investigation. !e crime could 
be anything; murder, espionage, tracking down a 
fugitive, or maybe even a dark ritual to summon a 
servitor of the dark gods. During the journey the 
heroes can gather information, protect the entire 
train or just an important character on it. Alterna-
tively, the heroes can try to assassinate a passenger 
themselves, or with the help of a group of bandits.
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Ash is ruled by two forces, powerful and in$uential 
enough to shape the global politics of the planet. 
!e #rst one is In#nity, the corporation owning 
half the factories, mines, industrial plants and bu-
ildings – and every single terraformer. !e other is 
the Syndicate – a global crime organization, which 
has little-to-no in$uence among the Important Pe-
ople, but almost completely controls ordinary citi-
zens. !e government, controlled by guilds, other 
companies, the noble families of Bariz and the 
mob, ranks below these two factions.

!ough the situation of Ash seems stable, with 
everyone knowing their place – this couldn’t be 
further from the truth. Even though the planet is 
dying, it’s also consumed by secret, ages-old wars. 
Everyone’s #ghting – the corporations, the guild, 
and even divided factions of the Syndicate. Unless 
some kind of miracle happens, Ash will freeze – 
but not before the cities drown in blood.

���,QILQLW\
Everything would’ve gone to Hell if not for us. 
In$nity wants to save Ash from its decline, and all 
we want is the planet’s rebirth. But we need the 
good will of others, and they need to work with 
us. Anyone who tries to steal from the corporation 
or assault its employees, should be prosecuted.

By which I mean killed. Violently.

Jeremy H. Willis, Blue.

When three hundred years ago a relatively unk-
nown company called In#nity invested its all we-
alth in a small colony in a system controlled by the 
noble families, everyone predicted its imminent 
downfall. But ten years later no-one dared to qu-
estion the decisions made by the corporate board. 
!e developing colony soon attracted hundreds of 
investors. Around the terraformers, great industrial 
plants were built, needing quali#ed workers, and 
so towns and cities were soon erected. With time, 
they transformed into giant megapolises, gems of 

architecture, with harmonious, beautiful city cen-
ters. !e company sold part of its shares in Ash’s 
companies, thus inviting other corporations, mer-
chant guilds and noble families to Ash. Money ear-
ned in this way was invested in other star systems, 
thus creating one of the few corporations whose 
in$uence is present in many systems of the Gala-
xy. Today, one can #nd In#nity’s logo in many star 
systems; but its headquarters are still based on Ash.

!e greatest riddle connected to In#nity is the 
question of terraformers; over the course of a cen-
tury almost all of them have been destroyed or se-
riously damaged. Why did the corporation, which 
has been maintaining them for three hundred 
years, suddenly decide that the damage is too ex-
tensive to repair? What or who managed to cause 
such damage? Or did any malfunctions actually 
occur? Maybe the terraformers were been turned 
o% by order of the board of directors, and if so, why 
has the company condemned its employees and 
customers? Millions of Ash’s citizens wait for the 
answers to these questions, but it’s more than likely 
that they’ll never be resolved.

$%287�,1),1,7<
In#nity is the largest corporation on Ash, and one 
of the most powerful forces of the Horizon system 
– the only force that could challenge it would be the 
united noble clans of Bariz. For almost all the inha-
bitants of Ash, In#nity is simply ‘the company’, due 
to its monopoly in many #elds of life – from medi-
cine, through the planetary network to rail trans-
portation. It controls interstellar travel, the terra-
formers, and most of the computers (through the 
Cortex). It owns most of the buildings on Ash. No 
one doubts the safety of its corporate position; per-
haps the only power able to harm it is the Horde.

!e goals of the company are not enslaving the 
planet dwellers, but making a pro#t, increasing its 
assets, and generating money to invest in other ven-
tures. O"en, it uses unethical methods: it does steal 
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technologies used by other companies and bribes 
their employees; but, frankly when it comes to un-
ethical and unlawful actions it’s not especially bad, 
compared to other corporations. Of course, that 
doesn’t change the fact that an average Ashite sees 
the corporation as pure evil; ‘they’ are responsible 
for the planet freezing, the increase in energy pric-
es, the cities dying out and people having to escape 
to other planets. It’s In#nity that causes crime to in-
crease and it’s In#nity that’s making mankind lose 
the war on Cor. Other conspiracy theorists claim 
that In#nity sponsors the dark cults (since its real 
purpose is destroying humanity), spies on every-
one (and employees of the company read every bit 
of information sent through the Cortex), or is just 
a cover-up for the criminal activities of the Syn-
dicate. Sure, some of these rumors do have some 
truth in them, but most of them are pure #ction.

Structure
In#nity’s structure is quite complicated. Only a 
superhuman could coordinate all the companies’ 
activities – the Ancient One, a mythical CEO of 
In#nity and its supposed founder, is therefore pro-
bably just a myth or a highly advanced AI. Because 
of this complexity, In#nity is divided into many de-
partments, dealing with di%erent areas of compa-
ny’s activity. Some of these departments work toge-
ther, others have no contact whatsoever with each 
other. Occasionally, departments fall into con$ict 
– the company tries to avoid intra-corporate wars, 
but overzealous, ambitious employees o"en escala-
te disputes between their divisions.

In#nity is o&cially managed by a board of direc-
tors, each responsible for one to ten departments. 
Decisions concerning In#nity as a whole are made 
in secret meetings, but rumor has it that only the 
Ancient One can issue the important orders. Each 
director is free to manage his own sphere of in$u-
ence, as long as it doesn’t interfere with other de-
partments of the company.

Department 3
Security. !e Blues. !e strong arm of the compa-
ny. !ey’re responsible for keeping all the secrets 
inside the o&ces and labs of In#nity Tower. Many 
of them were once soldiers, police o&cers, boun-

ty hunters, or members of psionic foundations – 
but, once hired by In#nity they began new careers. 
!ey still do what they’re best at, but their new tar-
gets are set by their superiors.

It’s the most talked about department of the 
company. It’s common knowledge that In#ni-
ty hires people to protect its assets and that they 
seldom obey the law. Everyone has heard about 
people kidnapped or killed by the Blues, or about 
‘mysterious’ explosions in buildings. No one has 
ever proven, however, that In#nity has anything to 
do with these occurrences. Even when the police 
manage to capture suspects, they are very quickly 
released, or die in mysterious circumstances – usu-
ally in an explosion, which kills the suspects and 
destroys the evidence.

Dept-3 is also directly responsible for protect-
ing the company’s business. Its agents are used to 
kidnap or murder, #nd missing people, steal im-
portant information or break the law in any way 
necessary. !ey’re exceptionally 
well trained, 
and equipped 
with the latest techni-
cal inventions (including 
experimental, military im-
plants and weapons), and 
that makes them an excel-
lent weapon for In#nity.

Not many people are able 
to survive when they’re a tar-
get of Dept-3, and when some-
one manages to avoid the Blues, the 
company will do anything… to re-
cruit them. It’s better to have such 
specialists on your side…

Department 11
!e power of the corporation is not derived only 
from its investments, managing its assets, or its 
luck. !e real power of In#nity is access to advan-
ced technologies, which engineers on other planets 
can’t even dream of. !e company is famous not 
only as a producer of interstellar engines (although 
since the Battle of Cor and the destruction of the 
system’s shipyards production has been moved to 
other systems), electronics, and security systems, 
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but also for its $agship products are medicine and 
cybernetics. Vast soul databases for resurrections, 
perfectly cra"ed cyber implants, nanoid treat-
ments without side e%ects or experimental gene-
tic modi#cations have brought immeasurable pro-
#ts to the company. !anks to these, In#nity has 
branches in twenty stellar systems and exports its 
products to three hundred others. !e department 
responsible for most of these inventions is Dept-
11, with its main laboratories in the In#nity Tower.

Led for over thirty years by a pair of twins liv-
ing in synthetic bodies, it’s practically a company 
within company – it’s almost completely indepen-
dent from other corporate departments. !e prof-
its from its research and the sheer number of its 
development projects are too great for the board of 
directors to meddle in its activity. Of course, some 
research methods used by the scientists in Dept-11 
aren’t entirely ethical, but the fruit of these experi-
ments tastes so sweet that Dept-11 doesn’t have to 
fear the law. !e pro#ts outweigh the costs of court 
cases, compensation for the families of volunteers 
who die during experiments on humans, or hir-
ing mercenaries for various clandestine purpos-
es. Luckily for In#nity, the latter are o"en paid in 
experimental technologies or medical treatments 
– they are used on di&cult missions, o"en paying 
the ultimate price.

James and Anna Creed – a pair of brilliant 
twins, the fruit of generations of labor by gengi-
neers trying to breed superhumans with a supe-
rior IQ. During the forty years of their lives, the 
Creeds have managed to push genetics further 
than the whole of mankind in the previous two 
centuries. Over twenty years ago, their minds were 
transferred into specially designed arti#cial bodies 
– and from that moment on, the twins have been 
able to devote themselves completely to their work.

James and Anna’s bodies resemble mannequins 
– they’re not heavy-duty military cyborgs, but are 
obviously inhuman – and their personalities com-
plete this image. !ey’re devoid of human emo-
tions, and behave like machines, constantly ab-
sorbed in their projects and experiments.

0<67(5,(6
No organization in Horizon is as surrounded by 
secrets, mysteries, half-truths and rumors as In-
#nity. Somehow, each risky decision made by the 
corporation in the past proved to be right. !e le-
aders of the company are wrapped in mysteries, 
and only a few chosen people can contact them. 
In#nity has o"en been accused of espionage, assas-
sinations, attacks on other corporations, stealing 
technology and thousands of other crimes – but 
no criminal charges have ever been made based on 



ɴɲ

��	�����

these accusations. According to a signi#cant part 
of Ash’s population, In#nity is pure evil, and the 
Ancient One and the other directors are its devils. 
No one is deluded enough to claim that obeying 
the law is one of the company’s priorities – altho-
ugh there are people convinced that it did some-
thing good through breaking the law.
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Who is the Ancient One?
!e supposedly immortal CEO of the In$nity is 
a mythical $gure. Most people assume that it’s 
simply an in-joke of the board of directors, who 
sustain the myth for their own enjoyment. Others 
claim that there is an Ancient One – but it’s an 
informal pseudonym, given to the director with 
the most in"uence. Some, however, claim that the 
rumors are true, and Ancient One is a real life 
person, kept alive thanks to advanced technology. 
Probably he has some kind of plan, and is 
working to complete it before his life ends.

!e truth: !e Ancient One does exist. !ough he 
looks like a feeble old man con#ned to a wheel-
chair, he has not just an extremely sharp mind, but 
also a body which is a one-of-a-kind weapon, pac-
ked with advanced technology. He’s been alive for a 
couple of thousands of years. He was actually born 
during the onset of the age of expansion, and he 
was the pioneer of nanotechnology – and achieved 
a kind of immortality thanks to this. !e body on 
the chair is just an empty shell – the soul of the An-
cient One is dispersed between billions of nano-
bots, living in his crippled body, his wheelchair and 
life-sustaining machinery. !anks to these micro-
machines he can perform many activities at once 
– contemplate hundreds of di%erent chains of tho-
ught, and program the many machines (like cyber-
netic bodies) he controls, thus giving them a kind 
of autonomy. He is either a genius or a madman 
– it was he who decided to turn o% Ash’s terrafor-
mers, and it was his decision to allow small units 
of the Devourer to land on the surface of Cor. He 
also creates monsters on Ash, so people be in con-
stant state of alarm and so the war (and war mo-
ney) be endless. His goals? He probably wants to 
become a god; and frankly, he is the only human 
close to this goal.

Terraformers
Only a few people believe that the terraformers 
stopped working without a reason, and there are 
many theories. Some claim that it was In$nity’s 
decision to disable the machines, others that 
the damage was caused by cultists worshipping 
a faceless deity. Whatever the reasons, all the 
theorists agree on one point: the planet will die 
and the terraformers will never be repaired.

!e truth: Allowing terraformers to be infect-
ed by Lij, the Poisoner of Technology, was one of 
the greatest mistakes of the Ancient One. An ex-
periment that was going to destroy her virus went 
horribly wrong – over three out of every four ma-
chines were seriously damaged, with some being 
completely destroyed.

In#nity’s researchers had to confront this great 
challenge – a way to defeat the goddess of techno-
logical rot. Working out the theories behind tech-
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nologies allowing their inventions to resist Lij took 
them thirty years – and it took thirty more to im-
plement them in existing machines. A year ago, 
they made their #rst test. !ousands of experi-
mental robots were sent to Ash’s south pole, to re-
pair the most powerful terraformer, Alpha-1. !e 
#rst reports have been promising – it seems Al-
pha-1 will be working again in just a few months. 
Even though the planet could be saved, that is al-
most nothing compared to the chance of defeat-
ing one of the vile gods. Even now, the scientists 
remain cautious. What today seems like a great 
weapon against Lij, tomorrow might turn out to be 
a manipulation by the goddess to cause even great-
er damage.

Resurrections
Department-11, dealing in advanced medicine, 
has access to really advanced technology – and 
not just by the standards of Ash or Horizon, but a 

Galactic breakthrough. !e capability of 
recording memories and copying the 

mind into a new body – in other 
words, resurrecting the dead – 
is the source of immense pro$ts. 
However, rumors persist that 

In$nity can modify 
the resurrected minds, 
bending them to their 
will and turning them 
into unwitting agents 
of the corporations.

!e truth: Indeed, the 
Dept-11 has tried to 
modify the memories 
in soul databases, but 
all attempts to do so 
have failed. !e results 
are clear – a"er modi-
fying the memories, re-
surrection is impossible. 
However, while the me-

mories can’t be modi#ed, 
they can be accessed – they 
rarely are, though, mostly for 
security reasons.

Espionage
Many people, particularly teenagers, discuss 
the computer espionage used by the company. 
Supposedly, the employees of the company 
regularly scan the Cortex to collect vast quantities 
of data, with no regard for privacy or the personal 
lives of ordinary people.

!e truth: In#nity could easily spy on the inhabi-
tants of the planet, but they actually rarely do so – 
they wouldn’t invest their time and money in so-
mething that brings so little pro#t. In#nity does 
have a special department dealing in “gathering in-
formation” from the network, but most of the time 
it just assists other departments – especially Dept-
3, responsible for protecting the company’s secrets.

���7KH�6\QGLFDWH
From the beginning we’ve been driven by 
unchanging basic principles: honor, bravery, 
justice, honoring the ancestors and obeying 
superiors. For the three hundred years of the 
existence of the Syndicate noone who dared to 
break these rules managed to survive. And yet, 
ten years was enough to destroy everything we 
built. Everything except the rules – the ones that 
state that traitors must be executed.

And I’m the one who’s going to do it.

Shiro Hino, leader of the Golden Dragon

!e Syndicate, sometimes called the Organization, 
is almost as old as the colonies of the #rst settlers 
on Ash. It was In#nity that #nanced the construc-
tion of the #rst terraformers, and transformed the 
freezing globe into a planet friendly to humankind, 
but it was the Syndicate that provided the settlers 
with work – and the chance for a happy life. Eve-
ryone knew who these people wearing black and 
gold were, and it was common knowledge that 
they were willing to do anything to achieve their 
goals. Organized crime groups were present on al-
most every planet of the Galaxy – but only a se-
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lect few actually helped the people living in their 
territory.

!e Organization dealt in crime of every sort, 
from extortion, blackmail and burglary, through 
robbery and pickpocketing, to kidnapping and 
murder. However, the victims of these crimes were 
usually people who disobeyed the orders of the 
mob’s bosses. An ordinary shopkeeper simply had 
to pay a small part of his earnings to make sure that 
no ordinary thug would attack him or his family. 
A restaurant owner had to only serve Syndicate 
members for free, and his business wouldn’t acci-
dentally catch #re. A drug dealer peddling his wa-
res on Syndicate turf usually had a simple choice – 
to start working for one of the bosses (and keep 10 
per cent of his usual pro#ts) – or move to another 
star system within 24 hours.

Usually, fate was kind to the Syndicate. Its bos-
ses were wise and patient, following strict but re-
asonable rules. Of course, the individual families 
o"en clashed – but the resulting gang wars got rid 
of the hot-heads and gave power to younger, more 
modern bosses. Whenever an external threat ap-
peared, the in#ghting quickly ceased. !e Syndi-
cate was able to unite against its enemies. In many 
ways, it was a lesser evil, as indicated by the lack 
of decisive action by the government and the cor-
porations against the mob. Rumors claim that this 
passivity was caused by the activity of spies within 
government and corporate structures, and by the 
immense bribes paid to the directors of the cor-
porations, noble houses and changing administra-
tions. Others claim it was the other way round; it 
was In#nity and other corps that had in#ltrated the 
Syndicate and now controlled the activities of the 
mob.

!e status quo was kept for centuries. !e Syn-
dicate kept evolving, adapting to new conditions, 
but it always followed its own rules. Everything en-
ded when a man named Hidoi became a new boss 
of the Gray Wolf clan. Seven years of his cruel reign 
created a con$ict that managed to destroy the Syn-
dicate from the inside. Hidoi was opposed to the 
rule that decisions concerning the entire organiza-
tion should be made by all the clan daimyos toge-
ther. He decided that this should be replaced by the 
rule of the strongest – namely, himself. Of cour-

se, even a couple of years earlier these views would 
have ensured that he reigned from the inside of a 
wooden box, but during the chaos a"er the Battle 
of Cor no one much cared about the Gray Wolf le-
ader’s stance. Only when over a third of clans swo-
re fealty to Hidoi did it become clear that the Syn-
dicate was going to wage another war.

Finally, eight years ago, everything culminated 
in a con$ict that managed to break the power of 
the mobs. Most of the clans have been destroyed or 
absorbed by the survivors. When the #ghting mo-
ved into the streets and the ordinary citizens begun 
to get involved in it, the government and the cor-
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porations made their moves. All the bosses were 
mown down by corporate assassins – including 
Hidoi, though it’s rumored that he’s the only one 
who survived this purge, supposedly by order of 
the mythical Ancient One himself. A"er a couple 
of months of #ghting, the war ended in a shaky ce-
ase#re. !e exhausted clans began to rebuild their 
former positions. !e new bosses realize that so-
oner or later the clan soldiers will reach for their 
weapons again and spill the blood of their compa-
nions – the questions are when it will happen, and 
what role will the corporations play?

7+(�287/,1(
!e Syndicate is a criminal organization, in a way 
modeled a"er the society of feudal Japan. It’s di-
vided into clans, led by bosses sometimes called 
daimyo. Each of them is surrounded by a group 
of lieutenants – people whom the bosses respect 
and trust, able to work on their own without deta-
iled orders. !ese trusted associates command the 
other gangsters: soldiers, assassins, specialists in 
various #elds, drug dealers, bounty hunters, psio-
nicists and merchants. Each clan controls a di%e-
rent area, or at least specializes in a di%erent acti-
vity, but in practice the separate families are o"en 
in con$ict. Such combats are o"en conducted by 
the rank-and-#le soldiers of the Syndicate. !e le-
aders are rather lenient about low-level con$icts – 
the death of a cocky soldier won’t weaken the clan, 
especially since only the unskilled, stupid and fo-
olish tend to get killed.

Currently the clans are in a cease-#re, so they 
try to remain relatively peaceful towards each oth-
er. However, the memories of the recent war are 
still fresh, and so the clans are more bloodthirsty 
than they were before Hidoi’s coup. Con$icts are 
also fueled by the positions of many noble hous-
es, guilds and corporations striving for the ulti-
mate solution to the problem of organized crime 
on Ash. !ere are signi#cant bounties on the heads 
of many high ranking members of the Syndicate 
– too low, however, to attract the best hunters in 
the Galaxy.

Today, the Organization is seen not as much as 
a necessary evil, but more as an ever-hungry mon-
ster, devouring everyone and everything that op-
poses it. Some of the clans still care about protect-
ing the people that pay them, but many of them 
uphold Hidoi’s philosophy, claiming that the weak 
should surrender everything they have to the 
strong – which will, in turn, graciously spare their 
lives. !at philosophy was the cause of war and it 
is still responsible for con$ict. !ese might-makes-
right warlords, thanks to their aggressive stance, 
o"en clash with corporate forces – but are o"en 
able to seize valuable loot by doing so. !anks to 
these constant attacks they can a%ord more spe-
cialists, better equipment and more competent 
killers. If the other families, the government and 
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corporations don’t unite against the heirs of Hidoi, 
the future Syndicate will be dominated by this cru-
el, egoistic philosophy. Passivity could create a situ-
ation where only the corporate directors and high-
ranking government o&cials wouldn’t have to fear 
the gangsters.

7+(�&/$16
Once, thirteen families formed the Syndicate Co-
uncil. Now, only seven remain, with the others be-
ing either destroyed in the gang war or forced to 
join the stronger ones. All of them, except the Jade 
Mantis clan (whose HQ is on Bariz) are based on 
Ash, and it’s commonly accepted that the power of 
the Syndicate ends at the orbit of that frozen world.

!eoretically, each important decision, even 
if it concerns only one family, must be made in a 
Council meeting, and discussed by the leaders of 
the clans. Of course, this rule is long dead thanks to 
Hidoi, who ignored the traditionalists demanding 
obedience and respect. Currently, the families are 
independent, and their interests are o"en in con-
$ict, which only leads to more clan warfare. Only 
three clans obey the ancient rule of unanimity – 
the Golden Dragon, the Jade Mantis and the Ti-
ger – sometimes described together as ‘the Little 
Council’. !e four other clans – Gray Wolves, Silver 
Herons, Black Dragons and Phoenixes - all consid-
er themselves independent organizations and treat 
all the others as enemies. !e only exception is the 
good relationship between Grey Wolves and Black 
Dragons – which is not surprising, since Yuki, the 
boss of the latter family is the daughter of the mys-
terious Kagi Kara, the daimyo of Gray Wolves.

!e Syndicate is composed of almost three 
thousand gangsters and twice that many people 
more loosely connected with the Organization. 
One third of these people are soldiers or tacti-
cians – the rest is comprised of hired specialists, 
spies and servants. !e largest number of war-
riors works for the Gray Wolf clan, which has over 
#ve hundred men ready to kill. !e most feared, 
however, is the Golden Dragon family. Its soldiers 
are said to be fearless and so gi"ed with weapons 
that they could #ght hundreds of common thugs 
armed with only swords and shields. Others claim 

that the real power of the Dragon is the three cy-
borgs who have served the family for decades.

The Black Dragon
A clan of traitors who le" the Golden Dragon soon 
a"er the war broke out, and joined Hidoi. !eir le-
ader turned out to be Kagi Kara, Hidoi’s cousin, 
who used to lead the clan of Shadows. He changed 
the name of the new clan, to show that it was going 
to be the fervent enemy of the Golden Dragon and 
will do anything to lead it to its downfall. When 
Hidoi died, Kara transferred the leadership to his 
daughter, Yuki, and personally assumed the posi-
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tion of the new Wolves’ leader – with very e%ective 
results for both families.

!e Dragons are mostly assassins, burglars and 
kidnappers. !ey break into the houses of the peo-
ple not willing or able to pay for protection. !ey 
kidnap the children of the rich for ransom, espe-
cially the o%spring of newcomers from other sys-
tems, but they kidnap poor people as well – usually 
to sell as slaves in other systems. !ey also deal in 
assassination – mostly of journalists, o&cers of the 
law, nobles, guild members or corporate employ-
ees. !ere are only two exceptions – they don’t at-
tack Gray Wolves or employees of In#nity. It’s un-
derstandable that Yuki doesn’t want to o%end her 
father, but her good relations with the most pow-
erful corporation in the Horizon system are a sur-
prise to everyone.

!e Black Dragon has signi#cant military po-
tential, but little or no in$uence in politics or busi-
ness. !ree hundred soldiers and assassins, and 
as many specialists and servants, is all Yuki has at 
her disposal. !at might be enough to establish 
yourself in the underground and defend the Black 
Dragons from other clans, but it’s de#nitely not 
enough to allow the Dragons to in$uence plane-
tary a%airs.

Yuki – slightly under thirty #ve years old, the 
daughter of the infamous Kagi is not only the 
youngest of all the bosses but also the #rst female 
daimyo in seventy years. During the war, she was 
widely known for her superior combat skills. 
Women envied her beauty, and her enemies 
feared her like the devil himself. Yuki is fa-
mous not only for her prowess with a sword 
and her physical beauty, but also for her 
cruelty and mastery of in$icting pain. 
Over time she has learned pa-
tience and consideration, but 
she can still make impulsive 
decisions she later regrets.

The Phoenix
!e Phoenix clan is famed for its 
peaceful stance – it was o"en the 
host of Council sessions, where in-
ter-clan disputes were settled, co-
urts were held and duels were fo-

ught. !e Phoenix has been headed for over forty 
years by Erich Tainler, once praised for his wis-
dom, grace and skill in solving con$icts, and today 
mocked as a coward and a fool. Even the members 
of his own clan ridicule him – including his three 
lieutenants, who have been practically running the 
clan. Erich is a relic of the past. When he dies, an 
age will come to an end, and the Phoenix clan will 
be completely transformed, shedding the preten-
se of respectability, and showing their true colors.

!e family’s government contacts give it securi-
ty and protection, as well as enabling it to smuggle 
any goods in any quantity both between Ash’s me-
tropolises and throughout the entire Horizon sys-
tem and beyond. Weapons, military equipment, 
drugs, the newest technologies, information and 
slaves – whatever you need, Phoenix can get it for 
you. O&cially the family deals solely in transporta-
tion, but recently it seems that it has also mastered 
the art of sabotage. Its people destroy factories, in-
fect computer networks, and murder corporate 
specialists – to help other companies destroy their 
rivals. Phoenix also deals in blackmail – a few hun-
dred smaller companies pay the Phoenix o%, not 
so much to protect themselves from sabotage, but 
more to ensure that they won’t be attacked by the 
Phoenix clan.

Erich Tainler – this man is eighty-#ve-years-old 
and apparently living out his last days. Kept alive by 

a complex medical apparatus, he’s not 
even able to leave his bed. He man-
ages his clan using the Cortex, and 

giving his lieutenants (who are 
all his children) a wide mar-

gin of freedom. It’s common-
ly known that he couldn’t 
care less about the fate of 

his clan since the 
time he decided 
to support Hidoi, 
which he regrets to 

this day. Most of the 
time he can be found 
in one of many virtual 
worlds, little paradis-

es, substitutes for the dark 
unknown awaiting him.
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Jade Mantis
!e nobles from Bariz are a loud and proud gro-
up of people, willing to try any, form of recreation, 
especially illegal ones. Of course, the nobles can’t 
allow themselves to break the rules set by their an-
cestors who colonized the system. Still, they need 
someone who will organize decadent parties whe-
re liquor $ows freely, get them some ladies to help, 
prepare treats soaked in hallucinogens, or organize 
a hunt for the monsters infecting Cor. !at ‘some-
one’ is the Jade Mantis clan.

!e family has little actual in$uence on Ash, 
and it has been treated with reserve in the past – 
the presence of the clan’s boss at the Council meet-
ings was tolerated rather than expected. Only its 
loyalty towards other families and its o"en sel$ess 
work as a mediator between the Syndicate and the 
Bariz families allowed the Mantis a degree of secu-
rity and a stable place inside the Organization. To-
day, in these dangerous times, this clan is thought 
of as a valuable ally, able to protect families with no 
in$uence beyond Ash from the actions of the pow-
erful noble houses, angered by the con$icts on the 
freezing planet. !is makes all the families, except 
maybe Phoenix, regard the Mantis clan as friends. 
!e Wolves and Herons would like to stop feud-
ing with Mantises – but their attempts are doomed 
to fail. Miko Yononoke, the leader of the family, is 
completely devoted to the laws of the “old” Syndi-
cate. She o"en quotes her father: “impudence must 
be cleansed with blood, and treason must be pun-
ished by death”.

Miko claims openly that there can be no alliance 
between her family and the allies of Hidoi. She en-
courages members of the Wolf clan to punish their 
leaders for betraying the Syndicate, and to choose a 
new daimyo, but their only answer so far has been 
mockery and laughter. For now, she refrains from 
open attacks, but the day is close at hand when 
her space ships open #re on the Phoenix’ smug-
gling $eet, and her assassins go forth to cover their 
knives in the blood of traitors; and some prepara-
tions have already been made.

Miko Yononoke – anyone seeing the head of 
the Mantis clan might think she’s just a nice, little 
old lady. If they’re a friend of the clan, this impres-
sion might persist. But for the enemies of the clan, 

the “little old lady” turns quickly into the “blood-
thirsty witch”. Miko is not a big fan of violence, 
but she #rmly believes in the rules of the Syndi-
cate, and these are clear – traitors are to be killed, 
and enemies weakened by any means available. 
By obeying these rules she has managed to live a 
long life, and it seems she’s going to carry on liv-
ing. In fact, she funds a complicated process, in-
tended to transfer her soul into a new body, creat-
ed by gengineers, which she could use for decades. 
!e project is now practically complete, but Yono-
noke will transfer her soul only when it is the only 
way to survive – she knows that one of her con#-
dantes is a traitor. Since she’s afraid that someone 
might strike when she’s vulnerable, she still lives on 
in her old, withered body. She controls her family 
mostly through the Cortex, but unlike Erich Tain-
ler, she demands strict obedience and loyalty from 
her lieutenants.

Silver Heron
!e Herons, like the Wolves, live in the northern 
cities of Ash, but where the Wolves are cruel and 
violent, the Herons are more friendly; they un-
derstand the needs of ordinary people and strive 
to satisfy them. !ey run whorehouses, control 
the market in drugs, alcohol, and other semi-le-
gal substances, they deal in implanting cybernetics 
and organizing the black market for various goods, 
including heavy weapons stolen from Cor’s army. 
!e covers for their activities are various securi-
ty companies, shipping #rms, manufacturers and 
night clubs – but that’s just a smokescreen for the 
masses. Society’s leaders well know what the Silver 
Heron deals in.

!e only major problem of the clan, except for the 
covert war and the attacks of the corporations, is its 
feud with the Gray Wolf clan, which is trying to take 
the Herons’ territory. !is former friend recently be-
came quite greedy – and it’s only a matter of time un-
til Lambert, the boss of the Silver Heron, will issue 
the order to put some holes in Mr. Kara’s dealers.

Lambert – not many people have seen him, and 
even less would claim that the man they talked to 
was really the boss of the Heron clan. It’s rumored 
that the real Lambert does not exist – or that he 
never existed, he was just a codename for a certain 
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group ruling the clan together, or that he’s been 
dead for several years, replaced by one of his al-
lies. Yet, regardless of whether he’s an institution, a 
myth or an actual person, Lambert does issue or-
ders – very thoughtful, sensible orders, resulting in 
great pro#t, which silence all voices of discontent 
arising from the mystery surrounding the clan’s 
boss. Since the Herons are so successful, Lambert, 
whoever he is, is clearly a great leader.

Gray Wolf
!e infamous reputation of the modern Syndicate 
is mostly due to the history of the Gray Wolf clan. 
Until recently it was led by Hidoi, the most blood-
thirsty daimyo ever, and supposedly a servant of 
the dark gods, who granted him his position and 
power. If that’s true, then his successor Kagi Kara 
also must be a cultist, since his cruelty sometimes 
surpasses even Hidoi’s.

!e Gray Wolf deals in violence – all kinds of 
violence. Extortion, robbery, blackmail, assassina-
tion, murder, breaking-in, and aiding many lesser 
gangs working in the areas of the other clans, are 
the bread and butter of Kara’s soldiers. !e boss has 
broken almost every rule of his predecessors – he 
did not hesitate to harm the harmless, or ally him-
self with people who later turned out to be cultists 
of the dark gods. !e Gray Wolf ’s reputation fell 
sharply, but its in$uence and wealth grew equally 
quickly.

Kara openly admits that his ultimate goal is the 
destruction or absorption of all other clans, and 
total personal control of the Syndicate. He thinks 
that all the rules of the Organization are obsolete, 
and should be abolished – especially in the wake of 
the Horde’s presence in the system. He knows what 
lies dreaming in the Pyramid of Black Iron, but he 
does not try to gain in$uence in other systems. He 
behaves as if he’s certain that regardless of the re-
sult of the Cor war he and his men will be safe.

Kagi Kara – short, white hair, athletic build, 
fashionable suit, and ornate katana on his back – 
that’s how the head of the Gray Wolf clan looks, re-
gardless of the occasion. Kagi is over #"y-#ve, but 
he looks as if he’s at least ten years younger. He’s 
still a handsome devil, and he uses his looks ruth-
lessly to charm women, especially in$uential ones.

Kara will not hesitate to crush opponents com-
pletely. He’s as cruel towards his enemies as he is 
to those of his servants who fail him, and attacks 
anyone who opposes his will. He’s very emotional 
and impulsive. Even though the only kind of ne-
gotiation he employs is torture and violence, and 
the friends of the Wolf clan can be counted on the 
#ngers of one hand, it’s this clan that has regained 
the most strength and in$uence a"er the war. Ulti-
mately, Kagi Kara is right – fear, terror and violence 
are enough to gain obedience and wealth.

Tiger
!e Tiger men claim jokingly that their work is 
making dreams real. !ere is much truth in that, 
since the sphere of in$uence of the clan concerns 
services – from obtaining certain objects, through 
providing hideouts and escape routes for people 
whose lives are in danger, to organizing various 
meetings and events. All of this, of course, requires 
breaking the law.

!e key to a clan’s success is its skill in detect-
ing the needs of potential customers, and #nding a 
way to satisfy them. !e latter is a task for the mas-
ter specialists working for the Syndicate; the Tigers 
boast that their cra"smen don’t have any serious 
rivals on Ash, and their artists are perhaps compa-
rable to some of the Golden Dragon’s best. !e for-
mer is the main domain of the psionicists, the most 
powerful assets of the Tiger clan.

Some of them deal with the “usual” activities of 
the family, but the most skilled ones receive other 
tasks: spying on other clans, controlling guild, cor-
porate and noble leaders, in$uencing the behav-
ior of the government and law o&cers, and #nding 
other people with psionic gi"s. !at last task is es-
pecially hard – recently, not enough of Ash’s inhab-
itants have shown enough talent to interest the Ti-
ger, and not many who show such potential decide 
to join the clan. Tai Po, the head of the clan, has 
therefore begun action to increase the number of 
his psionic retainers. His men are recruiting young 
children with the gi" in neighboring star systems, 
and Tai Po has even ordered the construction of a 
couple of labs where the family’s scientists experi-
ment with arti#cial stimulation of the brain lobes 
responsible for psionic activity.
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Tai Po – the word ‘jolly’ comes to mind, when 
you want to describe the character, behavior, and 
appearance of the Tiger daimyo. Tai Po is a tall 
man with a large belly and a friendly, trustworthy 
face with a constant smile. And he has good rea-
son to be happy  - during the almost #"y years of 
his life he has managed not only to strengthen his 
power and protect his clan from destruction, but 
also to increase his in$uence in the world of pol-
itics, business and the law. He’s the proud father 
of seven sons and #ve daughters, most of whom 
have been sent to other star systems (or “to a better 
world” as he says). !e three eldest sons have re-
mained by his side, and together with four psionic 
masters comprise his direct associates.

Golden Dragon
!e members of the Golden Dragon clan seldom 
used their weapons in the past. !ey dealt in trading 
precious objects – works of art, jewelry, antiques, 
and custom tools (including weapons). !ey protec-
ted skilled cra"smen, sent talented artists to school, 
and gave proper education to people who were then 
supposed to pay the clan back with their talent. !is 
combination of cautious actions, well-thought selec-
tion of talents, and business wits when speculating 
in works of art, allowed the Golden Dragon family 
to keep its status as the richest clan for long decades. 
!e interests of the clan were going to extend into 
gambling and other branches of entertainment to al-
low the Syndicate to compete with many Horizon 
corporations – but the war and the activities of Hidoi 
and the Black Dragons stopped these plans.

Currently, the Golden Dragon strives to retain 
its position, but the situation of the entire Syndicate 
has forced Shiro Hino, the clan’s boss, to transform 
the family. !e Dragons still deal in valuable objects, 
but their main source of income is now protection – 
many people would rather pay for the Organization 
to protect their wealth than hire security companies. 
Other sources of revenue are stealing and selling ad-
vanced technology and… #ghting crime, or at least 
bounty hunting. !e Golden Dragon is the patron of 
several excellent bounty hunters, who eliminate both 
high-ranking representatives of other families and 
the leaders of lesser gangs trying to take the place of 
the Syndicate families.

Shiro Hino – though Tanaka Hino, Shiro’s father, 
is alive and could manage the clan himself, instead 
he serves his son as one of his lieutenants. Tanaka 
was a great leader in the times of peace; he’s wise, pa-
tient, observant and clever – but he’s not a leader to 
spill blood in times of war. Shinro accepts violence 
and terror as one of many ways to punish traitors, 
so it was him that became the new leader of the clan.

!e Golden Dragon daimyo is an impulsive 
man, able to make important decisions swi"ly. De-
spite this, only a few dare to doubt the validity of 
his orders – he rarely makes mistakes. He agrees 
with the rules of his ancestors, and his father, 
though he puts a lot of emphasis on ‘punishing 
traitors’ – he recalls this when his men kill the sol-
diers of the Wolves, destroy the warehouses of the 
Heron, or blackmail o&cials working for the Phoe-
nix. Shiro approves even of stealing the possessions 
of these families – claiming that they’re as good as 
dead, and they won’t need gold in their graves.

0<67(5,(6
Lambert’s Identity
!ere are various versions of the tale describing 
the real identity of Lambert,the leader of the 
Silver Heron. Some people claim that he’s really a 
puppet for the corporations or even the Gray Wolf 
clan. Others say that Lambert does not really 
exist, and his legend protects the real leaders 
of the clan. !ey usually suggest that the real 
Lambert is one of the clan’s lieutenants.

!e truth: Lambert is the codename for an Arti-
#cial Intelligence, a massive database containing 
the memories of all the previous clan bosses and 
possessing knowledge of many high-pro#le poli-
ticians from Ash. It’s not a “hive mind” or a bra-
in trust – it can only access the memories of the 
previous bosses. !e e%ects are amazing, nonethe-
less. Lambert, who has led the clan for the past 100 
years, has yet to make a mistake.

Hidoi’s Death
!e bloodthirsty monster who led the Syndicate 
to a civil war still haunts the thoughts of clan 
leaders. It’s as if he survived his own death, and 
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appears as a ghost to his enemies, bringing them 
death and su&ering. !ese rumors would be 
sco&ed at by most rational people, if not for  one 
thing – even when Hidoi lived, rumors persisted 
that he was a cultist of the dark gods, regularly 
performing rituals to appease them.

!e truth: Yes, Hidoi was a cultist. He worshipped 
a deity with few real followers – Mesu, the prisoner 
of the Great Pyramid of Black Iron. !is vile deity 
appeared in his dreams long before the Horde at-
tacked Cor, and promised him power, wealth and 
inhuman abilities in exchange for his service. Hi-
doi accepted Mesu’s proposal – and the god kept 
his word, bestowing supernatural powers upon 
him. Hidoi managed to survive his death somehow 
– although his body is dead, it’s still inhabited by 
the soul of the boss of the Gray Wolves. Currently 
he’s hiding in the shadows, secretly supporting the 
actions of Kara (who is one of the few people who 
know the truth about his predecessor).

Dragon Cyborgs
!e Golden Dragon reputedly possesses three 
military-grade cyborgs. Shiro dispatches them 
only in special circumstances, where ordinary 
people couldn’t do enough damage. !ough three 
cyborgs aren’t that deadly compared to some 
military weapons, they make an average man 
turn yellow instantly.

!e truth: Shiro Hino is preparing for the war. He 
knows that his soldiers aren’t numerous enough to 
take on the hundreds of Gray Wolf men – but if his 
plan succeeds, they wouldn’t even have to #ght. He 
has invested a considerable amount of his money 
in cyborg training. Currently there are eight cy-
borgs in the service of the clan – and four more are 
just #nishing their training.

The Syndicate and the Corporations
Another great riddle is whether the governments, 
merchant guilds, noble families and the government 
of Ash control the Syndicate, or whether it’s the mob 
that in"uence them. Various people support one or 
another theory, but most existing evidence suggests 
that the corporation is dominant.

!e truth: !e Syndicate was never strong eno-
ugh to control the government or the major cor-
porations. Of course, it in$uenced lesser compa-
nies, treated individual guilds and noble families 
as equals, but giants like In#nity have always been 
beyond the Syndicate’s reach. Currently, every clan 
accepts the ‘suggestions’ of the Ancient One’s se-
rvants – In#nity has a degree of control over all the 
clans, and it exerted this to cause the current ce-
ase#re. !e bosses were promised, however, that in 
time they’ll be able to avenge their fallen.

���/RFDWLRQV
At #rst, Ash seems to consist only of wastelands, 
and metropolises stuck into planet’s surface like ra-
isins in a cookie – of course, most of the raisins are 
rotten. But when you look at the planet more close-
ly, you might notice abandoned bases, ruins inha-
bited by savage bands of exiles, or research institu-
tes beyond the cities themselves. !e metropolises, 
surrounded by powerful walls and usually built 
around malfunctioning terraformers, do every-
thing to resist the oncoming frost. Each of the me-
tropolises is di%erent – they’re practically separate 
worlds, with their own good and bad sides, the-
ir own rules according to which their inhabitants 
live, and their own problems. However, there are 
problems shared by all the cities – like lack of ener-
gy, malfunctioning terraformers, climate change 
and a high crime rate.

9,&725,$
!e largest of Ash’s metropolises, designed by the 
most famous architects and engineers of their ge-
neration. !e Pearl of the South, the $ower that 
would #rst open its petals to welcome the forth-
coming spring, the seat of government, and the ca-
pital city of the developing world, soon to become 
the most important planet in the sector.

!ose were the plans, at least.
Victoria is now the largest, the dirtiest and the 

ugliest city on Ash. A third of the capitol is a laby-
rinth of devastated apartment buildings, the skel-
etons of skyscrapers, and $attened blocks, unset-
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tling passers-by with their broken windows and 
bullet holes – the result of frequent gang wars. !e 
sky is constantly full of dark dust clouds – partly 
due to the planet’s climate, but the air is also pol-
luted by the industrial plants set in the southern 
part of the city. But it isn’t devastation, smog, ash 
or the gangs that make the inhabitants of the city 
furious. !e focal point of their hate is the giant 
terraformer – a machine over three hundred feet 
tall, a boxy construction studded with chimneys, 
#lters, energy convertors and other equipment. 
!e machine is still working, but it makes so much 
noise that not even stray animals will stay within 
half a mile of it. But that’s not all; the machine o"en 
breaks down, and then the noise turns into a howl, 
reaching even the highest $oors of the skyscrapers 
at the other side of town.

In the northern part of the city, the upper 
crust lives. Several thousand of people with great 
amounts of knowledge, money or luck live in sev-
enteen shining towers made of steel, glass and con-
crete. !ey don’t su%er from hunger, they never feel 
the cold wind on their faces, and they see the fac-
tory clouds only at a distance. !ey are, however, 
still worried – if within the next decade or two the 
climate change is not stopped, the entire planet, in-
cluding their magni#cent homes, will freeze.

,1),1,7<�72:(5
!e place where the dream of immortality came 
true. Every day, hundreds of thousands of Victoria-
’s inhabitants wake in its shadow, look at it walking 
down the road, and sleep under the tower. !is to-
wer is over six thousand feet high, and is the tallest 
building in the Horizon system – a powerful mo-
nument to the greatness of mankind. In#nity To-
wer is the corporate headquarters and main rese-
arch lab of the In#nity Corporation.

Inside this monumental construction, thou-
sands of scientists swarm, not unlike the work-
er bees in a hive. !ey work with complex tools, 
arti#cially intelligent computers and nanoma-
chines to understand the greatest riddles that Na-
ture challenged humans with. !ey manipulate 
genes, create subatomic particles, or design new 
ways of creating Arti#cial Intelligences. Hundreds 

of feet above, their experimental colleagues apply 
their theories in practice: by performing unusual 
surgical operations, transplanting arti#cial limbs, 
or injecting human bodies with swarms of min-
iature machines. Every second, the powerful da-
tabase hidden below Ash’s surface swallows the 
tasty memories of people arriving on Ash, to copy 
their souls and protect them from the unavoidable. 
Above them all, the genetically engineered super-
humans work, artists among scientists, ready to 
answer almost incomprehensible questions, and to 
devote their entire lives to their work. !eir task is 
to comprehend the dark gods. To understand how 
black magic works. To understand the thoughts 
of Horde beasts. Like generations of their prede-
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cessors, they try to apply the scienti#c method to 
something that can’t be understood by a sane man. 
However, their work does have some measurable 
results – some of their discoveries, either acciden-
tal or made as a side e%ect of major experiments, 
are the engines that drive In#nity.

!e peak of the tower, wrapped in clouds, is the 
realm of a single man. !e Ancient One, the myth-
ical leader of In#nity for the past three hundred 
years. For most Ashians he’s just a legend, a bogey-
man used to scare the children of corporate work-
ers. But he really exists, con#ned to a wheelchair. 
!ough his body refuses to cooperate, his mind is 
as healthy as ever. He keeps plotting his nefarious 
plans, and weaves a web of intrigue across dozens 
of star systems. Even the beasts of the Horde $utter 
in this web, caught in a trap by one of his intrigues.

1(;86�&,7<
Nexus is the smallest metropolis of Ash, and if 
you consider the number of inhabitants, it’s more 
a town than a city. It lies far from the equator, in 
the zone of eternal winter. Despite the frost, the di-
stance from civilization, and other inconveniences, 
it was never deserted. Nexus is the city housing the 
center of the planet-wide network, also called Ne-
xus. It’s here where the terabytes of data $ow be-
tween the users. Of course, it’s not the only nexus 
in the network – around one- #"h of the data $ow 
goes through satellites – but without Nexus, the 
Cortex would be almost paralyzed.

!e city looks deserted. !e terraformer in its 
center is covered in snow and ice. It’s been dead 

for years, and so have most of the workshops and 
other industrial plants in the city. !e only things 
active are a powerplant, a few workshopsand auto-
mated repair plants, and of course the Nexus itself 
– a giant complex, partially underground, manag-
ing the $ow of information across the Cortex. It 
needs a hundred thousand workers just to support 
the necessary equipment. Together with the people 
providing the essentials – transportation, services, 
and entertainment - the town has 313 thousand in-
habitants – compared to six million in its heyday. 
No-one sane wants to live in a place where the tem-
perature in summer is never above -10o C (14o F). 
!e ones that stayed behind, did so for one reason 
– for the money

O&cially the network is controlled by In#nity, 
and it employs the crew working on the Cortex. 
!e average Ashian doesn’t trust the corporation, 
so they refrain from using the network. !ey know 
that when they log in they not only show In#nity 
what they’re doing, but also give it other important 
data used by AIs. !e corporation denies spying on 
citizens, and claims that there’s no hard evidence. 
!e common people know the truth, however.

!eoretically the Nexus, and the Cortex itself, 
would be an easy target for terrorist groups, cultists 
or other organizations that’d like to see Ash com-
pletely paralyzed. Rumors claim that there have 
been many attempts at destroying the servers, but 
all of them ended happily (that is, the attackers were 
massacred). !e Nexus is supposedly guarded by 
elite military troops, including #"een cyborgs. !e 
corporation, as usual, denies everything.

But the people always seem to know what’s going on.
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When you see this blue-green pla-
net for the #rst time, you can’t 
deny its beauty. Hundreds of mi-
les of plains covered in tall grass, 

verdant forests untouched by a human hand, and 
picturesque valleys between tall mountains com-
prise over two thirds of the land surface. An ar-
chipelago of rocky islands and another small, 
ice-covered continent are a home for people de-
siring peace and solitude. Just a #rst look at this 
world could convince the observer that it could 
be a home for billions of humans, which makes it 
even more surprising that the surface of the pla-
net is inhabited by only a few millions, while over 
90 per cent of the population lives in great cities 
hovering hundreds of meters over the surface of 
the sea.

!e Barizian metropolises are best summed up 
in two words: splendor and technology. Designed 
by the Galaxy’s most famous architects, they are 
real works of art – and they are as comfortable 
and safe as they are beautiful. Every denizen of 
the city knows his place – he has certain rights 
and obligations, he belongs to a speci#c caste de-
termining his social status and wealth. Even a sin-
gle visit is enough to spot the di%erences between 
the rich and the poor, between the “important” 
people and the common technicians maintaining 
the $ying cities.

Of course, many poor people on Bariz live a 
better life than rich people on Cor.

'8(/6
A day in the life of an average nobleman consi-
sts mainly of sleeping, entertainment and bore-
dom. If the second is not enough to overcome 
the third, the nobles get frustrated and need to 
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vent their passions. !ere are hundreds of ways 
to kill time – and fencing is one of the most po-
pular ones.

Mastery of melee weapons is as common 
amongst the nobles as are extravagance, obstinacy 
and in$ated egos. !e blue-blooded love to #ght 
– they think that this con#rms their bravery and 
proves their innate worthiness to the rabble. Ev-
eryone takes part in duels, from young girls look-
ing for new experiences, through mature men ob-
sessing about their honor, to experienced killers, 
murdering their employers’ opponents under the 
cover of an honorable #ght. If you refuse a chal-
lenge, you’re a coward, to be ostracized and iso-
lated as someone not worthy of their noble title.

!e simple rules of the duel are more like 
guidelines, based on common sense. !e duelists 
can use any weapon, provided that they can li" it 
in one hand. Any kind of weapons are allowed, ex-
cept for weapons that could harm observers. Any 
kind of protection is allowed, except for powered 
armor which increases the strength of the com-
batants. !e #ght can be to #rst or to the death, 
depending on the duelists. Furthermore, the duel 
has to be ‘clean’ – so aggressive nanostrains, poi-
sons or similar substances are forbidden. Psion-
ics are sharply limited – you can’t in$uence your 
opponent’s mind, but talents enhancing your own 
combat abilities are allowed. !e matter of chemi-
cals increasing the physical potential of the #ght-
ers depends on the duelists themselves – if you 
want to risk your life and health to boost your 
power, feel free to do it – but most of the observ-
ers would disdain someone who won thanks to 
drugs.

Duels on Bariz are very common, but most 
o"en they’re to #rst blood. !e reasons for the 
duel vary, from gaining a girl’s favor, defending 
your opinion, or clearing your name, to settling 
a friendly dispute or just for sport. !e risk of 
death is small, and the excitement of sheer com-
bat adrenaline and defeating the opponent – im-
mense. !anks to advanced medical technologies 
even the most serious wounds can be healed in 
just a few hours, days at worst. !e only thing that 
could stop the nobles from #ghting is therefore 
fear – which they cheerfully ignore.

Use in play: Duels is a good way to quicken 
the action of an adventure, a great way to intro-
duce a bit of danger into Barizian intrigues (espe-
cially when duelling to the death). Smart players 
can use duels to disable their opponents for a cer-
tain time – or permanently, especially when try-
ing to remove someone from the political scene 
or when unable to #nd evidence against them. 
Of course, the heroes’ enemies can also try to re-
move the PCs – a single light, but painful, wound 
is sometimes enough to stop the hero from tak-
ing part in a dangerous mission. Stubborn heroes 
can su%er more serious wounds; a few days in bed 
will make them rethink their strategies, while the 
NPCs will gain the time they need to carry out 
their plans.

5$&(6
!e most popular sport on Bariz has always 
been racing. Races can take many di%erent 
forms – horse races, ATV races, suicidal space 
$ights among the wreckage from the Battle of 
Cor, or even bike racing on the surface of the 
Cor, planet infected by the Horde. !e more dif-
#cult and dangerous the road, the more people 
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profess their readiness to race. Of course, only 
a few of them would really do it – most of them 
don’t possess an appropriate vehicle, and some 
lack the courage to risk their lives in these juve-
nile escapades. Unlike duelling, those who don’t 
participate aren’t seen as cowards – this is fear 
for your life, not fear of losing a little blood.

Only the young race – the elders not only dis-
miss such behavior, but also forbid it to their 
heirs. !e risk of maiming or death is so great 
that at least one person in each race is serious-
ly wounded. When the race is held in space, any 
accident could mean death. Of course, the dead 
racer could be raised, but the costs of restoring 
his soul are so great that even Barizian nobles 
couldn’t a%ord it. Naturally, the kids laugh in the 
face of danger, and race anyway, ignoring their el-
ders. !e races are therefore organized in secret, 
avoiding open channels like the planetary net-
work. Only a select few, enjoying the trust of the 
participants, are ever invited to the race locations 
– which are always chosen at the last moment. 
!e races are never #lmed or talked about outside 
the fraternity. !e wounded hide their wounds 
and never talk about how they got them, and the 
dead are buried in unmarked graves. Sometimes, 
the secrets come out; but the racers always try to 
keep them.

Use in play: Races are seldom a good motif for 
an exciting game. Even if the entire team is rac-
ing, a"er a few minutes of description and two or 
three tests the adrenaline is falling and the play-
ers get bored. Races are better used as an exciting 
backdrop for other adventures, when the players 
have to interrogate a young witness – one who is 
racing at the moment - or if the players have to in-
vestigate the disappearance of a young nobleman 
who died during one such race.

*5$9,7(56�$1'�&,7,(6
‘Graviter’ is the common name for a gravitatio-
nal generator, installed by the hundreds in each 
of the levitating cities. A single graviter is as big 
as a suburban house and can li" an object the 
size of a skyscraper. Apart from the cities, the-
re are plenty of lesser $ying objects, small towns 

or single buildings inhabited by groups not con-
nected to planetary politics, trying to mainta-
in their independence. Most of them hover over 
the ocean or on the borders between the realms 
of noble families, o"en changing their exact lo-
cation.

Most of the events in$uencing the politics of 
the planet happen in the nobles’ residences – 
powerful constructions hovering hundreds of 
feet above ground thanks to the combined pow-
er of thousands of graviters. !e largest cities are 
inhabited by over a million inhabitants, only a 
thousand or so of which are noble-blooded. !e 
rest of the inhabitants work hard to support the 
rulers, o"en performing hard, exhausting and 
underpaid duties. Not many people complain 
about their living conditions, however. !e stan-
dard of living of an ordinary worker on Bariz is 
o"en much higher than that of a businessman on 
Ash or on hundreds of backwater planets.

Use in play: Most adventures on Bariz will 
probably take place on one of the $ying cities. 
!is is where decisions are made, o"en a"er long 
discussions, negotiations and delays, as well as af-
ter kidnappings, duels and assassinations. !is 
is the place where messengers from the govern-
ments of other star systems meet the rulers of the 
Horizon system. Finally, this is the place where 
trade agreements between local merchant guilds 
and powerful interstellar consortia are signed. In 
short, most of the money in the Horizon system 
$ows through these seats of the noble families.

If the PCs also belong to the elite, they will un-
doubtedly have reasons to visit Barizian nobles. 
!e goals of the visit can be very varied – the he-
roes can try to gain power for themselves or win a 
pro#table contract, or they can investigate a hired 
killing ordered by the head of an in$uential fam-
ily, track down cults worshipping the dark gods, 
or plan the assassination of a political opponent 
of their employer.

���2UJDQL]DWLRQV
An old adage says that if an inhabitant of Bariz 
is not a member of an organization or formal 
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group he’s probably dead. !e planet is full of 
various guilds, foundations and lodges, overse-
en by the Council, formed from the representa-
tives of seventeen Founder Families – descen-
dants of the #rst settlers from Earth, who built 
colonies on Bariz thousands of years ago.

!e society of Bariz is a caste society: represen-
tatives of all jobs from mechanics to cooks to la-
dies of the night join separate groups. !anks to 
this they can protect their business, control the 
quality of work performed (for instance by li-
censes allowing work in the #eld – which an o%-
worlder can obtain only a"er years of working for 
the relevant guild), and plan for the future – es-
pecially for their children, which, unsurprising-
ly, tend to inherit their parents’ jobs. And this, in 
turn, explains why social advancement on Bariz is 
practically impossible. If you were born a janitor, 
you will die a janitor.

7+(�&$//$&�
)281'$7,21

An average citizen of the galaxy imagines a 
psionic foundation as a mystical, secretive orga-
nization with unclear, but de#nitely illegal goals, 
which include mind control over in$uential peo-
ple and manipulating politicians to gain power 
over an entire star system. !is image is as wrong 
as it’s amusing – foundations are organizations 
#nding and training people with psionic talents. 
!eir main tasks are #nding appropriate job of-
fers for their members and scienti#c research 
(creating new psionic skills and developing the 
existing ones).

In the case of Bariz, an average foundation is 
both a school, a research institute, and a guild of 
psionicists, providing them employment and a 
standard of living appropriate to their skills. !e 
Callac Foundation has a very respectable func-
tion on the planet: its members work as advisors 
for the noble families, especially during meetings 
with representatives of companies from outside 
the system, and as protectors trying to prevent ri-
val psionicists from in$uencing negotiations. !e 
nobles have a lot of trust in  psionicists, but this is 
not undeserved – during the long centuries of the 

Foundation’s existence, its members have never 
betrayed or deceived their employers. !ey’ve al-
ways served the noble houses faithfully – at least, 
until now.

Currently the foundation has a number of 
problems, including too many independent 
psionicists  from outside the system – young, tal-
ented psis working for corporations and other, 
smaller organizations. Until now, the only com-
petitors for Callac were psionicists hired by In-
#nity. O"en, when negotiating with many com-
panies, the mere presence of a Callac psionicist 
was enough to ensure a pro#table contract. To-
day, however, almost every business hires an in-
dependent psi, and discussions turn into psychic 
wars, determining the results of negotiations and 
whether multi-million Eagle contracts are signed 
at all. O"en both sides could accuse each other of 
using psionicists to mind-control people to ma-
nipulate the contract (one of the most serious 
economic crimes in the galaxy) – but they don’t, 
afraid that their own psionicists might be caught.

Confronting psionicists outside the Horizon 
system has taught the Foundation that its entire 
structure, training model and results are far out-
classed by the rest of Galaxy. Without a thorough 
modernization of the structure, changes in teach-
ing methods, and new technologies the psis won’t 
be able to ful#ll their duty to protect the fami-
lies’ representatives from attacks by other psy-
chics. First steps have already been taken – a few 
months ago, the #rst groups trained in a new way 
le" Callac and started serving the Barizian hous-
es. So far the results are amazingly good.

!ese problems have never concerned a spe-
ci#c group within the foundation – the Psionic 
Swordmasters, famed thorough the Galaxy for 
their skill and talent. !anks to rigorous selection 
of applicants and murderous training, the adepts 
of Callac are not only masters of the blade but 
also potent telekinetics. It’s a safe bet that there is 
no other school in a 1000 lightyear radius whose 
adepts have a ghost of a chance to win against a 
Callac swordmaster.
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!e noble families of Bariz are currently facing 

some hard facts. !ough their mandate of ruler-
ship has always been based on their wealth, it has 
always been assumed that another reason was the 
protection provided to ordinary citizens. Today, 
thanks to the Horde just next door and a Coun-
cil seemingly unable to cope with it, the trust of 
the people has signi#cantly dropped. !e man on 
the street is not sure what the nobles will do when 
the vile monsters of the dark gods attack Bariz – 
will the leaders $ee or #ght? !e answer to this 
question, but not one that the citizens would want 
to hear, is provided by the lesser families, outside 
the circle of Founder Families. !e withdrawal of 
capital, selling of estates and moving to other sys-
tems started a dozen or so years ago, when Hori-
zon society realized that the war on Cor would 
be long, bloody and not necessarily victorious. 
Frankly, the most common reason for escape 
from Bariz is not fear of the Horde, but simple 
#nancial problems; but the average inhabitant of 
Bariz does not see the di%erence.

Decreasing popular support, business prob-
lems and cut-throat competition from the ma-
jor families force the lesser houses to surrender 
their independence and swear loyalty to one of 
the Council families. Usually this doesn’t change 
their status, and only forces them to obey the or-
ders of their sovereigns. It’s hardly surprising that 
during the last twenty years the Founder Families 
have received over forty fealty pledges.

Immense in$uence, huge swaths of land, and 
popular support are sadly not enough for the 
heads of major houses to sleep safe and sound. 
!e invasion of the Horde drains more and more 
capital from Bariz. !e out-system companies 
wish to be better prepared against possible at-
tack in case the servants of the Devourer move 
from Cor. !e families do everything possible to 
minimize their losses, but the vision of bankrupt-
cy looming over their companies is very real. !e 
solution might be cooperating with local corpo-
rations –In#nity is especially interested in taking 
over some of the assets of companies owned by 
Barizian nobles. An example could be the trans-

formation of Eris, a small car factory on Ash, into 
a company producing armored vehicles or trans-
porters for the Cor Army.

Yet, the families are reluctant to sell their shares 
to the corporations, and the Council is wary when 
dealing with such companies. Currently, the con-
sortia control over 80% of production and servic-
es on Ash, provide almost 100% of army equip-
ment and supplies, and slowly but surely creep 
into Barizian markets. !e Founder Families 
are giving an especially cold shoulder to In#nity, 
since it has very few obstacles to becoming the ac-
tual ruler of the Horizon system, mostly legal. !e 
nobles would never admit it openly, but their sig-
ni#cance has fallen since the attack of the Horde. 
Currently, everyone’s discussing the necessity of 
reform, changing the way government operates in 
the Horizon system. Of course, this means taking 
power from the Families and putting it in more 
appropriate and responsible hands - like the In-
#nity Board of Directors. !e corporation is not 
interested in power for power’s sake, but in the re-
sources on Bariz. !e planet is still a tasty morsel, 
especially its consumer goods, including objects 
made of natural wood. !e nobles, in turn, will 
do anything to maintain the status quo – most-
ly thanks to their natural conservatism, but also 
because they lack the resources to start produc-
tion and sell goods themselves. In#nity is trying 
to reach a compromise, o%ering the families a cut 
of the pro#ts for the rights to use Barizian natural 
resources, but all the o%ers by the company are 
vetoed by the traditionalists in the Council.

All this causes political games and conspir-
acies, the hallmark of Bariz, to transform into 
something not unlike open warfare. !e corpora-
tions have managed to divide the usually unani-
mous Council, causing con$icts among the upper 
class – resulting in broken contracts and oaths of 
fealty, as well as duels and assassinations. Skill-
fully heated arguments will eventually result in a 
permanent divide. !en, the myth of the Founder 
Families as the pillars of law and order on Bariz 
will disappear, and the corporations will be able 
to openly challenge the nobles. Psionic founda-
tions are also involved in this rivalry between Ash 
and Bariz leaders, trying to strengthen their own 
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position (and try to secure it in case the corpora-
tions win the struggle). !e psis are too weak to 
be treated as a serious threat, though.

Currently, thanks to the activities of corpora-
tions or smaller groups like psionicists, cultists 
or even in$uential Corite o&cers, Bariz is a hot-
bed of con$ict and the only safe people are those 
who keep themselves out of the power struggle. 
Every day there is at least one duel, and there is 
no month without the funeral of an assassination 
victim. Diplomacy is starting to be seen as a slow, 
unreliable and inconvenient way of resolving con-
$icts. !is doesn’t mean that no one is conduct-
ing negotiations – just that only the allies do so. 
Enemies are good only for scams, blackmail and 
kidnapping, or even elimination as undesirables.

!e con$ict between the families doesn’t the 
system is in imminent danger of collapse. !e 
con$icts have always happened, and have been 
resolved in many ways. O"en blood $owed on 
the streets of the $ying cities, and dozens of peo-
ple died in duels. No, the real problem is that to-
day #ghts are being fought even within individu-
al families – the new generation tries to take the 
power from their elders, sometimes by force. !e 
braver young people sometimes decide to betray 
their blood and go on to serve other, sometimes 
traditionally hostile, families.

!ere are three possible outcomes to 
the con$ict on Bariz. In the #rst, rath-
er improbable option, all will be lost; 
the corporations and the fami-
lies will clash in total war, which 
will exhaust all the resources of 
the planet. !e second possibil-
ity is that the corporations will 
eventually take power and in-
troduce many changes, like in-
dustrialization of the world and 
exploiting its resources. !at 
would mean a signi#cant in-
crease of the Horizon system’s 
political power, but the planet 
would be ruined, or at least its 
ecosystem would have to be 
completely redesigned. !e 
#nal solution is compromise 

and cooperation between the #ghting sides – but 
that would require a good will from both corpo-
rate and noble representatives, as well as skilled 
diplomats able to convince both sides that the al-
liance is the only real way to survive.

Of course there’s also a fourth possibility – the 
Cor army will collapse, the Horde will expand 
and the entire system will be lost. !is, however, 
is not even considered by any of the sides #ghting.

Cunningham – the house of Cunningham 
values tradition above all other values. From the 
young age, they are being immersed in the rules 
set by the founders of the family in previous cen-
turies. !e rules dictate everything: behavior, 
clothing, even the careers available to the young. 
!is is probably the only family whose parents 
still arrange marriages for their children. !at of 
course causes numerous con$icts, elopements, 
disinheritance… and suicides, which are covered 
up by the family.

Whitehall –undoubtedly the most powerful 
family on Bariz, even though its current head, 
Angus, tries not to display his wide-ranging in$u-
ence. !e Whitehalls, descendants of the original 
terraforming engineers, have full control over the 
technology of the gravitational generators, keep-
ing the $ying cities alo". !is doesn’t mean that 
without their support any damage to the gravit-
ers would lead to disaster; the families can al-
ways hire an interstellar company, but this would 
be a costly option, even if you remember that 

the Whitehalls also price their services highly. 
!eir second specialty is army gear – the fam-
ily’s companies produce personal weapons, 
energy shields, spaceship weapons and even 
planetary defense systems. !ough these 

products are nothing to 
write home about, one 

exceptional compa-
ny is Valiant, a small 
manufacturer spe-

cializing in me-
lee weapons, un-
rivaled by any 
company in hun-
dreds of light-
years. !e family 
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is a sponsor and a customer of this company, so 
everyone on Bariz knows that Whitehall clan du-
elists possess the best weapons.

It’s hard to point out the families hostile to-
wards Angus. Most of the nobles look at his fami-
ly with healthy and open envy, but there is no real 
hostility. However, the Chings and Valari, who 
also design weapons, are openly in opposition to 
Angus Whitehall, and attempt to undermine his 
every idea or bill proposed to the Council.

Ching – most nobles duel armed with swords, 
rapiers, katanas or at least a dagger, protected by 
powerful energy shields. !e Chings are an ex-
ception – they #ght unarmed, with their entire 
body being their weapon. !ey are famous for 
their mastery of the martial arts, specializing in 
nasty, cruel but very e%ective styles. Chings are 
viewed on Bariz as honorable, proud and hot-
headed people, able to break your neck if you ut-
ter a single slur on their family honor.

In reality the Chings are no more hot-head-
ed than the next man. !ey use violence only 

when it’s necessary – though their 
de#nition of ‘necessary’ is fairly 
broad. !ey’re very determined, 
and aren’t afraid to use drastic 
measures, so if there’s a small 

chance of  compromise and vio-
lence seems to be a quicker way 
to solve the problem, a Ching 
will not waste his time talking.
It’s easy to assume, then, that 

the members of this family 
aren’t born diplomats. White-
halls go further, claiming that 
violence is the Chings’ only 
solution. !eir mutual rela-
tions recently cooled down, 
since the Chings, convinced 
that intimidating the messen-
gers would help, blocked a 

very promising and pro#table 
deal.

!e source of this family’s #-
nances is a mystery. !ere are many 
theories – one is that they have 
bank accounts thorough the Gal-

axy, sustaining their current status, while others 
are more credible – for instance that the Chings 
are controlled by the Syndicate. !is, incidentally, 
is true: the proud and honorable warriors of the 
Chings have no qualms about taking monetary 
aid for informing the criminal clans about the se-
crets of the Council and voting according to the 
schemes of the Syndicate.

Valari – this family is seldom thought of as 
“real” nobles. !ey are descendants of various 
mercenary groups who stayed on Bariz a"er their 
contracts expired. No one has con#rmed o&cial-
ly that they’re one of the Founding Families, but 
the Council has never denied their privileges. !e 
Valari are a necessary part of Bariz, and unless 
the situation completely changes, they will still 
be able to step on people and control business ac-
cording to their own will.

!e Valari are commonly known as Vultures. 
!ey o%er their services (since they haven’t 
changed their main source of income – they’ve 
been mercenaries for centuries) to the govern-
ments of systems in desperate need of protection. 
Vultures are therefore preying on systems on the 
brink of war, attacked by organized pirate gangs, 
or needing assistance in eliminating particularly 
dangerous opponents. !ey specialize in protect-
ing the rich and powerful – nobles, guildmasters, 
psionic foundations or in$uential politicians; and 
their ‘protection’ is manifold, for instance they of-
fer champions to represent such people in duels. 
Of course, the services of the Valari aren’t cheap.

Krabala – merchants, traders, business people 
– such is the image of these masters of diplomacy, 
negotiation and compromise. !e Krabala don’t 
have wide-ranging in$uence, or large estates, 
they aren’t protected by powerful organizations 
or private armies – but they’ve been the leaders 
of the Council for almost four decades. Accord-
ing to them, the key to success is #nding a part-
ner’s needs, reassuring him that his problems can 
be solved, and working out a solution – or rath-
er having it worked out for you. !e Krabala are 
convinced that every problem has a solution, and 
it’s exactly this attitude which is responsible for 
their current situation.
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If their approach was much more sensible 
they’d be the richest family on Bariz. Yet, Kraba-
la try to exploit every opportunity, and they take 
on any potentially pro#table job. !ey are even 
greater risk-takers in trade – they can invest mil-
lions in a product that could – but might not – 
be sold with large pro#t. If they are lucky, their 
wealth increases, but in the event of failure, they 
go down with the spaceship.

!e Krabala are an interesting family – they 
trade not to gain wealth, but to live stylish and 
comfortable lives. Extravagant beyond the 
bounds of reason, they can waste fortunes on 
parties, galas, travels and gi"s. !ey buy the most 
expensive custom-made clothes, jewelry or cus-
tomized weapons. One of their most frequent ob-
sessions is modern technology: they install var-
ious implants in their bodies, undergo various 
nanotreatments or even modify their genome. 
If you combine that with their gaudy, colorful 
clothes and a dedication to great falchions, axes 
and other heavy melee weapons of choice, the re-
sult is an image of vivid, noisy and colorful char-
acters able to outtalk the Devil himself.

0<67(5,(6
All the noble families have their secrets. !e 

politics of Bariz is entirely based on discovering 
and using the secrets of others and hiding your 
own weaknesses. !e families are bound by a net-
work of mutual connections, dependencies, du-
ties and orders depending on the information 
they have.

Planetary Cannon
One of the top secret military projects of previous 
eras was supposedly a massive planetary cannon 
– a weapon able to destroy capital ships and 
space stations with a single shot, bursting through 
their energy shields without di'culty. Rumors 
claim that this weapon could destroy entire 
cities (or maybe even entire planets)… if it had 
an appropriate power source. It’s said that the 
construction of the weapon was $nished a couple 
of years ago – and now all that’s le# is to equip it 
with engines.

!e truth: Millennia ago, before anyone had 
even heard about the Horde or the dark gods, 
the rich colonists of Bariz decided to build a we-
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apon protecting them from any invasion. !e 
fear of a massive cannon able to destroy enti-
re formations with a single shot would paraly-
ze the warlords trying to invade Horizon and 
discourage them from this idea. !e construc-
tion of the cannon took decades, but when the 
#nal assembly started, the project failed. It re-
surfaced later, when Horizon was feuding with 
neighboring systems. !e plans were moderni-
zed, the materials collected, and the powerful 
weapon was built again – only to be discarded 
again. Over the centuries there have been seven 
more attempts at rebuilding the cannon. !e 
most recent one, seventy years ago, was excep-
tionally spectacular – the engineers decided to 
use nanotechnology and let all the construction 
be done by nanobots, but even this ambitious 
project fell through.

Work was resumed three years ago, on the au-
thority of Angus Whitehall. Luckily, it turned out 
that all the elements of the cannon constructed 
over the course of millennia had been rebuilt and 
renovated by nanobots. It was enough to design a 
power source, build a control installation and de-
sign a targeting system so that the weapon could 
be used. !e #nal touches were made just a few 
months ago.

!e cannon is as powerful as it’s impractical. 
It was designed to destroy huge, slow vessels – 
but Whitehall has reworked the design so that it’s 
now able to shoot the beasts of the Horde. !e 
targeting systems can detect even smaller mon-
sters, but they’re too fast and mobile. !e prob-
ability of hitting a target like that would be at best 
one in twenty.

The Inner Circle
!e law states that every representative of the 
Founder Families has the same rights in Council. 
Tradition orders the lesser families to accept the 
decisions made by the council, but theoretically 
the less important houses aren’t dependent on the 
more powerful families. In practice, the Council is 
supposedly only an informative body – the Bariz 
is ruled by the Inner Circle, composed of the most 
powerful families on the planet.

!e truth: !e existence of a group responsible 
for the decisions made not only in the name of 
the planet but the entire system is a more or less 
open secret. !e law of Bariz is a bit archaic, es-
pecially in this tempestuous and chaotic day and 
age. !e Inner Circle not only determines the di-
rection of development, but also stabilizes politics 
and does prevents groups caring only about their 
own business from harming others.

!e Circle is comprised not only of the noble 
families, but also of the most powerful corpora-
tions of Ash, the government of that planet and 
a few other worlds allied with Horizon, as well 
as the high command of the Cor Army. In Circle 
meetings, the only decisions made are these con-
cerning the entire system – it does not interfere in 
the internal politics of its members.

Body Stores
!e longevity of the nobles is hardly surprising 
– with bank accounts as big as theirs you can 
buy anything, including immortality – whether 
by genetic modi$cation, or by transferring your 
soul into a cloned body or a computer, and living 
as a virtual ghost. It’s said that all the leaders of 
the Bariz clans are cyborgs – they’ve bribed the 
monastic starships ages ago, and every generation 
they buy new mechanical bodies, adjusting their 
capabilities to their current needs. !eir priorities 
are combat applications and defensive systems –
human appearance is only secondary.

!e truth: !e rumors are blown out of propor-
tion – only a few leaders of families decided to 
transfer their souls to synthetic organisms (and 
only a part of them has actually undergone mo-
nastic training). It’s true that every one of them 
owns at least a couple of di%erent bodies for dif-
ferent occasions – always including a combat 
body.

Barizian Killers
If assassinations were art, the killers of the Valari 
family would be the greatest artists in existence. 
While the family o'cially deals in bodyguarding, 
most of their earnings come not from protection 
but from eliminating undesirable people. !ere 
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is no task which the Vultures would refuse 
– they possess a wide knowledge of common 
personal security tactics and automated security 
systems – which in practice means almost 100% 
e&ectiveness.

!e truth: Valari like money. !ey can’t refuse 
an opportunity to earn money, especially if it’s 
as pro#table as contract killings. !ey are ho-
wever somewhat honorable for hired murderers 
– they only accept selected contracts, backed by 
legitimate planetary governments or organiza-
tions with real power. !e actual murders are 
always conducted by ordinary people working 
for the Vultures – the nobles well know that any 
evidence connecting them with the assassins 
would not only ban them from the Council and 
denote them to ordinary citizens, but also da-
mage their reputation as mercenaries… and as 
e%ective killers.

���/RFDWLRQV
!e powers of Bariz are not places but people. 
!e planet is mostly uninhabited, and the land-
scape is dominated by mighty peaks, verdant fo-
rests, hills overgrown with tall grass, and wide 
plains. !is is a beautiful, calm place where 
everyone can #nd peace, quiet and relaxation. 
Average player characters would be dreadfully 
bored – they’re mostly interested in graviters, 
ruins, space stations and other places where so-
mething’s happening.

7+(�58,16�2)�$/1(&
During the thousands of years of the planet’s hi-
story, the engines of the $ying cities have only 
malfunctioned twice. !e #rst time the damage 
was averted at the very last moment – Letec II 
did not quite crash, it just fell close to the gro-
und. !e graviters created a long furrow called 
the Scar, which still exists today.

!e second malfunction ended in disaster. !e 
o&cial explanation is an overload in the energy 
network of the city of Alnec, which led to mal-

functions in the gravity generators, and their sub-
sequent explosion. !e truth is di%erent – the 
graviters were destroyed by a group of cultists fol-
lowing the Devourer of Worlds. !e city crashed, 
and nearly every inhabitant (over one hundred 
thousand of them) died. !e ruins of Alnec are a 
place of pilgrimage for the descendants of the vic-
tims, their friends, and for looters, trying to get 
everything that survived the crash.

7+(�3$/$&(�2)�'8(/6
Several years ago in the mansion of the Qillan 
house (one of the lesser families) a bomb was 
detonated. It killed only two people, and woun-
ded eight more – a miracle considering that it 
razed most of the building. !e graviter was da-
maged, and it $ew the city on a chaotic, unpre-
dictable course. !e members of the family ga-
thered the rest of their belongings and moved 
to the palace of the Chings, to whom they swo-
re fealty.

Nature abhors a vacuum – so there’s nothing 
odd in the fact that just a few weeks a"er the bomb 
attack young nobles started to meet in the Qillan 
ruins, to solve their problems by the means of du-
els. From then on the damaged graviter served 
as a duelling arena for illegal combats. !e com-
bats in the Palace of Duels, as the ruins of Qillan 
mansion are now called, are fought according to 
strict rules. People who decide to #ght must wear 
special harnesses, equipped with a set of sensors 
monitoring their health, a camera, a microphone, 
and a transmitter; then they’re taken to the op-
posite ends of the platform. From then on any-
thing is allowed – even using items found in the 
ruins. !e Palace of Duels is a labyrinth of cor-
ridors, small chambers and secret passages. Vic-
tory in a duel fought here does not depend solely 
on melee mastery, but also on intelligence, alert-
ness and the ability to foresee the movements of 
an opponent.

Miss Bathory – known to ordinary people as 
“Bitch”, this young girl is a Fury, and probably the 
most skilled psionic swordmaster on Bariz. Reck-
less, impudent, predatory – she herself claims 
that she has no conscience. Nobody doubts that 
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– during the #ve years of her stay on Bariz she has 
fought in 37 duels, and in twenty-nine of them 
she fought as a champion for hire. Naturally she 
did not win in every #ght – her body was cloned 
in In#nity at least twice.

Bathory is thought of as a butcher, a tool used 
by the nobles when all the other possibilities are 
exhausted. She’s reportedly just a puppet, a na-
ïve girl with only two talents – psionics and kill-
ing. !e reality is slightly di%erent. She was just a 
sword for hire for many years, but a"er her last 
lost duel she became more thoughtful and started 
to plan her actions with more consideration. She 
does not want to be a pawn, but a player.

Anyone seeing Miss Bathory for the #rst time 
wouldn’t believe that this petite girl is one of the 
best killers on Bariz. Short, more thin than slen-
der, with a storm of red wavy hair, she’s quite at-
tractive, but her steely eyes and constant sneer 
frighten away any potential suitor. She dresses 
practically, o"en wearing armor and a sword belt 
over normal clothes – though the sword is just a 
decoration. Her real weapon is her mind.

7+(�*$//(5<�2)�
0(025,(6
Modern technology is a powerful weapon for 
any architect. !anks to it, now almost any pro-
ject, even the most reckless, can be constructed. 
!e Gallery of Memories is one such construc-
tion. !is building, resembling a medieval ca-
stle, has been erected on one of Bariz’ highest 
mountains. Inside, it stores hundreds of Ear-
th-made objects – from common everyday ob-
jects like newspapers, postcards, and beverage 
cans to curiosities and works of art. Hundreds 
of pictures, paintings, portraits, manuscripts or 
pieces of jewelry are viewed each year by mil-

lions of visitors. Humans come here to see and 
touch what’s le" from the cradle of their spe-
cies. Some of them seek peace and re$ection, 
others visit the Gallery of Memories to #nd the 
righteous anger within and motivation to #ght 
the dark gods. All of the exhibits in the gallery 
are owned by Le Cri%e, an artist famous for his 
fascination with Earth. Only a few people have 
seen Le Cri%e in person – or at least not in his 
famous artist persona. Le Cri%e likes to pretend 
to be a visitor – he observes the faces of guests, 
talks to them, learns about the emotions they 
feel when watching the works of the ancient 
masters. Some people claim that Le Cri%e has 
seen Earth in person, before it was destroyed. 
Others add that he was a member of the investi-
gation team responsible for awakening the De-
stroyer of Worlds on Nyks.

Le Cri#e – modern art is based on precision 
and striving for perfection rather than on emo-
tions. Contemporary artists are closer to math-
ematicians or architects than to the painters, 
sculptors, poets and composers of the past. !eir 
works are masterpieces of engineering, with ev-
ery detail carefully planned and placed using the 
tools of modern technology. Le Cri%e is a man 
who destroyed the image of the artist and rebuilt 
it from scratch.

When he opened his #rst exhibition, full of 
works made with his own hands, not with robotic 
arms armed with dozens of chisels and drills, nor 
printed on high-quality materials, people laughed 
at him. But when he was spotted by some wealthy 
people with a weakness for eccentric artists, he 
started to sell his work for more and more money. 
Five years later nobody laughed – Le Cri%e be-
came in$uential, rich, popular and famous as a 
precursor of the new style in painting – “true art 
reborn”. 
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Cor orbits around Horizon-2, but it’s 
somewhat closer to this star than Ash. 
It’s close enough to make life around 
equator impossible due to high tem-

peratures, but luckily it was otherwise habitable 
and didn’t require terraforming. !e #rst steps 
in settling the planet were made three hundred 
years ago, when it turned out that colonizing Cor 
would be very cheap. !e settlers only had to 
tweak the local life – introducing new species of 
plants and animals, modifying the existing ones 
and hunting down the most dangerous predators.

!e planet didn’t have much to o%er, and it 
became a backwater world with a small, peace-
ful population. No rare minerals and a rather un-
fortunate location made it a little-known world, 
nothing more than a dot on the map. With time, 
people started to invest more money in the plan-
et – the #rst resorts, hotels and casinos appeared. 
!e marketing campaign attracted the #rst tour-
ists, who, overwhelmed by the natural beauty of 
the planet, came back, with their friends. !anks 
to the responsible actions of corporations, noble 
families and guilds, a vacation on Cor became ‘in’ 
among the elites of the nearby star systems.

But promoting the planet as a fashionable re-
sort was not approved of by the rulers of the Ho-
rizon system. !e government of Ash, heads of 
noble houses and guild leaders were aware of the 
existence of the Black Pyramid, and suspected 
that there was a great danger connected to this 
structure. Some research expeditions trying to 
discover its secret disappeared without trace, as 
did the troops sent to rescue them. Instead of tak-
ing unnecessary risks, it was decided to surround 
the Pyramid with a cordon of troops, and to build 
a research institute to investigate this strange 
building. Despite years of hard work, this had no 
success. In fact, the most information about what 
could be hidden inside the Black Pyramid was 

obtained when the Earth was destroyed. No one 
questioned then the decision to increase Cor’s 
military forces tenfold.

Sooner or later, the attack was inevitable. A 
powerful $eet of void krakens and other spawn 
of the Devourer appeared on the edges of the sys-
tem. It moved, to surprise of everyone who didn’t 
know about the existence of the Pyramid, towards 
Cor, the poorest planet of Horizon system. !e 
$eet defended the system valiantly, but it couldn’t 
stop the Horde from landing on the planet.

!e Horde beasts started to breed explosive-
ly, mutating to adjust to conditions on the plan-
et. Although two decades have passed since the 
Battle of Cor, humanity still keeps watch, pre-
venting the Horde from accessing Mesu’s grave. 
Each year, thousands of troopers sacri#ce their 
lives to defend the planet, seldom realizing that 
the objective of the war is not the destruction of 
the Horde, but preventing them from awakening 
another deity.

���*HQHUDO�
'HVFULSWLRQ
Cor is one big battle#eld. Each day, thousands 
of Horde beasts attack human outposts, usually 
dying under massed plasma weapon #re. Occa-
sionally it’s the humans who attack – to destroy 
places where monsters hatch, to recover lost 
forts and bases, or to provoke the beasts to more 
risky maneuvers and protect the movements of 
other formations. !e war is more like a scu(e 
than a real clash of arms – the front line as such 
does not exist, and it has been replaced by the 
idea of a “danger zone”. !is area is over 1/3 of 
Cor’s landmass, and half of the danger zone is 
territory completely overrun by monsters. Basi-
cally, this means that the Horde can attack any 
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human construction on the planet, even if it’s 
hundreds of miles from the danger zone.

7+(�+25'(
Everyone is afraid of death. Some can accept 

the vision of a death with dignity, in their own 
bed. !ey can imagine a sudden death, due to 
an accident. But only a few can control their fear 
when they imagine that they might be killed by 
one of the vile, blasphemous beasts serving the 
Devourer. Which is one of the reasons why Corite 
soldiers are considered the bravest people in the 
Galaxy.

An average soldier – one that does not have 
any special talents increasing his survival chances 
– is able to survive around three months, and kill 
about a hundred monsters. Many die in their #rst 
con$ict – bad luck, probably. !e veterans aren’t 
completely accounted for, but it’s highly unlike-
ly that more than 100 soldiers would remember 
the Battle of Cor. !e massive advantage provid-
ed by modern technology is o"en not enough to 
grant certain victory on this jungle world. Attacks 
of the Horde on forti#ed human positions end in 
total destruction of all the monsters 99 times out 
of 100. !e problem is the sheer number of crea-
tures – to these mindless beasts, it doesn’t matter 
whether they destroy a camp a"er #ve or sixty-
#ve attacks, all that matters is that another human 
outpost has been destroyed.

!e determination of the Horde monsters, the 
appearance of ever stranger, scarier and more 
adaptable monsters as well as the conditions 
on the planet are the chief reasons why so few 
people decide to defend the planet. !e army is 
composed chie$y of mercenaries on short-term 
contracts, or soldiers sent from distant areas of 
Galaxy. It seems that only by the introduction of 
heavy equipment, and using weapons of mass de-
struction, could mankind completely destroy the 
servants of the Devourer. Of course, something 
would #rst have to push the generals to use nucle-
ar or other similar weapons, which would indeed 
destroy the Horde on Cor, but would also turn the 
planet into a dead, radioactive desert.

Use in play: !e Horde is the basic reason for 
everything that happens on Cor. !e beasts con-
stantly attack human positions, attempt to ex-
pand their territory, and try to #ght their way 
through to the Great Pyramid of Black Iron. !e 
army’s task is far harder. First, it can’t allow Mesu 
to awaken, which ties down a signi#cant part of 
the army, dedicated to watching the sepulcher 
of the imprisoned deity. Second, it must protect 
other key locations, like army research institutes, 
those cities that are still inhabited and the three 
starports. !ird, it can’t just focus on defense – its 
goal is to destroy the Horde and free Cor from its 
paws and tentacles.

!ere are numerous stories you can tell using 
the theme of the defense of Cor. Rescue or scout-
ing missions, rapid assaults or #nding important 
information about the Horde are just a few exam-
ples of adventures you can run on this planet. Just 
about everything is at least loosely connected to 
the military (for instance, power struggles in the 
high command) can be linked to the Horde and 
introduced to the game.
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Deserted Cities
!e towns weren’t that rich – most of them 

consisted of a few small huts surrounding beauti-
ful hotels – but the people were reluctant to leave 
them. !e prospect of settling on another world, 
building everything over again from the ground 
up, caused not only depression and resignation, 
but also panic. Some decided to take a chance and 
stayed on Cor, trying to live their previous lives. 
Raids by the Horde quickly taught them that even 
the most demeaning job outside the Horizon sys-
tem is better than being devoured by a horde of 
ravenous monstrosities. In just the few years since 
the Battle of Cor, all the inhabitants have been 
evacuated. All that remains are a small group of 
paranoid madmen (quickly eaten by monsters), 
and a few inhabitants of the cities on the Kusa-
la archipelago, thousands of miles from the dan-
ger zone.

Use in play: !e deserted cities of Cor can 
be the backdrop for a reconnaissance mission. 
Player characters can #nd 
themselves in a ruined 
town while following com-
pletely di%erent orders. 
And if the town is inhab-
ited by a strange cult wor-
shipping the dark deities, 
or a small group of desert-
ers hiding from justice, a 
seemingly random stop 
can become a basis for an 
entire adventure.

6/((3,1*�
21�&25

!ere is no other planet 
with a greater number of 
insomniacs. !e problem 
was evident even when 
the colony was being set-
tled. Technicians install-
ing the terraformers could 
only stay on the planet for 
a couple of months. Some 
le" a"er that long, simply 

a little more nervous than before – others le" in 
plastic bags, a"er more or less spectacular sui-
cides. Others lost their minds, and were trans-
ported to psychiatric wards where they lived on, 
babbling about monsters crawling through their 
dreams.

It turned out that these nightmares were quite 
real.

Cor is the tomb of Mesu, Master of Death. He 
can send dreams to people nearby (anywhere on 
the surface of the entire planet). !e closer he is 
to a mortal, the worse the nightmares. In the vi-
cinity of the Great Pyramid of Black Iron, he is 
able to force hallucinations even on people who 
are awake – which is one of the reasons why his 
prison is mined and isolated from the rest of Cor, 
and the troops guarding the tomb are stationed 
so far away from the structure. No one would be 
able to stay sane so close to Mesu himself. Ru-
mors have it that the only constant guardians of 
Mesu’s grave are cyborgs, delivered to Horizon by 
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In#nity. !e corporation, naturally, denies that 
any connection with Cor’s armed forces.

!e god of death does not send nightmares to 
humans just to torture them. !eir minds are a 
tasty treat for him – Mesu can’t resist analyzing 
how humans react to their nightly tortures, and 
the deity prepares for direct confrontation with 
humankind. He thinks that the Horde will free 
him soon, and then he’ll make humans su%er in 
reality like they do in dreams now.

Use in play: !e nightmares can drive people to 
suicide, but more o"en they cause a slow descent 
into insanity – a very nasty form of madness in-
deed. Mesu tries to alter the spirit of his victims 
and force them to harm other humans, which the 
GM can use in many ways. !eoretically, the GM 
could introduce nightmares haunting the player 
characters, but that isn’t especially interesting in 
the long run. !e best solution is to limit the in-
$uence of nightmares to NPCs being altered by 
the god of death – their madness can be revealed 
in many ways. Violent soldiers, trying to commit 
the most spectacular suicide possible, mad doc-
tors killing the wounded instead of saving them, 
and commanders with delusions of immortali-
ty hiding in the jungle are just a few examples of 
such NPCs. !e Game Master can also manipu-
late the friends and foes of the heroes and change 
their personalities.

$�3/$*8(�
2)�/,9,1*�'($'

For the Cor veterans, #ghting the Horde is 
nothing compared to withstanding attack by 
their own dead comrades-in-arms, which are 
sometimes used against the contingent guard-
ing the Pyramid. !e power of Mesu grew when 
the #rst living transporters of the Horde broke 
through human defences and infected Cor with 
their vile passengers. From that day, on the god 
of death was able to infect the soldiers stationed 
on the planet. He poisons the dead with his ven-
om, calling them back in a twisted parody of life. 
Just the sight of the walking dead causes troops to 
lose their #ghting spirit. !e awareness that they 
themselves can become monsters and attack their 

former friends paralyzes the soldiers. !ey still 
#ght because they have to, but the pride that once 
elated humans defending Cor has le" their hearts.

In the #rst years a"er the Battle of Cor the 
sight of an undead creature was something un-
common. !e army knew about this new devel-
opment, but it seemed that zombies weren’t going 
to become a major threat. Indeed, initially their 
number wasn’t that high, but thanks to a couple 
of aggressive attacks by the Horde, Mesu was able 
to control tens of thousands of the living dead. 
What’s worse is that now the deity is able to reani-
mate slain monsters of the Devourer.

Humans just can’t understand why Mesu’s cre-
ations move despite the loss of all bodily func-
tions. !ere are dozens of hypotheses; some 
people claim that the bodies of the undead are in-
fected by small microbes serving the god of dead. 
!is might be con#rmed by the fact that living 
people who managed to survive sooner or later 
joined Mesu’s host, even if no-one and nothing 
killed them. Another theory suggests the use of 
the powers of Lij – that these so-called ‘bacteria’ 
are simply nanobots transformed by Lij. Other 
theories usually blame unspeci#ed ‘black magic’, 
which is not really an explanation.

Regardless of what causes the phenomenon of 
the living dead, or what controls the zombies, one 
thing is sure – the cure for the disease must be 
found. Otherwise, the planet will have to be quar-
antined – or maybe even all life must be purged 
from it.

Use in play: !e undead can appear in many 
survival-horror adventures – con#ned spaces, no 
backup from allies and a speci#c mission to per-
form would force the players to use considered 
tactics instead of a full frontal assault.

Finding an answer to the question of the ori-
gin of the undead – whether it’s rituals, a disease 
or something else – can be the basis for an entire 
campaign. !e player characters would delve into 
forgotten research labs, contact scientists living in 
the far corners of the Galaxy, and even beat some 
pieces of the answer out of Mesu’s cultists. What 
will the heroes do when all the pieces of the puz-
zle are in place, and it turns out that the source of 
the plague is a certain artifact hidden inside the 
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Black Pyramid? Will they risk their lives to #nd 
the item which grants the sleeping god the power 
of commanding the dead?

���2UJDQL]DWLRQV
I don’t $ght because I want to devote my life to 
the army. I don’t $ght for money or glory. I don’t 
want to become an o'cer. What I want is to blast 
all the monsters on Cor to Hell and back, to clear 
the planet from this hellspawn – to restore the Cor 
from before the Battle. Revenge? Revenge is just a 
small bonus.

Sergeant Kate Rush, Cor Army

!ere is almost no-one on Cor who is not con-
nected to the army. Most towns and villages are 
deserted, and the planet is inhabited by soldiers, 
madmen and bored millionaires, determined to 

survive an exciting adventure and willing to sa-
cri#ce their lives just to hunt some crawlers.

7+(�*(1*,1((56¶�
/2'*(
Founded by scientists working for In#nity, the 
Lodge is a brotherhood of the #nest minds in 
genetics, with a mutual aim – to learn about the 
true nature of the Horde, to discover how the 
hundreds of species in the Horde think, and to 
#nd e%ective ways to destroy the beasts.

!e Lodge has the tacit support of the army, 
which is why its members can freely move 
around Cor, receive any information on the mon-
sters of the Devourer from military databases, 
and can receive protection from the elite troop-
ers of the army. Soldiers view gengineers as nosy 
freeloaders, doing everything to obtain anoth-
er “extraordinarily interesting sample” from the 
bodies of monsters – even at the cost of human 
lives. Indeed, some Lodge members are very de-
tached from the su%ering of the combatants, see-
ing them only as a tool for #nding and eliminat-
ing beasts which are later promptly dissected. But 
if you consider the prime goal of this organiza-
tion, you can understand why the scientists make 
the decisions they do. !ey may be harming indi-
viduals to help all mankind.

Doctor Wolfgang Ainer Rudolf Ellberg – 
one of the most famous genetic engineers of re-
cent years, famous as the man who transformed 
the genome of a clone (giving it incredible #t-
ness), without changing the organism signi#cant-
ly enough to preclude soul transfer to the new 
body. !is technology is still too expensive and 
unreliable to be widely used – it’s restricted only 
to the elites. Doctor Elberg leads a research team 
based on a space station orbiting the planet. O&-
cially, they’re trying to analyze the genetic code of 
Horde spawn – uno&cially they are conducting 
#nal tests on a virus supposedly able to destroy 
the servants of the Devourer.
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It seems implausible that the planet inhabited 
by less than two million people could manage 
to create an army composed of over 400 tho-
usand troopers – but that was the headcount 
of the forces #ghting against the Horde shor-
tly a"er the Battle of Cor. Even if we consider 
the complicated system of fealties and depen-
dencies which linked the planet to various orga-
nizations working within the Horizon system, 
and even in other systems, they were de#nitely 
much too large for a small tourist colony. Most 
people think it’s some kind of the conspiracy by 
the rich – and strangely enough, they’re right. 
!e reason why the governments of over sixty 
planets spend money to support this great army 
is the existence of the Great Pyramid of Black 
Iron. !e costs of training, supporting and ma-
intaining this army are nothing compared with 
the risk of awakening another deity.

!e present army of Cor is a mish-mash of 
troopers serving in dozens of di%erent forma-
tions. Most of them were transported to the front 
line of the Horde con$ict against their will, some 
were bribed, and the rest were recruited from 
among fanatics willing to give their lives in de-
fense of the mankind. Initially, the o&cers were 
mostly older, experienced men – people unable 
to make decisions quickly, more used to con-
ventional wars. !ey were bolstered by the new 
graduates of the best military academies. Most of 
them died in the #rst months of war; the remain-
ing ones are the most famous o&cers in the entire 
army. !ey’re supported by specialists in many 
#elds, from engineering to botany (some of them 
spying on the group) and a group of psionicists. 
!e result was of course a mish-mash of forc-
es, unable to e%ectively coordinate their tactics. 
!e high command made a risky decision – the 
army was divided into small units, each charged 
with protecting a certain area. Most of them man-
aged to stay alive and hold their positions. With 
time, the situation on Cor began to stabilize and 
individual units started to join forces into larger 
groups. A"er three years of war a relatively stable 
structure coalesced, and with some modi#cation 
it’s used to this day.

The Structure
!e bulk of the army is light infantry equipped 
with plasma weapons. Heavier formations co-
uldn’t move freely in the hot and steamy jungles 
of Cor, and heavy armor wasn’t that much pro-
tection against the claws and teeth of the mon-
sters. !e soldiers didn’t focus on defense but 
on o%ense, due to the common use of plasma 
weapons. Traditional #rearms required two or 
three shots to kill a single crawler, but a plasma 
ri$e needed only one shot.

!e troops were transported to their objectives 
during actions in many ways. Once, ground trans-
porters were preferred, but small $ying transport-
ers proved to be more useful – faster, able to move 
over di&cult terrain, and able to carry not only 
soldiers, but also heavy equipment. Landing was 
initially di&cult, but the pilots soon learned that 
dropping a small bomb on the landing zone not 
only clears it of plant life, but also of monster life.

Infantry can’t win the war on its own. It’s sup-
ported by dozens of di%erent specialist forces, 
from support troops using heavy weapons and 
air elements able to bombard a chosen area just 
a few minutes a"er being called for, to engineers 
building forti#cations. !e level of cooperation 
between these units varies, but the success of the 
high command is the creation of this structure, 
de#ning the chain of command and the responsi-
bilities of particular units.

Famous Units
!e army’s spin doctors realized ages ago that 
you can present speci#c army units as brands 
worth investing in. Big posters of soldiers we-
aring recognizable uniforms, blasting the de-
monized enemy by the hundreds, have always 
appealed to impressionable kids and their ima-
ginations. Indeed, demanding training, good 
equipment and being led by skilled o&cers has 
resulted in the well-deserved reputation of such 
troops. In modern times there are no armies wi-
thout at least few units famous for decades, if 
not centuries, of service. !ousands of new re-
cruits dream of serving in such units one day, 
but of course only a few of them will be able to 
turn these dreams into reality. Most of them will 
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serve as infantry troops, whose only distingu-
ishing marks are their number, battle-cry and 
symbols.

!e Cor command has always focused on use-
fulness of the army, its potential and real attack 
power, rather than propaganda applications. Elite 
units in the Cor Army are famous not because of 
posters and advertising, but thanks to their deeds. 
A soldier serving in such a unit has good reason 
to be proud. Joining such a formation as a rank-
and-#le trooper is o"en a greater honor than ob-
taining o&cer rank. !ere are at least a few thou-
sand lieutenant on Cor, but less than a thousand 
elite soldiers. Each such soldier is worth far more 
than a hundred recruits – if only because training 

and equipping them costs far more than training 
and equipping a hundred privates.

!e Scorpions – !is unit is composed of the 
#"y toughest, biggest and meanest guys in the en-
tire Cor army. Each of them carries more equip-
ment than an ordinary human could li" – and 
the Scorpions claim that it’s far too little. !is is a 
special heavy weapons unit – devoted to destroy-
ing monsters too heavily armored for regular sol-
diers. Apart from an Assault Plasma Ri$e each 
Scorpion carries something with a bigger kick – a 
TPC, a plasma cannon or another big gun. !eir 
tactics usually boil down to shooting the enemy 
until it stops moving.

!e Haunts – when even the Scorpions can’t 
defeat an especially tough opponent, the Haunts 
– a squadron of elite #ghter pilots – come in. 
!ey’re able to work real wonders with their 
#ghters – and the fact that they’re able to freely 
maneuver in Cor’s jungles proves that. !e infan-
trymen claim that for the Haunts war is easy, but 
if they see recordings from their missions, they 
quickly change their minds. Dropping bombs 
or shooting enemies from above is o"en possi-
ble only when the #ghters descend to really low 
levels, directly above the tops of the trees… and 
many beasts are waiting for just such occasions. 
!e small creatures jump on planes, trying to 
hold onto the machines, get into the cockpits and 
devour the humans who bring death from above 
onto their fellow monsters.

!e Ghosts – predicting the actions of the 
Horde is the key to victory. !e Cor Army pos-
sesses advanced technology allowing them to de-
tect major groups of these creatures, but to predict 
small, fast-moving raids it must use more tradi-
tional methods. !e Ghosts are soldiers, scouts 
and hunters of beasts – they’re able to survive in 
the jungles of Cor for months without any sup-
port. !eir task is observing monsters, estimating 
their numbers and predicting attacks on human 
positions. Not many people dream of becoming 
one of the Ghosts – fame and glory are useless 
a"er death, the destiny of every member of this 
unit. To this day, every Ghost has died painfully.

!e Golden Eagles – just the armor tells the 
Horde that attacking these troops is not the best 
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idea. White armor ornamented with gold and red 
capes show that this unit does not eliminate its 
targets from behind the lines. !e Golden Eagles 
are the best sharpshooters on Cor –#ghts with 
the vile beasts are usually over before they man-
age to reach the Eagles. Sometimes the monsters 
get close enough to engage in close combat – and 
then the soldiers grab their powered blades and 
chop the monsters to pieces. !eoretically, the 
Horde should win in hand-to-hand combat – but 
the Golden Eagles are just too badass.

Famous Commanders
A single man can be the reason why an ordinary 
unit becomes more famous than many suppose-
dly “elite” troops. A good o&cer knows when he 
can take risks, when to avoid it, and when to re-
quire sacri#ces from his or her men – including 
the ultimate sacri#ce. Intelligence, the ability to 
predict the actions of their opponents, $exible 
plans and loyalty to one’s own soldiers is eno-
ugh to ensure absolute respect among common 
troopers. In the conditions on Cor, the soldiers’ 
trust is essential for an o&cer to really com-
mand. But a single mistake can cost the com-
mander everything – authority, respect, dignity, 
rank – and o"en life.

Katherine Anabelle Rush – a long time ago 
she stopped being a pampered daddy’s girl, the 
child of one of Cor’s tourist magnates. Life, and 
speci#cally the Horde, has taught her that if you 
want something, you have to #ght for it. She 
serves in the army for several reasons – she wants 
to take revenge on the Devourer for her ruined 
childhood and murdered family, and she needs 
acceptance, which she has found nowhere else. 
Besides, she’s good at what she does – which is 
commanding a small squad of veterans. !ey say 
that Kate’s never lost a soldier due to a mistake – 
her reputation as a smart and reasonable sergeant 
attracts many volunteers to her team.

In another life, Katherine could be a duchess – 
but not one that deals with gossiping, shouting at 
servants or hosting balls. Miss Rush is as good at 
commanding a group of grizzled veterans, as at 
planning logistics for thousands of troopers. She 
could manage a large corporation – and perhaps 

she will in the future, if she manages to clear out 
the Horde.

John H. Webber – this grizzled man is perhaps 
the only soldier in Cor Army that has managed to 
hold every rank – from a recruit to a general. He’s 
been serving in the army since he remembers, he 
took part in dozens of operations, always on the 
frontline. For almost a decade he resisted being 
promoted to o&cer, and even though he’s been a 
general for three years he still claims that he’s a 
sergeant inside. In the army, he’s the man respon-
sible for “di&cult decisions” – he’s the command-
er of North Army, stationed between the Horde 
areas and the Black Pyramid.

Marrow – the immaculate career of General 
Marrow ended when his connections with crim-
inal organizations on Ash and the governments 
of other systems were revealed. It became evi-
dent that he was selling information to at least 
three foreign powers. !e army was quick to hush 
things up, and gave Marrow a choice – either de-
fend the Pyramid, or get shot in the head. He 
chose to be responsible for guarding Mesu’s tomb, 
but quickly regretted this decision.

!e imprisoned deity scrutinized the o&cer’s 
mind very thoroughly. It sent him nightmares 
every night, and later, when the insane Marrow 
moved the HQ closer to the Pyramid, every day 
as well. !e analysis of his mind gave Mesu one 
important edge: the knowledge that humans are 
afraid of death, especially a long and painful one. 
Probably because of this, the living dead instead 
of simply killing soldiers as they did up to this 
point, begun to torture them.

���0\VWHULHV
For most inhabitants of Ash and Bariz, the Cor 
War is seen as hell, with the demons of the Hor-
de and living dead in the foreground. !ey 
think that there are not many humans le" on 
the surface of the planet – the only combatants 
are supposed to be elite forces and cyborgs. !e 
greatest inconsistencies appear when discus-
sing progress in #ghting the servants of the De-
vourer. Some people claim that the war is alre-
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ady lost, others predict a quick victory. !e only 
way to learn the truth is to reach for your we-
apon and join the #ght with the Horde yourself.

The Black Pyramid
Soldiers  stationed on Cor claim to have seen a 
massive structure, hidden in the jungle growing 
over the entire southern continent. !ey say 
that on the walls of the pyramid are inscriptions 
placed there by a race who ruled the Galaxy 
before mankind. Deciphering the inscriptions 
is supposedly key to victory in the war with vile 
deities.

!e truth: !e Great Pyramid of Black Iron 
does exist, but its importance is not due to the 
chance of defeating the gods, but simply that 
controlling the Pyramid prevents the Horde 
from awakening another god. Scientists do in-
vestigate the Pyramid, but they have yet to #nd 
anything that would give mankind the upper 
hand in the war with the monsters. Mesu, the 
dark deity hidden inside this tomb, is still too 
powerful to allow the mortals to discover se-
crets of his imprisonment – who imprisoned 
him, and how.

Geo-3
It’s supposedly the best-equipped laboratory in the 
entire Horizon system, used by the best scientists 
of In$nity, the government, and the army. All the 
research is into weapons – especially ones that 
could kill gods.

!e truth: Geo-3 is a myth, sometimes substan-
tiated by in$uential organizations in the Hori-
zon system to distract people from the real labs. 
!e government and the army occasionally di-
stract the conspiracy theorists with a blurred 
photo or a fragment of a strange device. !e re-
search supposedly conducted in an undergro-
und laboratory is in reality conducted on Ash.

Cyborgs
It’s common knowledge that the army owes its 
success in the war with the Horde to heavy troops, 
consisting of instantly-produced cyborgs. !e 
army $nally found a way to drastically reduce 
the time taken for preparations and soul transfer. 
!is technology is going to revolutionize warfare, 
and bring victory in the war with the dark gods, 
if the Cor Army sells the secret to the governments 
of other systems.
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!e truth: !e troops do exist, but they’re not 
cyborgs – there is no magical process to shorten 
the period of at least #ve years of preparation 
and training. In the war with Horde, human 
troopers are backed up by heavy machinery, 
chie$y by light powered armor able to carry he-
avy plasma guns, deadly against the monstrosi-
ties of the Devourer.

Nuclear Nightmares
Around a year ago soldiers stationed in Jaws-2, a 
camp far from the danger zone, were awakened 
by a powerful boom. Even though none of 
them has noticed any explosion, the source of 
this incident must’ve been a nuclear weapon 
– the only weapon of mass destruction able to 
completely eradicate the Horde. To this very day, 
rumors persist that the high command decided to 
use this ultimate weapon because of major losses 
on the battle$eld.

!e truth: It’s widely known that the only re-
ason why the high command hasn’t detonated 
every nuclear weapon in their arsenal is that 
they still hope to purge Cor of the plague of the 
Devourer. But only a select few know that the-
re is another reason – the Black Pyramid, who-
se destruction would doubtlessly awaken Mesu. 
!e explosion heard by soldiers at Jaws-2 was 
indeed the result of a nuclear explosion – but 
it was necessary. An important island called 
Arentis was infected by the Horde thanks to the 
reckless behavior of humans. It was not a be-
ginning of nuclear war, but an isolated incident.

���/RFDWLRQV
!e planet is mostly covered by jungle or by 
areas of burnt, black ground created by bombs 
dropped on the Horde beasts and focused pla-
sma #re. For the average man in the Galaxy, 
Cor is a tropical hell, where death is more com-
mon than in the worst slums of the great cities. 
!e soldiers see this world as one great battle-
#eld, and as a place which soon will become 
their grave. Only a few see something more in 

Cor. For them, the planet is not just full of fo-
rests inhabited by vile beasts, but also deserted 
resorts, forgotten laboratories, tropical islands 
and the prison of Death. For anyone who visits 
Cor, one thing is clear – life on this planet is a 
constant struggle, a game where the opponents 
never play fair.

3$/0�%($&+
!e world can burn, but as long as the sands of 
Palm Beach aren’t soaked in the blood of hu-
man soldiers and monsters aren’t crawling out 
of the ocean, surfers will visit this resort. Palm 
Beach is one of the few cities on Cor still inha-
bited – and the only one still active as a vaca-
tion resort. Before the Battle of Cor, the town 
had around seventy thousand inhabitants, and 
today this number is at least seven times smal-
ler. But this doesn’t in$uence the lifestyles of in-
habitants and guests – hotels even rent double 
rooms for the price of a single one.

Palm Beach seems like a place from another 
world, a ball room on a sinking ship, where even 
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though the passengers have le", the orchestra is 
still playing. Luxurious hotels, exotic entertain-
ments, waves perfect for surfers and the prospect 
of seeing Horde monsters and surviving cause the 
resort to be visited by almost one hundred thou-
sand tourists each year.

7+(�*5($7�3<5$0,'�
2)�%/$&.�,521
It haunts the dreams of those who know. Every 
inhabitant of Ash with even the slightest psio-
nic talent sees it in their dreams. It’s driven tho-
usands of soldiers insane. !e Great Pyramid 
of Black Iron, the prison of a horror known as 
Mesu. !e Grave of Death, a seal keeping the 
powers of the sleeping deity inside. Only a few 
know about it, but everyone can sense its pre-
sence.

!e Pyramid is a monumental construction 
seemingly constructed from black iron, contain-
ing a maze of chambers and corridors, a mass of 
strange wires, pipes and deadly traps. Its incred-
ibly ancient mechanisms still function -  and their 
task is to kill everyone who tries to reach the Seal 

Chamber. Some humans know that deep under-
ground, in the center of the tangled web of corri-
dors, there’s a chamber containing a Seal binding 
the dark deity. !ey discovered a strange sub-
stance conserving the machinery –a strange ooze 
#lled with something similar to nanomachines, 
but working in some strange, unknown way. Even 
now that the building has been mapped, there are 
still some people disappearing without trace in-
side. Echoes carry insane screams, but it’s impos-
sible to #nd their place of origin.

!e Pyramid is a prison designed to bind the 
mind and body of Mesu. It still radiates an evil 
aura so strong that anyone remaining near it long 
enough will lose their mind and be driven insane. 
!at’s why this is a cursed place where expend-
able soldiers are sent. Almost a quarter of a mil-
lion soldiers protect the Pyramid from a possible 
Horde attack. Every single one of them is insane, 
but the madness of an ordinary soldier is nothing 
compared to the warped mind of the command-
er of the garrison, General Marrow. Only a com-
pletely insane man would be able to impose order 
at the gates of the tomb of death.
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The Galaxy isn’t just $ying cities, the 
tombs of sleeping deities or massi-
ve skyscrapers hundreds of feet tall. 
!is chapter describes those locations 

known to the inhabitants of most civilized pla-
nets. Some of them are true wonders of science 
and engineering, others are famous because of 
their past, and others still because of the famous 
people associated with them. Any of them could 
form the basis of an adventure.

!is chapter is divided into two parts. !e 
#rst is devoted to interesting places beyond the 
Horizon system (though close enough to appear 
in your campaign). !e second describes less-
er-known locations in the system Nemezis fo-
cuses on.

!e less important places are described in a 
single paragraph, showing their most important 
traits. !e more essential locations are all de-
scribed using the same pattern. !e #rst para-
graph is a short description of the place – what it 
is, where you can #nd it, or how you could reach 
it. !e other paragraphs are:

Rumors –how a typical inhabitant of the Gal-
axy sees the location. !e information in this sec-
tion need not necessarily be true – however it is 
what the man on the street believes about this 
place.

!e truth – the facts about the location. !is 
explains the information presented in earlier 
paragraphs, identi#es which rumors are false and 
which are true, and lists the most important plot 
threads.

Story hooks – complete adventure seeds or 
ways to introduce the location into the scenario.

��� 6WDU�6\VWHPV�
RI�WKH�6DJLWWDULXV�
$UP

Horizon is a solar system at the crossroads of vi-
tal trade routes – in the age of expansion of man-
kind, it was one of the most important star sys-
tems. Today, a"er the destruction of Earth and 
the beginning of the war with the vile deities, it 
has lost some of its in$uence, but it’s hardly just 
another of the dozens of provincial systems do-
omed to backwardness and poverty. Horizon is 
special not just because of the Great Pyramid of 
Black Iron, the war with the Horde or the dama-
ged terraformers of Ash. !e system is placed in 
one of the richest sectors of the Galaxy, full of 
worlds whose governments wield in$uence even 
beyond their planets. All of them are endange-
red by the Horde, which doubtless will attack 
when Mesu is awakened. !is hasn’t yet caused 
widespread panic, and the inhabitants of these 
worlds are disconcerted at best. However, if no 
one starts any action soon, at least a dozen other 
systems will share Horizon’s fate.

7(&+1(
Settled right at the beginning of the age of col-

onization, Techne was initially conceived as a se-
cret laboratory where scientists could conduct 
experiments forbidden by various local govern-
ments. !ese intentions quickly became reality – 
Techne soon became one of the major planets of 
the Milky Way, and her inhabitants became in-
credibly wealthy. While most solar systems o&-
cially condemned the cruel practices of her re-
searchers, they simultaneously supported their 
experiments with massive amounts of money. 
Techne was the birthplace of ideas from which 
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entire branches of science were born – including 
gengineering, which allowed not only correcting 
the inborn $aws of human bodies, but the modi-
#cation of existing humans as well.

!e golden age of Techne came to an end soon 
a"er the awakening of the Devourer of Worlds. 
!e deity proved to be smarter than suspected, 
destroying this world soon a"er swallowing the 
Earth. Mankind lost hundreds of thousands of 
scientists, uncountable technologies and the larg-
est collection of scienti#c data in human history. 
!e surviving inhabitants of Techne are currently 
wandering throughout the Galaxy looking for a 
place to settle. Rumors claim that their goal is as 
simple as impossible – they want to completely 
recreate the Techne, exactly as it was, even though 
it’ll take centuries of work, since planetary con-
struction is still just a dream.

$48$
As the name implies, the surface of this planet 
is completely covered with water. If not for the 
massive amounts of precious substances hid-
den deep under the sea, Aqua would never have 
been settled. Yet, scouting probes detected de-
posits of precious ores and rare substances so 
massive that many risked their money and in-
vested it in the undersea mines.

Aqua does not have a breathable atmosphere, 
and therefore the entire population lives deep 
under the surface or above it, in small $ying cit-
ies using the same technology as on Bariz. In or-
bit around the planet there are a couple of main 
space stations and around a hundred lesser sta-
tions owned by private tourist companies. (For 
some reason, Aqua became a signi#cant tourist 
attraction.)

A couple of years ago this boring, completely 
insigni#cant planet suddenly became very inter-
esting – in the worst sense of the word. !e teams 
repairing the transmission circuits encountered 
strange constructions on the bottom of the ocean. 
Initially it was thought that these were the rem-
nants of the #rst settlers, but the ruins were too 
old, coming from before the colonization age. 
People started to suspect that this might be the 

tomb of yet another deity. Access 
to the ruins has been blocked. Dozens of subma-
rines and thousands of automated probes guard 
the construction from any fanatic or madman. 
Even though people have been wary, something 
has gone wrong. In the waves of the ocean there 
have appeared a few as yet unknown species – 
massive predators armed with jaws full of sharp 
teeth, able to bite through the armor of any boat.

It’s not known what these beings are. Perhaps 
they’ve always lived in the waters of Aqua, but 
no one has encountered them before or surveyed 
their territories. However, they cause too many 
unanswered questions to accept “they’ve always 
been here” as an explanation. Everything seems 
to support the theory that these creatures are ser-
vants of some vile deity. War seems to be only a 
matter of time.

7+e1$5'
!énard is a diamond on the map of the Gal-

axy, the richest world known, inhabited by over 
thirty billion people, and for centuries associat-
ed only with trade, money and terror. It’s held in 
the iron grip of a clique called the Senate – the 
greatest problem of the Galaxy, a tyrannical re-
gime practically impossible to #ght. A massive 
army, completely loyal to the government, shat-
ters any dreams of destroying the Senate and free-
ing the populace. !ousands of trade treaties be-
tween !énard and other major systems convince 
their governments that it’s better not to risk war 
and ignore the reign of terror. !e awareness that 
this is the only planet able to construct new terra-

$48$
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formers convinces the rest of the Galaxy that the 
populace of !énard has to su%er so that man-
kind can grow.

Rumors
!énard is like a cake with a bear trap hidden 
inside. Beautiful, almost perfect from the outside 
– but really it’s a deadly trap. !e citizens are 
treated like robots – and a#er all, the word ‘robot’ 
used to mean ‘worker’ in one of the ancient 
languages. Sure, they smile and nod politely to 
o&worlders, but their only alternative is summary 
execution. And confessing to aliens is not the 
only way to end up six feet underground. !e 
surveillance system, using a network of TV 
cameras, microphones and bugs placed in all 
public spaces, as well as more modern devices 
(including the satellite network) is extremely 
e'cient in $nding rebels and agitators. !e 
government of !énard has reached the pinnacle 
of the art of monitoring and controlling its 
citizens.

It’s totalitarianism in its purest form. !e rulers 
of thirty billion souls have created the perfect 
system of terror, controlling practically everyone. 
No-one dreams about freedom – just about a 
relatively calm future where people could think 
their own thoughts. Sadly, reality ignores their 
wishes – specially-trained psionic squads hunt 
the thoughtcriminals and give them away to 
the police. !e law of !énard does not see a 
di&erence between thoughts and words, and so 
the unfortunate citizen unlucky enough to be 
targeted by the agents usually ends up in the 
mines, or simply dead.

!e only suspicious thing is why the rest of 
Galaxy looks at !énard so calmly and without 
indignance.

The Truth
!e rumours about !énard are hardly exagge-
rated. !e planet has been governed by the Se-
nate for over two hundred years – a group of 
a few dozen in$uential citizens, who thanks to 
their intelligence, willpower and courage were 

able to seize control of the richest world in the 
Galaxy. !ey risked a lot, but smart planning 
and patience discouraged everyone from open-
ly acting against them. Everyone cold-blooded 
enough to order “uno&cial” actions was mur-
dered. Soon, it was too late even to try to resist – 
the Senate already controlled the army, the po-
lice, the psionic foundations and the media. No 
one could leave !énard without a special pass 
– given only to spies and fanatics who were sup-
posed to assassinate the few dissidents in other 
systems. Tourists became less and less common 
– which was initially explained as a matter of 
“national security”, and later not explained at 
all. Eventually, everyone knew about the chan-
ges on !énard, but the fate of the planet’s ci-
tizens was simply ignored. What mattered was 
business, and terraforming was one of the new 
government’s pet projects.

!énard is a place where numerous industri-
al complexes produce everything a human being 
could need – from food, vehicles, weapons and 
electronics to terraformers. !is is the only planet 
that still develops the technology of terraforming 
planets, and one of the last few still training the 
engineers able to program, maintain and repair 
terraforming engines. !e money coming from 
colonization is more important to the majority 
of governments than the fate of a single world’s 
inhabitants, so no-one protests against the activi-
ties of the Senate; at best governments issue dip-
lomatic notes, to show their anxiety and concern 
about the limited access to information.

!énard – both the planet and the system – is 
an impenetrable fortress. !e government main-
tains an army so massive that if just one tenth of 
their $eet had been used in the Battle of Cor, the 
human forces would have destroyed the Horde in 
a matter of hours. !e military might of !énard 
is just one more reason why the rulers of the Gal-
axy do not even think about destroying the Sen-
ate – the war would be too long and bloody.

Story Hooks
�� !e PCs are sent to !énard as the bodygu-

ards of a merchant guild intending to make a 
deal with the Senate. Soon a"er their arrival the-
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ir charge is arrested and disappears in mysterious 
circumstances, and the characters #nd themse-
lves chased by the planetary police. Will the he-
roes be able to escape the totalitarian state and di-
scover the reason their boss was imprisoned?
�� In#nity is in$uential in many areas of the Gala-

xy – including !énard. A brilliant researcher sent 
to one of their academies disappears. !e heroes 
are supposed to #nd him – but will they succeed in 
a world where thoughts are as treasonous as deeds?

4<5,$

In many respects Qyria is like Ash – both pla-
nets were terraformed, their inhabitants are 
concentrated in great metropolises and crimi-
nal organizations are the only truly organized 
powers. !e di%erence is that on Ash the greed 
of Syndicate is kept in check by the corporations 
and the government, while on Qyria nothing li-
mits the power of the mob.

In the Galaxy Qyria is famed as a world where 
art is seamlessly combined with technology. !e 
planet produces various luxury products in small, 
but extremely pro#table quantities. Qyria is fa-
mous for many things, but in the Horizon system 
it’s most renowned for its artistic models of melee 
weapons, incredibly e%ective energy shields and 
personal armor, made especially for duelists.

Rumors
I’ve lived here for ten years or so– ten years too 
long. Qyria is a mad place, constantly speeding 
downhill towards a giant chasm, but so far no one 
has realized that there are no brakes. !e planet 
is the scene of constant clashes between various 
criminal organizations, currently dominated by the 
Syndicate. Yes, the very same Syndicate that does 
not o'cially exist on Ash. A decade ago, no-one on 
Qyria had heard about the organization, and now 
everyone is afraid of it. Apparently the bosses of the 
Syndicate aren’t going down with Horizon – if that’s 
the case, they’ve picked a great place to move to.

Qyria lacks the potential Ash had in its glory 
days, but you can earn really good money here 
– maybe even more than in the Horizon system. 

!e goods made by local armorers, cyberneticists 
and jewelers are selling like hot cakes. It only 
needs organization and “protection”, and the 
money will "ow like a river.

The Truth
Qyria is a star system very much in the Syndi-
cate’s sphere of interest. Far enough from the 
Horizon system that a potential Horde attack 
would be impossible – at least in the next few 
decades - it seems to be an ideal place for the 
mob’s next headquarters. If the clans manage to 
remove other competing groups, Qyria will be-
come their new home.

!e world’s technology level is very high, 
and terraforming ended over two centuries ago. 
People are concentrated in massive cities, leav-
ing the rest of the verdant planet to itself. Most 
of the landmass is covered by forests – it might 
be the home of every single species of trees 
in the Galaxy. Even though the population of 
Qyria is around half a billion people, farming 
here is purely symbolic – all needs, including 
nutrional ones, are satis#ed by advanced tech-
nologies.

Life on Qyria is pleasant enough, provided 
that your dream is owning an apartment and 
earning enough to keep a family. Any attempts 
to rise above the masses, earn more money or 
build a company able to compete with the ex-
isting ones will almost certainly provoke attacks 
by the various organizations or guilds control-
ling the government of the planet. Everything 
even remotely pro#table – from the works of art, 
through smuggling, to illegal nanotreatments – 
is in the hands of the mob, the psionic founda-
tions or other organized groups. Compared to 
the Syndicate, they are small fry, but to the av-
erage Qyrian they appear incredibly powerful. 
In recent years the situation has changed and a 
new player has appeared on the scene. It’s only a 
matter of a few years until the Syndicate controls 
these separate organizations, swallowing them or 
destroying them if they resist. !eir ultimate goal 
seems to be controlling the legal government of 
the planet. 
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Story hooks
�� !e player characters are agents of the Syndi-

cate, hired to eliminate the leader of a group try-
ing to defend its own business. A short investi-
gation discovers that this person is a member of 
In#nity’s management, hiding under a false iden-
tity. Will the heroes risk angering the powerful 
corporation? Why is In#nity interested in Qyria?
�� A holiday on Qyria might not be the best thing 

since sliced bread, but it’s still better than a mo-
notonous life on Ash. On board a spaceship, one 
of the passengers has been brutally murdered. 
In Qyrian orbit, an investigator arrives to #nd 
the murderer. !e question is why is he ignoring 
the obvious evidence and trying to prove guilty 
a man who couldn’t have committed the crime? 
Who is the real murderer, and why does the go-
vernment of Ash want to protect him or her?
�� On the borders of the Qyrian system, a small 

number of Horde creatures have appeared, and 
more and more people are thinking about evacu-
ation. Are the servants of the Devourer really abo-
ut to attack the planet, or is it only a probe? If so-
meone is really trying to cause an invasion, why?

/<5$
Lyra is a world that failed. Divided into dozens 
of mutually hostile factions, the planet died in a 
nuclear inferno caused by its inhabitants. Over 
three centuries ago, every single lifeform was to-
tally annihilated. Everything beautiful on Lyra 
was gone, hidden under a shell of glassy sand.

Today there’s nothing there except for mutants, 
ruins, and bunkers hidden deep underground. 
Until recently, Lyra was visited only by madmen 
trying to investigate the mysteries of the planet, 
especially the blueprints for war machines, once 
a famous export of the world; or deluded hermits 
hoping to #nd peace of mind on a dead world – 
and soon dying of radiation sickness.

However, recently in orbit above Lyra there ap-
peared a massive space station, called Dawn by its 
owner, an eccentric billionaire named Woe. On 
board Dawn many of the best minds of the Gal-
axy are trying to #nd a way to restore life on Lyra. 
!e owner of the station dreams of seeing the for-
mer beauty of Lyra once more – but most people 
assume this is just another rich man’s folly.

��� +RUL]RQ�DQG�
LWV�(QYLURQV
!e Horizon system is not just three inhabited 
planets, but also dozens of lesser objects. Some 
orbit Ash, Bariz and Cor, others are small bases 
on planets unsuitable for terraforming. Old lan-
ding pads, forgotten research stations, and the 
concealed hideouts of smugglers are all traces 
le" by humans on the outskirts of the system.

Many of them are irrelevant, but could still be-
come the backdrop for an adventure. Others are 
widely known to almost all the inhabitants of 
Horizon, many of which dream of visiting them 
some day. Such locations could be the central 
point for an entire campaign, or recurring themes 
if the characters return to them o"en.

25%,7(5��
High above the surface of Ash there circles a 
space station for loading housing and reloading 

/<5$
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goods and passengers. !is old station, o"en re-
built, is the second structure to serve in this po-
sition – the previous one was destroyed a few 
decades before the Battle of Cor.

Initially, the Orbiter station was intended 
to prevent dangerous people and illegal goods 
reaching the planetary surface. !e Syndicate 
changed that – and today the station is a kind of 
refuge, a place to rest for travelers, and a hideout 
for people on the run from the law or in$uential 
enemies. It’s a place for anyone who can pay 100 
eagles a night and leaves their ranged weapons 
aboard their ship (non-lethal and melee weapons 
are allowed).

Rumors
People say that Orbiter isn’t safe anymore. !e 
Syndicate le# ages ago, and the security forces 
stay in their own sectors, not willing to risk 
encountering inhabitants of the worse sectors, 
full of fugitives, psychopaths and mercenaries. 
Rumor has it that there are even cultists hiding 
among the usual madmen. It’s hard to believe it, 
especially a#er the Battle of Cor, that anyone is 
deluded enough to believe that you could save 
your life by selling your soul to the gods. Yet, 
during the last weeks many people have been 
found massacred, their bodies eviscerated. Some 
say it wasn’t the cultists, but mercenaries killing 
the poor to sell their organs for transplants, but 
that just seems ridiculous.

Regardless, nobody cares about these poor, gutted 
scum. Until it’s the son or daughter of some 
honcho, everyone will pretend that the station is 
just the way it used to be – dangerous, but still 
better than being on the planet. Orbital is a great 
place to hide from bounty hunters (though in the 
end, they can $nd anyone.) or to rest up before 
an interplanetary journey. It’s a neutral zone 
for negotiations, or recuperating a#er a tough 
mission or implanting a new nanotreatment.

The Truth
Orbiter-2 somewhat resembles the poorest di-
strict of a massive metropolis - where someone 
has built a modern business park. In its time, the 

station worked smoothly, and 
was a place of peace and order – but that was a 
long time ago, before the Battle of Cor and the 
#rst malfunctions of Ash’s terraformers. Today, 
each of the nine sectors has separate owners – 
three belong to di%erent clans of the Syndicate, 
two to private companies, one (the central hub, 
the one in the best condition) belongs to the mi-
litary, while the rest are home to independent 
merchants, entrepreneurs and others.

!e station is not only a den of bandits, mad-
men and cultists, but also a neutral zone where 
representatives of in$uential organizations in the 
system (including Barizian nobles) can meet safe-
ly. Orbiter-2 is still a place which transfers a lot 
of resources – and most of the money and goods 
here come from smuggling. !e most popular 
cargo is military equipment, transported straight 
from Cor, especially military implants, which can 
be safely implanted in one of the station’s clinics. 
Of course, this service includes not only the oper-
ation, but also recuperation. !ere is even a possi-
bility of telepathic therapy to speed up the process 
of assimilating the implant. !e costs of such ser-
vices are slightly higher than on Ash, but the skills 
of specialists inhabiting the Orbiter lower the risk 
to near zero –the price even includes bribes for 
the military.

Curiously, much of the wreckage of the earlier 
station (Orbiter-1)  is still inhabited. Many mod-
ules have been sealed and equipped with autono-
mous life-support systems powered by solar pan-

25%,7(5��
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els. Currently, they’re a home for various groups 
of outcasts, including deserters escaping from the 
horrors of the Horde, and researchers who pre-
viously worked for the Cor Army; but mostly 
they’re eccentric artists who want to work alone, 
or “families” – small sects grouped around a char-
ismatic leader. 

Story Hooks
�� !e heroes have to #nd a brilliant scientist 

who lived on the station just a few years ago. It 
turns out that he moved to one of the modules 
of Orbiter-1, and later he joined one of the sects. 
!e leader of the “family” is a psion wanted in se-
veral neighboring systems, using powers to gain 
“worshippers” who’ll provide him with a comfor-
table life.
�� One or more of the characters is having a new 

cyber-device implanted in an Orbiter-2 clinic. 
During the preparations, the clinic is attacked by 
a group of unknown individuals (cultists or organ 
harvesters) – the heroes have to defend themse-
lves without armor or weapons.
�� An investigation starting on Ash directs the 

bounty hunting heroes to Orbital-2. !eir target 
is a smuggler, backed by the military. Will they 
be able to capture him alive? And if they succeed, 
will the station be available to them in the future?
�� !e army on Cor is getting smaller, and the 

military needs new recruits. !e commanders 
decide that the easiest way to expand the army 
is to capture the worst scum or random people, 
and force them to enlist. Will the heroes, sudden-
ly torn from cold but relatively safe Ash make it 
as Corite soldiers?

7+(�9$1�5<$17�0,1(
For centuries, the Van Ryant family was famous 
for its power and wealth. Around twenty years 
ago, the last of the family, Armand Van Ryant, 
decided to invest a massive amount of money in 
an automated mining station on the surface of 
Renari, a moon of Dys, the largest planet in the 
Horizon system. !ough that investment was 
risky, it was supposed to break even a"er #ve 
years of operation – but Van Ryant didn’t live to 

see the day. Eleven years ago, all his family was 
murdered by members of the Syndicate and all 
its wealth was taken by the in$uential leaders of 
that organization.

Shortly a"er they took over the station, the #rst 
problems appeared – initially insigni#cant ones, 
later more serious malfunctions, requiring the 
constant presence of technicians. Seven years ago, 
19 out of 22 workers were killed in an accident, 
and the remaining three le" the system a short 
time a"erwards. !e station was abandoned.

Rumors
!is perfect hideout couldn’t have stayed empty 
all this time. Some claim that recently it was used 
as a warehouse by smugglers trading equipment 
between the army and various mercenary corps. 
Equipment not needed on Cor was being sold for 
big money, and everybody won – the army, the 
intermediaries, and the mercs. Some time ago 
the exchange stopped, but some of the military 
equipment was le# in the mines, and is probably 
still there.

Yet, no-one sane thinks about stealing from 
the station. !ere is something out there which 
terri$es not only ordinary scavengers but also 
experienced soldiers. It’s not known whether it’s a 
rogue robot, a spawn of the Horde or something 
worse. In the mine there is something that 
murders people in a slow, painful way. A few 
groups of bounty hunters tried to clean out the 
mines – only one survivor was ever seen alive. 
!is mercenary, crippled and mad with fear, was 
babbling something about a metallic monster 
hunting people, supposedly capturing them alive 
and torturing them for days, keeping them alive 
thanks to some strange medical equipment.

The Truth
!e Van Ryant mine is an example of an inve-
stment where everyone skimped on the essen-
tials. Everything there was $awed in some way, 
starting from the design, through the experi-
mental mining programs, to the mining equip-
ment. It was a miracle that the station worked 
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at all – sooner or later it would have shut down, 
requiring serious repairs.

!e station was not #nanced by Armand Van 
Ryant himself; almost half of the cost was cov-
ered by independent investors – in reality, #gure-
heads for the Syndicate. When it turned out that 
the mine would bring them only losses, the fam-
ily of Van Ryant was eliminated and their money 
was con#scated to “cover the costs” of the leaders 
of the criminal organization.

No-one knows what’s going on in the mine. 
It’s certain that no human could live there – in 
the accident that killed most of the workers, the 
life-support systems were almost completely de-
stroyed.

Story Hooks
�� !e mine has been poisoned by Lij. !e god-

dess has modi#ed the program controlling the 
automated systems on the station – it was her 
who caused all the malfunctions, including the 
last one, culminating with the death of all tech-
nicians. !e heroes have been hired by the Syn-
dicate to turn o% and repair the computers in the 
station. Will they be able to avoid all the traps of 
the Poisoner?
�� Despite the malfunctions, the automated mine 

has been working all the time. In its warehouses 
there are immense amounts of priceless materials 
– the only problem is reaching them. !e hero-
es can earn a massive amount of money, if only 
they’re able to survive in an environment hosti-
le to life.
�� !e heroes are chasing a group of criminals, 

who decide to hide in the Van Ryant mine. Will 
the characters be brave enough to land in a place 
that seems to kill everyone connected to it?

&526652$'6
Only an insane proprietor would open up a bar 
on the deck of a line ship falling apart and una-
ble to use its main drive. Aliys Naura, daughter 
of the famous Commander Rennard, is not in-
sane, but her bar is a major argument against 
that. Despite everything, the idea succeeded – 
the Lone Gunner, the spaceship her father com-

manded during the Battle of Cor, was transfer-
red into orbit around Dys, and converted into 
a bar for the crews of transporters moving the 
raw materials to the inner planets of the Hori-
zon system. Today the Crossroads Bar is one of 
the few places of the system with a real soul.

Each year the decks of the former ‘Gunner’ 
are visited by tens of thousands of new custom-
ers. Some stop in just for a while, to refuel be-
fore landing on Ash. Others stay a while, but a 
few spend every free moment here, to enjoy the 
peace and quiet and distance from worldly mat-
ters. Some of these old timers are hired as helpers 
by Aliys – and it’s sometimes said that the crew of 
“Crossroads” is made up exclusively of Syndicate 
murderers, rogue scientists from In#nity, agents, 
spies, soldiers and former bounty hunters. And 
these rumors might just have a grain of truth in 
them.

63$&(�%($&216
Many years ago, when the only colonized pla-
net was Bariz, one rich member of the Van Ry-
ant family had the idea of creating a network 
of transmission stations. !e initial idea was to 
help in determining the position of spaceships 
in the sector – but it was decided that each sta-
tion should be equipped with storage space 
for supplies, tools, batteries and a power gene-
rator – that is, the basic equipment for saving 
human lives. Each station would also be man-
ned by a human crew. !e idea was ridiculed 
from the very beginning – who would want to 
spend entire months with only a few other pe-
ople, or completely alone? To the surprise of the 
mockers, there was no lack of candidates. Some 
were tempted by the easy money, others wan-
ted a break from the pace of the life on Bariz, 
others wanted to escape from the law, family or 
other troubles. 

Over the centuries, almost one hundred sta-
tions have been built, with some orbiting over 
each of Ash, Bariz and Cor. Each of the other 
planets, moons and major planetoids also hosts 
at least one beacon. Furthermore, a couple were 
placed at major transit points, giving a chance of 
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rescue to the crews of damaged ships – the unfor-
tunate people who earlier couldn’t count on any-
thing except death.

All the beacons are still functioning.

Rumors
People say that the inhabitants of the space 
beacons are the weirdest people under all the 
suns. !ey occasionally talk to themselves 
(sometimes even singing instead of talking), 
constantly scratch their bodies, mumble, spit, and 
lick their lips. Some of them tattoo their bodies, 
others cut themselves, creating a network of small 
scars. Some of them are aggressive, but mostly 
they’re quiet, introverted, bordering on catatonic. 
Only a few of them behave normally – and these 
are probably the worst ones.

Some of them are insane cannibals, who have 
murdered the real operator, poison their guests, 
and make tasty meals out of them. Sometimes a 
pirate attacks a beacon, transforms it into his lair, 
and prepares to attack travelers in trouble to steal 
their all possessions. !eir career is usually very 
short. Anyone who has killed a beacon operator 
will sooner or later be hunted down and killed 
– o#en just stealing supplies from a beacon will 
warrant the death penalty.

The Truth
Space beacons are sacred in the Horizon sys-
tem. No-one sane will destroy such a station, 
rob it or hurt its crew – everybody knows that 
they were built for the common good to save li-
ves. All crimes committed aboard them are pu-
nished much more severely than on Ash or even 
Bariz. !e stations are theoretically under con-
trol of the Army, which prefers to sentence the 
robbers to death rather than risk them destroy-
ing a vital station in the future.

!e operators of the beacons are indeed ec-
centric, but mostly harmless. O"en they have ac-
cess to astounding amounts of vital information 
– sometimes even specialized knowledge, which 
they share with strangers more easily than the in-
habitants of the system. Some of them earn extra 
money by harboring the refugees, but never real 

criminals wanted by the government or the peo-
ple working for the Syndicate.

Story Hooks
�� A criminal pursued by the characters hid on 

board of space beacon, crewed only by his bro-
ther. !e heroes don’t know the exact location – 
they can visit all of them in order (which could 
take years), try to investigate former operators li-
ving on Ash, or just $y to the nearest beacon and 
try to get some fresh information from its crew. 
!e question is – will they capture their target ali-
ve?
�� Alpha-17, the largest beacon station, is being 

attacked by cultists who want to summon some 
powerful servant of the Devourer of Worlds on 
board. No ship will be able to reach the station in 
time –except for the ship of the heroes, just close 
enough to Alpha-17. Will they decide to stop the 
nefarious plot of the cultists? !is will certainly 
be a hard task – the station is miles upon miles of 
narrow corridors, airlocks and rooms which are 
not only places to hide but also to set traps.

7+(�%$77/(),(/'
Far above the surface of Cor, in high orbit aro-
und the planet, there circle the wrecks of hun-
dreds of ships which took part in the battle that 
sealed the fate of the Horizon system. Millions 
of tons of metal, and organic scraps from Hor-
de beasts, circle Cor year a"er year, constantly 
decaying or falling apart. !ough this is the gra-
ve of thousands of soldiers, it’s not completely 
dead. It attracts all sorts of scavengers trying to 
#nd functioning equipment and weapons, re-
fugees and bounty hunters. In the labyrinth of 
wrecks one might #nd agents of the military or 
the Syndicate trying to #nd important data, or 
even cultists attempting to revive the body of a 
very nasty beast. Initially they were kept away 
by legends about still-living monstrosities, but 
now, today, when all the stories have turned out 
to be false, the potential visitors to the orbital 
graveyard are only stopped by their fear of other 
scavengers.
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Rumors
!ere is no greater concentration of wealth in the 
system. !ousands of ships mean tons of military-
grade equipment, just waiting for brave spacers 
to collect it. ‘Equipment’ doesn’t only mean guns, 
armor, grenades, explosives, energy shields and 
advanced communication modules, but also 
experimental cybertechnology, military spaceship 
components, precious information and secrets 
withheld from civilians. !e only dangers lurking 
among the wrecks are the other scavengers.

Well, maybe not the only one.

Old pilots and experienced looters tell tales about 
a wounded void kraken – a terrible monster 
which, despite its wounds and limited mobility, 
still circles the Battle$eld looking for ships it could 
crush with the one limb it has which still works. 
!e creature is more of a myth than a real danger 
– the risk of encountering the creature is minimal, 
but people unlucky enough to enter its realm are 
not heard from again.

The Truth
For a long time a"er the Battle of Cor the army, 
the governments of Horizon and other in$uen-
tial organizations tried not to let anyone reach 
the graveyard of wrecks and Horde beasts. Ho-
wever, no one could keep such a large region of 
space safe from greedy scavengers. Dozens of 
gangs of scavengers made massive amounts of 
money smuggling amazing gadgets o% the bat-
tle#eld. Sometimes, one trip was enough to set 
them up for life. Of course, apart from vario-
us military-grade cyberware, the wrecks of the 
ships contained something far more useful –in-
formation. Corporations from many systems 
have sent agents to the graveyard, and ordered 
them to extract any data found in the databanks 
of the on-board computers. !e CEOs wanted 
to learn about the secret technologies of the Ho-
rizon military or learn the truth about the Battle 
of Cor – which was fairly harsh.

!e power of the Horde was so massive, it was 
a miracle that the battle didn’t end hours a"er the 
arrival of the #rst void krakens at the planet’s or-

bit. !e heroism of the #ghters, the superhuman 
abilities of the pilots and their willingness to sac-
ri#ce their lives when necessary transformed a 
clash doomed to be another defeat into the #rst 
battle in history where humanity had the chance 
to completely obliterate the forces of the Horde. 
At the critical moment, the #ght was joined by 
the forces of systems neighboring Horizon, even 
though their governments had previously de-
clared that they would not send help. It seemed 
that the Battle would end in total human victory.

!en, on the orders of the Ancient One, a small 
group of cruisers broke their line and allowed 
some beasts of the Devourer to slip through and 
infect the planet. Others tried to shoot them 
down before they reached the surface, but the 
only e%ect of these attempts was a counterstrike 
by the Horde. When the last shot had been #red, 
all the servants of the dark gods were dead, and 
the $eet, which once numbered over ten thou-
sand ships, now consisted of 111.

Story Hooks
�� !e cemetery of wrecks is the hideout of a gro-

up of pirates attacking Syndicate ships. !e PCs, 
agents of the Organization, are tasked with for-
ming and commanding a mercenary group, and 
locating and eliminating the pirates. Will they be 
fortunate enough to discover the cruiser serving 
as the pirates’ base? What will they do if they win 
– return the robbed goods to their superiors or 
keep them for themselves?
�� No-one, except the few select members of In-

#nity and the army, knows the genuine history of 
the battle of Cor. How did humans manage to de-
stroy the massive forces of the Horde? Why did 
the monsters allow their own defeat? !e answers 
to these and many other questions can be found 
in the databanks of the $eet’s $agship. Keeping 
these matters secret is in the best interests of the 
military. If the heroes are soldiers, whose task is 
to stop a group of independent agents trying to 
gain this information, will they kill them? And if 
the PCs are on the opposite side – will they be 
able to defend themselves from an attack by tro-
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ops that are supposed to guard the secrets conta-
ined in the databases of the commanding ship?

7+(�(03(525�7(1-,

!e very fact of existence of this ship is one of 
the most guarded mysteries of Horizon. Empe-
ror Tenji is one of the oldest monastic ships – 
and one surrounded by aura of notoriety, sin-
ce all the cyborgs trained there are devoid of 
practically all human emotions. Traditionally, 
the ship’s commanders ordered all traces of hu-
manity erased from the minds of soldiers about 
to be transferred to arti#cial bodies. E&cient, 
calculating and emotionlessly cruel, Tenji’s cy-
borgs are famous for their battle prowess – the-
re’s simply no more respected unit in the Saggi-
tarius Arm.

Rumors
People who know anything about the Emperor 
Tenji treat it like a Horde beast. !e soldiers 
sent to the ship, instead of learning how to calm 
their minds and discard their needs, are tortured 
for months on end. And when they forget about 
everything except the pain, the real training can 
start. !at’s why the cyborgs from Tenji are so 
inhuman and dispassionately cruel – humans 
and other creatures, including the servants of 
Devourer are just tools for them, to discard or 
destroy on the orders of their superiors – or just 
simply when they cross their path.

It’s said that occasionally the commander of the 
Emperor Tenji sends his trainees on practice 

missions. !ey are reportedly responsible for 
destroying a few gangs, lending support to the 
Golden Dragons, and other activities. For some 
reason, no cyborg has yet been sent to Cor, even 
though this would help the $ght against the 
Horde, perhaps even stop the monstrous beasts 
completely.

 The Truth
!e Emperor Tenji arrived in-system a few mon-
ths a"er the Battle of Cor by order of the com-
mander of the local forces, General Mitsuru 
Miyagi, and a"er a special request of Shiro of the 
Syndicate. !e task of the crew was training in 
less than ten years at least #ve hundred soldiers, 
and transferring at least a hundred of them into 
cybernetic bodies in the next eighteen months. 
!e cyborgs are being created as quickly as po-
ssible. !eir full power will be only used in a 
case of emergency – and the only thing Gene-
ral Miyagi would consider as such would be an 
attack on the base guarding the tomb of Mesu.

Currently, over seven hundred and #"y cy-
borgs are combat-ready, with another hundred 
in training. !ese forces wait for orders from the 
General, but he’s far from deciding to send them 
to the front lines. Miyagi ignores the voices of his 
advisors, who claim the cyborgs would tip the 
scales of victory in favor of humanity. He thinks 
that trying to retake Cor would be a waste or hu-
man lives. !e planet is already lost, and the only 
thing that matters is keeping the Death asleep.

Story Hooks
General Mitsuru decides to train and transfer 
a small group of soldiers that could be sent to 
support troops #ghting on Cor. !e player cha-
racters, veterans of clashes with the Horde, are 
chosen to #ght in this unit. Will they sacri#ce 
their own humanity? Will they be able to survi-
ve the murderous conditioning and training on 
board the Emperor Tenji?

A daring attack by some local pirates on the 
Emperor ends with the death of all the attackers, 
but causes some serious damage. An investiga-
tion implies that it was sabotage. Who ordered 
the attack, and why? 
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Never before in its history has man-
kind encountered a threat as po-
werful as the dark gods, awakening 
from their eons-long dreams. None 

of the thousands of wars or cosmic cataclysms 
could threaten the entire species. Sometimes, 
thanks to madness, coincidence or ordinary stu-
pidity, millions died – maybe even all the inhabi-
tants of a planet. It was an extremely rare occur-
rence before.

Today, it’s a common event. Each year, the vile 
beasts of the Horde conquer a dozen star systems, 
which are subsequently devoured by their mas-
ter, the Worm of the Void. !e gods send diseas-
es and madness, eroding souls. By awakening the 
hatred and anger inside human souls, they bring 
forth new wars. !eir whispers, promises and 
threats make the weak-willed #ght their brethren. 
Fear, terror, violence and lies are the weapons of 
the dark powers.

���7KH�*RGV
What humanity knows only fragments of infor-
mation about the dark deities. It’s not known how 
did they came into existence, what the source of 
their power is, or how they bestow it upon the-
ir followers. !eir sleep, millions of years long, is 
also a mystery – was it a punishment, forced on 
the gods by some more powerful will, their own 
choice, or maybe it’s their natural state? Decades 
of search have discovered two sarcophagi conta-
ining sleeping gods – and one of them is close to 
awakening. Does that mean that all the gods save 
these two are already active? Another question, 
possibly the most important one, also remains 
unanswered: are these beings truly immortal?

Sadly, there are no clear answers. No one knows 
what the deities are, what powers they possess or 

how many of them are there. Mankind has learned 
of ten of them, but it’s quite likely that at least two 
dozenhvae awakened. Some use powerful mag-
ic to hide on inhabited planets, and at least three 
o"en possess the bodies of humans to use them 
for their own vile purposes. !ere seems to be no 
common link between them, save their power, 
their ability to communicate with their followers, 
and their desire to destroy mankind.

Below are descriptions of ten deities in$uenc-
ing the lives of Horizon system inhabitants. Each 
entry consists of a description of the being from 
the perspective of the inhabitants of the world, 
and facts the players and the Game Master should 
be familiar with.

���7KH�0DGQHVV
Fear him, for it is he that bestows madness and 
insanity upon ordinary humans. You won’t utter 
his name until you have completely forgotten your 
own. You will see his true form when you stop 
seeing other people. His voice will resemble insane 
babbling, but when you start understanding his 
words, you perceive human speech as babbling 
instead. Finally, everything you have learned in 
your lifetime will be strange and alien to you. 
You’ll know ancient secrets, but you won’t be able 
to tell them to anyone – you’ll be part of his host, 
imprisoned in the mouth of madness forever.

Among the divine beings encountered by hu-
mans, few are as feared as a being dubbed Insan-
ity, Madness, or the Unnamed. !ere’s a supersti-
tion saying that anyone that names this being will 
turn permanently insane, and that’s why it’s not 
talked about, or even researched. !e few scraps 
of information on the Unnamed come from the 
mouths of his victims.
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It seems that time and space have no meaning 
for him. !e Madness can be in many places at 
once, and move as fast as it wants. Only the vic-
tims of its strange powers can see it – yet there are 
people who miraculously remain sane despite the 
Madness’ touch. !e Unnamed initially appears 
as a $ickering shadow, a bright spot, or something 
else which can’t be easily identi#ed or recognized. 
If a man starts to examine it more closely, he’ll 
see more and more details – and he’ll lose con-
tact with other humans. In time, he’ll start behav-
ing more oddly; instead of talking, he’ll squeak 
and babble, instead of walking, he’ll crawl or roll. 
A"er some time, he’ll hear the Voice of the Un-
named speaking his name. In that moment all 
the bridges connecting his mind with the nor-
mal world will collapse, pushing him into com-
plete madness.

!e insane usually die a"er a few days a"er 
that moment, forgetting how to breathe or un-
consciously hurting themselves. Some live on, 
falling into a kind of coma. !e #rst occurrenc-
es were treated psionically, but this ended with 
in catastrophe: the telepaths were also a%ect-
ed by the madness, and they transmitted the in-
sane thoughts to other people, infecting everyone 
around them with insanity. !ough the dangers 
of reading insane minds are well known, there are 
still psionicists trying to discover secrets within 
the minds of the insane.

It’s not known where, when, and in what cir-
cumstances the Unnamed was awakened. Most 
people say that he’s been a companion of man-
kind since the beginning, bringing insanity 
and madness since the dawn of time. It’s a fact, 

though, that when the Earth was destroyed and 
the crusade of the Devourer started, the number 
of the mentally ill rose sharply – sadly, today on 
many planets they are killed instead of treated.

���7KH�'HYRXUHU�
RI�:RUOGV
!e greatest and most powerful enemy of 
mankind, the Worm of the Void, the Master of 
the Horde, the Devourer of Worlds – this god 
has many names and is overcome by a terrible 
hunger. It will not rest, until it extinguishes 
the last spark of life. It will not sleep if there is 
another thought in the universe save its own. 
Nothing can resist its power. !e most powerful 
weapons designed by humans o#en fail against its 
servants – so how can humanity hurt their master 
and creator?

!e Devourer is the greatest threat to man-
kind. Compared to it, all other wars, diseases and 
cataclysms are insigni#cant. Consumed by un-
imaginable hunger, it travels from star to star, 
devouring moons, planets and suns. !e Horde, 
a powerful army of frightening monsters given 
weird, grotesque forms, destroys all the lifeforms 
it encounters. To defeat this threat, humankind 
has begun to unite for the #rst time. Giant armies 
are created to #ght the waves of Horde monsters 
and defeat the dark crusade. Many battles have 
been won, but many ended with the defeat and 
death of millions of beings.
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Madmen worshipping the Devourer of Worlds 
claim that it can take any form and is omnipotent. 
However, while it’s certainly powerful, it’s not all-
powerful. !e Worm can be in only one place at 
a time, and can’t simply erase living creatures (ex-
cept for those of the Horde). It’s also signi#cantly 
slower than human ships, traveling at a speed of 
roughly one light year per day.

!e Worm can turn devoured matter into hid-
eous beasts, collectively known as the Horde. It 
can also speak directly to the mind of anyone who 
calls upon it, regardless of distance. People claim 
that it can freely change its shape, but it has only 
been seen to take one. A blurred record from a 
research satellite is the only existing image of the 
Devourer. It shows the moment when a worm, 
hundreds of miles long and with a perfectly black 
body, moves across the backdrop of the Sun, aim-
ing to devour the cradle of mankind.

!ere are humans who worship the Worm of 
the Void – motivated by fear or a desire for pow-
er. In exchange for their service, they toned no 
longer fear death – none of the vile beasts of the 
Horde will harm them. !e chosen ones receive 
great powers: mystical abilities resembling psion-
ic powers. !e cults worshipping the Devourer 
grow in power, especially in star systems close 
to the front line of the war with the Horde. As 
they’re a massive threat, on most planets worship-
ping the dark gods is punished by death – usually 
a slow, painful death.

���1Q\UW��
WKH�/LJKWGZHOOHU
Humans have always considered the sun as 
a symbol of good – it gives warmth and light, 
protection from the creatures of the darkness. 
But today even the stars can be imbued with 
evil, slowly infecting the "esh of humans living 
on the planets illuminated with their light. Nnyrt 
is a weird form of radiation, bringing forth 
strange, unknown diseases – some kill in few 
hours, others in months. !e only defense against 
Nnyrt’s venom is escape, though there are few 
worlds willing to harbor refugees from a world 

subject to Nnyrt’s cursed light. !rough sacri$cing 
thousands of lives, millions can live safely.

!e Infected Light is a practically undefeatable 
foe. It nests inside a sun, poisons it somehow, and 
then through the sun’s light it poisons the human 
inhabitants of the system. For a long time, its in-
$uence stays unnoticed, but when enough people 
have become infected, a massive epidemic of an 
incurable disease breaks out. Not even the stron-
gest man can resist it. In the course of just a few 
weeks, every human being on the a%ected world 
dies. You can’t save the body, but you can save the 
soul, for instance by transferring it to the synthet-
ic body of a cyborg.

It seems that this god is a servant of the De-
vourer. It appears where the Horde would be eas-
ily defeated – in systems defended by powerful 
armies and mighty $eets of spaceships. Nnyrt at-
tacks star systems of great importance: those at a 
crossroads of trade routes, or housing the head-
quarters of multi-planetary organizations. In just 
a few months, the planets of these systems die. 
When this happens, Nnyrt moves to another star, 
and the one it just le" is devoured by the Worm.

Few people know what the Lightdweller re-
ally looks like. It’s commonly thought of as a 
malicious spirit, an energy being, unable to be 
seen, captured or destroyed. !e truth is, how-
ever, slightly more optimistic. !e god called the 
Lightdweller is a sphere of hot matter: a small 
star, only 60 miles in diameter. Even though that 
form seems indestructible, it’s certainly a material 
form. If mankind ever discovers a way to extin-
guish Nnyrt’s $ames, it’ll be able do destroy the 
monster.

���*U\WK��
0DVWHU�RI�:DU
Gryth is one of the two deities accompanying 
mankind since its very dawn. He’s inspired 
leaders, created wars, turned ordinary people 
into heartless murderers committing cruel and 
horrible crimes. Gryth is present everywhere 
blood is spilt, supporting both sides at the same 
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time. It’s o#en whispered that he and not the 
Devourer is the most powerful god, and humanity 
should fear him more than the Worm. On the 
other hand, people have been killing each other 
forever, and they will kill each other until the end 
of universe. !e Master of War is not the enemy 
of humans as much as their companion.

Gryth is not exactly a single individual, but a 
multitude of bodiless beings with a shared con-
sciousness. !ese live inside the hearts and souls 
of men, poisoning them and turning into insane 
killers. !e Gryth live on spilled blood, the mem-
ories of murder, and the emotions felt when kill-
ing. !e longer the Gryth live inside a victim, the 
colder the a%ected human becomes; all positive 
feelings die. !e victim treats living beings like 
objects, and no longer sees friends and enemies, 
but tools and obstacles. To achieve their goals, 
they use the former to destroy the latter. When 
they run out of pawns to manipulate, they take 
matters into their own hands.

!e Master of War has been present in human 
consciousness forever, but only now, a"er the 
other gods have awakened, has he shown his real 
power. In the past he’s in$uenced leaders, whis-
pering to their minds, promising them power in 
exchange for obedience. Now, he can not only 
in$uence more beings at once, but his power is 
stronger. What once was a whisper, is now a roar.

It’s o"en said that the voice of the Master of 
War is heard not only by humans, but also by 
the beasts of the Horde, or maybe even the gods 
themselves. It’s reportedly Gryth that leads the 
spawn of the Devourer to attack more worlds, of-
ten not to easily-conquered places, but to well-
defended systems. !e evil, anger and aggression, 
spilled blood and deaths of thousands of beings 
are said to give him enormous power.

Gryth does not want the universe to be de-
stroyed – if mankind defeated the gods or was 
eradicated by them, Gryth would lose all his 
power, and could even disappear. !at’s why he 
tries to equalize the powers of the combatants, 
supporting both sides to prolong the con$ict. 
Some followers receive courage, others inhuman 
strength or skills. 

���/LM��WKH�3RLVRQHU
A thousand deaths upon the fools that have 
awakened Lij! Eons of su&ering in the Universe’s 
deepest hells! Beware, for those who awakened 
the Poisoner from her slumber could not control 
her powerful will. Instead of a tool in the hands of 
the Void Worm’s servants, she has turned into an 
insane beast, ready to attack any being attracting 
her attention.

Lij is the death humans brought on themselves. 
She was awakened on purpose, by madmen wor-
shipping the Devourer. She’s a great threat, de-
spite her relatively low power. She’s more of a tool 
of the Master of the Horde than a servant. In fact, 
she takes orders not only from the Worm, but also 
from other creatures – including humans who are 
smart, brave and wise enough to properly con-
duct the rituals of summoning the Poisoner.
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Lij is more like a computer virus than a deity. 
Unlike the rest of the deities, she can’t in$uence 
the minds of intelligent creatures. Her domain is 
technology – the more advanced, the more havoc 
the Poisoner can create. She warps the programs 
of robots and automata, ordering them to kill 
people and destroy resources. She’s able to ma-
nipulate information in databases, and transfer it 
between computers regardless of the distance be-
tween them or the kind of connection. !e most 
terrifying power of Lij is the ability to enter a ma-
chine and control it completely. !e Poisoner 
loves to control synthetic cyborg bodies without 
human minds, using them to destroy entire lab 
complexes.

Not all people are afraid of Lij. Many, includ-
ing intelligent, talented scientists, try to inves-
tigate her powers, or analyze the ritual of sum-
moning of Poisoner and closely compare it to the 
data on other deities. !ey want to produce a rit-
ual that will allow them to capture Lij in an object 
and force her to sleep again. Some suspect that 
with time you could create rituals of hibernation 
for the other deities – which would be a #rst step 
towards victory.

���=\OLF��+RXQG�
RI�'HVWUXFWLRQ
A soul for a soul, an easy calculation. If you want 
somebody’s death so badly that you’re willing to 
pay the ultimate price, you can summon Zylic. 
It’ll eat your soul and using the power thus gained 
it’ll go forth to kill the target. Nothing can save 
the victim from the death – not technology, or 
sacri$ce to other deities, or a transfer to a cyborg 
body. Escape staves o& the moment of death, but 
sooner or later Zylic will $nd its mark, rend its 
body and devour its spirit.

Zylic is the most powerful of the three hounds 
set on mankind by the Devourer. It’s not a god in 
the usual sense; it can’t even move through the 
void by itself, and its powers are nothing com-
pared with the might of the Madness or Nnyrt. 
Zylic’s power is, however, greater than that of any 

single human. !e Hound of Destruction is a 
mercenary, used by humans consumed with ha-
tred to destroy their enemies, when they would 
rather die with their enemies than live in defeat.

Zylic can take on many forms, from a small, 
helpless child to a great foul beast of the Horde. 
It possesses a couple of forms which it uses most 
o"en – they’re convenient but also useful when 
searching for, tracking and murdering the victim. 
As a human, it usually looks like a well-built, dark 
skinned man with white hair, riddled with cyber-
implants. In combat, it takes the form of a great 
black snake, with a mouth #lled with dozens of 
long tentacles ending in spikes, or the form of a 
mighty ape-like beast with a rusty skin, #ghting 
with six powerful arms. In each of these forms 
Zylic is strong, fast and durable, able to kill even a 
squad of cyborgs.

!e Hound of Destruction is not a foe of all hu-
mankind. It kills one person at a time – and o"en 
the mark is able to escape for months before it’s 
dispatched. Even when it attacks powerful peo-
ple, their death is at best noticeable in the scale 
of a planet or a system. What people fail to no-
tice is that the hunt takes it less and less time with 
each victim. Apparently, devoured souls make the 
Hound stronger. It’s quite likely that in a few years 
it’ll be able to take “contracts” on larger groups 
and perhaps even on entire cities or planets. With 
time, it may be Zylic and not the Horde beasts 
that is the greatest threat to mankind.

!at’s why it needs to be stopped immediately.

���7DOLF��
+RXQG�RI�'HVLUH
!e Devourer does not understand the human 
mind. It can’t understand why humans $ght when 
there’s no chance of victory, why they sacri$ce 
themselves to defend other people. Hope, love, 
and faith are just empty words to the Worm of 
the Void. But it’s trying hard to understand the 
meaning of these words.

From a part of itself, it cra#ed Talic, a being 
which will be able to understand humans one 
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day. !e Hound of Desire walks among people, 
looking for victims – failed activists wanting to get 
rid of their memories, desperate victims wanting 
to $nd peace and forget their lives. She takes what 
they don’t want to know, and keeps a small part 
of their souls for herself. !e day will soon come 
when Talic understands humanity.

Talic is closer to a human than to a divine crea-
ture. She was spawned from a part of Devourer’s 
mind, put in a human-like body, and sent to the 
worlds inhabited by the creatures she’s supposed 
to study. !e Hound of Desire usually travels the 
Galaxy looking for people who are haunted by the 
memories of their past. She claims to be a psionic 
therapist, able to delete thoughts that cause suf-
fering – but she always warns that along with the 
painful memories, she might also take good ones. 
However, she collects all important human mem-
ories, so she “cleans” her victims almost com-
pletely. Rarely, she leaves a part of the victim’s 
identity, and even more rarely still she takes only 
a small piece of the subject’s mind – depending 
on the identity of the patient.

Except for these strange telepathic powers, Tal-
ic isn’t much di%erent from an average human. 
She does not feel human emotions – she can only 
store and analyze them. She’s a skillful actress, 
and so far no one has recognized her as a servant 
of the Devourer !e real identity of this Hound 
is learned only by those she intends to kill – but a 
single human can #ght Talic as an equal, and es-
cape from her is even easier.

Talic has only one form – a beautiful, healthy 
woman with a gentle appearance and hypnotic 
green eyes. She’s not so harmless; she possesses 
powerful psionic abilities, and is a trained #ghter, 
but not on the level of a professional assassin or a 
veteran of war with the Horde !at’s why, if she 
has a choice between a risky combat and $eeing, 
she almost always decides to escape.

���9\LF��
+RXQG�RI�:DU
He destroys peace wherever he arrives. He’s a 
harbinger of woe, a messenger of hatred and rage, 
a servant of death and oblivion. He’s been sent 
to make us destroy each other, to make man fear 
not the gods but his own brothers. Viyic is an 
advisor with bloody hands, a voice in the mind 
of rulers telling them to end the negotiations and 
force the opponents to submit with $re and steel. 
He promises great victories, riches and fame; he 
whispers about the great wealth and happiness 
which will reign a#er the dust of battle settles. In 
reality he can promise only one thing: a bloody, 
destructive war.

Vyic is appreciates balance above everything 
else. All his actions even the odds for both sides of 
the wars he creates. !e weaker side is supported 
not only by his tactical advice, but also by his im-
pressive wealth and a number of allies he’s made 
during his long period of activity. In the most des-
perate cases, he can command the cult of the De-
vourer, but he rarely does so – when he uses the 
cultists, it’s usually so that he could create a con-
$ict…

Like the other Hounds, Vyic does not com-
mand a great power. He’s an excellent actor, able 
to read the surface minds and desires of people. 
He’s a cra"er of complicated plans, taking years 
to complete and woven around hundreds of sup-
posedly unconnected people. !anks to his im-
mense intellect and intuition, almost all of his 
plans are successful: their e%ects are great wars 
fought by humans with humans. When the rav-
aged combatants cease #re and start talking about 
peace, their defenseless systems are attacked by 
the Horde.

While the Hound of War usually appears as 
a small, frail old man, he’s hardly a weak oppo-
nent. When he needs to, he can transform into 
a strange creature full of teeth, claws and spiked 
tentacles, able to destroy entire troops of soldiers 
and cyborgs. He uses this form only in exception-
al cases, when death is the only alternative.



ɮɰɫ

��������ɶś����������

����0HVX��
WKH�'HDWK
Mesu is the nightmare that’s about to come. 
Imprisoned in a sepulcher hidden inside one of 
the Galaxy’s planets, he waits for the moment 
when the ties with which unknown beings bound 
him will be broken. Even bound, he’s able to send 
nightmares and raise the dead. If he returns to his 
full strength, mankind will learn the full extent 
of his divine power. !e moment of freeing Mesu 
is close – it’s only a matter of a few months, or 
maybe years, until the last bastions of the humans 
defending the chains containing the Death are 
destroyed. 

Of all the gods, only Mesu could be equal to 
the Devourer of Worlds. From the information 
obtained from tortured cultists and their blas-
phemous books, it’s inferred that Death’s domain 
is power over everything that once lived and is 
now dead. Death can recreate the creatures of the 
Horde in a new and terrifying undead form, and 
is able to return the semblance of life to a body of 
a human – retaining knowledge, skills and mem-
ories, but losing free will. According to cultists, 
his glance alone can turn a victim into thousand-
year old dust – and he’s able to transfer part of this 
power to his loyal servants.

Mesu is portayed as a swarm of billions of 
writhing black leeches. In the visions he sends to 
people, these creatures cover the surface of en-
tire planets, as if these worlds were drowned in 
seas of black, oily blood. Sometimes, instead of 
these leeches, he appears as a giant slug-like crea-
ture, with a body covered by spines, oil, blood 
and venom, thousands of howling mouths, and 
emerging and disappearing limbs and other ab-
errant organs. Both of his forms emanate primal 
evil, a malicious desire to destroy life and cause 
the greatest su%ering possible.

Mankind is not aware of the threat posed by 
Death. !e deity is imprisoned in a tomb hid-
den deep under the surface of a planet named 
Cor. When the Devourer awakened, Mesu begun 
to rise up again, but so far his power isn’t great 
enough to be a serious threat. All he can do for 

now is to raise a handful bodies or send night-
mares to a slightly larger group of humans – that 
doesn’t seem much, until you remember that he’s 
still bound.
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!e Two-Faced Lord can be summed up in one 
word: “contrast”. !is insane, maimed deity is one 
of the most terrible enemies of humankind – but 
it also hates other beings like itself. !e deity’s two 
connected aspects are harmonious Aes, and Zei, 
overwhelmed with a desire to destroy everything 
in existence. !ese beings constantly whisper to the 
minds of their followers, promising great power for 
picking one side or another. Usually, they submit 
to Aes, but sooner or later every cultist becomes 
a puppet of Zei. !e war in the mind of the Two-
Faced Lord will soon end – the beauty is going to 
die, leaving only anger and destructiveness.

Zei-Aes, also called the Two-Faced Lord, is 
another insane monstrosity bestowing madness 
upon its followers. It’s a god ordering its worship-
pers to murder their enemies in one moment, and 
punishing them in the next. Its consciousness is 
torn between two identities: Zei, a personi#ca-
tion of destruction, ugliness and rage, and his sis-
ter Aes, a being devoted to beauty, harmony, and 
serenity. While it may seem that Aes would be 
friendly to humanity, this is a mistake. !is god’s 
desire is a universe in a perfect harmony – which 
could happen only when all change stops.

Zei-Aes is a headless humanoid, with the le" 
side of the body perfectly sculpted and with im-
maculate skin, and the right horrible, marked 
with wounds, scars and disease marks. !e two 
faces of this deity are placed on the inside of its 
palms. In the le" hand lies the face of Zei, an ugly 
visage with bloodshot, mad eyes, a rotting nose 
and a mouth #lled with black, rotting teeth. !e 
right hand is the face of Aes, a woman with per-
fect, inhuman beauty, smiling serenely.

Humans don’t know the real power of the Two-
Faced Lord. His followers are granted powerful 
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abilities; they’re able to age other people in an in-
stant, summon diseases and mutations, but also 
to heal and take away pain. !ey can also turn any 
item into dust – regardless whether it’s a child’s 
toy, a simple tool, a pistol, or a cybernetic im-
plant. It’s also said that each worshipper receives 
two gi"s called “godseed” – small parts of the 
god’s soul, infecting the soul of the mortal. !ey 
remain there as long as the cultist keeps the bal-
ance between the desires of the two personalities 
of their divine patron. If one personality wins, it 
bestows the follower with greater powers, but the 
other takes its gi"s back.

Usually, it’s Zei that ends up victorious.

*2'6�
$1'�6(&76�
,1�7+(�*$0(

Everything went perfectly when we opened the 
gate. I can’t describe the thing that crawled from 
inside. It was basically a mass of spiked tentacles, 
a misshapen body covered with blisters $lled with 
some disgusting goo, and a giant mouth full of 
sharp teeth… and screaming soldiers, which were 
grabbed and swallowed one a#er another. What I 
can’t forget is the sound of that thing purring with 
delight as it chewed on their bodies

Kate Rush, Cor Army sergeant 

Dark magic, vile deities, and their monstrous 
spawn constitute one of the most important mo-
tifs in Nemezis. !e war with the dark deities 
awakened from their eons-long dream could be a 
backdrop for many adventures in various genres 
– from survival horror or action adventure to a 
slow-paced investigation. When introducing the 
beasts of the Horde, servants of the deities or cult-
ists wielding black magic, the Game Master can 
easily lose control of events. !e following section 
is intended to help the GM in controlling events, 
and give him some ideas tied to these enemies of 
mankind to introduce in a game session.

680021,1*�5,7(6

You can introduce the theme of gods and sects 
worshipping them in many ways. !e #rst, the 
simplest and the most o"en used is the motif of 
cultists trying to summon a vile monster using 
some kind of ritual. !e player characters, most 
likely hired, motivated by their sense of justice 
or simply by accident, conduct an investigation, 
which ends up in the dungeon under the sect’s 
headquarters, most likely in the middle of sum-
moning ritual – and more speci#cally just befo-
re the human sacri#ce.

It’s cliché, but nevertheless it’s an exciting #nale 
for detective work, and thus it’s satisfying for the 
lovers of both puzzles and exciting combat. Below 
are a few variants that could make this simple plot 
more exciting.

Too Late!
!e adventure begins when the ritual has al-
ready been conducted, and the beast has been 
summoned. Perhaps something went wrong – 
maybe the summoned creature turned out to be 
too powerful, and didn’t submit to its summo-
ners, or maybe it appeared in incorporeal form, 
and escaped by possessing one of the members 
of the sect. !e heroes, instead of looking for 
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bits of information, connecting the facts and 
preparing for the great #nale, will instead face 
a situation which they can’t control. !ey’ll #nd 
enough evidence to realize what has actually 
happened. Some of these clues will be le" by the 
monster itself, others will be deduced by the he-
roes, but the bulk of the information will proba-
bly come from members of the sect –they might 
be terri#ed by losing control over the summo-
ned monster, and wish to seek help from the 
player characters.

!is adventure might be run in many ways. 
First, it could be a classic investigation – the PCs 
try to discover the identity of the cultist and then 
track down the rampaging beast. Second, you co-
uld run it as a survival horror, if you set the game 
in a con#ned area (for instance, the heroes are the 
crew of a space station, or a research institute far 
from the cities, where the cultists have summo-
ned the monster) and limit the availability of mi-
litary equipment. !ird, this could be an intro-
duction to a campaign in the vein of conspiracy 
theories – when the PCs kill the monster, they 
also learn of the existence of a powerful cult, with 
in$uences in the military, politics and the busi-
ness world.

A Link to the Past
!e adventure can start months, or even years 
a"er the summoning of the monster; the hero-
es, while investigating a minor case, encounter 
traces of a dark cult. !ough these clues are old, 
there will be no other explanation – some time 
ago a group of cultists serving the vile gods ma-
naged to complete a rite and summon one of 
their powerful servants to this world. Every-
thing suggests that the beast is hiding among 
men to this day.

Finding the guilty would be quite a task – but 
#nding concrete evidence to punish them might 
be even harder. Ironically, the heroes would gain 
the most information from the summoned mon-
ster – in this case, likely a kind of demonic spirit, 
which took over the body of a human sacri#ced 
during the ritual. Now that the demon is impri-
soned in human form and devoid of most of its 
powers, it will probably try to take revenge on 

the cultists responsible for this entire situation. 
Such a being might #nd cooperation with the PC 
group very tempting, treating it as a “necessary 
good”, a way to regain full power.

Of course, when the cultists are killed, both si-
des – the heroes and the demon – will try to do-
uble-cross each other. !e PCs will probably try 
to kill the monster, but when the creature #nds a 
way to regain its power, it’ll try to murder the only 
humans aware of its existence, or to escape to fur-
ther the goals of its maker.

Unwitting Pawns
!e player characters could be drawn into the 
cult’s plot, and be duped into furthering its ne-
farious goals. Eliminating the enemies of the 
cult, obtaining rare materials or resources ne-
cessary to conduct some vile rite, freeing a busi-
nessmen (a cult guru) kidnapped by a group of 
insane fanatics (a group of bounty hunters trac-
king down cultists – not always in a legal way), 
all might seem to be ordinary tasks for a band of 
mercenaries, but the truth will eventually come 
to light. !e activities of the heroes and the 
players’ awareness will decide whether the gro-
up realizes what their employers are planning. 
If the heroes don’t realize what’s going on, the 
adventure (or the entire campaign) will be de-
voted to setting things right, like hunting down 
the cultists or killing the monster.

63(//6
Spells mastered by cultists can theoretically 
cause any e%ect, no matter how strange. You can 
#nd several black magic spells on page 64. !is 
means that the Game Master can use black ma-
gic as an explanation of any unusual event. You 
should use this opportunity sparingly, avoiding 
situations when a spell creates an event that’s 
impossible to explain in mundane terms. You 
shouldn’t abuse the spell powers solely to expla-
in plot holes in your adventures, regardless of 
circumstances. But #rst and foremost, you need 
to resist the temptation to use black magic to 
take away the characters’ abilities, killing them 
without any possibility to avoid or resist the 
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spell, removing all chances of victory over the 
cult, or frustrating the players in any other way. 
Magic should be an exotic element of an adven-
ture, and not a tool to give the Game Master ul-
timate power.

Offensive Spells
A standard way to use black magic in the game, 
besides summoning a vile monster from the 
dark depths of the void, is as a powerful weapon 
in a direct confrontation between Player Cha-
racters and cultists. !is is especially useful in 
campaigns focused on action adventures, whe-
re there’s no place for more exotic, weird spells. 
!e GM should remember, however, that the ef-
fects of black magic do not imitate spells from 
fantasy games.

O%ensive spells can be divided into two catego-
ries: quick ones, used directly in combat, and last-
ing ones, requiring preparations, but causing as 
much or even more damage. You might think of 
the #rst kind of spells as #re balls, lightning called 
from a cloudless sky, animated objects or psychic 
domination forcing the enemy to kill themselves 
– but even though such e%ects are magical, they 
don’t have anything in common with the black 
magic used by the cultists. !eir spells should be 
far less spectacular, but much more painful. In-
stead of a #ery bolt you might want to use a spell 
creating ugly blisters #lled with smelly liquid, 
which immediately burst, freeing the infectious 
contents and causing a bleeding wound, hard to 
staunch. A paralyzing spell can look like a wave 
of worms, puked out at a victim from a cultist’s 
mouth. !ese worms cover the victim’s entire 
body, paralyzing him – and the creatures might 
even try to crawl inside the subject to feed on the 
tasty meat…

Another kind of o%ensive spell allows for even 
weirder, more interesting e%ects. For instance, by 
performing a ritual a cultist can make everything 
he eats himself to appear inside the victim’s stom-
ach. !e investigation into a series of  mysteri-
ous suicides might initially look nonsensical, but 
this will change when the heroes reach the guilty 
party – the sight of a madman swallowing broken 
glass, nails or razors, drinking concentrated acid 

or poison might cause surprise, quickly supplant-
ed by terror when the heroes realize exactly how 
the spell works.

Cultists don’t always kill – o"en they’d rath-
er intimidate the victims, causing diseases, mu-
tilations, mutations or other changes of mind or 
body. Disfuguring a famous model and promis-
ing to restore her normal looks when she joins the 
sect, changing a weak, intimidated pencil-pusher 
into an aggressive, hulking mutant, or driving a 
politician opposed to the cult’s leader insane are 
just a few examples of using o%ensive spells in a 
less direct way.
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Defensive Spells
Nemezis’ black magic can be used to summon 
any e%ect. !eoretically this could mean that 
the cultists can defend themselves from the PCs 
direct actions, by creating barriers to protect 
them from shots or transforming into power-
ful monsters, able to rend their foes. You should 
avoid such maneuvers – they don’t have any-
thing in common with the nature of the dark 
deities, or the reasons why they bestow powers 
upon their worshippers.
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Plot Spells
!is group of spells concerns all the magical po-
wers which in$uence events other than scenes 
of con$ict. Such magic manipulates backgro-
und characters, changes the probability of some 
events occurring or not, or provokes events in-
$uencing numbers of characters. Such spells are 
a great help in setting the mood of adventure 
and showing the ideas behind the dark deities.

Impossible situations, beings or occurrences 
breaking the laws of physics or strange happen-
ings are all standard e%ects of black magic. !e 
Game Master can use these to introduce any ef-
fect – but you need to control yourself. It’s best 
to determine before the game what a warlock can 
do; adding new spells and rituals during the game 
can disorientate the team.

When you build the plot of the adventure 
around the actions of the cult you might encoun-
ter some problems, especially when the heroes 
can foil their plots right at the beginning. !e eas-
iest solution is to begin the adventure at the mo-
ment where the cult is starting the most impor-
tant part of its plan. Usually, you can assume that 
the tests necessary to conduct the ritual key to the 
adventure were automatically successful. How-
ever, the consequences of a botched ritual can be 
as interesting. !e #nal decision ultimately de-
pends on the GM, but when planning the game, 
it’s worth noting what would happen if any tests 
of black magic end in failure.

Black magic spells in$uencing the plot of the 
game can be divided into three kinds: a%ecting 
the background characters, introducing unusual 
events or changing the scenery. !e #rst group of 
plot spells most o"en change the personality of 
NPCs, allowing the cult to control them (for in-
stance through blackmail, as with the dis#gured 
model example mentioned above), or allow war-
locks to gain powers beyond the human norm – 
for instance to read the mind of a tortured victim. 
A sect worshipping the World Devourer could 
give such power to a fanatical lawman, one who 
would do anything to punish the guilty. If this po-
liceman turns out to be a friend of one of the play-
er characters, who’ll notice the change in his pal, 
this character can start his investigation, and thus 

begin a thread which you can introduce in many 
later sessions.

!e second kind of spell works very well as a 
warning – strange e%ects can show the players 
that evil has been summoned and only they can 
prevent it from getting worse. A murder of crows 
created with black magic and transmitting ter-
rible diseases is a threat by itself. But when the 
players learn that the birds are just a side e%ect of 
another powerful ritual, requiring lengthy prepa-
rations, they will certainly take action to disrupt 
the ceremony. From the team’s point of view the 
crows are an element of the world that doesn’t af-
fect them directly, but their presence alone will 
motivate them to #nd the person responsible for 
creating the crows.

!e third kind of spell is used far more rarely 
than the other two. Spells in$uencing the game 
world usually bring forth natural disasters or oth-
er unnatural events causing destruction and the 
death of many humans. !ey can also change the 
conditions of a certain area or the appearance of 
certain places. A spell could a%ect some location 
with radioactivity, causing diseases and mutation 
– and eventually death.

&8/76

!e only argument they can understand is $re 
and steel. Not only do we have to $ght Horde 
monsters or other spawn of the dark gods, we also 
have to kill creatures which were once human. 
Yes, were – I don’t consider any of these $lthy 
traitors human.

Fabio Capella, Bounty Hunter, ex-priest of the 
Uni!cation Church

!e idea of a ‘cult’ brings to mind a secret or-
ganization of a small group of fanatics completely 
devoted to their faith. People connected to such a 
cult will commit even the most inhuman deed if 
it’s expected by their god. !e sect meets irregu-
larly, always in secret hideouts or secluded spots 
where no one can stop their blasphemous rituals.

!at vision, though very vivid and practical (at 
least from the point of view of gamers preferring 
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simple solutions) is not always completely accu-
rate. When you worship one of the dark deities 
you don’t always whisper blasphemous spells, 
wear dark robes or spill the blood of sacri#cial 
animals. People who decide to betray their own 
kind usually have an important reason to do so – 
and they’re o"en fully aware that they are selling 
their own souls.

Cults worshipping the awakened deities have a 
clear-cut role in Nemezis – their activities provoke 
adventures based on investigation. !ey kidnap 
people, sacri#ce them, conduct strange rituals 
and summon monsters – all that makes PCs earn 
their bread. !eoretically, all adventures with a 
cult as the primary antagonist could use the ex-
act same framework and feel similar. But if you 
change the goals, methods or skills of the cultists, 
you radically change the basic plot of the adven-
ture.

In the standard plot a sect works within a sim-
ple framework – kidnapping, murder, ritual. !e 
heroes can encounter the cult in each and every 
phase – they can search for a missing person, in-
vestigate a ritual murder or try to #nd those guilty 
of conducting the summoning ritual. To this ba-
sic scheme, the GM has to add only new scen-
ery and unique NPCs – their abilities, goals and 
resources. Placing an adventure in an exotic lo-
cation, or making the bad guys memorable, will 
certainly make the session more enjoyable; but 
not necessarily change its plot.

But if you alter the cultists’ modus operan-
di you can easily vary adventures based around 
cults. It’s worth remembering that only the most 
fanatical believers are ready to commit crimes in 
the name of their religion - and that they see it 
as a good deed. An average man, even if he sup-
presses the guilt of worshipping the enemies of 
mankind, would not risk personally killing an in-
nocent man. Without the necessary training and 
equipment they’d #nd it very hard even to kidnap 
the victim. If the cultists have no military back-
ground, are mostly sane and are trying to have 
normal lives, their sect would not necessarily kid-
nap innocent.

Servitude to the dark deities does not have to 
mean murdering innocents. !e god can force 

its adherents to help other cults, undermine or-
ganizations #ghting the cults, subvert the politi-
cal situation or even support criminal organiza-
tions to divert the attention of the police services. 
Gaining important information, #nding evidence 
of crimes (real or faked) committed by enemies 
of the cult, blackmailing in$uential people, and 
spreading misinformation about the dark dei-
ties is o"en more important than kidnapping and 
murder. !e activities of the sect can therefore 
be misunderstood – the investigating heroes can 
think that they’re trying to track down ordinary 
criminals, terrorists, or soldiers in a war between 
corporations or noble families. !e GM should 
remember to keep the identities of the cult mem-
bers secret – the PCs should only learn the truth 
just before the #nal confrontation. !en they’ll 
learn that the cultists are cautious enough to keep 
the cult secret.

Adventures based around cults do not always 
have to be investigations. It’s easy to design an ac-
tion adventure – for instance if the heroes happen 
to #nd an object that’s very important to the sect, 
or if they are hired to protect a person marked as 
a target by the cult. Successive attacks by the fol-
lowers of the dark gods, evidence found thanks to 
investigating an object or a protected person, and 
the evident presence of black magic will all give 
hints to the players as to the identity of their op-
ponents. !e only reasonable solution then is tak-
ing the initiative and trying to destroy the threat. 
Such adventures should be #lled with combat 
scenes and chases, but also with meetings with 
important characters. !e Game Master can safe-
ly ignore moral dilemmas requiring the player to 
identify with his character. !e team will be ex-
pecting action, opportunities to use their inven-
tiveness and apply the game system, not di&cult  
choices.

Cultists are not necessary knife-waving fanat-
ics, they can also be politicians using black mag-
ic to strengthen their power and gain in$uence. 
In the case of con$ict with such people you can’t 
simply discover that they’re connected to a sect 
– you need real evidence. Strong and conclusive 
evidence, enough to ensure a powerful ruler is ar-
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rested and convicted. In this case, vigilantism is 
not an answer.

Below are three sample sects operating in the 
Horizon system. Each of them varies in outlook, 
goals and methods of operation – and therefore 
they can be used in a di%erent kinds of games.

The Brotherhood of the Rook
!e Brotherhood of the Rook has only a few 

members, but its in$uence reaches far and wide. 
!ese cultists are mostly businesspeople, politi-
cians, members of powerful noble families and 
high-ranking military o&cers, all with an immac-
ulate reputation, all with power and money. All 
thanks to black magic.

!e sect does not worship any deities. !e 
cultists are practical people – they know that the 
gods are absolutely evil, and that they want to de-
stroy the universe, but they also know that they 
can give boons in exchange for sacri#ces. !anks 
to their knowledge of black magic, the Brother-
hood can in$uence planetary governments and 
call forth events a%ecting entire star systems. As 
a payment for that, they do things the dark gods 
want – they sacri#ce people, support other be-
lievers (o"en manipulating the members of ri-
val sects), they conduct rites, and summon vile 
beasts (very rarely, only when it’s absolutely nec-
essary). Only a select few knows about the exis-
tence of the Brotherhood – some other cultists, 
and a few in$uential people throughout the Gal-
axy. !e plans of the sect and details of its activi-
ties are known to its members only.

Use in play: the Brotherhood can serve as the 
power behind the throne. !e sect should work 
in the shadows as a major antagonist of the PCs 
– who will discover the identity of their foe only 
a"er a long investigation. !e destruction of the 
cult would be an excellent goal for experienced 
characters, since you can achieve it only a"er a 
long time – preferably as a culmination of a cam-
paign.

The Masters of Pain
!is sect can be best described by the word “fa-

naticism” – understood as a lifestyle absolutely 
devoted to their professed faith. !e Masters of 

Pain resemble machines to outsiders – they fol-
low the orders of their superiors (who receive 
them in dreams or during self-mutilation), they 
pray and work, but that’s the end of the similar-
ities between them and the average man in the 
Galaxy. !eir sole goal is the service of the Two-
Faced Lord.

!e sect attracts people who were a%ected by 
immense su%ering – loss of families or fatal dis-
eases - and which weren’t accepted by society, be-
ing forced to live alone. When the candidate un-
dergoes the initiating rituals (where dark magic 
warps their souls), it’s revealed to them that their 
new goal is servitude to the dark gods - and their 
old pain is just replaced by a new one.

Use in play: !e Masters of Pain are a perfect 
opponent for beginning characters. !ey have lit-
tle in$uence, their knowledge of black magic is 
limited to a couple of simple rituals (like sum-
moning a weak monster), and they focus their ac-
tivities in the lower classes of society.

The Heralds of Ruin
Considered by many a terrorist organization, 

the sect called the Heralds of Ruin is one of the 
few cults operating on Bariz. !eir activities are 
usually sabotaging military bases, the destruction 
of important installations and attempts to assas-
sinate important characters in the Horizon sys-
tem. Usually these attempts fail, and all the cult-
ists involved in them die. Strangely, this does not 
diminish the Heralds’ power.

All these actions are attempted by cannon fod-
der, insane fanatics completely devoted to the De-
vourer. !e ringleader priests are the ones who 
plan the attacks and conduct the rituals worship-
ping the Worm of the Void. !e possible death 
or imprisonment of the cultists carrying out these 
plans is just a minor risk their leaders are will-
ing to take.

Use in play: !e Heralds of Ruin remind play-
ers that the dark deities’ in$uence does not extend 
only to Ash but also to Bariz. !e investigation of 
a terrorist group planning an attack on a graviter 
can point the player characters to a cult – track-
ing down and arresting important cultists will 
certainly take up many game sessions.
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!e antagonists of the player characters will usu-
ally be humans, but in some adventures they will 
confront them inhuman servants of deities – be-
asts of the Horde, or the creations of deities other 
than the Worm of the Void. Just the presence of 
the servants of the dark deities should be a sign 
that something has gone Terribly Wrong. Well, 
except in adventures on Cor, where the presence 
of the Horde is something normal.

!e Game Master is free to make up any mon-
ster to challenge the player characters. What you 
need to remember is that the servants of the dei-
ties are always hostile towards men, and should 
have inhuman traits: unnatural abilities, strange 
anatomy, or other such things. Most of these 
beasts are bloodthirsty creatures, wanting only to 
kill and destroy, but the ranks of the servants of 
the gods are not composed only of such creatures. 
In fact, among the many creations of the deities, 
only the Horde creatures are mindless monsters. 
!e other deities enhance the intellect and wit 
of their creations – most of them are far smart-
er than humans. You can couple this with various 
powers to create very dangerous monsters.

!e goals of the beasts can di%er wildly. Some 
want to kill as many humans as possible, other 
want to bring forth insanity, and others still need 
to in#ltrate communities and gather information 
on humans and the civilization they’ve created. 
Not every monster will try to eat a character. It 
can just as easily run away, try to possess him or 
even convince him that it’s not a threat to human-
ity. Of course, such a situation will take place very 
rarely, especially given that the standard reaction 
of a PC meeting a monster will be to attack – it’s 
not impossible, though.

7+(�+25'(
!e name given by the people to the creations 
of the Devourer is a perfect description of their 
attitude. Myriads of nasty, aggressive and min-
dless creatures with only one goal: to destroy 

mankind and eradicate all of its achievements. 
Driven by the will of their master, and the wits 
and instincts of a predator, the vile monsters 
of the Horde scourge the galaxy in search of 
worlds inhabited by humans – to invade them, 
kill all the inhabitants and destroy all traces of 
humankind. !e creations of the Devourer wo-
uldn’t be as terrifying if they were simply preda-
tors. !e most horrible thing is that these mon-
sters were created speci#cally to annihilate all 
mankind. It’s said that these beasts feel pleasure 
only when they rend a human body with their 
mighty fangs and claws.

To use the Horde in your game, create a mon-
ster causing an instinctive fear in humans. Its 
very name should be a synonym for pain, blood, 
death and evil. Just the possibility of seeing one of 
the Devourer’s creations would paralyze an aver-
age man. In any confrontation, an ordinary citi-
zen will die without #ghting, overcome by mor-
tal fear. !e player characters are the proud few 
able to withstand the monstrosities thrown at 
them by the Worm of the Void. Of course, the 
reason why the characters are so brave isn’t be-
cause they’re all valiant and heroic, but because 
the players know the game system, they can un-
derstand how the powers of the vile deities work, 
and they can count on bennies to survive. How-
ever, you can still describe that attitude in-game 
as amazing bravery and willpower.

“Vile beasts of impossible shape” is the best 
description of the creations of the Worm of the 
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Void. !e Game Master does not have to worry 
whether the monster could survive in reality. It’s 
enough to describe it as the creation of a warped 
mind, the product of an absolutely evil being with 
an alien, incomprehensible soul.

In practice this means adding to a body of a 
monster a certain amount of tentacles, suckers, 
claws, venom glands, spikes, mouths, beaks, teeth 
and tails. You can cover them with foul ooze, acid, 
black venom or the blood and body parts of pre-
vious victims, to complete the monstrous appear-
ance. Now you only need to add some strange, 
incomprehensible and deadly powers, and the 
creature will join the foul ranks of the Horde.

!ese changes can transform ordinary mon-
sters from cannon fodder into frightening ene-
mies. If the players don’t understand the source of 
their power, how the spawn of the Devourer uses 
them, and why it’s doing it (apart from the obvi-
ous – destruction of humanity and its creations), 
then the Game Master has done his homework 
properly.

The Horde as Cannon Fodder
You don’t have to always remind the players of 
the strangeness of Horde monsters, how vile 
they are or how blasphemous are their bodies 
and powers. During adventures connected to 
warfare, where the most important things are 

fast action and a lot of tabletop skirmishes, de-
tailed descriptions can bore the players. !ere-
’s nothing wrong with using the Horde as can-
non fodder – a mass of aggressive beasts used 
as a target practice for invulnerable heroes. !e 
Game Master should focus then on the abilities 
of the monsters – their skills, the combat poten-
tial of their powers and their tactics in combat.

The Horde as a Source of Fear
Some players like far less focus on combat. !ey 
prefer calmer, more balanced gameplay, focused 
on clever solutions or well-planned operations. 
During the sessions played by such teams, the 
Horde monsters play a totally di%erent role than 
in the adventures of a group of veterans trying 
to survive on Cor. If the player characters are 
merchants, rulers, psionicists or lawmen, intro-
ducing the powerful servants of the Devourer 
will result in a bloody and nasty end. !e Hor-
de in such adventures works better as a threat, 
constantly hanging over the heroes’ heads. !e 
beasts should appear in such games only as the 
consequence of a total disaster – when the PCs 
fail to conduct an investigation properly, the 
protected NPC will be murdered, and the mem-
bers of the sect will manage to conduct a ritual 
they’ve been planning for months. Even, then 
the heroes should have a chance of survival – 

even if it’s very small. Dooming the 
heroes to certain death is a serious 
mistake. Nemezis, a"er all, is an he-
roic game – and heroes shouldn’t die 
for nothing.

!e monsters can also be predators, 
aliens hunting down harmless heroes, 
who have no chance against them in 
open combat. When you place the 
characters in a con#ned space and 
force them to constantly search for 
escape routes and weapons to attack 
the monsters with, you can create an 
excellent adventure. A lot of players 
don’t like such adventures, however 
– they’d rather be the hunter than the 
hunted, and they would rather attack 
the monster outright.
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Among the servants of the dark deities 
there are many creatures to which the 
soldiers react with fear or insanity; 
some can even literally scare troops to 

death. !ese vile creatures have aberrant, unnatu-
ral bodies, and cause terror and disgust in every-
one. Below are nine sample monsters, which the 
Player Characters can confront during the game. 
GMs shouldn’t hesitate to introduce more creatu-
res, like the ones described in SWD. For instance, 
skeletons can be undead horrors raised by Mesu, 
while giant worms can be another of the Horde 
monstrosities of the Devourer.

&(5%(586
!is creature would resemble a dog, if it didn’t 
have three eyeless heads, each boasting a mighty 
jaw with three rows of sharp fangs, three spiky 
tails, and if its limbs didn’t end in long claws. Oh, 
and if it wasn’t ten feet tall.

!ese monsters have many names – puppies, 
wolves, three-headed bastards, but the most pop-
ular one, used even by o&cers, is Cerberi. !ese 
are the one of the few creations of the Worm of 

the Void without any strange abilities. While 
their creator has given them the strength of an el-
ephant, toughness able to resist a direct hit from a 
tank cannon, surprising speed and a foul temper 
– it has denied them supernatural powers. Even 
so, soldiers treat the cerberi with respect, if not 
outright fear. !e largest are supposedly even able 
to kill cyborgs.

Luckily, these beasts are found only on battle-
#elds, when the Horde is swarming in great num-
bers. It’s certain that cerberi are spawned in an-
other way from the lesser beasts found inside 
the bodies of harvesters – and that’s why they’re 
much rarer. Sadly, their power and ferocity more 
than make up for their small numbers.

Horizon: !e army knows of exactly seven-
teen cerberi in the Horizon system. All of them 
are active combatants on Cor, and they’re part of 
the Horde forces whose aim is to awaken Mesu. 
Each of these monsters is closely watched – the 
army managed to mark each of them with at least 
a couple of tracking devices. In fact, tracking their 
movements lets the army predict major Horde of-
fensives; that’s why when dealing with cerberi, the 
soldiers have orders only to hurt them.
Attributes: Agility d10, Smarts d4(A), Spirit d6, 
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Strength d12, Vigor d12
Skills: Climbing d12, Fighting d12, Notice d10, 
Stealth d6, Swimming d6, Tracking d10.
Pace: 12; Parry: 8; Toughness: 14 (4)
Special Abilities
�� Armor +4: !ick hide.
�� Bite: Str+d8.
�� Fearless: Immune to fear and Tests of Will.
�� Go for the !roat! – Cerberi instinctively go 

for an opponent’s so" spots. With a raise on its 
attack roll, it hits the target’s most weakly-armo-
red location.
�� Killing Machine: Cerberi have the First Strike 

and Combat Re$exes Edges.
�� Size +2: Cerberi are the size of a bull.
�� !ree Heads: A Cerberus can make three at-

tacks per round without any penalties.

�,//$6
!e being you see was without doubt 

once human. !e only reminder of that now is 
its beautiful, noble face. !e rest of the creature 
– a body covered with ooze, callous tissue and 
long spikes, three legs as thick as tree trunks, a 
giant maw with a row of dull, square teeth and 
a tangled mass of tentacles following the beast’s 
body – clearly show this is the spawn of the dark 
gods.

Illai, as the monsters are called by æsthetes, 
are a horri#c reminder of what happens if a hu-
man loses himself in the faith of the Two-Faced 
Lord. !ese beings were once beautiful and in-
$uential, but they weren’t strong enough to pre-
serve the element of Aes. Slowly corrupted by 
Zei, they transformed into mindless, bloodthirsty 
beasts. Illai can be found in city slums, old, de-
serted buildings, canals and other ruined plac-
es. What small shreds of humanity they’ve some-
how preserved tell them to hide their ugliness 
– which is why they love dark places, always cov-
ered in shadow. Illai don’t need food or water, but 
they’re very aggressive, and attack humans when-
ever possible – including other followers of their 
maker. !ey’re driven by the rage which erupts 
whenever they see beauty in a living being. De-

stroying it is the only pleasure they’re able to feel. 
Ironically, they don’t hate other Illai, and groups 
and small herds of such monsters are occasionally 
found. Such encounters are very  dangerous since 
Illai work together surprisingly well, #rst focus-
ing on the greatest threat, before trying to elimi-
nate less dangerous targets.

Horizon: Illai are most o"en found on Ash. 
At least a couple of hundred such beasts live in 
the north, hiding in the ruins of deserted towns. 
!ere are also at least three arenas, the owners of 
which use Illai during dark ceremonies to honor 
the Two-Faced Lord. Usually such rituals consist 
of sacri#cing harmless beings, who are devoured 
by these insane monsters.
Attributes: Agility d6, Smarts d6, Spirit d6, 
Strength d10, Vigor d10
Skills: Fighting d8, Notice d6, Stealth d6.
Pace: 6; Parry: 6; Toughness: 11 (2)
Special Abilities:
�� Armor +2: !ick, scaly hide.
�� Devourer: Using a whole round an Illas can 

devour the body of any defeated enemy, and rege-
nerate one Wound as a result.
�� Fearless: Immune to fear and Tests of Will.
�� Size +2: Illai are larger and more massive than 

ordinary people.
�� Tentacles: Str+d8.
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!is creature does not look very 

terrible, rather it seems amusing – it’s a 
great eye set on a strange construction made of 
muscles, bones, metal and veins. It does not look 
like a terrible opponent. But when the $rst of you 
shot a plasma round at it, you understood that 
this $ght is not going to be easy. !e creature 
absorbed the charge, and then sent it back, 
shooting it from one of its spidery limbs.

A nemotic is one of the most terrifying crea-
tures heroes might encounter. !is creature, en-
dowed with an inhuman mind,  serves the dark 

gods, creating death and destruction. !eir most 
terrible ability is their power to summon madness 
– a nemotic can change the character of any per-
son, pushing him into an insanity which usually 
ends in suicide.

Horizon: !ese creatures are fortunately rare, 
occurring usually when some fools are brave 
enough to summon them with a dark ritual.
Attributes: Agility d8, Smarts d12, Spirit d12, 
Strength d8, Vigor d12
Skills: Fighting d10, Intimidation d12, 
Knowledge (Occult) d12+2, Notice d10, 
Shooting d10.
Pace: 6; Parry: 7; Toughness: 18 (10)
Special Abilities:
�� Armor +10: Mystical aura (protects from pla-

sma weapons as well).
�� Arcane Resistance: +2 to Toughness when re-

sisting psionics and black magic, +2 to any oppo-
sed rolls when powers are used against it.
�� Black Magic: Nemotics know the following 

spells: curse of fear, curse of pain, dis$guration. 
Casting such spells is an action, though their 
range is only 10 yards. It receives a +4 bonus to 
Knowledge (Occult) rolls. 
�� Combat Re"exes: Receives a +2 to Spirit rolls 

recover from being Shaken.
�� Fear -2: Anyone who sees a Nemotic must 

make a Fear roll with a -2 penalty.
�� Fearless: Immune to fear and Tests of Will.
�� Level Headed: Acts on the better of two cards.
�� Plasma missiles (-2 to Shooting rolls): 3d10 

damage, (24/48/96).

&5$:/(5
!ese creatures resemble a cross between a crab, 
a beetle and an octopus the size of a pony. !eir 
elongated bodies are covered with grey ooze and 
also have six limbs ending in spikes, and heads on 
long, snakelike necks, presenting spikes and teeth 
in an inhuman parody of a smile.

Crawlers are the most common Horde mon-
sters. Essentially, they’re not that terrifying – they 
move quickly, but not as fast as plasma bolts, and 
they’re practically mindless. Instead of hiding or 
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sneaking around, they always charge and attack 
frontally.

Sadly, they always travel in large hordes. Six or 
so creatures can, in just a few weeks, multiply so 
that the pack consists of dozens of beasts. When 
they have enough food (though they love human 
$esh, they can subsist on plants), they breed like 
rabbits. One in a dozen crawlers is usually mu-
tated somehow – and some crawlers have a nas-
ty habit of mutating into the far more dangerous 
reavers. 

Horizon: Cor is said to have more crawlers 
than people. Assuming that in the lands over-
whelmed by the Devourer the monsters breed as 
explosively as on the front line, this claim is most 
likely true. Crawlers are found everywhere, most 
o"en in the tropical forests of the planet.

Mutations: What ordinary humans think of as 
singular single breed of crawlers is really a giant 
family of related beasts, di%ering in many ana-
tomical details. Each crawler has one of the fol-
lowing traits (randomly determined by a d10 roll, 
or chosen by the GM):

1)  Sucker: Instead of a normal attack, the 
crawler can shoot a tentacle ending in a toothed 
maw from its throat. !e tentacle bites the ene-
my’s $esh, ripping o% a small bit of the body, and 
then it snaps back inside the monster. !e range 
of this attack is 3”. !e crawler uses its Fighting 
and deals Str +d6 damage in such an attack.

2) Ooze: !e crawler is covered in foul, green-
ish ooze. It receives a +2 bonus to all Agility or 
other Trait rolls made to slip out of bonds.

3) Venom: !e claws of the monster are cov-
ered in a thick slime, which is a deadly poison. 
Wounded creatures must succeed at a Vigor roll 
with a -2 modi#er. If they fail, they become para-
lyzed for 1d6 hours.

4) Smell: !e creature has an inhuman sense of 
smell, receiving a +2 bonus to Notice when track-
ing or using this sense in any other way.

5) Blind: !is mutation causes the crawler’s 
eyes to disappear. !e creature can live without 
sight, relying on inhuman hearing and smell in-
stead. It e%ectively sees in the dark with a 12” 
range, and it can’t be blinded.

6) Pincers: Two of the crawler’s front legs 
end in massive crab-like pincers. !ese horrible 
weapons deal Str+d10 damage.

7) Blisters: !e creature’s back is covered in 
blisters #lled with a putrid substance. When the 
monster dies, they burst, spraying  their contents. 
Every creature under a Medium Burst Template 
centered on the crawler receives 2d6 damage (as 
for a grenade explosion, though the characters 
obviously can’t throw a dead monster back).

8) Shell: !e armor of the monster is much 
thicker than usual. !e crawler receives an addi-
tional +2 bonus to its Armor.

9) Chameleon Skin: !e skin of the creature 
can change color, adjusting to the environment. 
!e monster receives Stealth d6 and has a +2 bo-
nus to tests using this skill.

10) Many Eyes: !is monster’s head has not 
one, but several eyes, which gives it a +2 bonus 
to all Notice rolls when it tries to spot something.
Attributes: Agility d6, Smarts d4(A), Spirit d6, 
Strength d6, Vigor d6
Skills: Climb d6, Fighting d8, Notice d6, Swim d6
Pace: 8; Parry: 5; Toughness: 7 (2)
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Special Abilities:
�� Armor (+2): !ick skin covered with ooze, fur 

and scales provides crawlers with decent protec-
tion.
�� Claws: Str+d4 damage.
�� Fearless: Immune to fear and Tests of Will.

5($9(5
!e monster seems mostly composed of teeth, 
claws, spikes and stingers – apart of course from 
the chitinous armor. It’s $#een feet tall, but its 
powerful paws, ready to attack, make it seem 

bigger. It roars, and then moves towards you 
incredibly quickly.

Reavers are distant relatives of crawlers – mu-
tated, overgrown and bloodthirsty mutations of 
the most common Horde monsters. !ese big, 
strong and incredibly fast monsters are a terrible 
opponent even for elite units, armed with plasma 
weapons. Luckily for humans, they’re no smarter 
than crawlers – their most underhanded tactic is 
waiting motionlessly for a victim. Usually they’re 
not that patient, and attack whenever they see a 
potential target.

Horizon: !ese creatures are fortunately rare, 
and in the Horizon system are found only on Cor. 
Reavers support the Horde only during larger of-
fensives, helping the swarms of crawlers or other 
vile beasts. Away from the frontlines, they’re sel-
dom seen, usually in areas fully controlled by the 
Horde, especially in places full of crawlers.
Attributes: Agility d6, Smarts d4(A), Spirit d6, 
Strength d12+4, Vigor d12
Skills: Climbing d4, Fighting d10, Notice d6, 
Swimming d6
Pace: 8; Parry: 7; Toughness: 24 (6)
Special Abilities:
�� Armor (+6): !ick skin.
�� Claws: Str+d12 damage.
�� Fearless: Immune to fear and Tests of Will.
�� Fear: Anyone who sees a reaver must imme-

diately make a Fear Check.
�� Gargantuan: Reavers are Huge and thus suf-

fer +4 to attacks against them. !eir attacks co-
unt as Heavy Weapons, and their Armor as He-
avy Armor.
�� Hardy: !is monster isn’t Wounded if Shaken 

twice.
�� Size +10: Reavers are at least #"een feet tall, 

and they weigh a ton or more.
�� Swallow Whole: A reaver can swallow a ma-

n-sized opponent; to do so, it must succeed in a 
Fighting roll with a -4 modi#er. A swallowed vic-
tim receives a Wound every round. When they’re 
Incapacitated they automatically die – the reaver 
has chewed and swallowed them.
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It’s humanoid in the broadest sense, 

though it moves on four limbs not unlike a 
spider. Its body is surprisingly smooth, covered 
with grey, hairless skin. !e head of the monster 
is like that of a bird, ending in a long, clapping 
beak. But in the hatcher’s chest is a wound, and 
from inside it come whispers, chirps and strange 
sounds. When the monster stands up, the $rst 
of the crawlers hiding inside emerges from this 
ori$ce.

Hatchers are among the most terrifying beasts 
of the Horde. !ey’re not that scary by themselves 
– sure, they’re strong, fast, and their beaks are able 
to penetrate the best personal armor, but these 
traits aren’t exactly unusual among the monsters 
of the Worm of the Void. !eir most nightmarish 
aspect is their ability to transport other beasts in-
side their bodies. Somehow, they’re able to house 
dozens of creatures, which together are far larger 
than the hatchers themselves. Some veterans call 
them “clown cars with killer contents”.

!e tactics of #ghting these monsters are sim-
ple – kill them before they crawl close enough to 
free their passengers. If they receive enough dam-
age, they’ll die, and no monsters will crawl from 
their insides. It’s not clear why monsters only 
emerge from living hatchers. Maybe the ori#ces 
are some kind of portal to another place? Do the 
hatchers have the power to alter the shape and 
size of their innards? 

Horizon: Occasionally, these creatures appear 
on the battle#eld on Cor. !e Horde’s main front 
line troops are crawlers and reavers; hatchers are 
more o"en used as scouts. !ey sneak near for-
ti#ed bases and release monsters there. Hatch-
ers can also be found on Ash – at least three sects 
have managed to keep them in their bases. !ey 
use them during their rituals, usually sacri#cing 
humans to these vile spawners.
Attributes: Agility d12, Smarts d6(A), Spirit d6, 
Strength d12, Vigor d10
Skills: Climbing d10, Fighting d10, Notice d10, 
Stealth d6, Swimming d8
Pace: 8; Parry: 7; Toughness: 13 (4)

Special Abilities:
�� Alertness: +2 to all Notice rolls
�� Armor (+4): !ick, callous skin.
�� Beak: Str+d12 damage.
�� Carrier: Inside the wound in its chest a hat-

cher can hide up to 12 human-sized monsters 
(such as crawlers). Up to 4 monsters can crawl 
out of the cavity in a round, but the hatcher must 
forego all its actions that round.
�� Fearless: Immune to fear and Tests of Will.
�� Size +2: Hatchers are over ten feet tall, we-

ighing over 400 pounds.

�6+5('
!is thing was once human – a long, 

long time ago. Dozens of scars, torn skin and 
exposed muscles show that this creature has long 
been the servant of the dark gods. Just the sight of 
the monster’s mutilated body makes you "inch, 
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but when it pierces its hand with a long, teethed 
blade, your hands are struck by a pain so strong 
it’s as if it were your palms being mutilated.

Shreds were once fanatical followers of the 
Two-Faced Lord, chosen ones gi"ed with power-
ful abilities, for which they have to pay a terrible 
price. In the past, they were humans looking for 
beauty, harmony and perfection, but they found 
only pain and su%ering. Even though they failed, 
they had another chance to serve their god, in 
changed bodies crippled by their master.

Shreds exist to tempt humans and convince 
them to follow their master. No one sane would 
follow a deity giving its followers nothing but 
pain, so shreds were given the ability to warp the 
souls of their victims and change them into faith-

ful servants of the Two-Faced Lord. !ey’re oc-
casionally used as assassins – apart from sum-
moning madness they can also bring su%ering 
and cause instant wounds on the bodies of their 
enemies.

Horizon: Shreds are found relatively o"en in 
the Horizon system. You might encounter them 
on Ash (where there are a lot of sects worship-
ping Zei-Aes), though they’re also present on Ba-
riz and in other places (like cult temples in desert-
ed research stations on the uninhabited planets 
and moons of the system). !ey are particular-
ly infamous among employees of In#nity – one 
powerful sect of the followers of the Two-Faced 
One uses shreds to obtain victims for rituals and 
to eliminate its opponents.
Attributes: Agility d10, Smarts d8, Spirit d8, 
Strength d10, Vigor d10
Skills: Climbing d6, Fighting d10, Intimidation 
d12, Knowledge (Occult) d12, Notice d8, Stealth 
d8, Swimming d6.
Pace: 8; Parry: 7; Toughness: 9 (2)
Special Abilities:
�� Alertness: +2 to all Notice rolls.
�� Armor +2: Tough skin.
�� Beautiful Pain: Each creature which has re-

ceived at least Shaken status from the Shred must 
make a Spirit roll. If they fail, they become infec-
ted with a curse, forcing them to hurt and mu-
tilate themselves. Whenever they encounter an 
opportunity to in$ict damage on themselves cau-
sing great su%ering, they must make another Spi-
rit roll to avoid it, or else they will deal at least 
one Wound to themselves. A"er one month/Spi-
rit level, the victim must make a #nal Spirit roll – 
a success means that the curse has ended, failure 
that they’ve been transformed into a Shred. 
�� Black Magic: Shreds know the following spells: 

aging, aggression, curse of pain, dis$guration. 
�� Claws: Str + d6.
�� Combat Re"exes: Receives +2 on Spirit rolls 

recover from being Shaken.
�� Fearless: Immune to fear and Tests of Will.
�� Transfer Mutilation: In an action a shred can 

in$ict a Wound on itself, and transfer it to a body 
of a victim unless he or she makes a successful 
Spirit roll at -2. If the victim does pass the roll, the 
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shred keeps its Wound.
�� Unfeeling: Does not su%er from Wound mo-

di#ers.

&2//(&725

!is house-sized monstrosity crawls the battle$eld 
slowly and ungracefully. It moves its massive 
body like a slug, helping from time to time with 
its atrophied legs. On its back you can see a few 
blisters $lled with murky liquid – but it seems 
as if there’s something moving inside them. Its 
huge, grotesque head ends in a mass of tentacles, 
arms and antennae constantly scanning its 
surroundings. Whenever it detects a piece of 
meat, it grabs it and puts it inside its immense 
maw.

Collectors are among the largest monsters 
found on the battle#eld – the smallest are the size 
of large trucks, the largest can be ten times bigger. 
!ey’re very slow, and relatively non-violent – 
which doesn’t mean that they’re harmless. !ese 
beasts were created to devour the bodies of hu-
mans and Horde beings, digest them inside their 
organisms, and transform them into new mon-
strosities. !e blisters on the collectors’ backs 
hatching tanks for such creations – when the col-
lector devours a su&cient amount of raw mate-
rial, the bubble bursts, creating another Horde 
monstrosity.

Usually the collectors devour the dead bodies 
of humans, Horde beasts or animals, but when 
their tentacles #nd a live target, they don’t let it 
go to waste, and try to swallow it. !e ooze cov-
ering its tentacles and inside the monster’s mouth 
paralyzes the victim, which helps the collector to 
swallow and digest them. !e few people who’ve 
managed to escape from the inside of a collector 
claim that the pain caused by this substance is so 
great that next time they’d rather just detonate a 
grenade than #ght for their lives.

Until recently, people didn’t know the purpose 
of collectors. !ey just seemed more of the De-
vourer’s failed creations – big, hulking creatures 
encountered on battle#elds and in areas con-
trolled by the Horde. But when it was learned 

that they create new monsters, the collectors be-
came one of most avidly hunted creatures ever. 
For some years, humans have tried to capture a 
live collector – this has yet to happen. If human-
ity learns how exactly they transform dead tissue 
into the bodies of new beings, it could #ght the 
Horde more e%ectively. Sadly, capturing a mon-
ster weighing hundreds of tons and surrounded 
by herds of other bloodthirsty monsters is not an 
easy task.

Horizon: It’s not hard to guess that collectors 
are found solely on Cor, in regions swarming with 
Horde beasts. Fairly recently, the army discovered 
a major grouping of such creatures on a small ar-
chipelago in the north, far away from any major 
activity. !e islands were instantly bombed, likely 
killing all such monsters. !e senior o&cers still 
wonder why that many collectors were gathered 
in one place. It’s said that they were rare mutants, 
able to breed monstrosities which could survive 
under the sea.
Attributes: Agility d6, Smarts d4[A], Spirit d6, 
Strength d12+20, Vigor d12+4
Skills: Fighting d4, Notice d4, Tracking d6.
Pace: 4; Parry: 4; Toughness: 30 (8)



ɮɱɵ

��������ɮɫś���������

Special Abilities:
�� Armor +8: Rock-hard skin.
�� Claws: Str + d8.
�� Collecting: When collectors devour living be-

ings or dead bodies, they can produce new mon-
sters. As a rule, one human is enough to produce 
one crawler, though if the collector has enough 
food it can produce more dangerous monsters 
(like reavers). Each pound of digested matter 
equals one pound of the spawned beast. Gesta-
tion takes about a day.
�� Fear (-2): Everyone who sees a collector has to 

make a Fear roll with a -2 modi#er. 
�� Gargantuan: Collectors are Huge and su%er 

+4 to all attacks against them.
�� Meatsmeller: +2 to all Tracking, Survival and 

Stealth rolls in the wilderness.
�� Size +12: !ey’re hundreds of feet tall and we-

igh many tons.
�� Swallow Whole: A collector can swallow a 

man-sized opponent: to do so, it must succeed 
at a Fighting roll with a -4 modi#er. A swallo-
wed victim receives a Wound every round. When 
they’re Incapacitated they automatically die – the 
collector’s ooze has melted them completely.

63,.(5
Spikers are a new creation of the 

Horde – using an entirely dif-
ferent tactic than the other 
beasts. !ey attack isolated 

outposts or small patrols in 
small groups, incapacitate 

the opponents and take 
them alive to Hor-
de territory. What 
happens to them 
is one of the my-
steries of Neme-
zis, but it’s possi-
ble that they’re 
used as food or 

incubators for 
the larvae 

of other spikers or some as yet undiscovered 
monsters.
Attributes: Agility d8, Smarts d6 (A), Spirit d4, 
Strength d8, Vigor d10
Skills: Fighting d12, Intimidation d6, Notice d6, 
Stealth d4.
Pace: 10; Parry: 8; Toughness: 9(2)
Special Abilities:
�� Armor +2: Spiky skin
�� Bite: Str+d6
�� Low light vision: Spikers ignore penalties for 

dark and dim light (but not for total darkness).
�� Tongue: Str+d4, Reach 2. A tongue of a spi-

ker is covered by bony hooks, secreting a power-
ful poison. Each victim that’s been Wounded by 
this bite has to make a Vigor roll: a failure me-
ans paralyzing pain. Paralyzed victims are treated 
as if they were Shaken, and they can’t recover for 
1d6 minutes.
�� Quick: Pace d10, rolls d10 instead of d6 as a 

running die.

0(68�=20%,(
Corpses animated by the in$uence of Mesu can 
be encountered not only on Cor, but also on bo-
ard abandoned spaceships. !ey aren’t much dif-
ferent from zombies in other Savage universes.
Attributes: Agility d6, Smarts d4, Spirit d4, 
Strength d6, Vigor d6
Skills: Fighting d6, Intimidation d6, Notice d4, 
Shooting d6
Pace: 4; Parry: 5; Toughness: 13 (7)
Gear: Plasma pistol (15/30/60; Damage: 2d10; 
RoF 1 AP 5, double tap), plasma assault ri$e 
(30/60/120, 2d10, RoF3, AP10, auto, 3pc), light 
infantry armor (+6).
Special Abilities:
�� Claws: Str.
�� Fearless: Zombies are immune to Fear and In-

timidation.
�� Undead: +2 Toughness. +2 to recover from 

being Shaken. Called shots do no extra damage. 
�� Weakness (Head): Shots to a zombie’s head 

are +2 damage, and piercing attacks do normal 
damage.
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A plague on the streets of Ash. Nobody knows 
that cultists are responsible for their appearance 
– everyone blames experiments by In#nity. !is 
creature is one of the new wave of Horde beasts, 
intended to demoralize and terrify people.
Attributes: Agility d8, Smarts d8 (A), Spirit d6, 
Strength d6, Vigor d8
Skills: Climbing d8, Fighting d6, Notice d8, 
Stealth d10.
Pace: 6; Parry: 5; Toughness: 5
Special Abilities:
�� Bite: Str+d6
�� Immunity: Scabs are immune to poison and 

disease.
�� Size -1: Scabs are about as big as a small dog.
�� Infection: Anyone Shaken or Wounded by a 

scab’s attack has to make a Vigor roll. Failure me-
ans infection with a serious disease. An hour a"er 
infection the fever starts; the victim loses con-
sciousness and is treated as Incapacitated (as in 
the Fatigue rules). A victim can make a recovery 
check once per week, and a success means a reco-
very – he starts out Exhausted, and can recover to 
being Fatigued. A day of rest allows him to fully 
recover. Failure on the recovery test means conti-
nued illness, and critical failure – death.

(1(5*<�9$03,5(
!ese energy-draining beasts are probably cre-
ations of Lij. !ey mostly attack spaceships – 
some of the abandoned wrecks dri"ing in space 
are the results of their actions. !ey can also at-
tack terrestrial vehicles – probably, one of them 
caused the greatest railway disaster on Ash: it 
caused the heating and engine to 
fail, causing hundreds of 
people to die.
Attributes: Agility d8, 
Smarts d4(A), Spirit d10, 
Strength d8, Vigor d6
Skills: Notice d6, 
Shooting d6
Pace: 2; Parry: 2; 
Toughness: 5
Special Abilities:

�� Energy Drain: On board a spaceship the vam-
pire instinctively senses all sources of electrical 
energy (including bioelectricity) and feeds on 
them. Everyone on board must make a daily Vi-
gor roll. Failure means that a character receives 
one Fatigue level. !is can cause Incapacitation 
and death.
�� Immunity: Vampires are immune to all pla-

sma weapons and electricity-based damage.
�� Shock: A vampire can transform its own 

bioelectricity into a deadly missile. Its range is 
4/8/16, it deals 3d6 damage with 1 ROF. If a vam-
pire can drain energy from an outside source (a 
reactor or an engine), it can shoot missiles at will. 
If it doesn’t have any external source of energy it 
can shoot one missile per point of Vigor (so 6 on 
average). It can exert itself to create additional 
missiles, but that means one Fatigue level for each 
extra missile.
�� Slither !rough: Vampires are boneless and 

can squeeze into any opening over 1 centime-
ter in diameter. !is ability allows them to move 
through vents or electric installations of a space-
ship.
�� Windswept: Vampires $oat in the upper re-

gions of the atmospheres of terrestrial worlds. 
!ey $y with Pace 6 and Climb -2.

6$%5(�7227+('�
/$1'6+$5.

!ese monstrosities are so called because of the 
#ns on their backs and because they frequently 
attack from the sea – and because they can ap-
parently smell blood like sharks. !is is another 
of the Horde’s cannon fodder beasts, a distant 
relative of the reavers – used as “marine infan-

try” to attack beaches or boats.
Attributes: Agility d6, Smarts d6 (A), 

Spirit d8, Strength d12+4, 
Vigor d12
Skills: Fighting d8, Notice 

d8, Swimming d6.
Pace: 6; Parry: 6; 
Toughness: 5
Special Abilities:
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�� Aquatic: Pace 6.
�� Bite: Str+d10.
�� Claws: Str+d6
�� Bear Hug: If the shark captures the victim 

using Grappling and succeeds with a raise, the 
victim is pinned. !e landshark receives a +2 
bonus to attack rolls, as long as the victim stays 
grabbed. !e only action victims can take is to 
attempt to escape with an opposed Strength roll.
�� Frenzy: Landsharks can coordinate the at-

tacks of their claws and teeth. !ey can make one 
free extra attack per round.
�� Size +2: !ese monsters are above 8 feet tall 

and weigh over half a ton.

087$176�$1'�
&5($7,216�2)�
6&,(1&(

Scientist toyed with the genes of all Earth’s life. 
Here are a few creations that are the works of 
man.

*8/7+$1.
!is monster is the result of military experi-
ments on Cor. !eir name reportedly is inhe-
rited from a gengineer who bred them and fed 
them. Sadly, he fed them with his own body. 
Now, gulthanks have been found hunting on 
Cor… and are also seen on Ash, apparently 
transplanted there by humans. Nobody knows 
why.
Attributes: Agility d10, Smarts d6(A), Spirit d8, 

Strength d12+2, Vigor d10
Skills: Fighting 

d8, Notice 
d6 

Stealth 
d8, Swimming 

d6, 
Pace: 12; Parry: 6; 
Toughness: 15(2)

Special Abilities:
�� Armor +2: Scaly skin
�� Bite: Strength+d6
�� Large: Characters attacking this monster add 

+2 to Fighting and Shooting rolls.
�� Rend: If the gulthank strikes an enemy with 

a raise, it grabs them with its teeth. During the 
following rounds it starts rending their $esh, 
throwing its head around so that its teeth pene-
trate the $esh of the victim. Rending a grabbed 
prey deals 3d6 damage each turn. Freeing your-
self from a gulthank’s maw requires an opposed 
Strength roll.
�� Size +6: Gulthanks are over 10 yards long.

,&(�:250
In#nity created ice worms in secret, so that 
Ashites would start to fear the real monsters of 
Nemezis and mobilize against them. Much like 
the render, they exist to force the Horizon sys-
tem into the hands of the Ancient One. Right 
now they’re terrorizing the icy deserts of Ash. 
While hunters on Bariz have killed smaller 
worms, and they might go on vacations to Ash, 
the icy wasteland is unwelcoming to tanks – and 
the really large worms are hard to hunt without 
heavy weapons.
Attributes: Agility d6, Smarts d6(A), Spirit d10, 
Strength d12+10, Vigor d10
Skills: Fighting d6, Intimidation d10, Notice 
d10, Stealth d10.
Pace: 6; Parry: 5; Toughness: 21(2)
Special Abilities:
�� Arctic Organism: All Vigor rolls involving re-

sistance to cold are made with a +2 modi#er.
�� Armor +4: !ick fur and layers of fat
�� Bite: Strength+d8
�� Burrowing (20”): Ice worms can disappear 

underground and emerge within 20” of the en-
trance during their next action..
�� Hardy: A second Shaken result does not cau-

se Wound.
�� Gargantuan: Characters attacking the mon-

ster add +4 to Fighting and Shooting rolls. When 
crushing a victim, it deals d12+20 damage, and 
the attack is treated as a Heavy Weapon.
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�� Size +10: Ice worms are over 50 feet long and 
10 feet in diameter.

6+$53+251

!ese creatures are herbivorous reptiles, bred 
for the rich nobles of Bariz – reportedly using 
the DNA of dinosaurs. While they’re supposed 
to provide food for the feudal subjects of the 
noble families, some of them have been set free 
to roam the large plains of Bariz. !ese days, 
nobles hunt them, just as ages ago people hun-
ted bison or bu%alo, since their meat is very ta-
sty and nutritious – but the claws and horns of 
these carnivores can cut $esh like butter.
Attributes: Agility d6, Smarts d4(A), Spirit d6, 
Strength d8, Vigor d8
Skills: Fighting d6, Intimidation d8, Notice d6.
Pace: 6; Parry: 5; Toughness: 6
Special Abilities:
�� Berserk: When a Sharphorn is Shaken, it can 

become enraged. An enraged Sharphorn receives 
a +2 to Fighting and Stength rolls, and its Tough-
ness rises by 2 points, while its Parry decreases by 
2. It ignores all Wound penalties while enrages.
�� Charge: If the creature runs at least 6” in a 

turn, it charges, adding +4 to the damage dealt.
�� Claws and Horns: Str+d4

5(1'(5
Even though it looks like a spawn of the Horde, 
this is actually a creation of human hands. In#-
nity created renders, and then let them loose on 
Cor and Bariz to ful#ll the plans of the Ancient 
One – and mobilize humans to #ght Nemezis. 
It’s not yet known whether this plan will succe-
ed, but the attacks on small military or hunting 
parties have been noticed. Interestingly, In#ni-
ty refers to them as an answer to the Devourer’s 
bioweapons.
Attributes: Agility d6, Smarts d8, Spirit d8, 
Strength d12+6, Vigor d10
Skills: Fighting d6, Intimidation d8, Notice d6, 
Stealth d6.
Pace: 10; Parry: 5; Toughness: 6
Special Abilities:

�� Fangs and claws: Str+d8
�� Quick: Pace d10, rolls d10 instead of d6 as a 

running die.
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�� Large: Characters attacking the monster add 
+2 to Fighting and Shooting rolls.
�� Size +7: Renders weigh over 3 tons.

6&253,*(5

Imagine a tiger a"er a 
visit to some horrible 
dentist. Now, chan-
ge its fur into chi-
tinous armor. And 
#nally throw in a 
long tail ending in a po-
isonous spike. Hard to imagine? A p -
parently not for In#nity’s gengine-
ers, who bred such a creature. 
Reportedly scorpigers were 
supposed to protect the re-
search labs on Cor and Ash, 
and they escaped only ac-
cidentally. Currently, they-
’re one of the favorite ani-
mals for the impressionable rich 
to hunt, and the scourge of soldiers. !ere’s an 
upside – herds of scorpigers attack and eat be-
asts of the Horde.
Attributes: Agility d10, Smarts d6 (A), Spirit d8, 
Strength d8, Vigor d8
Skills: Fighting d8, Intimidation d6, Notice d8, 
Stealth d10.
Pace: 6; Parry: 6; Toughness: 8(2)
Special Abilities:
�� Armor +2: Hard skin
�� Bite: Str+d8, AP1
�� Fear: Scorpigers are nightmares 

incarnate. Everyone who sees 
one for the #rst time should 
make a Fear check.
�� Paralysis: Each victim 

Shaken or Wounded by a 
scorpiger’s tail must make 
a Vigor roll: a failure me-
ans a Wound, success – 
only a level of Fatigue.
�� Tail: Str+d4, paralysis.

7+(�81868$/�
6863(&76
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Below are some examples of NPCs – people the 

heroes can encounter during their many 
adventures in the Horizon system. !e 

characters below have been created 
based on the stats of Cor humans. 

If your games are set on a speci#c 
world or one where genetic mo-
di#cations are an important ele-
ment, modify their racial traits.

* means an Edge, Hindrance, 
power or ability from this book.

&,7<�6/,&.(56
 Boss
Maybe his family isn’t the 

most powerful in the city, but every-
one started out small, right? An average mob boss 
is not only an experienced #ghter and skilled tacti-
cian, but also a good businessman. !ey take care 
about family matters thanks to their instinct, street 
smarts and people skills, rather than formal educa-
tion – a single look and a couple of minutes of co-
nversation, and they know whether a man is to be 
trusted or should receive a pair of concrete shoes.
Attributes: Agility d6, Smarts d10, Spirit d8, 
Strength d6, Vigor d6
Skills: Driving d6, Fighting d8, Gambling d10, 
Intimidation d10, Investigation d6, Notice d10, 

Persuasion d10, Shooting d8, Stealth d6, 
Streetwise d10,Taunt d10, !rowing d6

Charisma: +2; Pace: 6; Parry: 6; 
Toughness: 5

Hindrances: Vengeful, Cautious
Edges: Command! Hold the line!, 

Inspire, Charismatic, Connections, 
Combat Re$exes.

Gear: Katana (St+d6+2, AP2), plasma pistol 
(15/30/60; Damage: 2d10; RoF 1 AP 5, double 
tap), standard force #eld, jack.
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Hobo
Standard issue homeless from the streets of Ash. 
Dirty, smelling of unwashed bodies and che-
ap booze, they hide in ruined and abandoned 
dwellings. You can o"en meet them on streets, 
begging for change or food. Some of them are 
actually former veterans, remembering a couple 
of tricks from their glory days – and these are 
sometimes hired by various gangs.
Attributes: Agility d6, Smarts d6, Spirit d4, 
Strength d6, Vigor d6
Skills: Fighting d6, Intimidation d4, Notice d6, 
Shooting d4, Stealth d4, Survival d6.
Charisma: -2; Pace: 6; Parry: 5; Toughness: 5
Hindrances: Mean, Dirt Poor
Edges: -
Gear: Brass knuckles (St+d4), switchblade 
(St+d4, -2 to Notice when folded).

 Lieutenant
If you manage to rise above the average 

Syndicate troops, you have to be someone spe-
cial. Smart, aware, and ruthless, the lieutenant 
sees enemies – but also opportunities – every-
where. He’s loyal to his boss, but he well knows 
that at the #rst failure the don will get rid of 
him, and that’s why he constantly tries to incre-
ase the size of his troops – or assume a boss’ 
position.
Attributes: Agility d8, Smarts d8, Spirit d6, 
Strength d8, Vigor d6
Skills: Driving d6, Fighting d8, 
Gambling d6, Intimidation d8, 
Notice d6+2, Persuasion d6, 
Shooting d8, Stealth d6, Taunt 
d6, !rowing d6.
Charisma: +2; Pace: 6; 
Parry: 5; Toughness: 5
Hindrances: Vengeful, 
Arrogant,
Edges: Command, Hold 
the line!, Alertness, Combat 
Re$exes, Martial Artist.
Gear: Dagger (St+d4), plasma 
pistol (15/30/60; Damage: 
2d10; RoF 1 AP 5, double tap), 
standard force #eld, jack.

Street Thug
Some people don’t have much 
choice – they might dream of be-
coming VR stars, politicians, or 
respected citizens, but deep down 
inside they know that they’re go-
ing to live their lives at the bot-
tom. !is guy is one such per-
son. Uneducated, taught from 
an early age that might makes 
right. Give him some Eagles, po-
int him at the target, and he will t e -
ach them this truth.
Attributes: Agility d6, Smarts d6, Spirit d4, 
Strength d6, Vigor d6
Skills: Fighting d8, Gambling d4, Intimidation 
d6, Shooting d4.
Charisma: -1; Pace: 6; Parry: 5; Toughness: 5
Hindrances: Habit (Major, addiction to alcohol, 
drugs or VR), Poor.
Edges: Combat Re$exes
Gear: Switchblade (St+d4, -2 to Notice when 
folded), 9mm pistol (12/24/48, 2d6, RoF1, AP1, 
double tap), jack.

Syndicate Killer
Young, skilled, ambitious – but he has more 
chance of dying horribly than climbing to the 
top. Every Syndicate gun dreams about clim-
bing up: to be a bodyguard to a boss, or the le-
ader of his own cell. But very few of them ma-
nage to become even a lieutenant. Mostly, they 
are shot by their enemies, arrested by the cops 
(sometimes being sold out by their fellow gang-
sters), or end up in the morgue a"er a failed at-
tempt to implant some kind of illegal device or 
experimental military nano. But this is one tha-
t’s still alive, and about to cross paths with Play-
er Characters – but the latter can probably rec-

tify the former.
Attributes: Agility d6, Smarts d4, 

Spirit d6, Strength d6, Vigor d8
Skills: Driving d4, Fighting 

d8, Intimidation d6, Notice 
d4, Shooting d8, Stealth 
d4, Taunt d4, !rowing d4.

Charisma: 0; Pace: 6; 
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Parry: 6; Toughness: 5
Hindrances: Overcon#dent, Loyal.
Edges: Combat Re$exes, Martial Artist.
Gear: Dagger (St+d4), plasma pistol (15/30/60; 
Damage: 2d10; RoF 1 AP 5, double tap), 
standard force #eld,  jack.

)5((/$1&(56
 Independent Psionicist
In the Horizon system, psionicists are-

n’t under any compulsion to join a psy-
chic trust, but free psionicists aren’t welcome, 
especially to rulers afraid of independent, un-
controllable psis. And there’s a good reason for 
that – the untamed psis o"en use their powers 
to control the minds of others. Sometimes they 
work for themselves, sometimes for the Syndi-
cate, or (surreptiously, of course) corporations 
or noble families.

!is character is treated like Seasoned char-
acter for the purposes of determining his psion-
ic abilities. !e powers described below are the 
ones he uses most o"en – this character can use 
all basic and warrior powers.
Attributes: Agility d8, Smarts d8, Spirit d8, 
Strength d6, Vigor d6
Skills: Driving d6, Fighting d10, Intimidation 
d6, Investigation d6, Notice d6, Persuasion 
d6, Psionics d8, Streetwise d6, Shooting 
d6.
Charisma: 0; Pace: 6; Parry: 7; 
Toughness: 5
Hindrances: Cautious, Greedy (minor).
Edges: Arcane Background: Psionics*, 
Psionic School: Psychic Swordmaster
Powers: boost/lower trait, de"ection, dispel, 
detect/conceal arcana, smite, telekinesis,
Gear: Plasma pistol (15/30/60; Damage: 
2d10; RoF 1 AP 5, double tap), standard 
force #eld, jack, stress controller.
Power points: 15

 Independent Merchant
A modern entrepreneur has to be bra-
ve, resourceful, and ruthless. !e com-

petition does not sleep – and if you drop 
your guard for a moment, your own enterprise 
can turn into a pile of ashes. !is kind of inde-
pendent merchant is in equal parts a business-
man, a smuggler, a pilot and a braggart. You can 
use him as a potential employer looking for a 
group of people to do some suspicious work in 
his name – for instance eliminating a compe-
titor.
Attributes: Agility d8, Smarts d10, Spirit d6, 
Strength d4, Vigor d4
Skills: Driving d6, Fighting d4, Gambling d10, 
Intimidation d4+2, Investigation d4, Notice 
d4, Persuasion d10+2, Piloting d8, Repair d6, 
Shooting d6, Streetwise d4, Taunt d6+2.
Charisma: +2; Pace: 6; Parry: 4; Toughness: 
6(2)
Hindrances: Paci#st (minor)
Edges: Rich, Connections, Independent 
Merchant*, Starship*.
Gear: Paralyzer (3d6, requires reloading – 1 
action), plasma pistol (15/30/60; Damage: 2d10; 

RoF 1 AP 5, double tap), $ight suit 
(+2), standard force #eld, jack, social 
prompter, voice modulator.

Pirate
!is is not an ancient sailor #gh-
ting for freedom and justice, attac-
king the sea ships of corrupt na-
val powers. No, this is just one of 
the brutal, primitive thugs who 

somehow gained control over 
an old starship and now make 
a living robbing ships as they 
exiting hyperspace. !ere’s no-

thing romantic about these pi-
rates – they’re criminals, robbing 
travelers of any valuables, and 
then damaging the hull of their 
ship and leaving them to certain 
death.
Attributes: Agility d6, Smarts d4, 
Spirit d6, Strength d6, Vigor d6
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Skills: Fighting d6, Gambling d6, Intimidation 
d6, Piloting d6, Repair d6, Shooting d6.
Charisma: -2; Pace: 6; Parry: 5; Toughness: 
7(2)
Hindrances: Greedy, Bloodthirsty, Vengeful.
Edges: Starship (at least one of the crew)
Gear: Switchblade (St+d4, -2 to Notice when 
folded), plasma pistol (15/30/60; Damage: 
2d10; RoF 1 AP 5, double tap), $ight suit (+2), 
standard force #eld, jack.

 Noble
A small mansion, half of a thousand 

slaves working for his pleasure, a golden 
signet ring, fancy clothes and an unwavering 
conviction in his own superiority – in the ima-
ginations of many an inhabitant of the Hori-
zon system, this is an average noble. In reality, 
he is more likely to be a well educated, reaso-
nable man, who does indeed have a small for-
tune – but not necessarily thanks to back-bre-
aking slave labor by his miners. He might have 
some problems with the neighbors, though, 
and that’s why he’s willing to hire inconspicu-
ous agents for a delicate mission.
Attributes: Agility d6, Smarts d8, Spirit d6, 
Strength d4, Vigor d4
Skills: Driving d6, Fighting d6, Gambling 
d4, Healing d4, Investigation d6, Knowledge 
(science) d6, Notice d4, Persuasion d8, Piloting 
d6, Riding d4, Shooting d4, Streetwise d6, Taunt 
d6.
Charisma: +2; Pace: 6; Parry: 6; 
Toughness: 4
Hindrances: Paci#st (minor)
Edges: Noble, Filthy Rich, 
Connections.
Gear: Rapier (Si+d4, +1 
to Parry), plasma pistol 
(15/30/60; Damage: 2d10; 
RoF 1 AP 5, double tap), 
miniaturized force #eld, jack, 
independent advisory system.

 Valari Assassin
Artists in the art of silent 

killing. !ey’re not just tra-

ined in combat – they have received training in 
a wide variety of skills and are able to in#ltra-
te any community, impersonating one of their 
members. You could #nd one at a noble masqu-
erade, or in a pirate crew or even a group of De-
vourer cultists.
Attributes: Agility d10, Smarts d10, Spirit d10, 
Strength d6, Vigor d6
Skills: Climbing d8, Driving d8, Fighting 

d10, Intimidation d6, Investigation d6, 
Lockpicking d10, Notice d10, Pilot d8, 
Persuasion d6, Riding d6, Shooting d10, 
Stealth d12, Streetwise d8, Survival d4, 
Swimming d6, !rowing d6, Tracking d8.
Charisma: +2; Pace: 8; Parry: 7; 
Toughness: 11 (6)

Hindrances: Arrogant
Edges: Ambidextrous, Acrobat, 
Charismatic, Combat Re$exes, Dodge, 

Level Headed, Martial Artist, Mighty Blow, 
No Mercy, Quick, Two-#sted.
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Gear: Dagger (St+d4), 9mm pistol (12/24/48, 
2d6, RoF1, AP1, double tap), .50 ri$e 
(45/90/180, 2d10, RoF1, AP2, snap#re penalty, 
increased range**), assassin’s armor (+6, +2 
to Stealth and Climb, Pace +2), standard force 
#eld, jack, stress controller, syntheskin.

)25�32:(5�$1�021(<
Corporate Agent
In#nity needs people like these. Well-educated, 
well-trained and well-equipped, with a couple 
of very useful implants, they’re able to achieve 
a lot without any support. !e corporation do-
esn’t keep them on a short leash, and so a lot of 
them co-operate with the Syndicate or the noble 
families on Bariz.
Attributes: Agility d8, Smarts d8, Spirit d8, 
Strength d6, Vigor d6
Skills: Climbing d6, Driving d6, Fighting d6, 
Intimidation d6, Investigation d8, Lockpicking 
d6, Notice d8+2, Piloting d6, Persuasion 
d6, Shooting d8, Stealth d6, Streetwise d6, 
Swimming d4.
Charisma: +2; Pace: 6; Parry: 5; Toughness: 5
Hindrances: Overcon#dent
Edges: Alertness, Charismatic, Combat re$exes, 
Danger Sense.
Gear: Plasma pistol (15/30/60; Damage: 2d10; 
RoF 1 AP 5, double tap), standard force #eld, 
jack, stress controller.

Corporate Security
An ex-grunt clever enough to quit the army at 
the right time to #nd himself a safer, surer and 
better paid job. He knows that he’s never going 
to fully recover his #tness a"er his service on 
Cor, but he has no need to do so: currently his 
only problems are desperate ex-workers wan-
ting to break into the corporate buildings.
Attributes: Agility d6, Smarts d4, Spirit d6, 
Strength d6, Vigor d6
Skills: Driving d6, Fighting d6, Gambling d4, 
Intimidation d6, Notice d6+2, Shooting d6, 
Taunt d4.
Charisma: 0; Pace: 6; Parry: 6; Toughness: 9(4)
Hindrances: Varies (typical ones are Greedy, 

Loyal, Cautious, Stubborn, Coward)
Edges: Alertness
Gear: Baton (St+d4), paralyzer (3d6, 1 action to 
reload), plasma pistol (15/30/60; Damage: 2d10; 
RoF 1 AP 5, double tap), scout armor (+4), 
standard force #eld, jack,  cu(inks, short range 
communicator (corporate frequencies).

 Blue
Blues are the real elite among the agents 

of In#nity, versatile people able to handle 
any complicated task. !eir loyalty is reportedly 
derived not only from massive compensation 
and training (including VR sessions enhancing 
their connections to the corp) but also a cortex 
bomb implanted in all Blues, detonated whene-
ver the agent betrays his employer.
Attributes: Agility d8, Smarts d10, Spirit d8, 
Strength d6, Vigor d8
Skills: Climbing d6, Driving d8, Fighting d8, 
Gambling d6, Healing d6, Intimidation d8, 
Investigation d8, Knowledge (computers) d6, 
Knowledge (tactics) d8, Lockpicking d8, Notice 
d10+2, Piloting d8, Repair d6, Persuasion d6, 
Shooting d10, Stealth d8, Streetwise d8, Survival 
d6, Swimming d6, !rowing d6.
Charisma: +2; Pace: 6; Parry: 6; Toughness: 6
Hindrances: Loyal (In#nity).
Edges: Agent*, Alertness, Combat Re$exes, 
Dodge, Rich.
Gear: Plasma pistol (15/30/60; Damage: 2d10; 
RoF 1 AP 5, double tap), standard force #eld, 
jack, social prompter, stress controller.

72�3527(&7�$1'�
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Beat Cop
Beat cops can either be dumb, bribable and 
open to persuasion by the criminal elements – 
or really smart guys who care about their com-
munity and want to clean up the streets. !ese 
good cops add Smarts d6, Persuasion d6, and 
Notice d8.
Attributes: Agility d6, Smarts d4, Spirit d6, 
Strength d6, Vigor d6



ɮɲɴ

�������������	�������������������

Skills: Driving d8, Fighting d6, Gambling d4, 
Intimidation d4, Investigation d4, Notice d4, 
Persuasion d4, Shooting d6, Streetwise d6,
Charisma: +0; Pace: 5; Parry: 4; Toughness: 7 
(2)
Hindrances: Greedy or Vow (protect and serve, 
minor)
Gear: Baton (St+d4), protective suit (+2), 9mm 
pistol (12/24/48, 2d6, RoF1, AP1, double tap), 
standard force #eld, jack,  cu(inks, short range 
communicator (police frequencies).

 Veteran Cop
!e veteran cop has been served for se-

veral years. He knows who has real power 
in the city, who has whom in their pocket, whe-
re can you meet good people for the right task 
– and when to leave your badge in the drawer. 
He has a lot of friends who’d really be interested 
if he disappeared – and that’s the reason why 
the Syndicate hasn’t eliminated him. He can be 
a valuable companion for the PCs – or a pain 
in the ass.
Attributes: Agility d6, Smarts d10, Spirit d8, 
Strength d6, Vigor d6
Skills: Driving d6, Fighting d6, Gambling d8, 
Intimidation d6, Investigation d10, Notice 
d10+2, Persuasion d8, Piloting d4, Shooting d6, 
Stealth d4, Streetwise d8, Taunt d6.
Charisma: +2; Pace: 6; Parry: 6; Toughness: 5
Hindrances: Heroic, Vow (protect and serve, 
minor)
Edges: Alertness, Charismatic, Combat 
Re$exes, Connections.
Gear: Switchblade (St+d4, -2 to Notice when 
folded), 9mm pistol (12/24/48, 2d6, RoF1, AP1, 
double tap), standard force #eld, jack, cu(inks, 
short range communicator (police frequencies).

SWAT
!e cops have to have some of these: special 
weapons squads, anti-terrorist units, stormtro-
opers. !ese are essentially soldiers working in 
the police force, dealing with the worst crimes 
in any metropolis: cybernetic crackpots, religio-
us fanatics. !ey’re consummate professionals – 
usually well-paid and well-equipped. !ey can 

be ideal support for the characters or their ene-
mies – depending on where the PCs stand.
Attributes: Agility d6, Smarts d10, Spirit d8, 
Strength d6, Vigor d6
Skills: Climbing d6, Driving d6, Fighting 
d10, Healing d4, Intimidation d6, Knowledge 
(tactics) d6, Notice d8, Piloting d4, Shooting 
d10, Stealth d6, Swimming d4, !rowing d6.
Charisma: 0; Pace: 6; Parry: 7; Toughness: 15 (8)
Hindrances: Loyal.
Edges: Brawny, Combat Re$exes, Martial Artist, 
Quick.
Gear: Plasma pistol (15/30/60; Damage: 2d10; 
RoF 1 AP 5, double tap), plasma assault ri$e 
(30/60/120, 2d10, RoF3, AP10, auto, 3pc), 
plasma grenade (5/10/20, 3d10, AP 10, MBT), 
light tactical armor (+8), standard force #eld, 
jack, stress controller, cu(inks, medium range 
communicator (police frequencies).

,1�7+(�)25&(6
 Officer
Twelve years in school, eighteen mon-

ths of boot camp, another #ve years in the 
academy… and now he’s being sent to some go-
d-forsaken hell-hole, commanding a band of 
primitive thugs on an “extremely important” 
mission, which will have no importance in the 
war anyway. Many o&cers on Cor feel this way 
– as if someone pulled a fast one on them, and 
ended their careers. In fact, most of them are 
going to get killed, but those few who manage 
to survive have the potential to become the best 
commanders in the Galaxy.
Attributes: Agility d6, Smarts d8, Spirit d8, 
Strength d6, Vigor d6
Skills: Driving d6, Fighting d6, Intimidation d6, 
Knowledge (Battle) d6+2, Notice d6, Persuasion 
d6, Piloting d4, Shooting d8+2, Stealth d6, 
Swimming d4, Taunt d6, !rowing d4.
Charisma: +2; Pace: 6; Parry: 5; Toughness: 5
Hindrances: Arrogant.
Edges: Charismatic, Command, Hold the line!, 
Inspire.
Gear: Plasma pistol (15/30/60; Damage: 2d10; 
RoF 1 AP 5, double tap), plasma assault ri$e 
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(30/60/120, 2d10, RoF3, AP10, auto, 3pc), 
plasma grenade (5/10/20, 3d10, AP 10, MBT), 
military force #eld, jack, battle#eld analyzer, 
cybernetic eye, targeting mod, MREs for seven 
days.

Veteran
He’s seen more dead bodies than the Syndi-
cate executioners. He’s been murdering Hor-
de spawn for months, dreaming about the day 
when the high command will decide to press the 
button and burn everything in purifying, nucle-
ar #re. Sadly, nothing suggests that the army is 
going to save Cor, so the vet is doing what he’s 
best at: complaining at everything, from the ra-
tions and to the newcomers. Each veteran has 
one additional skill at d6: either Piloting, Repa-
ir, Tracking or Knowledge (tactics).
Attributes: Agility d6, Smarts d6, Spirit d8, 
Strength d6, Vigor d6
Skills: Climbing d4, Driving d6, 
Fighting d8, Gambling d6, Healing d4, 
Intimidation d6, Notice d8, Shooting 
d10, Stealth d8, Survival 
d6, Swimming d4, 
!rowing d6.
Charisma: 0; Pace: 6; 
Parry: 6; Toughness: 11 (6)
Hindrances: Stubborn, Vow 
(minor, based either on military or 
personal believes – like Kill the 
Horde or Get home alive or just 
be a loyal soldier)
Edges: Brawny, Combat Re$exes, 
Martial Artist, Right Between the Eyes*.
Gear: Plasma handcannon (10/20/40; 
Damage: 5d8; RoF 1 AP 15), plasma 
assault ri$e (30/60/120, 2d10, RoF3, 
AP10, auto, 3pc), plasma grenade 
(5/10/20, 3d10, AP 10, MBT), light infantry 
armor (+6), military force #eld, jack, stress 
controller, MREs for 7 days..

Trooper
An average private who’s spent a few weeks in 
the Corite army knows more about war than 
many veterans from another star system. Just 

basic training is enough for him to be placed on 
the battle#eld without the risk that he’s going to 
escape being paralyzed by fear. !e soldiers of 
Cor are heroes, ready to #ght and die for the-
ir homeland – and for decent wages, of course.
Attributes: Agility d6, Smarts d4, Spirit d6, 
Strength d6, Vigor d6
Skills: Climbing d4, Fighting d6, Healing d4, 
Intimidation d6, Notice d8, Shooting d6, Stealth 
d6, Survival d4, Swimming d4, !rowing d4.
Charisma: 0; Pace: 6; Parry: 5; Toughness: 11 
(6)
Edges: Combat Re$exes, Martial Artist.
Gear: Plasma pistol (15/30/60; Damage: 2d10; 
RoF 1 AP 5, double tap), plasma assault ri$e 
(30/60/120, 2d10, RoF3, AP10, auto, 3pc), 
plasma grenade (5/10/20, 3d10, AP 10, MBT), 
light infantry armor (+6), military force #eld, 
jack, MREs for 7 days.

(1(0,(6�2)�
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Cultist
He can be anyone, a cop, a famo-
us journalist, a homeless bum, 

a businesswoman or a corporate 
agent. But what separates him from 

ordinary people is the fact that he’s 
seen the power of evil, the full hor-

ror of the dark gods, and lost all 
hope. !e decision to join forces 
with the greatest threat to man-

kind was the hardest in his life – but 
it was the only possible choice. Unless so-
mething shows him that there’s still a chan-

ce for the survival of the human race…
Attributes: Agility d4, Smarts d4, Spirit d6, 
Strength d4, Vigor d4
Skills: Driving d4, Fighting d4 , Investigation 
d4, Knowledge (occult) d6, Notice d4, 
Persuasion d4, Shooting d4, Spellcasting d4, 
Stealth d4, Streetwise d6,
Charisma: -2; Pace: 6; Parry: 4; Toughness: 4
Hindrances: Loyal, Traitor
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Edges: Cultist*
Powers: Curse of pain, Curse of vermin.
Gear: Dagger (St+d4), plasma pistol (15/30/60; 
Damage: 2d10; RoF 1 AP 5, double tap), 
standard force #eld, jack.

 High Priest
He isn’t afraid of the lies of politicians 

and generals. He knows the full power of 
the black magic of the dark gods, and that hu-
man technology is as nothing compared to it. 
Soon, the new order will come, an age of dark-
ness, when the Devourer will swallow the last 
star and the Milky Way will be extinguished. 
When that time comes, he’ll be on the winning 
side, and his masters have already bestowed 
many wonderful gi"s upon him.

Attributes: Agility d6, Smarts d8, Spirit d10, 
Strength d4, Vigor d6
Skills: Driving d4, Fighting d8, Healing d4, 
Intimidation d6, Investigation d6, Knowledge 
(occult) d10, Notice d6, Persuasion d6, Shooting 
d6, Spellcasting d10, Stealth d6, Streetwise d6,
Charisma: +2; Pace: 6; Parry: 6; Toughness: 5
Hindrances: Stubborn, Traitor
Edges: Charismatic, Cultist*
Powers: Aging*, curse of fear*, Curse of pain*, 
dis$guration*, summoning*

Gear: Dagger (St+d4), plasma pistol (15/30/60; 
Damage: 2d10; RoF 1 AP 5, double tap), 
standard energy shield (110 P/A 1/1, power 
100), jack, two standard batteries.
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The Horizon system is a setting ready for 
thousands of adventures. To fan the $a-
mes of the GM’s imagination, here is a 
random adventure generator.

To create an adventure, draw #ve cards, which 
will create the adventure outline. !e suits of the 
cards will determine the setting, scenery, identity 
of the main opponent, and the reward the team 
can expect. !e values will determine the kind 
of threat, the beginning, development, plot twist 
and #nale.

Place the cards in a row. Check the suits #rst, 
to create the background of the story. !en, check 
the values of cards to create an outline of the sce-
nario, from the introduction of the characters to 
the denouement. Remember that the joker has no 
value or suit - draw an extra card to determine 
these, depending on how you want to use the jo-
ker.
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!e #rst card describes in which part of the sys-
tem the adventure is set. You can ignore this re-
sult if your campaign focuses on a single planet 
of the system, and you dont want to force the 
team to travel.
�� ʊ: Ash. !e adventure will be set on the slow-

ly freezing Ash, among agents of In#nity, Inc. and 
brutal Syndicate thugs.
�� ʌ: Bariz. !e action will be on Bariz with its 

$ying cities, unspoiled nature and decadent nobles.

�� ʍ: Cor. !e heroes will wade through the 
steamy, monster-haunted jungles of Cor.
�� ʋ: Space. !e adventure will take place in 

space in the Horizon system - on a space station, 
in a lunar mine, on a space cruiser or in the as-
teroid belt.
�� Joker: Beyond Horizon. !is time the char-

acters will leave the Horizon system and travel 
among the stars!

6(&21'�68,7��
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!e second card narrows down the exact place 
of the scenario. !is might be the #rst informa-
tion youll give your players. !e adventure will 
start with a sentence like „Your ship just landed 
in port,” „You’re sitting in a smoke-#lled nightc-
lub in a seedy district,” or „You’re cutting thro-
ugh the jungle.”
�� ʊ: Good District. !e adventure is set in one 

of Horizon’s metropolises  and the PCs are going 
to see the pretty side of it. Ash will welcome them 
with the luxury apartments of In#nity directors 
orthe luxurious villas of Syndicate bosses. !ey’ll 
visit the exclusive restaurants, art galleries or $y-
ing cities of Barizian nobles, or the headquarters 
of the high command in the old resorts of Cor. 
!ey might even #nd themselves on board a lux-
ury liner. !is is the perfect setting for intrigues, 
crime dramas or tales of vengeance where clev-
erness and a silver tongue matter far more than 
Shooting and Survival skills.
�� ʌ: Slums. !e big cities of Horizon have a 

darker side: alleys avoided by honest citizens, 
seedy dives, dirty, run down factories or devas-
tated ruins where the lower classes try to survive 
in horrible conditions. Ash will terrify the team 
with cold, poverty and constant threat from ban-
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dits. Among the slums of Bariz they’ll see the suf-
fering caused by the corrupt nobles. In camps of 
Cor they’ll going to get hazed by veteran troopers, 
while in a smoke-#lled miners’ bar on the moon 
of Dys they’ll learn what really bad beer tastes 
like. !is is a good setting for stories about de-
fending the weak, or hunting a dangerous Horde 
beast - but it’s also a good opportunity for an in-
vestigation.
�� ʍ: Settlement. !e adventure will take place 

in an isolated community, far away from any ma-
jor towns. Such a settlement can be a railway sta-
tion or a camp in the freezing ruins of Ash, a no-
ble’s manor on the surface of Bariz, a guard post 
or research station in the jungles of Cor, or any 
kind of space station. !e most obvious adven-
tures will tell stories about the grim secrets of the 
community and the depraved habits of its inhab-
itants - but such a settlement can also be the goal 
of a journey, a place to defend or at least evacuate.
�� ʋ: Wilderness. Here, the player charac-

ters will face savage, untamed nature. On Ash, 
the team will have to deal with the deadly cold, 
biting the $esh and cutting to the bone. 
While idyllic landscapes of Bariz might 
look picturesque from a $ying city, 
you are still cut o% from civiliza-
tion when you crash out there. 
Trying to survive in Cor’s jun-
gles is certain death, while as-
teroid belts, the surfaces of 
moons, or starship cemetaries 
are just waiting for fools who 
will jump into a spacesuit and 
brave the void. A typical scenar-
io set in such place will be about 
the exploration of the unknown, 
but many adventures can also be 
built around a trek through dan-
gerous wastelands, a chase or a 
search for missing people, technol-
ogy or information.
�� Joker: Cut O#. !is adventure sees 

the team isolated in a small, claus-
trophobic space. !e heroes can be 
stuck in a small repair station 
during a terrible snow storm on 

Ash, the secluded residence of an eccentric aris-
tocrat from Bariz, or a small research station on 
Cor, attacked by waves of Horde beasts. And 
when they’re trapped on a damaged spaceship, 
where life-support systems will break down in a 
few hours, they’ll remember that in space no one 
will hear you scream. !is is a perfect setting for 
horror, or at least a murder mystery.

7+,5'�68,7��
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!e suit of this card will determine the identi-
ty of the main opponent. Sometimes the entire 
adventure will be about a constant struggle with 
his vile intrigue. At other times, she will appear 
only at the very end, for the heroes to #ght her 
evil. In any case, determining the identity of the 
opponent is the #rst task the heroes will face.
�� ʊ: Brute. Such a villain is a very direct threat: 

you need to defeat him in combat. !is could be 
a Horde beast haunting the area, which the PCs 
need to blast with their plasma weapons, or a 

powerful guardian patrolling the ruins the 
heroes need to explore. A brute could be 

a tattooed Syndicate boss, a nimble 
fencing champion, a heavily ar-

mored mercenary captain, an in-
sane cyborg  or a powerful space 
cruiser. She could be even a tele-
path, using her powers to boost 
her combat skills. !e basic 
con$ict isabout  locating the en-

emy and defeating him, or per-
haps $eeing.
�� ʌ: Schemer. !is enemy 

wants to trick the heroes, rather 
than massacre them. He or she 

makes complex plans intended 
to give them power, money, suc-
cess, or vengeance. !is might 
encompass a seductive manag-
er trying to manipulate an en-
tire branch of a corporation, 
a sneaky serial killer, a gang 
leader, an ambitious, sneaky 
and impoverished noble heir-
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ess, or the leader of a mysterious cult 
of dark gods. O"en, the schemer’s 
identity is unknown, and some-
times the team treats him like an 
ally. Psionicists are o"en found 
in this category, when they’re 
using their strange powers to 
meddle in their victims’ minds, 
change their memories and 
force them to commit deeds 
against their nature. To 
defeat the schemer, 
you need to decipher 
their plots #rst.
�� ʍ: Mogul. 

Here, the problem 
is not discovering 
the identity of the 
villain, but con-
fronting him. !e 
mogul’s strength is 
his immense wealth: he 
surrounds himself with faithful 
bodyguards ready to lay down their 
lives for him, she might hide herself in the pent-
house apartment of a forti#ed skyscraper, or on 
the deck of a private star frigate. A mogul has the 
most advanced toys, an entire foundation of tele-
paths, and an army of lawyers ready to take any 
case to court. A mogul can be a corrupt Barizian 
baron, a heartless corporate agent getting rich on 
human su%ering, the leader of a Syndicate clan, a 
sadistic Colonel and so on. If he or she has access 
to black magic, she can use it to control servants: 
an army of enslaved agents or Horde beasts. At 
the #rst sight the mogul seems untouchable; 
to defeat him, you need to cut him o% from his 
seemingly in#nite wealth.
�� ʋ: Group/None. Life isn’t always simple, and 

not every adventure is about a con$ict with a sin-
gle villain. Sometimes the problems of the PCs 
will be the e%ect of many people interacting with 
each other and with them: a group of conspira-
tors, a local community secretly worshipping the 
dark gods, or a group which is completely clue-
less about the e%ects of their activities. Examples 
might be scientists investigating an ancient arti-

fact which brings madness, or a gang of spoiled 
youths unaware that their ritual is in fact a 

monster-summoning spell. Sometimes the 
heroes will have to face the environment 

itself: save people who have su%ered in 
a natural disaster, cross the Horde-in-
fested jungle to deliver a message, or 

evacuate a mining station before 
it’s hit by a giant meteor.
�� Joker: Dark Gods. !e evil 

deities are constantly present, 
and their vile, complex in-
trigues are like webs, en-
tangling the entire Hori-
zon system. !is time the 
heroes will face the agents 
of one of the Enemy, and 
will have a chance to 

thwart the plans of the in-
comprehensible enemies of 
mankind. Remember that a 

single team will never be able 
to defeat a god, but it can stop one of the 

dark power’s many plans.

)2857+�68,7��
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O"en the central problem of the adventure is 
related to the motivation of the main oppo-
nent: the heroes have to stop the villain from 
completing his nefarious plans. Occasionally, 
the heroes have to face the e%ects of an unso-
lved problem - for instance, defeating a monster 
summoned by cultists.
�� ʊ: Revenge. Before the adventure started, 

someone got hurt - and now he wants revenge. 
Usually the avenger is the main villain - this way 
the players will understand his motives, and the 
story will be about a growing spiral of hatred. !e 
main theme of the con$ict will be stopping the 
vendetta, but the heroes can also help the avenger 
or even take revenge themselves. Finally, the team 
can be involved in a con$ict between two rival 
factions and try to solve it peacefully, while one 
(or both) factions try either to persuade the PCs 
to take their side - or eliminate them. You can 
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avenge your own su%ering (real or imaginary), 
the loss of your honor, or the deaths of your rela-
tives, loved ones, or spiritual guides.
�� ʌ: Passion. !e characters of this tale are 

driven by a heartfelt passion, whether love or 
hate. !e villain will do whatever it takes to win 
his beloved or destroy the object of his hostility. 
!e heroes can also protect their children, space-
ship or home planet. !e problem for the heroes 
is o"en a con$ict between passion and duty: the 
hero must decide whether to kill his hated foe 
or perhaps allow the lovers to unite despite their 
harsh, aristocratic parents – or follow orders.
�� ʍ: Ambition. !e main problem in this ad-

venture is caused by a sense of self-worth. Per-
haps someone wants to prove at any cost that 
they deserve more than they have, and gain pow-
er, wealth or fame by any means neces-
sary. Or perhaps the team will struggle 
to #ght a problem too big for them, 
or be motivated by greed for riches, 
new technology or social status. !e 
threat the PCs will face can also be 
caused by excessive ambition: the 
result of a dark ritual which was 
supposed to elevate a warlock to 
supreme power, or a political in-
trigue gone too far. Adventures 
based on ambition can also be 
about a friendly rivalry or fear of 
public embarassment.
�� ʋ: Necessity. Some things 

simply can’t be avoided. It’s the 
duty of Cor soldiers to shoot 
crawlers, and the mob will al-
ways extort protection money. 
Some people are born and raised 
according to a strict code, others 
are trapped by circumstances. A vil-
lain following the rule of necessity 
is convinced that he has no choice: 
if he doesn’t use black magic, he’ll 
never get what he deserves, or if he 
avoids breaking the law, he will die a 
poor man. Perhaps he’s being black-
mailed, forced to obtain the cure for 
a fatal disease, or is simply insane. 

O"en the heroes have no choice - when the air-
lock of a run-down space station breaks down, a 
false accusation forces them to #ght for their hon-
or, or a deadly disease makes them search for an 
experimental medicine. Sometimes, the events 
haven’t happened yet, and the heroes can #ght 
against their destiny.
�� Joker: Mistake. Someone got it all wrong! !e 

villain isn’t truly evil, once you get to know him, 
or those young aristocrats aren’t worshipping the 
Two-Faced Lord, but preparing for the carnival! 
!e discovery of a past mistake might rekindle 
a bloody con$ict, while a current mistake might 
lead to a comedy of errors. Mistakes in assessing 
the situation o"en have dramatic consequences: 
imagine the bosses of feuding families negotiat-
ing a cease#re  when someone confuses reach-

ing for a hankerchief with an attempt to draw a 
weapon. If the PCs confuse a dark wizard with 
an eccentric scientist, they can become want-
ed murderers or even unwitting pawns of a 
villain wanting to summon the Devourer of 
Worlds.
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A successful team can count on a re-
ward. Its exact value should re$ect the 
adventure’s mood, especially the dif-
#culty of completing the mission and 
the experience of the characters.
�� ʊ: Technology. A"er defeating the 

villain, the team will gain a new piece of 
experimental technology. It can be taken 

o% the body of a defeated foe, or awarded 
by a grateful employer.
�� ʌ: Relationship. !is scenario will 

improve a relationship with an NPC. !e 
group will gain a grateful ally or a regular em-

ployer - or maybe one of the heroes will meet the 
love of his life?

�� ʍ: Money. Good work means good pay-
ment. !is time the bank accounts of 
characters will gain a few extra Eagles.
�� ʋ: Fame. !e heroes will attract the 

media’s attention, and all that brings:  in-
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vitations to parties, medals, lecture opportunities 
or other expressions of public gratitude.
�� Joker: Knowledge. During the adventure, the 

heroes will gather some important information, 
which will come in helpful in the future, or reveal 
some mysteries from a PC’s past.
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!e Horizon system is a dangerous place: a tan-
gled web of the intertwined in$uences of gangs, 
corporations, noble families, and dark gods - 

and the player characters. !e #rst card will de-
termine which one of these problems is the star-
ting point for the adventure. If your campaign 
has a consistent theme, for instance a #ght with 
the Horde or struggles between noble families, 
you can ignore this result.
�� 2: !e Little People. !e ordinary citizens of 

the Horizon system have their own problems - 
and this time the party will be right in the mid-
dle of them. !is adventure could be about riots 
caused by racial or economical con$ict, a church-
sponsored persecution of cyborgs, a crime of pas-
sion, the defense of a residential block or pacify-
ing striking workers and eliminating their leader. 
!e party may have to protect people being evac-
uated from the endangered area, or try to muster 
the district to take on out-of-control gangs.
�� 3-4: Organized Crime. !is story takes place 

in the underworld of organized crime. !e he-
roes can meet ordinary gang members or Syndi-
cate daimyos, take part in a massive illegal scam, 
smuggle stolen works of art on the boss’ private 
yacht, conduct a massive vendetta or protect their 
family from ancient feuds. !e stakes of this game 
will be not only wealth  but also honor, reputation 
and the prestige of gangs.

Note: If the adventure is set on Bariz, treat this 
card as a King (Elite). If its set on Cor treat it as a 
Jack (Army).
�� 5-7: Dark Gods. Even though Nemezis of-

fers many di%erent kinds of adventures, the main 
thread is #ghting the reawakened gods. !is 
is the case in this adventure: the party will face 
a dark cult, a single warlock or a monstrosity 
straight from the dark heart of Nemezis. !e he-
roes will have to gun down the monstrous hordes, 
or search for the source of the insanity sweeping 
more and more districts of the city. !e heroes 
will have a chance to thwart the plans of pow-
ers conspiring against mankind,  and understand 
why humans cooperate with the Enemy.
�� 8-9: Corporations. !e ruthlessness and 

greed of corporations in the Horizon  system - 
particularly In#nity - matches that of organized 
crime. !is time the PCs will #ght for in$uence, 
pro#t, money, shares, sources of important min-
erals, prototypes of new products and registered 
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trademarks. !e opponents will be heartless 
managers, looking for any opportunity to win 
over rival departments, faceless enforcers in grey 
suits, and low-level corporate drones. !e stakes 
in this game are pro#ts  and nothing else.
�� 10: !e Law. !e heroes will have to deal with 

o&cers of the law - either help them in their dif-
#cult duties, or try to avoid the relentless (but of-
ten corrupt) cops. !e group will face heavily ar-
mored anti-terrorist squads, clever detectives, 
experienced sergeants, attractive vice agents, psy-
chic investigators  or criminals trying to escape 
justice. !e central problem is related to justice 
and its con$ict with the letter of the law.
�� Jack: !e Army. !e military has the most in-

$uence on Cor, but that doesn’t mean the army 
isn’t present on other worlds. Heroes can be sim-
ple soldiers, trying to disintegrate Horde mon-
sters or avoid being eaten by them. !ey can also 
investigate a case against an o&cer, recruit vol-
unteers, #nd supplies, look for comrades listed 
as MIA or test a new weapon. !e scenario will 
probably be about how much violence is justi#ed, 
and the con$ict between a soulless military bu-
reaucracy and a living, feeling soldier.
�� Queen: Scientists. !e adventure revolves 

around scienti#c research - 
legal, forbidden, gone wrong 
or horribly right. !e story 
will take place in sterile lab-
oratories, secret institutes or 
on a scienti#c expedition. 
!e heroes will have to de-
nounce a fraud, stop a vile 
experiment, test the new-
est technology or to #ght 
the results of failed experi-
ments: a runaway monster, 
a supercharged psionicist, or 
a rogue AI. !ey could stop 
the the" of priceless data - or 
steal it themselves. And ad-
ditionally they could catch a 
glimpse of the secret of im-
mortality, or examine the 
ethical boundaries of sci-
ence.

�� King: !e Elite. !e party will encounter the 
people on the covers of tabloids: nobles, politi-
cians, sportspeople and other members of the so-
cial elite. !e heroes will become pawns in the 
game of ambition, where the stakes are power and 
fame - they might conduct an investigation into 
a high-pro#le murder, protect a mogul, frame a 
leader of the opposition, try to #nd dirt on a ce-
lebrity, or represent a noble in a duel or a deadly 
race. !ey’ll have an unique opportunity to im-
prove their own station by cutting themselves a 
bigger slice of the cake. Among the omnipresent 
corruption, decadence and lies, the key question 
is who has the right to rule and what they must 
pay for it.
�� Ace: Madman. While the dark gods seem to 

revel in bringing insanity to humans, it can also 
result from misapplied psionics, trauma, vari-
ous neurological factors or overdosing on phar-
maceuticals. !is adventure will force the party 
to visit the abyss of madness and stop a degen-
erate murderer, track down a psychopathic tele-
path, cover up an outburst of insanity in a noble 
family, or confront an insane military o&cer. !is 
scenario will be focused on the horror of insan-
ity, or the thin line between sanity and madness.
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�� Joker: Class Struggle. Two environments are 
con$icted! Draw two cards, discarding any other 
jokers: these two groups are in con$ict with each 
other. For instance, the heroes have to prevent a 
clash between the army and paci#st demonsta-
tors, kidnap scientists for the Syndicate, take part 
in negotiations between a noble family and In-
#nity, or investigate whether a chain of macabre 
murders have been committed by a madman or a 
priest of the dark gods.
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!e value of the second card determines how 
the characters will get in trouble.
�� 2: A Mistake. !e characters accidentally 

stumble into the adventure by pure chance. May-
be someone confuses them with someone else: 
the mortal enemies of a local gang boss, a res-
cue group sent to #nd lost scientists, the heirs to 
a massive fortune, or ruthless mercenaries. Or 
maybe it’s the heroes that fail to assess the situa-
tion correctly – they went into the wrong bar, 
or confused a local crazy hobo with an ec-
centric guru, reportedly able to awaken 
psionic gi"s in people.
�� 3-4: Pit Stop. !e party reach-

es a place where something’s 
already going on, and there’s 
no possibility of escape. For 
instance the space station the 
characters visit is overrun by terror-
ists, the owner of the hotel they stay in 
is a cultist of the Devourer, or an an-
noying journalist is really a murderer 
working for the Syndicate.
�� 5-7: “I have a job for you...” Per-

haps the easiest way to begin an ad-
venture: someone approaches the he-
roes, claiming that his village/city/
planet is in great danger, and o%ering a 
reward. Or the party is forced into a limo, 
which drives them to the headquarters of 
a bald gentleman stroking a white cat, who 
mentions something about them owing 
him a favor.

�� 8-9: A Helping Hand. !is is similar to the 
previous example  only without a payment or oth-
er bonuses. !is time someone friendly  a relative, 
an ally met during the previous adventure, a bar-
tender from the local watering hole or a pet  #nds 
himself in trouble, and only the PCs can save him.
�� 10: Accidental Discovery. One of the heroes 

accidentally discovers some interesting informa-
tion. Perhaps a hero overhears a group of rogue 
mercs planning an expedition into Horde territo-
ry on Cor, or a gang planning a major heist. One 
of the heroes can also be attacked, discover an old 
hologram containing a call for help in the mem-
ory of an old robot, or perhaps during a soiree in 
In#nity Tower he spots an old enemy - or former 
love of his life - in the crowd.
�� Jack: Shadows of the Past. !e past always 

follows us, and we can’t free ourselves from its 
in$uence. !is time the scenario is all about the 
consequences of the heroes’ earlier adventures: 
it can refer to a previous scenario, or someone’s 
background. If none of the players has described 
the past of his character, so much the better: an 

adventure like this will give you an op-
portunity to #ll in the blanks.
�� Queen: Deepest Desires. !e 

hook is connected to the wants and 
needs of one of the heroes. !ey 
might draw the entire team in trou-

ble to clear the good name of their 
love, their own honor or of their 

family. Or maybe they hear about 
the opportunity to  obtain a valu-
able work of art, the only exist-
ing copy of a book rescued from 
Earth, or a unique, prototype 
cyborg implant allowing you to 
play video games while driving 
the car.
�� King: Orders. !e heroes 

receive a direct order to take care 
of a problem. It might come from a 

nobleman owning the PC’s base of oper-
ation, or obeying a ruthless mob boss 
might turn out to be the only way 
to save their lives. Or maybe one of 
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Cor’s Generals will send an agent to make the he-
roes an o%er they can’t refuse?
�� Ace: In Media Res. !e team reaches the 

entrance to a deserted bunker, pursued by the 
Horde. !ey try to #nd the last rescue capsule on 
a star liner under assault. !ey lie down on the 
edge of the roof, anxiously observing their target’s 
bodyguards - or they’re just about to deliver a 
passionate speech before the court, while the cor-
rupt judge furrows his brow. Regardless, play out 
the action scene #rst, and later, when you calm 
down, let the players sort out how did they get 
into this mess.
�� Joker: !e Will of the Dark Powers. !e team 

has meddled with plans of a dark god, so it tries 
to deal with them once and for all. Maybe it ter-
ri#es them with nightmares, summons its agents 
or monsters to attack them - or maybe its servants 
arrange matters so that the players are considered 
cultists!
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!e actual plot development depends chie$y on 
the genre of the adventure. Each genre has each 
own way of presenting and solving the main is-
sue. In some adventures the characters will have 
to wade through the black blood of Horde mon-
strosities, in others they will have to use their 
smarts, while others yet will test their psychic 
health to its limits.
�� 2: Journey. !ere are multiple obstacles be-

tween the party and their ultimate goal. Such a 
simple plot can lead the team to forgotten ruins, 
a lost research station or a secret Syndicate base. 
Before you plan the obstacles, look at the players’ 
character sheets - a good adventure of this sort 
should be varied and contain obstacles giving all 
the characters a chance to display their skills, or 
the team specialists will be the only ones able to 
solve the problem. Remember also that a steep 
cli% is o"en a more deadly opponent than a horde 
of crawler: players are more likely to invest in 
Fighting than Climbing.
�� 3-4: Horror. !e Horizon system is haunted 

by the presence of gods and infested with cultists, 

which makes it a perfect backdrop for horror ad-
ventures. In role-playing games, fear derives from 
ignorance and feelings of helplessness: the char-
acters must feel threatened, not knowing what’s 
trying to take their lives or how to defeat it. Good 
horror should be surrounded by an atmosphere 
amplifying these feelings: mist, darkness, myste-
rious noises and grotesque vistas, or claustropho-
bic, narrow spaces.
�� 5-7: Investigation. An unknown perpetrator 

has committed a great crime. !is time the he-
roes have to discover which of the people with 
the necessary motive, opportunity, and predispo-
sition have done the deed. !ere should be a fair-
ly large group of suspects and a number of clues 
- some being simple red herrings, others pointing 
to the guilty party. Remember - gathering the in-
formation shouldn’t be a serious challenge (that’s 
why heroes have Notice, Investigate and Street-
wise skills). !e problem is #guring out where to 
look for the clues or how to interpret them when 
you #nally #nd them.
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�� 8-9: !e Hunt. !e party must eliminate a 
threat, which is either hidden or actively evading 
the group. !e heroes can hunt down a vile war-
lock, a psychopath on the run from a maximum 
security prison, a shred, or the rebellious daugh-
ter of an In#nity executive running away with 
a Syndicate soldier. !is kind of adventure will 
probably make use of Streetwise or Tracking, and 
you will probably use the chase rules. !e hunt is 
di%erent from the investigation in that the former 
is about identifying the enemy, the latter about 
capturing them.
�� 10: !e Heist. To succeed in this adventure, 

the heroes are forced to break the law. Justice is 
o"en blind, and sometimes it serves the villains! 
!e team will have to plan the crime and then set 
it in motion. Perhaps they will have to break into 
a heavily-guarded residence and steal a necklace 
with a cursed jewel straight o% the neck of a pam-
pered  Barizian noble’s daughter. Or maybe they 
will assassinate a corrupt police chief 
who secretly worships the De-
vourer, while avoiding contact 
with his subordinates. In such 
an adventure, the players’ cre-
ativity is more important 
than their dice rolls: when 
preparing the adven-
ture, remember that the 
plan most likely to suc-
ceed should be one that 
takes into account the 
PCs’ best skills - a group 
of expert climbers will use 
windows and roo"ops.
�� Jack: Protection. !e 

team is responsible for 
saving someone or some-
thing: maybe they’ll de-
fend a fort against attack by 
the Horde, escort the two-
year-old son of a famous sci-
entist to his dad’s new 
workplace, transport 
a cargo of unstable 
chemical substances 
or food for a marine 

division. Whatever the object the PCs are protect-
ing, there always is someone who wants to steal or 
destroy it. In combat, the players must remember 
that the stakes aren’t just their own survival, so 
they’ll need a good plan. !e GM needs a good 
idea of the attackers’ goals, and familiarity with 
the area of the adventure, so that both sides can 
use it to their advantage.
�� Queen: Romance. Love stories don’t agree 

with all groups - some players aren’t comfortable 
with roleplaying romance, others #nd it very en-
joyable. !e romance doesn’t have to involve the 
heros directly: maybe they have to assist a friend 
in winning someone’s heart, or protect a young 
couple from the wrath of their families. A good 
romance contains a few canonical elements: a 
quarrel between lovers, a tragic mistake, or a mis-
understanding about a loss or break-up - but a 
romantic plot rarely stands on its own. Draw an-
other card, to contrast the romantic subplot with 

another genre, which will provide an 
interesting backdrop - and involve 

the players who aren’t romanti-
cally involved.
�� King: Intrigue. !e he-
roes are involved in a web 
of lies and deceit. !e goal 
of intrigue is giving some-
thing value di%erent than 
in reality, for instance get-

ting in the Dean’s good grac-
es, framing innocents, sav-
ing the guilty from justice 
or selling contaminated 
drugs. !is plot is similar 
to an investigation: the he-
roes have to discover the 

truth, and then prove it. 
!e real di&culty is not dis-
covering who the villain is, 
but convincing people that 
he is the real source of evil. 
!e characters will have to 
use Persuasion, Intimida-
tion, Streetwise  and  per-
haps Taunt, if they pub-
licly confront the bad 
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guy with a sharp tongue. Also, Lockpicking and 
Stealth will be necessary to gather the evidence.
�� Ace: Drama. You can’t always tell the good 

guys and the bad guys apart. !e drama genre fo-
cuses on human motivations rather than the sit-
uation around them, and requires the characters 
to take sides in a serious con$ict. !is adventure 
will test their values: will they help the starving 
inhabitants of wind-swept Ashite ruins to at-
tack a supply train, or will they warn the rightful 
owners about the ambush? Will they reach out a 
friendly hand to an enemy in trouble? Will they 
help an heiress of the Gray Wolf clan to escape 
with a young Black Dragon, or will they save in-
nocent people from the gang war that would en-
sue? Sometimes it’s possible to #nd a compromise 
that will keep everyone reasonably happy. At oth-
er times, every choice has negative consequences 
- then drama will become tragedy.
�� Joker: War. !e Horizon system is current-

ly at peace - except for the war with the Horde - 
but an armed con$ict between humans can break 
out at any moment. It doesn’t have to encompass 
entire planets or major factions: the heroes can 
get involved in a struggle between crime or no-
ble families, a private war between megacorpo-
rations about access to uranium ore, or a cam-
paign against pirates. What matters is that blood 
has been spilled and no one can stay neutral - you 
have to #ght or spy for one of the sides. During 
such an adventure you’ll probably need the mass 
battle rules and some ideas for an exciting back-
drop for skirmishes with the enemy.
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An adventure where everything goes just as pre-
dicted at the beginning is boring. You need an 
exciting plot twist, which should happen just 
when the players have determined the kind of 
problem and the identity of their opponent.
�� 2: Disaster. !e activities of the villain or the 

heroes will result in a catastrophe - serious dam-
age to the entire area -  an earthquake happens, 
the river over$ows, or the terraformers start to 
malfunction. Or even worse,  the inhabitants of 

the district fall ill with a weird disease, cyborgi-
zations cause madness, and insects rain from the 
sky. From now on, as well as #ghting the villains, 
the heroes have to deal with this terrible event 
and protect ordinary people from it.
�� 3-4: A Change of Scenery. !is simple plot 

twist will lead the plot into new scenery: an un-
masked plotter leaves for his village manor, the 
trail of the kidnapped victims leads to ruins, or 
a gangster hides in the canals, planning to get to 
the spaceport and o% the planet. !is shi" allows 
new characters to move into the spotlight - in the 
jungle the marine can replace the detective to in-
vestigate matters in the military camp.
�� 5-7: A Change of Genre. When this plot twist 

occurs, , the kind of adventure changes. When the 
investigation ends, the guilty party escapes  and a 
hunt begins. During the journey, the heroes are 
overwhelmed by a feeling of terror, or a teenaged 
runaway joins them, and they must protect her. 
Before the characters manage to expose an in-
trigue, a war breaks out. You can select any genre 
#tting the current plot of the adventure, or try a 
surprising random combination.
�� 8-9: Change of Villain. !e current opponent 

turns out to be just a front for the real foe: the 
gang works for a corrupt CEO, a serial killer at-
tacks because his mind has been taken over by a 
warlock, the monsters have been summoned by 
political conspirators. !e heroes need to deter-
mine how to defeat the new heavy!
�� 10: Helplessness. When push comes to shove, 

the team discovers that it can’t shove back – they 
are helpless. For now; there is a technology, per-
son, or circumstance which they can use to defeat 
their opponent. And so, the group must search 
the slums for a brilliant scientist that has fallen in 
with bad company and convince him to #nish an 
experiment he started years ago. Or maybe invite 
a conniving ambassador to the only place on the 
planet where he can be arrested and sent back to 
his home system, while riots break out through-
out the entire city.
�� Jack: Mystery. !anks to the events of the ad-

venture, the heroes discover a secret which will 
change their outlook on past events. A wanted se-
rial killer turns out to be an avenger eliminating 
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cultists. Helpless members of a paci#st commu-
nity are revealed as the producers of a dangerous 
drug. Or perhaps the mystery throws some light 
on the history of the setting or the characters: a 
runaway psionic murderer reveals to the defeated 
hero that he’s his father.
�� Queen: Role Reversal. !e initial assumptions 

of the heroes turn out to be false, and they realise 
they have been helping the wrong side all along! 
!eir allies turn out to be villains, and the heavies 
- innocent victims of the $im-$ammed team. !e 
characters don’t just have to deal with the primary 
problem, but also clear up all the confusion and 
restore any damage they have done.
�� King: Far Reaching Consequences. !e party 

has to stop for a while and think about the con-
sequences of their actions. Eliminating a wick-
ed aristocrat can cause political chaos, and stop-
ping cruel experiments can slow down research 
into the weaknesses of the Horde. If no-one ex-
cept the heroes knows that they’re doing the right 
thing, the characters must struggle to clear their 
good name. Regardless, the group has either to 
step back and leave the situation alone, or prepare 
to cause serious changes in the region or in their 
own lives.
�� Ace: A Dramatic Choice. !e Horizon system 

is a good backdrop for dramatic challenges, and 
sometimes it’s good to confront the players with a 
di&cult dilemma which will alter the future plots 
of adventures. When two enemies escape in op-
posite directions, you need to decide which one 
needs to be pursued  and prepare for the con-
sequences of the other one escaping. When the 
characters #nd enough evidence that the leader 
of a psionic foundation is a black magician, they 
need to decide whether its better to make this 
public or eliminate him quietly. You can either 
work out two di%erent paths of consequences, or 
draw two plot twists, and decide that depending 
on the actions of the group the adventure will go 
in one of these directions.
�� Joker: Time Travel. Not literally, of course - 

but during this adventure the players will be able 
to roleplay an episode using alternative charac-
ters living in the past, or their own heroes living 
ages ago. Perhaps their main characters are read-

ing the captain’s log from a mysterious wreck, or 
investigating the #rst harbingers of the Horde in-
vasion - they then can play the characters who 
played important roles in those scenarios. Per-
haps an important event in the scenario will re-
mind them of important events from their own 
past: hand them their character sheets and re-
mind them what it was like to be a Novice.

),)7+�9$/8(��
7+(�&/,0$;

!e #nal scene should be a memorable conclu-
sion to the team’s e%orts, and a reward for their 
determined struggle to achieve their goals.
�� 2: Escape. Perhaps the hardest task for any 

GM is convincing the party that they should run 
away. In this case, it’s the only chance they have 
of saving their lives. Of course, they don’t always 
have to retreat from the overwhelming enemy 
forces - the climax of the adventure can be escap-
ing from an exploding space station, a crumbling 
corporate tower, or a jungle canyon $ooded by a 
massive wave.
�� 3-4: Disclosure. !e identity of the current 

opponent is revealed. If the characters didn’t al-
ready know who he was, in the #nal scene the vil-
lain reveals his face. If they had some suspicions, 
the climax con#rms the identity of the evildoer: 
in this scene, he’ll try to escape or confess. Maybe 
the heroes are the only ones to see his true face.
�� 5-7: Combat. !e most common, but also the 

most eagerly awaited, climax is #ghting a power-
ful opponent: a Wild Card troubling the main he-
roes, or a large army of Extras. When the heroes’ 
plasma blasters cool down, all problems have 
been solved.
�� 8-9: Chase. !e guilty party can’t take it any 

more, and tries to escape. !e heroes have to 
catch him, driving a motorbike through the nar-
row streets of a $ying city on Bariz, #ghting a 
blizzard on Ash, or sailing a canoe through rap-
ids on Cor. Of course, when they will reach him, 
they’ll have to #ght, but the main con$ict is based 
around the chase.
�� 10: Duel of Wills. !e opponent doesn’t want 

to draw his weapon, or the heroes cant simply end 
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his life. !ey need to convince him to turn back 
from the wide road of sin, or that bloody ven-
geance won’t solve his problems. Or at least frame 
him, or force him to blurt out his evil plan while 
the commissioner hides behind the curtain or in 
front of the key stakeholders.
�� Jack: A Race Against Time. !e heroes have 

to perform a dramatic task in a given time. !e 
time factor is a countdown on the bomb hidden 
in the sewers under In#nity Tower, or maybe they 
need to complete the mission before the Horde 
arrives. Or a cultist will end a dark ritual and un-
leash a horrible evil, or maybe a serial killer will 
lose his patience and murder the teenage hos-
tage. Either way, the characters need to hurry and 
quickly dispatch any random encounters.
�� Queen: Rescue. !e adventure will end 

when the heroes will save someone or some-
thing. Maybe they will rescue the hostages 
or victims of inhuman experiments from 
In#nity Tower. Or perhaps they need to 
recover a beautiful painting or the last 
bottle of a rare wine. !is time the he-
roes don’t need to hurry, but they need a 
good plan, since the safety of the rescuee is 
at stake.
�� King: Here Comes !e Cavalry. When ev-

erything seems lost: the enemies are about to 
crush the heroes, the only way out crumbles, or 
everyone’s overcome with a weird disease, the 
cavalry appears. !is scene is the shortest 
kind of #nale, boiling down to the mo-
ment the rescuers appear - but if well run 
it can guarantee a transformation from 
despair to elation.
�� Ace: „Amazing! No-One in the 

Entire System has Seen this Before!”  
Draw another card for the climax 
and give it an amazing, larg-
er than life feel. A chase 
might use prototype tele-
portation devices, the 
PCs unmask the crim-
inal at the Whitehall 
heiress’ engagement 
party, or the #nal 
combat is fought in 

the ruins of Cor’s largest bridge. Most of the time 
these are just special e%ects, but if they’re $ashy 
enough, the players will remember them for a 
long time.
�� Joker: To Be Continued... Draw another card 

for the climax, but arrange things so that the play-
ers won’t be able to bring the adventure to a com-
plete end. !e dishonest manager will be #red by 
the corporation but avoid imprisonment, one of 
the gang leaders will survive, or the team will re-
cover a mysterious ancient artifact with unknown 
properties. !is way the players will understand 
that the story isn’t over yet, and the adventure will 
have a solid sequel.
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