


SERIOUSLY? FREE-TO-PLAY?

Imagination is powerful. To quote Albert Einstein, “Imagination is more important
than knowledge. For knowledge is limited to all we now know and understand, while
imagination embraces the entire world, and all there ever will be to know and under-
stand.” Well said.

We believe in the power of imagination and how it creates wonder and inspiration.
Roleplaying games are one of the few things that can do what they do. Some might
say they are the last frontier for wild imagination and creativity. We certainly believe
so. That's why we make roleplaying games - to help make that possible.

Making roleplaying games the way we have hasn’t helped us spark imagination the
way we'd hoped. We want to try something different.

First, we're adopting the Creative Commons license, so that you can contribute to
the game in a meaningful way. That way, we can support you in your awesome ideas
and help you get them out to your fellow players.

Then, we're going to give away electronic copies of the core book for free. We've
all bought games that didn’t end up working out for us. That's why we're giving this
to you for free - so that you can figure out if you like the game before you decide to
spend money on it.

If you like The Void and you play it, we're going to put out a bunch of cool material
at very reasonable prices. We're going to do it buffet-style, so you can pick and choose
what works best for you and your group. Buying these supplements supports us mak-
ing more cool material, along with the rest of your fellow players.

After all, life's too short to waste time and money on games you don't like.

- The Staff of WildFire

™
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Welcome to The House Always Wins,
the third adventure in the epic story of
The Stygian Cycle. This is a ready-to-run
adventure that can be part of Orga-
nized Play.

This adventure is for Level 1 Char-
acters, which are those that have re-
ceived 10 Advances or less. If your
Characters are more advanced than
that, you will need to adjust things to
be appropriately challenging.

This adventure is self-contained,
though itis designed to set Characters
up for the next adventure in The Sty-
gian Cycle. It involves the Characters
visiting the colony Troy on Ganymede
for restock and maintenance, only
to become embroiled in what might
prove to be a massive breach of se-
crecy.

Naturally, these adventures are in-
tended for Gamemasters. However,
as a player, you may find the way the
setting of The Void is brought to life in
these adventures useful for your visu-
alization of your Character and game.
You probably don’t want to memo-
rize the adventures if you plan to play
them - it'll only ruin your enjoyment.

This adventure assumes that your
group is composed of Wardens. If it
isn't, the adventure can still work, but
requires some adjustments before you
run it.

The Stygian Cycle
The Void Organized Play adventures
will take you through the most signifi-

cant events in the solar system, as de-
signed.

This doesn’t mean that you won't
come up with awesome and signifi-
cant adventures on your own, but
these are the ones we designed to hit
the high points based on what we've
created.

Soundtrack

We've created a soundtrack for The
Void on the popular Spotify platform.
It is composed of dark ambient music,
designed to provide an eerie back-
ground for your game. We will be up-
dating over time, to expand the rep-
ertoire of music and moods. If you're
interested, check our Facebook page
for links — facebook.com/TheVoidCalls.

Ganymede

Most people travel to Troy and nev-

er leave the comfort and safety of the

colony. However, sometimes there are

reasons to go outside. Here's what one
can expect.

Gravity

The gravity of Ganymede is .146G,
which is considered Extremely Low,
using the rules found on p. 136-137 of
The Void Core. Inside, this is managed
by energized plates to simulate grav-
ity indoors, as well as gravity rings.
Outside, getting around can be dif-
ficult without the help of heavy, four-
wheeled ATV’s or low-grav skimmers.

Environment
The environment of moon is -200°
C/-300° F, which is considered Super-



Cold, using the rules found on p. 136 of
The Void Core. This means an exposed
person will die pretty quickly. Troy’s en-
vironment suits combat this.

Atmosphere

The atmosphere of Ganymede is very
thin, with oxygen and small amounts
of atomic hydrogen. It is considered a
Non-Toxic Exotic Atmosphere, using
the rules found on p. 136 of The Void
Core. Like the cold, this will kill an ex-
posed person in short order. Again, this
is managed by the local environment
suits.

Surface

The surface of the moon is sharp
rock and ice - mostly water ice, but
some ammonia. There are impact cra-
ters, grooves, and ridges across most of
Ganymede. It isn't easy to get around,
and there are places that can only be
reached by skimmer.

Plot Points
In this adventure, you'll have a chain
of related evidence that will be the
subject of investigation by the play-
ers, the bulk of which together will
unravel the mystery for the Characters
and put them on the path of resolution.
Each piece of this chain can be learned
through Plot Points.

Oncein the appropriate place to earn
Plot Points, the Characters must simply
have the resources necessary to gain
them and they do. They don't have to
make a series of Tests, hoping to suc-
ceed at all of the Tests in order to glean
the clues or information. To determine

Got Feedback?

We're all roleplayers here.
When you're playing The Void,
you're going to have feedback
- whether it be questions, com-
ments, or the awesome stuff you
came up with while you're play-
ing. We want to hear it. You've
got two options. You can just
fire off an e-mail to feedback@
fearthevoid.com. Alternatively,
you can jump into the pool on
our forums and engage in con-
versation with both us and oth-
er players. Find them at http://
www.reddit.com/r/TheVoidRPG/.
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if the Characters have the necessary
resources, simply total up the reg-
uisite dice pools from the Skills + At-
tributes necessary. If it is equal to or
greater than the Plot Point score, they
succeed. Easily gained information
requires four or five Plot Points, infor-
mation that requires some expertise
requires six or seven Plot Points, and
information that is difficult to glean re-
quires nine or ten Plot Points.

For example, the Characters wish
to search the quarters of a missing
computer technician in Salacia. The
key information they need to learn
there is that the place has been com-
pletely wiped clean (sterilized) and
that the hard drive in the dwelling’s
computer hasn't just been erased, it
has been replaced. This requires the
Investigate and Computer Skills, but
not particularly high levels of either.
The GM determines that the Investi-
gate portion rates a four, as does the
Computer portion. If the players enter
the scene, spend the time, and have a
total pool of points from their Inves-
tigate + Awareness and Computer +
Cleverness ratings that each equals or
exceeds four, together they glean all
the information there is to gain.

Sometimes players won't have the
necessary resources at hand. In many
cases, they’'ll know that they’ve come
to an important juncture and be aware
of the resources they are missing. They
can simply go away, gather those re-
sources, and return. If they cannot and
it's important they gain the informa-
tion, have them make Tests using the
appropriate Skill at whatever Difficulty
seems sensible. If they succeed, they
get the information. If not, they’ll miss

it — or just have them spend 2 Tension
Points to Get a Clue.

Rules for

Organized Play
The great advantage of Organized
Play is that players (and GMs) have
the flexibility to use their Characters
in different groups. Perhaps they're
playing an event at a local hobby store
or at a convention, they're playing in
two groups, or their group dissolves or
moves on to another game and they
want to keep playing.

Using the guidelines here, players
can keep their treasured Characters
going through The Stygian Cycle with-
out restriction.

Level 1 Characters

This adventure is designed for Level
1 Characters, which means they have
earned up to 10 Advances.

If players have been playing The Void
outside of The Stygian Cycle, they may
have enough Advances to be consid-
ered a higher Level. If this is the case,
you'll need to bump up the difficulty
and foes in this adventure in order to
make it appropriately challenging.

Adventure Rewards

Characters completing this adven-
ture should receive 3 Advances. You
can give these out over sessions, or
you can give them all out at the end.

Verification

Since players can travel between
groups within the Organized Play of
The Stygian Cycle, any kind of Charac-
ter advancement needs to be tracked
and verified by the GM. This is to make



sure that everyone stays honest from
group to group.

The simplest method of verification
is to note on the back of their Char-
acter Sheet the number of Advances
awarded, any special gear the Charac-
ter acquired, as well as the name of the
adventure and date or dates played.
Please include your name and write in
your own handwriting — don't let the
players do this themselves. If you're
comfortable with it, you may also in-
clude your e-mail address.

Since mobile devices are common-
place, an even more formal way to ver-
ify advancement is to post the above
details to the player’s Facebook Wall.
This creates a digital record that is less
easily disputed, if it ever comes to that.

Character Death

If a Character dies, the player
shouldn’t be handicapped in terms of
playing in The Stygian Cycle. As per the
rules found on p. 225 of The Void Core,
have the player create a new Character
with the same number of Advances as
the Character who has passed on.

However, have that player keep the
deceased Character with the new one,
so that all Advances have been tracked
and verified for purposed of Orga-
nized Play.

Suspected Cheating

Cheating is poor sportsmanship,
most especially in roleplaying games.
Most people simply don't, since role-
playing games are about the story.

If you encounter a player who you
suspect has cheated, ask them to be

more detailed about how they re-
ceived their Advancements or gear. If
they can recount the events of their
adventure and they make sense, you
may choose to let them participate.

However, if a Character has extreme-
ly unusual advancements — most espe-
cially in terms of gear — or cannot satis-
factorily recount where they received
them, then you have several choices.
You can let them play as is, and adapt
the challenges for that Character to
make them more difficult. You can also
ask them if they will play without the
suspect advancement for the duration
of your game. Finally, you can simply
not allow them into your game.

Unverified advancement can be
suspect, but groups can often be too
excited at the end of a session to prop-
erly record things.

In any event, make the judgment
call that works best for your group.

Playing Outside the OP

Enthusiastic players may wish to play
adventures that are not part of The Sty-
gian Cycle in between Organized Play
adventures. That's awesome and no
one should be penalized for that.

However, if anyone wants to bring in
such a Character, they should have all
outside advancement verified by their
GM, just as if they were playing within
The Stygian Cycle.
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Troy - a place of bright lights, ex-
citement, and fun, and a destination
for families, couples, and anyone else
who seeks a break from the rigors
and stresses of everyday life. It's the
vacation spot of the Outer System. It
should be a great place for a team of
Wardens to relax before the next mis-
sion. Unfortunately, others have differ-
ent plans.

Cults dedicated to the worship of
dark gods have been growing in both
power and influence. Each cult, of the
many, has their own philosophy. Some
see themselves as the saviors of hu-
manity. Others believe that humanity
is merely an accident and work to help
the true masters of the solar system
once again take their rightful place. Of
all the cults, Primoris Nox is the most
difficult to pin down. Its goals seem to
vary, depending on which cultist you
ask. Now, a faction of Primoris Nox
sees something in the arrival of War-
dens on Ganymede.

Sandra Day is the CEO of Ganymede
Entertainment Ventures, and also a
high-ranking member of Primoris Nox
inTroy. The arrival of the Wardens pres-
ents her with a unique opportunity -
to reveal the truth. Soon, disturbingly
accurate reports of recent Warden
incidents begin appearing in public
venues. It's up to the Wardens to track
down the source of these leaks and
put an end to them, all while keeping
the truth hidden away from the public
eye.

Rduenture Synopsis
The House Always Wins has three
distinct Acts, as the Characters race

against the clock through the nail-bit-
ing events in Troy.

Actl

In this first Act, the Characters arrive
on Ganymede for a much deserved
rest. Things seem as they would ex-
pect. Bright lights, a bit of gambling,
and taking in some great shows - ev-
erything one would expect when visit-
ing Troy. They are even invited to dine
with the CEO of the company, Sandra
Day, as a way to show her thanks for
the work the Wardens do on behalf of
humankind. Then, the first transmis-
sion appears across the thousands of
screens within the dome. What started
as a relaxing vacation becomes a ma-
jor information breach that must be
sealed.

Actll

With secret information out in the
open in the GEV dome, the Wardens
must track down and apprehend San-
dra Day in an attempt to limit the dam-
age she has already caused. Unfortu-
nately, they discover there is a much
greater threat.

Actlll

With everything going to hell, the
team will need to make a decision.
Day has awakened a lashing horror
and, from all appearances, a massive
one. The team has nothing on them
that can deal with such a threat. While
they may be able to kill a tentacle here
and there, that’s hardly enough. More
importantly, the team should now un-
derstand what'’s at stake. Their job is to
cover up things like this, but that could
mean the sacrifice of thousands.



ACT X
A MUCH NEEDED REST

Goals: To introduce the Ganymedan
colony of Troy as the main setting,
to allow the Characters to relax for a
moment, and to introduce a massive
breach in Warden secrecy.

Setting: The Ganymede Entertain-
ment Ventures dome, the View restau-
rant

Cast: Sandra Day, CEO of GEV, Chloe
Kading, GEV hostess, random people
at points of interest

The adventure presumes that the
Characters have left Venus after the
events in Venusian Sunset. They have
been called to the Umbrella in orbit
around Saturn, but have stopped off
at Ganymede for restocking, as well as
a little rest and relaxation.

However, the Characters can come
to Ganymede from anywhere. Just
tailor it to their last location and have
reason for them to stop off.

Given the nature of Troy, the Charac-
ters will not be allowed to carry weap-
ons openly in the dome. Weapons can
be checked by security in a weapons
locker, or left on the ship.

Scene l: Arrival

With their ship safely docked for
resupply at Calypso Station in Gany-
mede orbit, the Characters finally have

some downtime. The Ganymede En-
tertainment Dome is known for great
vacation destinations.

Read the following to your players:

The GEV shuttle was a bit unique
in your experience. Rather than the
drab utilitarian interior most shut-
tles share, this one was brightly lit,
with flex panels showing upcom-
ing events, locations to visit, and
just about anything else an arriving
tourist might want to know. Many
exciting things are ready and avail-
able, from family shows with daring
acrobatics and musical numbers,
to exploratory safaris across the
surface of Ganymede, to entertain-
ment of a more... personal nature.

As the airlock cycles, your senses
are assaulted by the audio-visual
melange of Ganymede Entertain-
ment Venture’s dome. The atmo-
spheric dome curves high above
you, but rather than the traditional
view of what lay beyond, the entire
interior surface is a giant flex panel.
High above floats the blue sky of
Earth, complete with the distant
sun and fluffy white clouds. Break-
ing up this serene scene of human-
ity’s home world, windows adver-
tising gambling, entertainment,
and adventure make a slow circuit
around the dome. All it takes is a
single glance skyward to be lured to
something new.

As your group enters the dome,
a lovely woman - petite, with short
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red hair and an immaculate suit —
approaches. She wears a GEV com-
pany pin on her lapel, which shows
her name her name, Chloe Kading.
She wears a sincere smile and says,
“Welcome to the GEV Resort — the
premier vacation destination both
on Ganymede and in the outer sys-
tem,” she pauses and almost blush-
es, “ know it sounds like a sales slo-
gan, but rules are rules, you know.
My name is Chloe and | am to be
your personal hostess for the dura-
tion of your stay. Mrs. Day, the CEO
of our wonderful enterprise, has
invited you to dinner tonight, if you
would be interested.”

Chloe is exactly who she appears to
be - a hostess for the facility. She spe-
cializes in seeing to the needs of the
VIPs who choose to avail themselves
of the GEV dome’s luxury. The young
woman is gregarious and willing to
answer any questions about the facil-
ity. If asked, Chloe does not know why
Sandra Day wishes to have dinner with
the Characters, but does say that Day
makes a habit of interacting with the
more important guests that grace her
grounds.

Despite this being a spontaneous
trip, the Characters discover that they
have already been assigned a suite
of rooms. The accommodations are
pretty lavish, and each Character has
their own private bedroom, connect-
ed to a large central common area.
When they arrive, the table has been
arranged with a delightful display of
fruits, cheeses, and breads.

The rest of the day can be spent ac-
tually relaxing. Pretty much anything

you could expect to find at a fancy
vacation resort can be found here.
Spend a few minutes letting the Char-
acters relax in any manner they wish.
This can even include a few Tests to
determine their luck at the gambling
tables. Chloe, in some almost mystical
way, is always at hand when needed,
but never intrusive. When the time for
dinner arrives, Chloe is there to escort
the Characters.

Scene c:

Dinner with Sandra Day

As their first day of vacation draws
to a close, Chloe appears and lets the
Characters know that it's time, if they
are willing, to join Sandra Day for din-
ner. She leads them to one of the many
restaurants that can found within the
dome.

Read the following to your players:

The sign over the door reads “The
View." It is at the top of one of the
hotels that are sprinkled liberally
through the dome. The outer walls
are transparent, allowing for an un-
obstructed 360-degree view of the
resort. Inside, it's obviously a place
that prides itself on fine dining. Ta-
bles are evenly spaced throughout,
providing everyone a modicum of
privacy, even in such a public venue.

Chloe leads you to an upper
level, where a woman, maybe late-
thirties, sits at a private table. She
sports long jet-black hair, with a pe-
tite body and almost elven features,
and an immaculate and expensive
white suit. She flashes a smile as she
spots your approach, and stands.



The dinner will proceed along fairly
predictable patterns. You can make up
a lot of this as you go. Some questions
the players ask may include:

Why the VIP treatment?

Day knows that Wardens put their
lives on the line to protect the people
of the solar system, and do so without
much acknowledgement. When she
learned that Wardens were going to
be staying at her property for a few
days, she thought it an opportune
time to show her personal thanks for
their service.

How did she know they were coming?

One of Day’s many contacts told her
that a Warden ship had requested a
standard resupply and maintenance
berth. It only took a little digging to
learn the name of the vessel and the
identities of the crew. From there, Day
kept an eye out for any sign that the
Characters would take some time for
R&R, and made sure one of her shut-
tles was ready to pick them up.

Things Get Awkward

Eventually, dinner conversation will
take a turn for the worse. Once din-
ner is finished, Day will begin asking
pointed questions about incidents the
Characters have investigated. Specifi-
cally, she will ask about the city they
found under the surface of Mars - see
the events of the adventure Barsoom.
If any of your players have not played
this adventure, they will at least have
heard about the discovery.

Day will go on to ask about the ru-
mors of alien spider-like creatures
eating the hulls of spacecraft, environ-
mental changes occurring on Callisto,

and other things she should not know
about. Feel free to work in specific
events from your previous adventures.
The point is to make the Characters
uncomfortable, and to foreshadow the
things to come.

The dinner ends with Day saying
that, while she understands the rea-
sons the Wardens and the govern-
ment try to keep some of the weird
stuff under wraps, it may be time to
start being truthful with the public.
With that, she gathers her things and
leaves - dinner is on the house.

Scene 3:

Security Breach

After the awkward dinner, things
return to being a vacation. If the Char-
acters want to do a cursory investiga-
tion of Sandra Day, have them make a
couple appropriate Tests — they won't
find anything unusual. She’s clean, and
a respected CEO. Prior to her time with
GEV, Day was the Chief Operations
Officer for a small mining concern on
Mars - which may explain how she
heard rumors of what happened there.

Vacation’s Over

Two days later, somebody lets the
cat out of the bag. It happens all at
once, during the busy lunch rush. Ev-
ery screen in the dome lights up with
the same transmission.

Read the following to your players:

It's been a relaxing visit, despite
the dinner with Day, and you're
starting to feel the stresses of the
job drain away. Even if another
crisis is likely only a few short days



away, you can relax like a regular
group of friends for the moment.

Suddenly, the drone of the ever-
present advertisements stops. It’s
a profound silence, and the idle
chatter of those around you quickly
vanishes. People look around, con-
fused. Then, almost as suddenly as
it began, the silence ends.

Thunderous, ominous music
suddenly fills the room, as the flex
screen lights up with images of
Mars. Text scrolls across it - ‘The
truth has been hidden from us. The
image continues down to the sur-
face of Mars, coming to rest on the
dark depths of the Coprates Chas-
ma. The deep voice of a man, ob-
scured by vocal processing, speaks.

“Mars is not ours. We are rats scur-
rying on the surface while the true
masters slumber, deep below the
surface. Even now they awaken.”

The image fades, to be replaced
by a massive mining barge, float-
ing somewhere in deep space. The
obscured nature of the image tells
you that it originated within the
Fog Bank in the Kuiper Belt. You
know that this must be the Mam-
moth, a mining barge whose crew
disappeared under mysterious cir-
cumstances. Rumors say that some
Wardens were killed during the in-
vestigation.

“This vessel’s entire crew are
dead. They were slaughtered by
alien creatures, which the govern-
ment insists do not exist.”

Names scroll down the screen as
the narrator continues.

"Ask the families of these men
and women what happened. Try to
find one who believes what the gov-
ernment has told them.”

The video continues for another
five agonizing minutes. You recog-
nize some of its claims from brief-
ings. Each of the events are highly
classified, and have been carefully
hidden from the public eye — until
now.

The transmission finally reaches
its close, coming to rest on an im-
age of Earth.

“The government will tell you
that none of this is true. What we
have here are rumors, stories cre-
ated by imaginative minds to ex-
plain unfortunate accidents. After
all, they have an army of suppres-
sive agents in the Wardens to keep
things quiet. Even now our future is
in jeopardy. In the days to come, it is
doubtful your children will live to be
adults. You must seek the truth. Our
system is changing, and not for us.

Then, it stops. Silence grips the
dome for a second, before the usual
din of Troy returns. Most people are
simply confused. Some dismiss it
all as a prank. Others seem a little
freaked out.

At this point, the Characters will
need to take action - if they haven't
already. Everything the transmission
revealed was true. Nothing that ap-
peared on those screens was sup-



posed to be public knowledge, and
has the very real chance of creating a
panic — or further information leaks.

There are a couple of obvious av-
enues of investigation for the Charac-
ters to take.

Investigate the Video

The most obvious first step is to in-
vestigate the origins of the transmis-
sion. That starts in the dome’s com-
puter center.

If the Characters want to contact
Sandra Day first, she is unavailable.
She’s expected back within the next
few hours, if they want to leave a mes-
sage.

The Characters arrive at the dome’s
administrative building to find the lo-
cal authorities already investigating.
The Wardens will need to convince
them that it is they who have jurisdic-
tion in this incident. Unfortunately,
tensions are high, as this involves a
break-in at a secure, high-profile ca-
sino.

Having no idea who the Characters
are, a low-level member of the casino’s
security team will attempt to convince
the Wardens that everything is under
control and move them along. Success
at a Demeanor + Savoir Faire or Per-
suade Exchange - against the guard’s
Ambivalent Attitude and a Dice pool
of 4 - will get them passed up to
someone with more authority.

They’ll then be escorted to Samuel
Hawkins, the dome’s Chief of Security.
He'll meet with the Characters in his
rather lavish office. Hawkins is a former

army officer and has the demeanor of
one. His office is decorated with scale
models of modern spacecraft and
tanks, all built by him. While serious
and confident, he’s not arrogant or
cocky.

The Characters will need to con-
vince Hawkins that they need full ac-
cess to and control over the investiga-
tion. This requires an Exchange using
the Character's Demeanor + Savoir
Faire or Persuade, against the Chief’s
Ambivalent Attitude and dice pool of
6. Any attempt to Intimidate him will
cause Hawkins to become immedi-
ately Hostile. Success at an Average
Awareness + Insight Test can provide
the Characters will clues about this.

Once the team gets past this obsta-
cle, Hawkins will take the team to the
central computer center. Once there,
they can begin investigating the video
and its source. The following options
are available to them.

Interview the Staff

Investigation: The Staff
Plot Points Earned By:

+ Awareness + Investigate
- Demeanor + Intimidation

« 4 Plot Points — Some of the staff
confirm that none of the employ-
ees knew about the video. In fact,
when it hit screens, they panicked.
Some of them attempted to shut
the screens down entirely, but
their access was cut-off by some
outside source. Even now, techni-
cians are trying to determine the
source. The staff has mixed feel-
ings about the legitimacy of the
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video and its claims. A few believe
that the video contains fragments
of truth, even if exaggerated.

Investigate the Computer and Video

It should be obvious that a thorough
investigation of the computer records
and systems is required. Hawkins will
instruct the techs to make way for the
investigator Characters.

Investigation: Computer & Video Feed
Plot Points Earned By:

«  Cleverness + Computers

This initial high-level research will
take a couple of hours to complete.

+ 4 Plot Points — The video stream
didn't originate from this center,
though there are fingerprints
that show that it did run through
these systems. This was necessary,
in order to propagate the video
throughout the dome.

+ 6 Plot Points - The Characters dis-
cover that a copy of the stream
still exists in RAM. It should have
been over-written, but the techs
froze the RAM contents during
their trouble-shooting.

«  8Plot Points — The stream originat-
ed from Sandra Day’s office.

If the Characters recover the video,
they can begin a more detailed analy-
sis of the content.

Investigation: Video Analysis
Plot Points Earned By:

+ Awareness + Investigate

Characters who analyze the content
of the video may find the following.

+ 6 Plot Points — There’s something
slightly off with the narration. The
voice doesn't register as entirely
human. It may be computer gen-
erated.

«  8Plot Points — Several of the video
fragments seem to come from
Warden sources, though how they
could have been obtained is im-
possible to know. Most likely, they
are from government records,
rather than from a leak inside the
Wardens. A few of the scenes are
complete fabrications or cleverly
edited stock footage.

Investigation: Video Analysis — Tech
Plot Points Earned By:

«  Cleverness + Computer

Characters looking into the techni-
cal nature of the video may find the
following.

«  4Plot Points - The audio portion of
the video is computer enhanced
in some manner.

+ 6 Plot Points — Origination codes
buried within the data indicate
that many of the clips were ac-
quired from highly classified gov-
ernment archives. There has been
no attempt to removed these dig-
ital fingerprints, indicating who-
ever created the video was not
worried about covering his tracks.

+ 8 Plot Points — The Characters de-
code the original voice, discover-
ing it to be Sandra Day.

Investigation Note

It's important that the Characters
have reason to believe that the video
was created by Sandra Day. If they



fail to generate enough Plot Points to
discover this, one of the dome’s techs
should come to the rescue.

A Visit to Sandra Day

Even if the Characters haven't yet
discovered the connection between
Day and the video, the dinner a few
days prior makes her a suspect.

If the Characters storm into Day'’s
office unexpected, her assistant will
inform them that Day is in an urgent
conference with senior management
to talk about the video. The Charac-
ters can choose to ignore her and
force their way into Day's private of-
fice. However, this will anger the as-
sistant, who calls security. Without real
evidence or fully recognized authority,
the Characters will find themselves
in Hawkins' office. They'll need to do
some convincing in order to stay out
of trouble.

However, if the Characters have
the video evidence, things are easier.
Hawkins will be behind them, and the
assistant will be more cooperative. She
says that Day left for lunch and hasn't
been back since. Though uncomfort-
able, the assistant will lead the Charac-
ters into Day's private office.

The Characters can then begin to
investigate Day's office. Hawkins will
work to find her while the Wardens
work. He also offers the service of his
team, if required, though few are com-
bat or investigation trained.

Investigation: Day's Office
Plot Points Earned By:

+  Cleverness + Computers

4 Plot Points — The video file was
sent from this machine. The com-
puter is also loaded with sophisti-
cated AV software, indicating that
the video could have been made
on this computer.

6 Plot Points — The Characters find
a hidden e-mail account, which
shows communication between
the owner of the account (pre-
sumably Day) and an unknown
other. They discuss a ‘great rev-
elation that will shed the cloak of
secrecy draped over the solar sys-
tem by the government and their
Warden pawns.

8 Plot Points - The Characters
find financial data buried deep
in the system. The records show
that Day diverted significant GEV
funds to purchase an unusual lot
of items. The orders show genera-
tors, high-capacity conduits, and
more, with no records of delivery.
Hawkins can confirm that security
knows of no such deliveries.

Investigation: Day's Office

Plot Points Earned By:

Awareness + Investigate

4 Plot Points — Someone has re-
moved Day’s personal items from
the office.

6 Plot Points — Scratches on the
floor reveal a bookshelf that hides
a secret cabinet. The doors to the
cabinet are locked, and opening
them requires success at an Aver-
age Grace + Crime: Low Test. If the
Characters try to force the doors
open, they will trigger an incen-
diary device. Those involved will
need to make a Grace + Defense



Test. Those who roll no Successes

take 4d6 damage, those with one

Success take 2d6 damage, while
those with two or more Successes
avoid the blast. Armor does not
protect against this damage.

If the Characters open the cabinet
without incident, they’'ll find a book
written in a runic script. Any Charac-
ter with an Occult Skill of 3 or higher
can identify it as Tsath-yo, an ancient
language that has been reemerging.
Cults have especially latched onto it,
and some have used the language in
rituals to success.

Characters may also attempt a Clev-
erness + Occult Test to analyze the
book. Success against an Average Dif-
ficulty reveals that some of the rituals
and diagrams can be connected to
a dangerous cult known as Primoris
Nox. This cult is enigmatic, behaving
in an almost schizophrenic way - at
least so far. One thing that has been
a part of previously recorded cult ac-
tivity is that Primoris Nox has shown
a desire to reveal the truth about the
Chthonian Star to the people.

Things aren't so easy if the Charac-
ters set off the incendiary device. The
remains of the book will reveal the an-
cient language, but nothing more.

As the Characters finish up, Hawkins
will return to tell them that he’s traced
Day’s recent movements. He invites
them back to his office to go over the
results.

ACT g
THE SERRCFLW/R DAY

Goals: To hunt for Day, to track her to
the Power and Environment plant, to
find Primoris Nox cultists engaged in
a summoning ritual, to survive the at-
tack of an emerging lashing horror

Setting: The Ganymede Entertain-
ment Ventures dome, the surface of
Ganymede, the GEV Power and Envi-
ronment Plant

Cast: Sandra Day, CEO of GEV, Samuel
Hawkins, Chief of GEV Security, bomb
drones, Primoris Nox cultists, a sum-
moned lashing horror

Scene 4: The Hunt

Once the team arrives at Hawkins'

office, read the following to your play-
ers:

A map of the dome dominates
the large flex screen on one wall of
the chief’s office. A glowing green
path shows Day’s movements.

“In analyzing the patterns, we
found a couple places where she de-
viates from routine,” says Hawkins
as he highlights a spot. “After her
usual lunch at LeFast and a few er-
rands, things change.”

He cues up a video, showing Day
shortly before the suspect broad-
cast. She plugs her wrist comp into
an daccess port in what appears to
be an unused office space.



“Those are the offices reserved for
corporate retreats. We don’t have
one scheduled for another month,
so there was no reason for her to
be there. It's strange she’s using the
ports in that room, since they have
limited access to the dome’s net-
work. But it was right after this that
the broadcast began.”

At this, one of the Characters may
wish to investigate further. This re-
quires a Hard Cleverness + Comput-
ers Test. Success reveals that she was
using serious hacking software, which
allowed her to bypass the network’s
restrictions. After that, it looks like she
remotely accessed her workstation
and initated the video feed.

“Once the broadcast started, she
headed to a maintenance corridor
under the dome,” Hawkins contin-
ues. “But once she entered the corri-
dor, the few cameras we have down
there were shut off. It's almost as if
her presence triggered a shutdown,
but we haven't found anything con-
crete”

From here, the Characters’ next best
option is to head to where the trail
ends. Hawkins will no longer stand
between them and their weapons, so
the Characters may want to take the
opportunity to gear up.

Scene 5:

Maintenance Hauoc
Hawkins will be staying, as his peo-
ple need to maintain order. There are
many guests that have been on edge.
He will continue to search for Day and
will remain in communication.

The Characters will need to cross
half the dome to get to Day’s last
known location. Hawkins makes trans-
port cars available, cutting the trip
down to 20 minutes. Along the way,
they catch snippets of conversations.
The broadcast has people worried, but
they are trying to get back to the task
at hand - fun.

Hawkins unlocks the door to the-
maintenance corridor. To his knowl-
edge, no one has been in there since
Day. The maintenance corridor is what
the Characters should expect - un-
painted, barely adequate lighting, and
exposed pipes and conduits. A pair of
cameras cover the approach to the
door, but they don't seem to be work-

ing.

If someone wants to check the cam-
eras, have them make an Average En-
gineer: Electrical Test. Success reveals
that the cameras’ electronics have
been shorted out. They will need to be
replaced.

Since this entrance is a terminus for
the tunnels, there is only one way Day
could have gone.

Day is no idiot. She knows the War-
dens are dangerous and she knows
they'll come after her. She's left them
a present.

Read the following to your players:

Hawkins has proven true to his
word and kept the maintenance
corridor clear of contamination. It's
well-used, judging by the wear on
the gloss coat that covers the floor.
Ahead of you, the tunnel makes an



abrupt 90-degree turn to the right.
As you near it, you hear a soft whir-
ring sound. Then a small wheeled
drone zips into view. It’s cylindrical
body is about 20 centimeters in di-
ameter and roughly six centimeters
tall. It pauses as it rounds the cor-
ner, then suddenly charges.

The drone is a small bomb on
wheels. It’s programmed to detonate
when it gets within 2 yd/m of a Char-
acter, who it will choose at random.
The end of the corridor is about 20
yds/m away, and it will take two turns
for the drone to get within range.

After the drone is destroyed, the
Characters have a minute to recover -
then tell them they hear more drones.
Four new drones will appear, each
picking a separate target. Fortunately,
destroying them doesn’t cause them
to explode.

Bomb Drone

Attributes:
Awareness 3  Grace 5
Cleverness — Perseverance 3
Demeanor - Physique 2

Statistics: Health 10, Speed 12 mph/19 kph

Skills: Defense 3, Explode 7, Reaction 1

Weapons: Explosion (6d6 damage, in a

2 yd/m burst radius)

Armor: Casing (3)

Special Abilities:

«  Explode - Use the dice pool rep-
resented by the drone’s Explode
Skill to determine whether or not
someone is caught in the blast,
and for potential bonus damage.

«  Fragile - Only has two Wound
Levels - Bruised and Battered. Af-
ter 20 points of damage, it is de-
stroyed.

«  Programmed - Moves towards a
random target until within range,
and then explodes. Does not
change targets unless target is
unreachable.

Once the drones are dealt with, the
Characters can move forward. Shortly
after turning the corner, they’ll come
to an airlock that leads to the surface
of the moon. A single environmental
suit is missing.

Scene b:

Outside the Dome

Getting through the airlock is easy

— it hasn't been locked. There are, how-

ever, only three environmental suits

available, so the Characters may need

to get some more. A security officer

can deliver suits in fifteen minutes, if
necessary.

Once outside the dome, in the mi-
crogravity of Ganymede, the Char-
acters discover vehicle tracks. They
lead to the relative East, following the
curve of the dome. Up ahead, it looks
like the tracks begin to angle away.
The Characters can follow on foot, or
call Hawkins for a vehicle. If they want
a vehicle, they’ll have to trek to the
dome’s’'maintenance garage and back,
which will take about 20 minutes.

It isn't difficult to follow the trail.
The tracks continue for a ways, and
then veer off towards a large, squat
building, dominated by two concrete
domes on either end. Thick conduits
run along a concrete bed to the dome.
Anyone with Engineering knows that
this is a power plant. If they approach,
they’ll soon see a sign that says, “GEV



Power and Environmental Plant. Au-
thorized Persons Only.”

The plant’s airlock is locked from the
inside. Success at an Average Grace +
Criminal: Low or Cleverness + Com-
puters Test will give the Characters
access. Hawkins can also provide the
code. He also tells the Characters that
someone entered this facility an hour
earlier - though the identity of this in-
dividual remains unknown. The power
plant is automated, monitored from
the dome. Only the maintenance crew
needs to enter the building, but no
maintenance is currently scheduled.

Scene

Inside the Power Plant
The time it takes the Characters to
work through this scene is variable.
They need to make their way through
the power plant to discover cultists
posing as maintenance workers.

Cultist Encounters

Cultists can be encountered alone
or in groups, whichever works best for
you. Use them to ratchet up the ten-
sion. The cultists aren't just posing as
maintenance workers - they actually
are. If the Characters run a background
check, the cultists will come up clean.

Some cultists will openly approach
the Characters, while others will hide
in order to ambush. Have the players
make an Average Awareness + Notice
Test to spot these ambushes. Those
who openly approach will demand to
know why the Characters are in a high-
ly restricted area, just to help throw
them off.

Average Primoris Nox Cultist
Attributes:
Awareness 3 Grace 4
Cleverness 3  Perseverance 2
Demeanor4 Physique 3
Statistics: Health 10, Speed 14 mph
Skills: Defense 2, Guns: Assault Weap-
ons 3, Guns: Handguns 3, Hand
Weapons: Blades 1, Reaction 2
Equipment: ACC-62 ‘Bandit’ Semi-Auto
Pistol or SM-3 ‘Blizzard’ Submachin-
gun, 2 clips of ammunition
Armor: Flak Jacket (5)

Moving Through the Plant

Since exact locations aren’t impor-
tant for this, you don’t need to worry
about a map. The plant is what you
would expect in such an industrial
building. Large, imposing machinery
provides cover, gantries and walkways
provide access to the upper levels,
and thick concrete firewalls divide the
building into discrete sections. The
metal fire doors are always closed. A
small tone sounds each time one is
opened.

The place is big. It is responsible for
the dome’s power, as well as air scrub-
bing, water recycling, and waste incin-
eration. It is three levels high and has
two sub-basements. Finding Day will
be a challenge. Searching on foot will
take hours. However, they could track
the fire doors from the computer cen-
ter.

The way to the computer center is
clearly marked. However, cultists wait
for the Characters. They will need to be
dealt with before the Characters can
gain access.
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Success at an Average Cleverness +
Computers Test shows the Character
that the fire doors have not been used
in a discernible pattern. What stands
out is that a pair of fire doors in one of
the sub-basments have been opened
only once in the last week. They were
used approximately fifteen minutes
after Day entered the building.

The cultists were also busy at work
here. If the Characters capture them

alive, they can interrogate the cultists.

Investigation: Interrogating a Cultist

Plot Points Earned By:
- Demeanor + Intimidate

+ 6 Plot Points — Day ordered him
to suspend the flow of all water
and waste, and open all the valves
in both directions. He claims he
doesn’t know why.

+ 8 Plot Points — The cult is going to
wake the solar system to the truth.
Within the next hour, an event
comes that not even the Wardens
will be able to hide.

Success at an Average Cleverness +
Computers or Engineer: Life Support
Test to examine the water and waste
pipe controls will reveal that the flow
has indeed been stopped, and the
valves opened. Furthermore, the cult-
ists have disabled the portions of the
system that would allow any of this
sabotage to be reverted. The system
would need to be reinitialized, which
would take hours.

Investigation: Checking the Computer
Plot Points Earned By:

+  Cleverness + Computers

If the Characters don't capture the
cultists, they can check the computers.

« 6 Plot Points — Portions of the con-
trol program have been erased or
somehow neutralized.

«  8Plot Points — The water and waste
pipes have been purged, all func-
tions suspended, and all valves
forced open. All reservoirs have
also been emptied.

If the Characters fail to learn about
the sabotage, Hawkins will contact
them. He'll say that the water and
waste in the dome seem to be fro-
zen. People are complaining about
backed-up toilets and a serious lack of
water pressure. Furthermore, the wa-
ter reserves in the dome are low.

Scene 8:
Day and her Pet

Ultimately, the Characters will make
their way to the sub-basement in
question. It is rarely used, and there
are footprints in the dust. Success at a
Hard Awareness + Investigate or No-
tice Test will reveal that the footprints
are most likely made by someone who
fits Day’s build.

When the Characters arrive in the
sub-basement, read the following to
your players:

The hinges of the heavy steel door
open almost silently. Someone’s lu-
bricated them. The lights are dim,
many non-functional. Despite the
lack of maintenance, the structure
seems to be in good order. There are
no cracks in the walls and the floors
are smooth, though covered in dust.



Crates and containers are scattered
across the floor. Many of them appear
to have been recently moved, though
there is no sign of organization. It
looks as if they were pushed and piled
wherever was convenient. They're
stacked and obscure the view beyond.
Moreover, it appears that new lighting
has been installed beyond the wall of
containers.

There’s a windy path through the
piled crates. Day and her cultist assis-
tants gather around a large 7 yd/m di-
ameter hole, beneath the terminus of
a pair of massive pipes. The pipes van-
ish into the floor and ceiling, and have
been uncapped.

If the Characters attempt a more
stealthy approach, they will need to
succeed in a Grace + Stealth Contest,
against Day and the cultists’ dice pool
of five. They're a bit distracted at the
moment.

As the Characters approach, Day
screws a metal canister of some kind
shut. Around her is what looks to be a
small chemistry lab. Success at a Hard
Awareness + Notice Test will reveal to
the Characters that the cultists have
inscribed mystical runes on the inside
of the 2 yd/m diameter pipes, as well
as around the hole in the floor. There
are even a few on the walls. Someone
is preparing a magical ritual.

If the Characters have snuck up on
Day and the cultists, they have one
turn to act before they are noticed. The
cultists are quick to open fire. Day will
drop the canister into the hole in the
floor during the ensuing firefight, even
if it means doing it with her last breath.

If the Characters attempt to talk to
Day, she'll tell them that the time for
secrecy is over. Things are changing
and humanity has worn out its wel-
come. It's time for us to come to terms
with our end. After today, no one will
be able to hide the truth.

Average Primoris Nox Cultist
Attributes:
Awareness 3 Grace 4
Cleverness 3  Perseverance 2
Demeanor4 Physique 3
Statistics: Health 10, Speed 14 mph/22.5 kph
Skills: Defense 2, Guns: Assault Weap-
ons 3, Guns: Handguns 3, Hand
Weapons: Blades 1, Reaction 2
Equipment: ACC-62 ‘Bandit’ Semi-Auto
Pistol or SM-3 ‘Blizzard” Submachin-
gun, 2 clips of ammunition
Armor: Flak Jacket (5)

Sandra Day
Attributes:
Awareness4 Grace 4
Cleverness 4 Perseverance 4
Demeanor4 Physique 3
Statistics: Health 10, Speed 14 mph/22.5 kph
Skills: Defense 3, Guns: Handguns 3,
Hand Weapons: Blades 1, Reaction 2
Equipment: HCC-90 ‘Anvil’ Heavy Pistol,
2 clips of ammunition, combat knife
Armor: Flak Jacket (5)

Once Day drops the canister into the
hole, there will be a one turn delay be-
fore it explodes. The explosion is only
about the intensity of a grenade, so it
isn't a big deal in and of itself. However,
moments later, the ground begins to
shake. The rumble will grow in inten-
sity over the next two turn, after which
the floor will crack as something pow-
erful begins to push its way to the sur-
face. The next turn, a pair of enormous



slimy tentacles will erupt through the
cracks and attack the Characters.

Lashing Horror Tentacles
Attributes:
Awareness 4 Grace 3
Cleverness 1  Perseverance 6
Demeanor 1 Physique 6
Statistics: Health 15, Speed 18 mph/29 kph
Skills: Defense 2, Natural Weapons 3,
Reaction 2
Weapons: Tentacles (9d6 total)
Armor: Rubbery Hide (10)
Horror Factor: Average
Special Abilities:
Entangling Attack - all Lashing
Horror attacks are considered to
be entangling attacks.

The lashing horror beneath the
surface has more than just these two
first tentacles. Every other turn after
the first, one more tentacle will burst
from the ground. On the third turn, a
pair of even bigger tentacles will erupt
through the cracks and slither their
way into the giant pipes. If Day is still
alive, one will grab her on the way up
and stuff her into the pipe as well. Also,
the cultists will freak out and start fir-
ing on the tentacles as well, if they sur-
vive that long.

Hopefully, the Characters will catch
on that this is not a winnable fight.
Feel free to have the lashing horror go
after the cultists first. What is impor-
tant is that the Characters notice that
the tentacles in the pipes don’t show
any sign of ending, and are heading
towards the dome. The pipes are be-
ginning to rupture as the tentacles get
thicker.

ACT 3: |
DAMNED F'Y'Dy DUJKL. |

DAMNED I YOU DON'T

Goals: To escape the crumbling plant,
to determine how to deal with the
lashing horror and/or maintain secre-
cy and security

Setting: The GEV Power and Environ-
ment Plant, the surface of Ganymede,
the Ganymede Entertainment Ven-
tures dome

Cast: Samuel Hawkins, Chief of GEV
Security, GEV security officers, a sum-
moned lashing horror

Scene 3:
Escaping the Plant

The Characters must now flee the
power plant, as the lashing horror
brings it down around them.

Here are a few of the dangers the
Characters will face as they try to es-
cape.

Collapsing Debris

Parts of the ceiling and walls begin
giving way. Each turn, randomly select
half the Characters to be in danger of
being hit by debris, requiring the play-
ers to make Grace + Athletics: Coordi-
nation Tests. Their degree of success or
failure will determine the result.

Failure — Character suffers 4d6
damage from falling debris. Ar-
mor protects normally. However,
the Character is now trapped un-
der rubble (see below).



Average Success — The Character
suffers 3d6 damage as he is pelted
with debris. Armor protects nor-
mally.

Hard Success - The Character suf-
fers 2d6 damage as he is pelted
with debris. Armor protects nor-
mally.

Very Hard or Better Success — The
Character dodges all debris.

If a Character ends up trapped un-
der rubble, the Characters will need
to succeed at a Hard Physique + Ath-
letics: Brawn Test to free him. Multiple
Characters can work together, as per
the rules for Teamwork. Each turn after
the first, one Character doing the lift-
ing will need to dodge more debris,
but gets one free success for this Test.
After all, the ceiling above is already
gone.

Averting a Potential Explosion

With everything that’s happening,
some things in the plant are likely to
explode. As the Characters make their
escape, have them run past gauges
and warnings that let them know that
more bad is about to added to the sit-
uation. Up to two Characters can work
on the failsafes at the same time, using
Cleverness + Engineer: Electrical, Engi-
neer: Life Support, or Mechanic. Team
work rules apply as normal.

Their degree of success or failure will
determine if and for how long the di-
saster is averted.

Failure — An explosion tears open
a nearby wall. Use the same rules
as for collapsing debris, but pro-
vide the Characters with one free
Success.

Average Success — The explosion is
averted for a short time, just long
enough for the Characters to get
out of harm’s way.

Hard Success — The explosion is
averted entirely.

Getting Through Collapsed Debris

The way is blocked by collapsed de-
bris. The Characters will need to suc-
ceed at an Average Grace + Athletics:
Coordination, Perseverance + Athlet-
ics: Fitness, or Physique + Athletics:
Brawn Test to climb over the debris or
move it out of the way. Each Character
needs to make their own Test. Failure
means that they must find their way
around, during which time more col-
lapsing debris may hit them.

When the Characters finally arrive at
the airlock, have them make an Aware-
ness + Environmental Suit Test against
an Average Difficulty. Any Character
who was damaged in the escape will
need to repair the tears in their suit
before going outside. The supplies are
here, but this will take 1d3 minutes, as
the plant continues to collapse. Have
each Character Test for falling debris
once each minute, with one free Suc-
cess.

Finally Outside

Once back outside, Hawkins con-
tacts the Characters to tell them the
dome has switched over to emergen-
cy life support. The water and air recy-
cling is no longer working at all. Panic
builds among the people.

As the Character make their way
back to the dome, the power plant fi-
nally explodes behind them. The pipes
leading to the dome still buckle from



the advance of the lashing horror’s
tentacles.

Scene 10: A Tough Call

There are many possible ways this
final scene could play out. We have
provided guidelines for the two most
likely, though you may have to modify
based on your players’actions.

When the Characters arrive back in
the dome’s garage, read the following
to your players:

Looks of grim tension cross the
faces of the maintenance personnel
in the garage as you dismount from
the rover. Emergency lights flash ev-
erywhere, bathing the entire facility
in a strobe effect that only makes
the tension worse. Everyone seems
to be intent on doing something.

As you exit the garage, you're
greeted by a very different scene
from when you left. Gone are the
festive music and ads, replaced by
emergency warnings telling people
to keep calm and return to their
rooms while the situation is re-
solved. The crowd seems unaware
of the exploding power plant, for-
tunately.

Hawkins is on the Characters mo-
ments after they arrive. He's legit-
mately scared, but keeping it together.
Hawkins will inform the Characters of
the massive explosion that leveled the
power and environmental plant.

However, he also shows them a se-
curity feed on his wrist comp, showing
the remains of the plant. Fires burn in

strange patterns and colors, due to
Ganymede’s atmosphere. Another se-
ries of explosions ripple through the
rubble. Zooming in on the pipes that
connect the plant to the dome, they
crack and swell as something inside
worms its way forward. None of this is
news.

Hawkins has hit his breaking point
and demands answers. He also de-
mands that they help him evacuate
the dome. While such a thing is pos-
sible in theory, it's never been tested.

The Characters must now make a
choice. They can help evacuate the
tourists and staff from the dome, mini-
mizing the fatalities caused by the ap-
proaching lashing horror. This is the
humane choice. However, as Wardens,
they are also to protect secrecy. This
incident is going to be nearly impossi-
ble to cover up, given the scale and the
sheer number of witnesses. Reports
will likely cause panic. It would not be
against directive to simply let the lash-
ing horror bring down the dome and
silence all witnesses.

This is an incredibly difficult ethi-
cal choice, and one which the players
have little time to make. Let the mag-
nitude of it sink in. Give them a couple
minutes, but then ask for a decision.

Help in the Evacuation

While the more humane option,
helping evacuate the dome will have
consequences. There should be no
misunderstanding - stories and videos
will be leaked to the internet. Thou-
sands of lives will be saved, but at a
price. There is no way to stop that now.



There are several ways in which the
Characters can assist in the evacua-
tion:

«  Using their federal authority, they
can call in additional shuttles and
transports to get people out.

«  Using their Skills to help keep the
crowd under control.

+  Doing battle with the lashing hor-
ror, when its tentacles begin to
surface.

They can also split up to aid in dif-
ferent aspects of the crisis. However,
the local security and police are not
trained to deal with something like a
lashing horror, and will most like break
in fear when the tentacles erupt from
the ground.

Here are a few Skills that will be use-
ful in this crisis. Your players may come
up with creative uses for other Skills
as well. Base their effectiveness on the
degree of success or failure.

«  Demeanor + Intimidation — keep-
ing panicked people orderly as
they are ushered them to an evac-
uation point.

«  Cleverness + Bureaucracy - dealing
with other officials while arrang-
ing additional evacuation trans-
ports.

«  Demeanor + Deception — concoct-
ing stories to help keep people
calm, as the Character tries to an-
swer the questions that bombard
them.

This scale of evacuation will take
quiet a while. Let the Characters get
into the swing of aiding in it, then hit
them with the lashing horror. Now is

an excellent time for sporadic fights
to break out across the dome, as the
horror’s tentacles begin to claim civil-
ians. Full-blown panic will break out,
and people will run around like mad
animals, no longer capable of listening
to reason.

Play this scene out as long as you
need to for it to be sufficiently tense.
The Characters should be harried and
beat up before the evacuation is “com-
plete)” A good chunk of the popula-
tion is safely ushered from the dome,
before the lashing horror begins to
tear it apart, from both inside and out.
Massive tentacles break free from the
moon’s surface and rip away entire
sections of the dome. Smaller ten-
tacles do the same from within. The
Characters will need to escape before
the building collapses on top of them
- not to mention to rapidly growing
lack of atmosphere.

It is both an horrific and awesome
sight to behold.

Maintain Secrecy &
Control Information

While arguably the proper course
of action, based on directive, letting
everyone die in the dome is a hard
choice to stomach.

This will require some social kung fu
on the part of the Characters. Hawkins
makes the same demands. Mostly
likely, they’ll have to start by appear-
ing to help with the evacuation. In-
stead, they'll need to freeze out and
reroute potential rescue transports en
route. They will also need to lock out
the dome’s landing facility and any re-
maining shuttles there.



While a variety of Skills may be of
use here, ones that are of particular
importance are listed here. Base their
effectiveness on the degree of success
or failure.

«  Cleverness + Bureaucracy - pre-
venting or rerouting additional
rescue efforts from the outside.

«  Cleverness + Computers - locking
down evacuation routes, or lock-
ing the guest quarters, so no one
can leave.

«  Demeanor + Deception - keeping
true intentions hidden.

«  Demeanor + Intimidate — cowing
people to do things they may not
want to do.

Given this choice, it’s likely that the
Characters will be heading away from
the dome when the lashing horror ar-
rives and the bloodshed begins. Fire-
fights should be small or non-existant.

Regardless of Choice

To finally complete this mission, the
Characters will need to destroy the
lashing horror. That is easier said than
done.They'll need to reduce the dome
to a smoking ruin somehow. They can
use their Knight's Errant — most have
railguns, at the least. They could also
set internal explosions, perhaps by
detonating a backup reactor in the
facility. The dome is far enough away
from the rest of Troy that the method
of its destruction will not be witnessed
by others.

The Rftermath

Depending upon the Characters’

choice, there are two most likely out-
comes.

Save the People

If the Characters opted to help aid
in the evacuation of the dome, videos
of the lashing horror’s attack hit the
internet within hours. They spread like
wildfire, and even end up on the news
feed. The Characters are outed as War-
dens, even if that agency’s core direc-
tives remain secret, and they will inun-
dated with requests for interviews.

Unsurprisingly, the Characters are
summoned to appear before a board
of inquiry on the Umbrella, orbit-
ing Saturn. They must present their
accounting before a group of their
stone-faced superiors. Make the play-
ers sweat. They should wonder if they
really are in trouble, and could be fac-
ing not only termination as Wardens,
but imprisonment.

In the end, the Characters’ actions
will be upheld. None of the senior
Wardens could expect them to allow
so many people to die such a horrible
death, simply to cover it all up. That
would be like losing the forest for the
trees. Day’s actions were unexpected
and her plans had been in motion for
quite a while before the Characters en-
tered into the equation. There was no
real way for the Wardens to have done
anything better.

However, now the Unified World
Council will have to deal with such an
open breach of security. These events
will likely have broad and long-lasting
effects — be sure to keep that in mind
for your game. At the very least, the
people of Ganymede are going to be a
lot more freaked out than normal and
tourism will take a hit. This is not good
for the economy of Troy.



Destroy the Dome

As with the first option, the Charac-
ters are summoned to appear before a
board of inquiry on the Umbrella, or-
biting Saturn. They must present their
accounting before a group of their
stone-faced superiors. Make the play-
ers sweat. They should wonder if they
really are in trouble, and could be fac-
ing not only termination as Wardens,
but imprisonment.

Before they arrive at the inquest,
have each Character make a Hard/1
Madness Test. If they fail, make sure
they begin to suffer from their new
psychological disorder before they
speak with their superiors. If using the
optional Empathy rules, also reduce
each Character’s Empathy by two.

In the end, the Characters actions
will be upheld, though their superi-
ors regard them as cold-hearted. The
Characters will be required to undergo
intensive psychological screening. This
will likely bring their new disorders to
light.

The Characters have two choices,
as long as their disorders aren’t so se-
vere that they will impede their ability
to perform their duties. First, they can
stay at the facility for five months, and
leave without that level of Madness
(assuming it is Level | or Il). Second,
they can leave after two weeks, clear-
ing themselves for duty.

Regardless, this event will be re-
flected in the Character’'s permanent
record — for better or worse.



LASHING HORROR
| [ S

The ground underneath your feet be-
gins to rumble. It worms its way out of
the ground, a horrific thing that looks
like a tentacle a foot in diameter. It lash-
es around, like a maddened blind snake.
Dodging the thing as it whips, you see
out of the corner of your eye another,
this one smaller. However, that’s not all.
Dozens begin to push up from under the
ground all around you. Whatever is hid-
ing underneath all this must be
enormous. Unfortunately,
it looks like you'll be find-
ing out very soon.

A lashing horror
is a creature that
is capable of living
anywhere in the solar
system. It ap-
pears to be
some kind
of ten-
tacled
mass that
can burrow
through
pretty much
any kind of
substrate, at-
tracted to the
energy and vi-
brations
of living
things.

It is
even
capable

of burrow-
ing through
metal.

While most assume that there is
some kind of creature to which the
tentacles are attached, no one has
ever survived an encounter that
would have provided conclusive
evidence. Even sensor readings are
garbled. What is certain is that a lash-
ing horror has from eight to eighteen
tentacles, ranging from a few inches
to more than a foot in diameter. These
tentacles hone in on the heat and vi-
brations of living things, which they
then promptly try to kill. While most
assume that this is so the creature can
feed, lashing horrors display disturb-

ing behavior. Some victims are
pulled underground, whether
whole or in pieces, where
it is believed they are
consumed. However,
sometimes
the creature
appears to
show up simply to
rip perceived prey
limb from limb, tak-

ing nothing at all for itself.

Lashing horrors are
adaptable and immune
to the vacuum

of space and
launch egg

pods

across the

solar

system to

procreate.

They can

be found

anywhere.



Lashing Horror Game Statistics

Individual Tentacles from
6-20'long, 4 - 18”in diameter
1.8-6 mlong, 10 - 46 cm in diameter

Habitat: Anywhere not super-heated

Average Attributes:

Awareness Grace 3
Cleverness Perseverance 6-10
Demeanor Physique 6-12

Average Statistics:

Health 15-25 (15-25/30-50/45-75/60-100)
Speed 18 - 30 mph

Athletics: Brawn 3, Athletics: Fitness 3, Defense 2, Freefall 3, Natural
Weapons 2, Notice 3, Reaction 2, Survival 2

Weapons: Tentacles (3d6 to 6d6 + 3d6 to 6d6 for Physique)
Armor: Rubbery Hide (10/5)

Horror Factor: Average
Special Abilities:

Burrower (x1) - Lashing Horrors move underground at their normal run-
ning rate, and are capable of burrowing through nearly any substance.

Decentralized - Treat each of a Lashing Horror’s tentacles as if it were its
own creature, with its own Grace, Perseverance, and Physique, as well as
Statistics and Weapons.

Entangling Attack — Any Lashing Horror tentacle attack can be entangling.
Infrared Senses — Lashing Horrors can sense in the dark.

Void Dweller - Lashing Horrors can survive in thin atmospheres or the vac-
uum of open space.
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There are many exclting supplemental beoks avallable or coming up for The Veldl

Secrets of the Usid

Peel back the curtain to step into the true workings of the solar system), and what is
gofng on behind the scenes.

Cheracters Unlbaund [; Player’s Guide

The Characters Unbound serfes introduces new options for Characters of all kinds,
witth this velume focusing on Lifepath Character Generation (for any kind of Charac-
ter), optional Character rules, and a much expanded list of awesome Talents.

Characters Unibeund [I: Tacticel Combat

The Characters Unbound serfes introduces new options for Characters of all kinds,
witth this volume focusing on more detalled options for combat, along with a system
ffor comibats tto bbe played out on table-top.

Uessels of the Uitk Speceships
This velume greaftly expands the roster of spaceships fior The Void, Indluding ex-
panded stats, customization, and rules for spaceship comlbat.

Teals of the Trede | Tednolegy & Gear
The Tools of the Trade serfes explores new kinds of technology and provides new
gear, weapons, vehides, eand more to add to your game.
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2159 AD., Semething approadhes, a thing on an ombit
from far away. Seemingly a mysterdous share of eark
mattter, this object is known in ebscure prophecy as the
Chthonfan Star [t is awakening things leng thouglht
lost or dead, things that have slumbered awalting s re-
. The Unfieed Werld Council sends out spedal teams
of sanctioned Wardens, whese jobb (it is % aseartain dhe
new threats to humean life, to learn everyithing they can
abour them, and fight them wherever they are found.

Ganymede, the Las Vegas of the Outer Planets. I @me
for a litde and relaxation. Right. All hell breaks
loose when semeone afirs confidential Warden informeas
don te an entire entertainment dome, Whe would o
such a thing? Anel what do they really want? Finel out
for yourself,

The Vold is an eriginal Levearaiffan hard scfi heomror
setting, and Hhis s an acventure to take you dhere,

Tl?ﬂ@ Styegian Cycle Il - The House Alvways Wins
Is & funm=ley @d\\y@m@unn’@i ready-to-run, with mest

everything you m

o Tekes Charackers fa@ ecliting colony of Trey,
on Ganymede.

o s thilre] aclventure in the eple Styglan Gyde
campaigm.

o [susableln 7he Void Organizee Play framework =
take your Character ffrom game te game.

o Cresfed by the award-winning team that
brought yeu Cihullhuieds.

WDF 33402
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