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WELCOME TO HELL

The year is 2350.

Knights of the militant Sacri Ordines of the
Third Reformation Church are locked in a bitter
crusade against the Rephaim (“the dead ones”), a
race of evil beings who wield necromantic powers
and possess a desire to exterminate all life.

The place is Salus—more popularly called
Necropolis—the only habitable world left to
mankind since the destruction of Earth in 2319.

Divided between the Third Reformation
Church, the Union of Corporations, and the
Rephaim, the inhabitants of Necropolis are locked
in a struggle for supremacy. Lives are not the only
thing at stake—humanity’s very existence hangs
in the balance.

If the Rephaim win, humanity’s light will
forever disappear from the universe. Should
humanity succeed in overcoming the tide of
darkness, it can begin to rebuild its former might,
perhaps again reaching out into the void to find
new worlds on which to prosper and multiply.

The war against the supernatural in Necropo-
lis is overt—the common people know about
the Rephaim, at least the more common variet-
ies. Church media frequently portrays battles
between holy Knights and Rephaim, and images
of walking corpses are considered terrifying, but
not unusual. A popular poster shows a Knight
with sword raised standing atop a pile of Rephaim
corpses.

Few citizens have ever encountered a Rephaim,
but the forces of darkness are encroaching further
into human territory each day.

It’s strongly recommended players start by
reading the Militia Dei section, then move on
to the background material starting on page
51 before making their characters. War Masters
(WM) should read through the War Master Sec-
tion before play begins.

SACRI ORDINES

I bave fought a good fight, I bave fin-
ished my course, I have kept the faith

2 Timothy 4:7

Since the Third Reformation, the Church has
again found itself relying on warrior-monks to
lead its holy crusade. Though military organiza-
tions at heart, they have grown financially into
miniature superpowers within the framework of
the Church.

Sacri Ordines (“Holy Orders”) are the elite
forces of humanity, dedicated to the destruc-
tion of the Rephaim and rekindling the flame of
hope.

TRAINING A KNIGHT

In the early days of chivalry, knights were
usually born to nobility. Joining a holy militant
order was often just a matter of donating all your
worldly wealth and taking monastic vows. Things
have changed since the Third Reformation.

Although a Knight must still forsake all worldly
wealth and take his vows, the process of selection
is akin to that of the regular military. Prospective
members must be aged between 18 and 30 but
may come from any social background. Candi-
dates must pass rigorous physical and mental
tests before being accepted into a training Pre-
ceptory as a Squire.

Here the Squire undergoes two months of
continuous assessment in physical exercise,
weapon handling, theological study, and basic
technological skills. Those who make the grade
are accepted for further training—those who fail

must return to their former occupation.
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RECORDING TIME

Throughout this book, time is recorded in
the following notation.

A year equates to 384 days (one quarter of
the actual local solar year) and comprises
eight months. A month has 48 days broken
down into six weeks, each of eight days.
A day lasts 24 hours. More detail can be

found on pages 51-53.
\ Y

Successful Squires receive a further year of
intensive training. They are also expected to be a
productive member of the rear echelon staff, pre-
paring meals, handling logistics, digging graves,
and so on. Except for combat duties, life is as hard
for a Squire as it is for a fully trained Knight—the
Ordines accept only the toughest candidates.

At the end of the training, the Squire is brought
before the Preceptory’s leaders and questioned
vigorously for many hours. His physical, mental,
and spiritual states are called into question, his
worth doubted, and his piety mocked.

Only if he remains resolute in his desire to
become a Knight will he pass the test and be
offered a sword—the sign of a Knight—and take
his sacred vows. Those who fail must either accept
a position as a Sergeant or leave the Ordo.

The Ordines accept candidates of either sex as
Knights and shared barracks are common. While
this does put a strain on the vow of celibacy, most
Knights treat their opposite sex colleagues as
“one of them.” Recently, hard-line bishops and
cardinals have called for women to be banned
from serving as Knights, but so long as the Grand
Master of the Lazarites is a woman, and has the ear
of the Pope, their cries fthe practice continues.

KNIGHTLY YOWS

Every Knight must take vows of poverty, chas-
tity, obedience, and piety before he can claim
his title. Though every Ordo has its own unique
vows, these four are the core of any Knight’s duty
and those breaking them are severely punished.

COMMAND STRUCTURE

Each of the modern Sacri Ordines has built
their organization around the greatest of their
medieval namesakes—the Knights Templar.

At the top sits the Grand Master of the Ordo,
followed by the Deputy Master (who runs day-to-
day affairs), Seneschal (in charge of the financial
and logistical status of the Ordo), and Marshal
(commander of the armies). These four dignitar-
ies reside at the Ordo’s headquarters and answer
directly to the individual above them. The Grand
Master answers only to the Pope.

Field Masters are responsible for oversee-
ing an Ordo’s estates in a given geographical
area, known as a Commanderie. Below these
are the Preceptor Masters, who govern a single
Preceptory within that domain. The number of
Preceptories varies between five and ten in most
Commanderies.

Knight Commanders aid the Preceptor Masters,
typically as senior unit commanders in battle.
Senior Knights are the NCOs of the Ordines
and answer to their Knight Commander. At the
bottom of the monastic ladder are the Knights.
Below them are the common soldiers—the Ser-
geants (see page 18).

Promotion as far as Preceptor Master requires
only the recommendation of the Field Master.
The Grand Master himself appoints Field Masters.
All four of the senior positions are responsible
for nominating their own successors, though the
Grand Master can appoint a person of his choos-
ing to the post if one of the members dies without
clear succession.

All Knights use a prefix or suffix (they can be
used interchangeably) based on the type of unit
in which they serve. Thus, there are Knight Artil-
lerists, Combat Engineer Knight Commanders,
and so on.

Within a Sacer Ordo, ranks are commonly used
to address superiors or underlings. Citizens refer
to all Knights as “Sir” out of respect for their posi-
tion.

Knightly Ordines are not democracies, nor
is free will expected. A Knight of any rank is
expected to obey his superiors without question.
There are no committees or forums for discuss-
ing and planning a mission—the CO makes a
decision and his men follow his orders. Naturally;
this total obedience initially led to many costly
mistakes in terms of human life, and Field Mas-
ters are now expected to be exceptional leaders
in combat situations—though familial bonds and
bribery still go a long way in the 24th Century.

. /
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MILITARY STRUCTURE

The Sacri Ordines also modeled their basic
military structure around the old Templar cavalry
system. The basic infantry unit of 4-6 Knights led
by a Senior Knight is called a Lance. Standard
composition is one Infantry Support Knight, one
Combat Medic Knight, and 2—4 Knight Infantry-
men. Each Lance is assigned an identification
number between one and twenty, which is pre-
fixed by their Banner designation.

Ten to twenty Lances form a Banner and are led
by a Knight Commander. Knight Commanders are
frontline officers and are expected to be capable
tacticians. Banners are assigned letters from A
through to T to distinguish between them.

Ten to twenty Banners form a Squadron, led
by a Preceptor Master. This represents the entire
fighting force of Knights in a single Preceptory.
Only frontline Preceptories are kept at full
strength—those in the rear often fail to raise five
Banners of Knights. Squadrons are named after
their Preceptory.

The largest formation, a Battle, is formed from
between five and ten Squadrons and is broken
down into a vanguard, left flank, center, right
flank, and rear guard. A Field Master commands a
Battle. A Battle comprises a force of Knights any-
where from 2000-24,000 strong and represents
every Knight within a Commanderie. Battles are
given unique names after one of the many popes
of history, such as Battle Celestine.

When multiple battles are grouped together,
which is usually only during a major offensive,
the Marshal of the Ordo appoints one of the
Field Masters as “Field Marshal of the Battle”—an
honorary position rather than a permanent rank.
Being chosen to hold the title is often seen as
a sign of possible promotion to a high echelon
position when the current holder retires. The
Marshal only takes command when the entire
Ordo fights together, which is extremely rare.

The above numbers include every branch
of the military, only about a third of which are
Knight Infantrymen. Artillery, tanks, engineers,
and air support are attached to an infantry force
as required and follow the same basic structure
(4-6 guns, tanks, or aircraft form a Lance, and so
on). Such units are rarely formed larger than a
Squadron.

SERGEANTS

Sergeants follow the same structure but are not
included in the above figures. Serving as infantry
and rear echelon support, Sergeants outnumber
Knights by almost ten-to-one.

Lances of Sergeants attach to Knight Lances as
required. A Senior Knight may command as many
as ten Lances of Sergeants in the field. Sergeants
maintain their own ranking system (page 18) but
are always subservient to Knights.

CHAPLAINS

Chaplains sit outside the military command
structure but are still valued members of the
Ordo. While Knights fight, it is the Chaplains’
duty to tend for their physical, spiritual, and
mental injuries. They are part-priest, part-medic,
part-psychologist, and part-diplomat. Chaplains
receive considerably less military training than
Knights or Sergeants but may carry weapons.
Their role is no less important than a Knight’s
and their presence reminds the Knights their
cause is a holy one.

INTER-ORDO POLITICS

Status is extremely important to the Sacri
Ordines. There is fierce competition among
them to prove themselves as the Church’s most
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KNIGHT INFANTRY SUPPORT
OF THE ORDO SACRAE
FLAMULAE

That smell is victory, son. Sure it smells like
burning pork, but the only way to make sure a
Rephaim stays down is to use fire. All we need to
wipe out the Rephaim is a few flamethrowers and
a no-nonsense attitude. Nothing can stand against
a flamethrower! What? Yeah, maybe smoking will
kill me, but there’s a bigger chance I'll go down
in combat fighting the good fight, so I figure the
Lord can forgive a man a small sin.

Quote: “Burn everything!”

Attributes: Agility d8, Smarts d4, Spirit d8,
Strength d8, Vigor d6

Skills: Driving d4, Fighting d6, Guts d8+2,
Intimidation d4, Notice d4, Shooting d10,
Stealth d6

Charisma: —1; Pace: 6; Parry: 5; Toughness: 11(6)
Hindrances: Habit (Minor; heavy smoker), Loy-
al, Overconfident, Vows

Edges: Hard to Kill

Special Training: Brave (included), Cleanse by
Fire

Gear: Medium armor (+6), molecular sword
(Str+d8+2, AP 4), flamethrower (Range: Cone,
Damage: 2d10, ignores armor), 1 spare canisters,
3 incendiary grenades (Damage: 2d10, MBT), ID
tag, combat webbing (bedroll, canteen, combat
fatigues, mess kit, medpac, one week’s trail ra-
tions).

=
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MOTHER CHURCH

OFFICE OF I“TER“AL SECUR"’Y Treasury has a large staff of tax collectors,

financial investors, and street-level donation

More properly named the Church Intelligence CisllEClops

Service, the CIS is a large department
that works closely with the Inquisition.
Their mandate covers everything from
countering Corporate espionage, uncov-
ering heresies, and reporting on morals
amongst the laity. It has no interest in

minor crimes unless the suspect is of sig-
nificant interest, such as a high-ranking

clergyman or Corporate executive.

All citizens within Church territory must pay
10% of their income (known as a tithe) to the
Church on a monthly basis. Many settlements
are actually owned by the Church
directly, so rent monies are

also funneled straight to the

Treasury. Collection plate

donations made in cathe-

drals or churches are one
the few financial areas left in
the hands of the local bishops,
and collections go straight to
the bishops’ treasuries for use as
he sees fit.

Members are stationed in every
large settlement across Salus,
in Corporate liaison teams,
within Preceptories, and even in
non—Church territories. Other
Curial departments are frequently
placed under routine surveillance
for signs of corruption.

Though a rigorous anti-Corpora-
tion stance is maintained to the
public, the Church accountants are
not fools. The Church owns stock in

many of the Corporations, handled
W through a network (some say web)
f of “independent” financial advi-
sors and stockbrokers. Investments
are also made in the hundreds of
smaller companies not answerable to
any Corporation.

The CIS has access to a wide range
of communication equipment and
maintains two spy satellites of its own.
Though the CIS has a wide range of
investigative powers, it has no judicial
arm—the Inquisition handles arrests
and interrogations.

Since the founding of the first
Sacer Ordo, the CIS has tried to
work its way into a position of
trust. To date, there has been no
noticeable success. The Ordines
are fiercely independent of outside
agencies, even those of the Church,
and maintain their own intelligence
gathering arms.

Members of the CIS caught
spying within a Preceptory are tried
as spies by the Preceptory’s court
and receive severe punishments,
much to the outrage of the CIS,
who are powerless to interfere in
the process.

OFFICE OF THE TREASURY

With an iron grip on the
finances of the Church, the Office
of the Treasury is probably the most
powerful of the Curial offices, con-
trolling the finances of even the feared The official currency of the Church is the miter
Inquisition, for without money, the Church (M). Currency is minted in coins and notes, with

Companies entirely owned by the
Church, and there are many scattered across
Salus, plow their profits into the Treasury,
greatly bolstering the coffers.

Amongst these businesses are several
mining operations, plastics manufacturers,
and, of course, armaments firms. Peace may
be part of the doctrine, but the Sacri Ordines
need to purchase weapons from somewhere

and it is better to pay the Church than enrich
the Corporations.

The Sacri Ordines are a thorn in the Trea-
sury’s side. Due to their unique papal status,
the Ordines are exempted from many of the
regular taxes and own huge territories of
their own, from which they collect their
own taxes and donations. Calls to the
pope to revoke certain benefits have
not been well received by the Ordines

or the pontiff himself. As such, the Sacri
Ordines are the only Church branches outside of
Treasury control.

cannot function. As well as accountants, the denominations of 1, 2, 5, 10, 50, and 100.
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ZOMBIE

Fresh corpses can be found on any battlefield
and many Knights have found themselves having
to destroy a former colleague whose corpse was
animated by the powers of darkness.

Zombies lack the ability to make tactical deci-
sions, but they possess enough intelligence to
follow moderately complex orders and under-
stand who their enemies are.

Attributes: Agility d6, Smarts d4, Spirit d4,
Strength d6, Vigor d6

Skills: Fighting do6, Intimidation d6, Notice d4,
Shooting d6, Stealth d6

Pace: 4 Parry: 5 Toughness: 7/11(4)

Gear: Typically a flechette SMG with 2 magazines
(Range: 12/24/48, Damage: 2d6+1AP 2, Auto),
50% have light armor (+4)

Special Abilities:

*  Claws: Str+d4.

* Fearless: Immune to Fear and Intimidation.

* Thermal Vision: Rephaim halve all penalties
for bad lighting when attacking living targets
or vehicles with their engine running.

* Undead: +2 Toughness. +2 to recover from
being Shaken. Immune to poison and disease.
No additional damage from called shots. Half-
damage from piercing weapons.

LOMBIE, 6AS

Gas zombies are another attempt by liches to
create a new form of Rephaim weapon and are
based loosely on exploding corpses. They are
bloated with pockets of highly toxic gas, and
more resemble drowning victims than regular
zombies.

Attributes: Agility d6, Smarts d4, Spirit d4,

Strength d6, Vigor d6

Skills: Fighting d6, Intimidation d6, Notice d4,

Shooting d6, Stealth d6

Pace: 4; Parry: 5; Toughness: 7/11(4)

Gear: Typically a flechette SMG with 2 magazines

(Range: 12/24/48, Damage: 2d6+1, AP 2, Auto),

50% have light armor (+4)

Spec1al Abilities:

Claws: Str.

* Fearless: Immune to Fear and Intimidation.

* Gas: A gas zombie that is Shaken or wounded
releases a cloud of toxic gas. This fills a Medium
Burst Template. Any one caught in the cloud must
make a Vigor roll at -2 or suffer a wound. Victims
in fully sealed suits are immune to this effect.

* Thermal Vision: Rephaim halve all penalties
for bad lighting when attacking living targets
or vehicles with their engine running.

* Undead: +2 Toughness. +2 to recover from
being Shaken. Immune to poison and disease.
No additional damage from called shots. Half-
damage from piercing weapons.

LOMBIE, SPORE

Spores zombies are another form of Rephaim
weapon, and are thankfully in short supply. At
first glance, a spore zombie looks like a standard
walking corpse at a distance. However, a cursory
examination shows marked differences. For a
start, their flesh is a sickly shade of yellow and
looks wet, they smell of disease rather than rot-
ting flesh, and fresh zombies show no visible
death wounds.

Attributes: Agility d6, Smarts d4, Spirit d4,
Strength d6, Vigor d6
Skills: Fighting d6, Intimidation d6, Notice d4,
Shooting d6, Stealth d6
Pace: 4; Parry: 5; Toughness: 7/11(4)
Gear: Typically a flechette SMG with 2 magazines
(Range: 12/24/48, Damage: 2d6+1, AP 2, Auto),
50% have light armor (+4)
Spec1al Abilities:

Claws: Str.

* Fearless: Immune to Fear and Intimidation.

* Spores: A cloud of invisible spores surround
a spore zombie. Each round a foe is adjacent,
he must make a Vigor roll (+2 if he covers his

168




Name Branch Title:
Order Squadron Banner Lance
es Base Mo

Attribut

d
0\ [¢]/a/fnjfz)  Agility Charisma
i\ [¢]/a/fn]izy  Strength Q D
Coomw Siit () ()
{\[e]/a/A]i>  Vigor QToughness OQ \ 4
Skills !
_ Hindrances:
%\ [s1/8/fujh2) £\ [¢1/8 /h0]02>
%\ [¢1/8/h0]02, 4\ [61/8/fu]li2)
4\ L6 1/3 /o]l 4\ [61/5/f0]hz>
%\ [61/8/h0] 02 £\ [¢]/8/f0]h2
AN D £\ [¢1/3/hn]h2) Edges;
%\ [61/8/fi0]02 1\ 16 1/8/ho]he,
%\ [61/8/0]02 4\ [¢1/8/7h0]02
)\ [ 1/3/ho]hz 1\ |6 1/8/ho]q2
Hardware Armor
Head:
Torso:
Arms: 2
Legs: b
]
: %
Total WT Carried:
Weight Limit: ' _‘I W
Encumbrance Penalty: 0
md | . 9!
Litanies drain range damage/effect duration Hé0 1 N
65 D
il -3 3
78
Weapons Issued I NC!
Weapon range ROF damage AP WT  notes

olelele " elelele - elelele : elelele! - elelelel - elelele

Permission is granted to photocopy this sheet for personal use or you can download it from our website at www.tripleacegames.com.



OPERATIONAL COMMANDMENT | COMPLICATIONS
FOR IMMEDIATE DEPLOYMENT !
MISSION TYPE
ALLIES SUPPORT DELAY  BINGO DAMAGE BURST i
OPPOSITION i
COMMANDING OFFICER REPORT |
| ENCOUNTERS
'1-2
i 3
' 4
i 5
| 6
7
. 8
Agility |:' Necropolis Squad Sheet
Smarts |:| Order - Banner - Lance: g Pariy  Toughness
spll'lt Edges:
Strength D Hindrances:
Vigor [ | Branch Name (Last First Notes Fatgue
Skills % 1
d Climb /
d Driving -
d_ Fighting -2
d___ Guts
d Intimidation “ H
d Repair ? Inc
d__ Notice f—
d___ Shooting // ,/ %'r"a'a?
d_Stealth (L ey |
d___ Throwing Gear range ROF  damage (AP) Notes =
d [ <IN
d [ 1 < Low |
d || CZﬁZC
d | ] - 8

Permission is granted to photocopy this sheet for personal use or you can download it from our website at www.tripleacegames.com.




VEHICLE SHEET

Toughness Wounds
Top Sides
Crew: Handling: -1
Acc/Top: Climb: r— 1r  1r |
-2
Notes: Armor
-3
—
Qe
L
Weapon Detail range ROF damage (AP) burst? Notes
[
|
[
[
[
Ji ol
'F
Vehicle: Vehicle: Vehicle:
Crew: Handling: Wounds Crew: Handling: Crew: Handling: WIJUI';EIS
Acc/Top: Climb: Acc/Top: Climb: Acc/Top: Climb:
Notes: Futes: Notes:
Front Top  Sides Top Top  Sides
Toughness I ” ” I wﬁ Toughness I ” ” Toughness I ” ” I \m_%ﬁ
| ] 0 | o B I W] O 0 1
Weapon List Weapon List Weapon List
Weapon Detail ge ROF  damage (AP) burst? Notes

'-.._'-._--_'-.._!-._--_--._a
— — — — — — ] —

WO SoWES0ed[dIn MMM JB 2IISIIM JNO WOIJ I PEOUMOP UBd NOA JO 9sn [euosyad 10 199ys siy) Adodojoyd 031 pa1uesd ST UOISSTWIdJ




Adventure Generator ..101-106
Agrimaxdstl 2 L 69
AIrCrafCEsee -~ B 41-42
AMDUDICION!.. . AR . 48
AT OL A VRN S 0 5 L S 25
Artil] CriSERESENT N S G 8
AsgardiNBRRe S 69, 97, 98
ASSAU TSR L A S e 8
Atlantis Industries ................. 71
BioGen fiis St s e 70, 97
BloOd VS e a e s 157
Buiil din'gs s s 99
Calvary Heavy Tank ............... 39
@hangelin g S ey Eaaaes 158
@haplainye e 5, 8, 26, 154
Chaplain, Faithful................ 154
Church
Melee Weapons................... 33
Ranged Weapons................ 34
@hutch¥h ¢SSR 57-66
Gl e AATHAI SR NS e 62
CULIATHE.: i WAt 0 58
by AR (1 g0 62-65
Mediar e, . ot s e 61
PapalEIcCUOn S S e 60
STEUCTULE €SN RN SR 57/
Citizenpymse: tITel S harn 153
Close Support Artillery.......... 36
CombatiE N gin CCr st 8
CompbaVe dich e 8
Common Knowledge............. 47
Complications ..................... 105
Corporate Executive............ 156
Corporate Vehicle Crew ......157
@OrPOrateaVATS RN N 46, 70
Corporations................. 65, 156
Corporate Opposition......104
CULreNCy S EiE el S 68
Lifestyl My i in et 68
Media®: s T sumiind e 68
Military:t: umeadel S i 1 68
IVelLiCles) ) L s R 74-76
@OLPSCACaATCh Gy e 33

INDEX

EOPSCEVINE S TR 100, 158
@onpserWValli e en 158
@OGLUPHREICS [ s 159
@rimesiicy Lo TG ERNE T 63
SEMECTICI NSNS SRR 63
G CIS 0 7l oy ol IR U stk 159
(CUIGTARKN T e e 58, 70
Datkd@onclaye s i 80
D arkSKmigh t SRR 164
Dark Knight Officer............. 164
Darkness Generator 82—84, 128
Edges
AT O BNVAR, A0 0 5 1A Ny 22
PASSAUILE: 2t el ks Vo R 20
Band of Brothers................ 24
Blood and Guts................... 20
IBotnilicadera st s s 22
Clipping the Grass.............. 20
Command Presence ........... 22
Courage Under Fire............ 24
@RyAET VOGRS 22
Death Before Dishonor ......23
DEfenSIVEl)ilVe it T s 20
DM OZEXDE P ENN RS 2%)
)] ol n R e mmysle i n g e s, 20
L YA 21
Eyeciiordletrainte - ey 2l
EAnAV1 CLS T HEEER it T 725)
Grenade Launcher God......21
Grenade Launcher King .....21
E QlysEiferttt e s bt e iy 19
Hose ’Em Down ................. 241
Improved Defensive Driver 20
Improved Dig In.................. 2]l
Improved Hose ‘Em Down 21
INCOMITIG was s Bt 21
IMediafStari=asiiasumioesigeui 24
Mediciiteaibi s s 23
INEPOL ST A S 19
Rank (Knight Commander) 23
Rank (Senior Knight).......... 23
SCEUING SN RSN 24

S POTTETAR ek R s 23

JActiciam s e s dtrL v
TANKABIS CERLSERENSITE o
TARKSEIUIT tC I PARRTSRNR 5
Technically Inclined
Valhalla Graduate ...............
\WEILL ©FF FIENITIE Loosmosomoniodoonticd
ENCOUNTCTS o .
Exploding Corpse ...............
Fire Support
JAIRESU D DO G S SIERE
ATl e ry s e e
Bl e o E 1 s e
Flechette Assault Rifle ........... 34
ElecheticHV (GRS o 34
Flechette Sniper Rifle............ 34
Elicgerkop it st i
EQESAKETS e i SX st fo i S

Glossary: oo/t bt Al i
Grenadespas Bl ls | SHe
Heanthrealker s st s
HelliBEaSt; ;2o e,
Hellhoumn dfSSseses s snsu s
Helvetiar: Ll i s i i
Elelve tiatlelekonn s S ss s
Heresies) i 1oy S aiior N
Hindrances
AT s 28 5SS
Bullet Magnet.....................
F-ing New Guy....................
Penitent::: Hal 5L iR

T PaAlersy:- B¢ - ASr -
Inami Corporation
[N CINCHATO LS e
Infantey, st ores SeoNie ey /o
Infantry Support..................
1) U S1E1E 1 o




NECROPOLIS 2350

INQUISITOLA: o8 MR e 153
Inquisitor-Captain ............... 153
Inquisitor-General................ 154
Inquisitor Malus.................. 161
Knight Assault...................... 154
Knight Combat Medic ......... 155
Knight Infantryman............. 155
Knight Infantry Support......155
Knights
JUStICE oA XA Ay T v 7
REqUITCTNEINTS SN, O
StandardiGears ST 11
TFAININ G SRy, 3
Knight Vehicle Crew............ 155
Languages St s s e e 10
Lansing Media ................. 72,98
Lazatitesse sl S et feisnd 20 13
PeadershipReessssssuessciamr e 10
Liche oMbt IS, S 162
Lich €St A Rlninon - a5 e M 80
Litanies
BlesSingas: aermiasi b ins |t 25,
CONCENTrAtC W DM =" 25
CONSECrATE! RIS 25
SUCCORYA .. SR Al % 25
MaSsHBaATE] cs B 100
Meadianamt e ok e e S 61
Military Officer. i1 i o 156
Militia 5 YRS e SRR 1 153
Militia D e SR ek e 3
Min efic]d S suERNea—— 100
Missions
A Bridge Too Far....... 120-122
A Clash of Cultures...138-139
Advance SN 108-109
Airborne Assault ....... 122-123
AMHULS TSRS oS 110-111
ATl Sy eSS 124-125
Back to the River ...... 123-124
Bad Gas .S 145-146
Church Wardens............... 148
COUNTETATTACLEEIEIETE. 115
Death in the Fog....... 149-150
Fliegerkopf ............... 139-140
Gateway to Hell......... 130-131
Gathering Intelligence112-113
Hold the Bridge........ 136-138
INO: Picnic et S 146

Recruitment Drive ....135-136
Red Dog Six is Down 142—-144
Rescue the Wounded115-116
IXTO(E DAY oobonpusabracobs 133-135

Storm the Suburbs ...113-114

StreetiyASTreE RS 119-120
Surrounded............... 125-126
SULVIVOLS SRS Fs 116-117
Take the Cathedral ...126-127
EnEORMACHICSEE TSR 141-142
Testing, Testing......... 144-145
IEhel@incleloffElcShyssss 152
The Dark Temple...... 118-119
Wall of Death ............ 150-152
Molecular Sword.................... 34
IVIUTINTN € S5 i EcnnaayiessaT T Heh 80
Mummy, Greater.................. 162
Mummy, Guardian............... 163
Necromancy .................... 80, 84
(TP PING SN S 84
New Budapest......... 46, 55, 107
New Powers
(GrAVCHS Pe ANt 84
Improved Zombie .............. 85
Intan gibil ity Seeses 85
Life D fain S Wsds Sttty 85
Vi SR i oSS 85
Sacrifice T L LS SEEAEE Eu 86
New!Sol . ... NG o SO 51
Operational Orders............. 101
©1d oMenebiacl e 163
(OST 553 2 DTt Vol 06 96
Outremer Engineering.......... 75
IPENitENES:. Sy ar b S S 17
IRl ATONACOINE SN S 70
Poenaism’: .. it e 95
Pope John XXIV..........cuvueenene. 57
Populacel:: s s Je I 65
Preachers rasist st fl o o iRt o; 16
PreCeptories inty . ol s 6
IEIOMEO 10 SIS RS0 S 47
BUPPEUE ety s S o 164
B UGG T E 10 17a1 [P S 152
RATES WATINPER L .- ot s bt 164
Ravendell Enterprises .....71, 98
IRAZOGAWIGEHLN I SN fo A 99
IREPRAIM S 3,7, 46, 157
IATINO EBRSET MG (E RN Al 87
GhATACICHSH I i ey 167
Gizmos
Adrenal Bracelet................. 89
@oniroliCollass S0 0. 90
Eliegerkop st S s i 91
BlyingsPackers Wil i S 90
Nightmare Helmet.............. 90
Shadowi@loaks> S s 91

AIGAT STATE s S ouasieiet s s Vs 91
Organization....................... 79
(@11 QN er T SRR YD T 7
Ranged Weapons.......... 87-88
Rephaim Opposition........ 105
Special Weapons........... 88-89
Sacri Ordines......... 4, 11-18, 66
Command Structure............. 4
Military Structure ................. 5
Ordo Hastae Sanctae. 12, 27, 46
Ordo Lazari Sancti..13, 31, 46
Ordo Penitentia...... 17, 32, 46
Ordo Sacrae Flamulae 14, 28, 46
Ordo Templi Novi...15, 29, 46
Ordo Verbi Baenedicti 16, 30, 46
MICEMIO RS CLVICC SR, 6
IransfersPsin s N T 47
SAINTSE RN 21w ot RIS 5 S 52
SCIEMUISTIARNS T L R 156
SCOUIT A TR TSP I {i: e 8, 156
SeniEEIKINTC I 8
SErSCAMTL KIS, iy { S 9, 155
SErEEANTS! o1 i aEe s e e, 5,18
SinsHe ML ARG e Gt R 24
Skeleton it S 165
oV oY itk M AP ST L 156
Soldiery. it LatiEmiiy L 57
Soldier, Veteran................... 157
Stygian Tower-.................. 80, 82
SyviSSHE AT RUSNIERRENIN. ¥ 66
TempPlarsE e et mie 15

Third Reformation Church.
See Church

Vampire, Ancient................. 165
Bamipire; Young e ket 165
WAIMPILES' . ST, s 81
VehiClCR@rewAs T HNSIC RS 9
VehiclesTvantion Lo Pt 38-40
Vehicular Weapons................ 57
MABDEIHONn 155 i s 166
West Star Mining ............. 73, 98
Wigh=:7: a0 n 5 DT 167
WorldiWar LIS S 46
ZOombic) S e e 168
ZOMmPicHGas st s e 168
ZOMPICESPOLCH: e 168
Zombie, Winged.................. 167

/




Theplace is Salus—more popularly called Necropohs—the only habltable World left
to mankind. Knights of the militant Sacri Ordines of the Third Reformation Church are
_ locked in a bltter crusade agamst the Rephalm (@iE dead ones”), a race of ev1l bemgs

Nl - =G

&

N
Welcome to Necropolis 2350. .. ~ \

ISBN 978-0-9815281-7-5

53499> | L) - | T
|| ||| || | ‘ TRIPLE ACE :‘ g PUBLISHING
| +GAMES+

780981 5281

E i % 48 e 9 y ' e b N 4 3
© 2008 Triple mes. Necropolis, Necropolis 2350 and all related marks and logos are trademarks of Triple Ace Games. Savage Worlds, Smiling Jack and all relate s a ra arks of Pinnacle J
AEntcrtaimnont Group. All rights reserved. Used with permission. Produced under license by Studi lbhshms, Inc. The Studio 2 10 00 is atrademark of Studlo 2 Publishing, lnc © 2 )( All Rig Yhts Rucr\ ed. 7

g8 . s




	NECROPOLIS_2350_PREVIEW.pdf
	test.pdf


<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /All
  /Binding /Left
  /CalGrayProfile (Gray Gamma 2.2)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.3
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket true
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize false
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo true
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Remove
  /UsePrologue false
  /ColorSettingsFile (Color Management Off)
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
    /AdobeSansMM
    /AdobeSerifMM
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /Warning
  /DownsampleColorImages false
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 350
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.00000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /Warning
  /DownsampleGrayImages false
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 350
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.00000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 600
  /MonoImageMinResolutionPolicy /Warning
  /DownsampleMonoImages false
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 350
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.00000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000500044004600206587686353ef901a8fc7684c976262535370673a548c002000700072006f006f00660065007200208fdb884c9ad88d2891cf62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef653ef5728684c9762537088686a5f548c002000700072006f006f00660065007200204e0a73725f979ad854c18cea7684521753706548679c300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020b370c2a4d06cd0d10020d504b9b0d1300020bc0f0020ad50c815ae30c5d0c11c0020ace0d488c9c8b85c0020c778c1c4d560002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken voor kwaliteitsafdrukken op desktopprinters en proofers. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENG ()
    /ENU (Use these settings to create Adobe PDF documents for quality printing on desktop printers and proofers.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /NoConversion
      /DestinationProfileName ()
      /DestinationProfileSelector /NA
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure true
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /NA
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /LeaveUntagged
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [2834.646 2834.646]
>> setpagedevice




