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About the fdventure

Martian Awakenings is a GURPS Steampunk adventure set
entirely on the mysterious, unexplored planet of Mars. Tak-
ing place in the year 1888, the PCs are catapulted on to
the red planet with little preparation and are thrust into an
adventure of exploration and mystery. The adventure is suit-
able for four-to-six ~150 point characters; the end of the
adventure includes six pregenerated characters so you can
get started right away.

Characters introduced for the first time in the adventure are
noted in ALL-CAPS. Skill rolls are in SMaLL-CaPs. Sections
marked with a map are sidequests and adventure hooks,
and not important to the overall plot of the adventure. Sec-
tions marked with a person  are opportunities for specific
types of PCs, especially the pregenerated characters from
this adventure.

Aventure ummary

While experiencing a wondrous and new entertainment
venue in London, the PCs are accidentally and mysteriously
sent hurling through space, only to awaken on the lonely
planet of Mars. Soon after arriving, the PCs discover that
they are not the only ones on this distant frontier. Some
of Earth’s most brilliant scientists and inventors have also
unwillingly arrived recently... and have been kidnapped and
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enslaved by a enigmatic man known only as the Pariah. With
the help of his captives, the Pariah has been building an in-
credible device that will refill the canals on Mars and bring
millions of long-dead Martians back to life... and he plans to
declare himself their king.

To defeat the Pariah and rescue the hostages, the PCs must
endure the harsh Martian elements, ward off alien beasts,

and unravel the mystery that brought them to the red planet. |

& llartian Awakgning

The PCs all awaken with a sudden start. They are inside a
dim, room-sized, metal sphere, which they recognize as the
“Peerless Excursion Sphere” — a new entertainment that re-
cently opened in London. The PCs all remember buying a
ticket, being escorted through a theatrical recreation of Mars,
and then being asked by a young Oxford professor to enter
a large riveted sphere for the finale. The professor told them
to be prepared to be amazed, for they would see actual pro-
jections of Mars and have the same feeling of low gravity.
However, past that moment, all they remember was that the
door was sealed and the experience was supposed to begin —
but then there was a loud shrieking sound, pitch darkness,
shaking, and then nothingness.

As the PCs regain their wits (GMs can treat this as being
mentally stunned), they hear a dangerous hissing sound
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emanating from a set of knobbed levers that that jut from
a raised pedestal in the middle of the sphere’s interior. A
PERCEPTION roll (modified for anyone with Acute Touch)
detects that the sphere is gently rocking back and forth, as
if it has just come to a halt after rolling a considerable way.

There is a single exit from the sphere — a small metal door
with a single round window. The window is badly cracked
and impossible to see out of, although a bright orange-ish
sunlight from outside the window helps illuminate the
chamber.

The PCs are bumped and bruised, but otherwise unharmed.
Some are piled unceremoniously on the floor, others are
grasping iron handles set around the spherical chamber.

If the PCs examine the controls in the middle of the sphere,
they’ll simply see three unlabeled, wooden levers in the
down position. One is clearly jammed, as it juts out at an
odd angle. The other two work, moving up and down in one
of two positions. However, moving the levers seems to have
no real effect. Playing with them in different combinations
eventually stop sthe hissing sound that comes from a vent at
the bottom of the pedestal.

Exiting the sphere requires pushing on the metal door really

hard.

dtop the Clipes op fllars

Opening the portal startles the poor person who pushed it
outward, as they find themselves staring downward into a
tremendously steep, precipice. The sphere is perched precar-

iously on a red-rock cliff, and one wrong step could send the
hapless fool plummeting towards their doom. The opener
should make a FrigaT CHECK as she realizes she has nar-
rowly avoided death!

Staring outward from the open door, the PCs realize without
a doubt that they are no longer in England and that they are,
in fact, in an utterly exotic location. The red rocks, distant
sun, and crosscut canals under the horizon give anyone suc-
ceeding at an AsTroNOMY+2 roll the realization that have
somehow landed on Mars.

There is no easy or obvious way out of the sphere. The portal
leads to a hundred yard plummet. However, brave PCs can
find a few ways to escape:
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| The Mars of this adventure has a thin, but perfectly breath-

able atmosphere. Increase all fatigue costs for exhaustion by
1 EP. Vision rolls are also at -1 without eye protection. To
keep things simple, there is little chance for “altitude sick-
ness” as described on p.B429.

These penalties can be avoided if the PCs find 7harsis Gri-
valea, a flower native to Mars, and make a tea out of it (one
cup alleviates symptoms for one day). If the PCs know of
the flower’s existence, and it is described to them (likely by
either Colonel Cooper, Old Bill, or Anna Murray Vail) they
can attempt to find some. Each attempt takes an hour and
requires a NATURALIST roll at -4 for those not native to Mars.

* If the PCs position themselves at the edges of the
sphere interior and use their body weight, they can ro-
tate the sphere around so the door faces the flat ground.
This requires at least three simultaneous ST rolls to
achieve. Any critical failure, however, sends the metal
sphere plummeting down the cliff, for 2d+2 cr damage
to anyone inside (or 1d+1 cr damage if someone near
the wall of the sphere makes a DX roll to grab on to a
handle and then a ST roll to hold on for dear life).

*  Agood climber can carefully climb down the side of
the cliff, then up again to flat ground. This feat requires
a CLIMBING roll at -1 due to the steepness of the cliff.

e 'There is also a small hatch on top of the sphere,
well-hidden in the dim light. A PC can hoist another
person up to it, where it can be opened. The last person
up needs to stand on the central pedestal to jump up

(a DX or JumpING roll to get high enough to grab hold
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of someone else’s arms). However, three or more careless
PCs on top of the sphere may start the sphere rolling off
the cliff, forcing PCs on top to make a jump for the level
ground before it plummets off the edge.

Once the PCs have escaped the riveted sphere, they find
themselves alone in the rocky canyons of Mars. From their
high vantage point they spot two points of interest:

A unusual glittering and bulbous orb, casily the size of the
carriage, is located down the canyon below the sphere’s loca-
tion. The bulbous orb is a few hundred yards down a scree
slope, but can be reached with caution. A Vision-3 roll makes
out that the orb is irregularly shaped.

A pyramid-like structure sits amonst some of higher peaks
of the cliffs. A VisioN roll reveals that it is made of an unusual
grey-green stone and has a metal roof. It is about a mile away
from the sphere.

If the PCs fell from the cliff, it is still possible to see both of

these locations. However, reaching the pyramid-like structure |

will be more arduous, requiring climbing and the navigation
of treacherous terrain. A SURVIVAL (MOUNTAINS) or NavIGa-

AR

TION (LAND) roll avoids most of the danger, otherwise each
PC suffers 1d-2 damage from general environmental hazards
like scraped knees and twisted ankles.

As the PCs venture forth from Eryman CIliff (see map), they
are no doubt amazed to see signs of life on the red planet.
Tiny insects flitter around, beetles crawl between rocks, and
wispy plants and flowers grow in sunny areas. However, after
an hour of travel, the PCs soon find it difficult to breathe in
the thin Martian atmosphere (see p.2 text box).

he Pulbous Vrb

As the PCs near the glittering orb, they see that it is a giant,
alien insect of sorts, like a beetle with a glittering green shell,
but a massive rhinoceros-like horn, two giant spiked head
antlers, and two thin antenae sprouting from his thick neck.
The unsettling but oddly-beautiful creature is unmoving and
seemingly dead. A careful investigation of the insect (and a
PerCEPTION roll) finds hidden wings under its carapace, and
also reveals that there is a hole in its thorax. A SOLDIER or

Prysician roll identifies the hole as something caused by an
unusally-large rifle. An IQ-based Guns (RirLE) roll identifies
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the weapon as a 4-bore, usually only used to hunt elephants.

Investigating the area around the beetle results in an unusual
discovery — a strewn pile of scattered, red gemstones of as-
sorted shapes and sizes, some thin, metallic filaments, and a
battered bronze loop, approximately 18-inches in diameter.
A sucessful GEOLOGY, JEWELLER, or MERCHANT roll identifies
the stones as rubies! (-£1,000 worth!)

GM’s Note: The rubies are Elysian Rubies, Martian rubies in-
fused with a special energy that can serve many purposes. When
combined with the metal band, they form an Icarian Band, a
device that enables the Cerauntus Beetles (and other creatures na-
tive to Mars) to be mind controlled and ‘programmed” by the
Pariah. This poor beetle was shot and fell from the sky, and its

Icarian Band ruined upon impact.

A PERCEPTION (VisION) or TRACKING roll spots tracks leading
from near the beetle. Another TRaCKING roll (at +2 due to
the soft Martian dust) allows the PCs to follow them to their
source, about a mile north.

ﬂTfé Carlirhoe Dwelling

The tracks wind through rocky hills. Occasionally, PCs see
brush, vegetation, and occasional flowers popping through
the rough ground. A BroroGgy (Botany) or NATURALIST roll
confirms that no such plant-life exists on Earth.

Eventually the tracks end near a cottage-sized, ruined struc-
ture set on flat ground atop a gentle hill. A makeshift red-rock,
waist-high wall surrounds the structure. The structure itself is
made from large, weathered slabs of rock. An ARCHITECTURE
or GEOLOGY roll reveals that the slabs are cut unusually, the
blade having made a honeycomb pattern on the sides of the
stone. Several large cracks are visible in the dwelling’s walls.
Some are filled with rubble, others are left open, but those are
covered with a blanket that looks like primitive burlap.

There is no obvious signs of life in or near this dwelling. The
PCs can enter without any issue.

Inside the dwelling, the PCs find what looks to be a makeshift
hunting lodge. Three animal heads are mounted to the wall.
One looks like a three-antlered deer with buck-teeth and red
and black zebra-stripes, another is the head of a great lizard
with blue scales, and the third is a shaggy carnivore of some
sort, with large protruding teeth, three yellow eyes, and a sin-
gle horn on its head.

On the floor of the lodge is some sort of hide rug that looks
similar to the zebra-like creature on the wall. A man-sized
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beetle carapace lies on a large table in the room. Several
makeshift chairs are set around the table.

In an adjoining room is a bed, its mattress made from rough

canvas. A journal lies on the bed, a nice pen and inkwell set

nearby on the roughly-made nightstand. The journal iden-
tifeies the owner as William “Old Bill” Finaughty. The first
fifty pages of the journal describes Old Bill’s elephant hunts
in Africa, his love for big muzzle loaders, and his hatred of
the dreaded tsetse flies. The last few pages are the most in-
teresting, with a few entries that describe how he arrived at
Mars and now survives on his own in the hope he'll find
game to hunt more challenging than the African elephants of
home (see Handout A).

Under OId Bill’s bed are two items of use. The first is a large
Colt revolving rifle (3d pi+, Acc 3, Range 100/1,000, RoF
1, Shots 5(101i), Rcl 4, 10 Ibs., Malfunctions on a 16+). Un-
fortunately, the decades-old old caplock rifle is jammed and
requires an ARMOURY roll to repair (-2 without good tools).
The second is a small, polished box that contains a deck
of worn playing cards, some dried 7harsis Grivalea flower
(which, when made into a tea, helps alleviate the breating
issues on Mars), and two paper cartridges for the rifle, giving
the weapon exactly two shots.

It is difficult to tell how long it has been since Old Bill has
lived in this place. An IQ roll leads PCs to believe that it’s
been at least a week or two.

rﬁfé Gliysterious ﬁggurat

The ziggurat is a yellow-stone, multi-terraced structure. A
single long stairway leads up to its main terrace, and several
smaller staircases lead up to small observation terraces.

As the PCs approach this strangely-shaped structure, they see
an unexpected site — numerous, colorful umbrellas are set up
all along the main terrace, and there are a dozen formally-
dressed people milling about in polite conversation, spar-

kling drinks in hand.

Approaching the ziggurat is straightforward, a worn trail
leads right to long stairway. Sneaking up to this soirée is also
fairly easy. The rocks surrounding the ziggurat make for good
cover, and no one at the party is looking for intruders.
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Colonet Cooper’s \?iewing Txpedition

As the PCs near the colorful party, they see that it looks like
the kind of event that would not be uncommon at an upper-
class, English summer party. Well-dressed lords and ladies
chat with each other holding glasses of champagne, occasion-
ally stopping their conversation to look outward at the beau-
tiful orange horizon. A fetching and focused young woman
paints the landscape on an easel at the edge of the platform.

If the PCs observe for a while and succeed at a SAvOIR-FAIRE
(Hicu SocieTy) roll, they identify the host of the party, a an
older, mustachioed man dressed in an aged British military
uniform, his footman, and estimations of his various guests

(see p.6).

If the PCs are seen, they are approached by the mustachioed
man, walking with a noticeable limp. Smiling and pleased,
the man introduces himself as COLONEL REGINALD

COOQOPER of the Royal Engineers. He admits he is befuddled
as to how the PCs found his party.

On a Good Reaction or better, Colonel Cooper invites them
into the party. With a worse reaction, Cooper asks for them
to kindly wait outside while his party finishes, and then he
returns to talk to them.

Inside the party, Cooper introduces the PCs to some of his
guests (see sidebar). However, if the PCs go to shake hands or
otherwise make physical contact with any of the guests, they
are surprised to find that these guests are physically ethereal
and ghost-like! (A successful Savorr-Faire roll also finds it

unusual that the nobles of this party do not offer to shake
hands.)

Once the PCs notice the incorporeal nature of the guests, or if
the PCs have talked to several guests wizhour noticing, Colo-
nel Cooper chuckles and admit his secret. He explains that he
built a “Martian Expedition Projector” at his estate just out-
side of London. Once a year, when the red planet is in just the
right alignment, he invites special guests to his estate. Upon
entering a carefully-constructed mirrored room — which fo-
cuses the reflections into a telescopic projector — his guests
find themselves virtually on Mars, and able to see both each
other as well as the beautiful Martian vista.

Cooper himself, however, #s physically on Mars. He does not
fully understand how he was transported to the planet, but
it happened shortly after he constructed his projector, nearly
five years ago. He blames the malfunction on his assistant,
VENUS WINIFRED YETTY ZEUS, or V.W.Y.Z as he
nicknamed her, who had told him that she had made some
special modifications that night to the projector, just ahead
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. shelled animals that live in the cliffs, so warns the PCs to be
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REGINQLD COOPER
ST

151 HP: 11

DX 11 Will: 14
1Q 13 Pex:-13
HT 12 FiR=F

Basic Speed: 5.75 SM: 0
Move: 3 Dodge: 6

Traits: Charitable; Courtesy Rank 4 (Retired Colonel of
the Royal Engineers); Missing Finger; Pacifism (Reluctant
Killer); Status 2; Wealth (Filthy Rich).

Quirks: Tends to ignore people of lesser status; Enjoys play-
ing gentle practical jokes on friends; Vegetarian.

Skills: Area Knowledge (Roseate Cliffs area)-12; Armoury
(Heavy Weapons)-12; Carousing-12; Connoisseur (Tea)-13;
Engineer (Materials)-13; Engineer (Expedition Projec-
tors)-14; First Aid-12; Guns (Pistol)-11; Guns (Rifle)-11;
Naturalist (Mars)-12; Riding-11; Saber-11; Savoir-Faire
(High Society)-14; Scrounging-12; Soldier-12; Tactics-12.

Equipment: Trusty Webley revolver (2d pi+, Acc 2, Range
120/1,300, Rof 3, 6(3i) shots, Rcl 3, 2.7 1bs.)

of the second party. When he tried the projector again, he
found himself alone here at the ancient martian ziggurat.
It took a year for his faithful footman WoLrerT Bouwman
to discover his whereabouts. Assured that the projector was
working correctly, the two decided to make the best out of a
bad situation, and host annual projection parties.

If told about the Excursion Sphere that brought the PCs to
Mars, Cooper is intrigued, and curious to know whether the
technology is similar to his own. He asks if they know the
inventor, or any of the technical details of the sphere. Re-
gardless, he eventually concludes that V.W.Y.Z. is the likely
inventor, having stolen some of his own research during his
disappearance. He believes the sphere might be able to help
them all return home to Earth, but he would need to take a
closer look.

If Cooper is asked about the beetle carcass the PCs saw, he
explains that it is a Martian Cerauntus Beetle. The insects are
often seen flying around the cliffs, but he has never been able
to see one up close. He has seen the beetles attack dog-sized

cautious around them. If shown the rubies or the band near
the beetle, he does not have an explanation.

b 4



LU

and ears feel filled

Colonel Cooper’s (Juegs |

Each year, Cooper and his footman invite a dozen, bright and often-famous guests to his
extraordinary viewing expedition. Four of his notable guests at this year’s party include:

men “shunters” and women “church bells”.

tian sunlight will worsen his various maladies.

Wolfert Bouwman. Colonel Cooper’s footman is middle-aged and arrogant. Bouwman
spends his time judging guests and gently complaining about minor incidents at the manor
that require his constant attention. He shows disdain for PCs of modest intellect, calling

John Boyd Dunlop. The inventor of the inflatable bicycle tire, Mr. Dunlop is soft-spoken
Scottishman who enjoys talking invention, horses, and dogs. He is nervous that the Mar-

Amelie Toulouse. A up-and-coming french painter known for her “petits boulevards” of
Paris. She sits on the terrace with an easel, painting the Martian sunset. She does not like
to be distracted, as she knows she is on a time limit, but she will talk art with afficianados.

Anna Murray Vail - A twenty-something American botanist, now traveling through Eu-
rope passionately learning about rare flowers and mosses. She is curious to ask the PCs
about any respiratory issues on Mars, and whether they have seen the native Zharsis

with a strange pres-

calls for a FrigHT
CHECK at +2.

A hoarse, French-ac-
cented voice rattles in

the minds of all in the

room.

“Cooper..] Can  you
hear me?”

Suddenly, a ghost-
like entity forms in
the middle of the
road. It is a middle-
aged man, dressed in
plain clothes, a large,
unkempt moustache
and big muttonchop

Grivalea flower, which she has heard alleviates breathing issues on the red planet. sideburns flaring
from his face.
If Cooper is asked about Old Bill’s abode, he'll be very cu- Cooper  gasps, “Le

rious, telling them that about two years ago he saw a silver
bullet streak across the sky. Nervously, Cooper says he always
wondered if someone else had arrived on Mars, but he has not
seen anyone. With his limp, he’s been unable to venture far
from the ziggurat.

At sunset, Colonel Cooper bids farewell to his party guests.
One by one, they each fade away. Finally, he says goodbye
to his footman, Wolfert Bouwman, briefly discussing a few
names for next year’s guest list. Once Wolfert fades away (with
a jealous glare at the PCs), the Colonel invites the PCs into
the ziggurat for tea and rest.

& Ghestly Plea

Inside the large and plain interior of the ziggurat, Colonel
Cooper serves the PCs some tea made from native Martian
flowers; it is warm, spicy, and earthy, with a touch of a metal-
lic aftertaste. He laments it isn’t quite as good as the tea from
India, but admits he’s grown quite fond of it over the last few
years.

In the middle of tea, an abnormal event occurs. Colonel Coo-

per accidentally drops his tea cup, gasps, and it shatters on the |.

floor without making a sound. Suddnely, the entire room is
swept with sudden silence. No one in the room can hear any-
thing except their own breathing, and even then, their lungs

G

Prince?”

The newcomer looks around, as if frightened he may get
caught. He hurriedly continues, his voice echoing both audi-
bly as well as in the minds of those in the room:

“Thank the Lord I have found you, Colonel. Your party was
memorable years ago, but I'm afraid I never made it back to
London,” the man says.

“Impossible!” gasps Cooper.

“But yet not. I desperately need your help, Colonel. For years
the Pariah has been collecting some of your brightest guests and
making slaves of us. Weve been kept... underground, I think,
and forced to do work under the threat of torture. We need your
assistance, Colonel. I know this is not what you would ever in-
tend. We're kept at the Pariahs sanctuary... at a place known as
Canalwatch, 1 think. Please, hurry! Our task is nearly complete,
and we all dread what the Pariah intends for us after we are
done with his project.”

With that, Le Prince looks fearfully over his shoulder, starts
to say something else, but then flickers away.

Cooper is aghast. He identifies the man as LOUIS LE

sure. This weird state
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PRINCE, a French inventor who had been working on mul-
tiple-lens cameras. He invited Le Prince to his grand viewing
expedition three years ago. By all accounts, the Frenchman
should have returned home after the party, but Cooper fears
that someone figured out how to intercept and kidnapped
him. Cooper is distraught, wondering how many of his guests
have never made it home.

If asked, Cooper reluctantly admits that he has heard of this
Pariah. Two years ago, he ventured further to the east than
he had done before. He encountered a few dozen, primitive,
plant-like natives near the dry Hebrus Canal. He estimates
that they have the intelligence of young human children, and
found them milling about aimlessly. He studied them for a
while, but decided they were too primitive to warrant fur-
ther attention. However, a year ago he returned to the area,
and found that they had organized, and were rebuilding a
towering structure across the canal, which he thinks must be
this “Canalwatch”. Cooper could not figure out how to cross
the chasm to get any closer to the tower. But that night, he
had a strange dream of a man in an iron mask looming over
him and threatening that the “Pariah would steal all that he
has accomplished.” He awakened suddenly and found a fe-
ral, ape-like creature nearly upon him. He fought the thing
off with his revolver, but his leg was badly wounded and has
never healed right. Fearing for his life and his sanity, Cooper
retreated to the ziggurat and has not visited that area again.

Cooper believes that Le Prince, and others, are imprisoned at
Canalwatch. He fears greatly for what it means for his guests,
“many of which are geniuses,” to be captured and meant to
serve the Martians. Cooper politely, but desperately asks the
PCs to mount a rescue mission. He himself cannot come, due
to his wounded leg, but he offers to guard their Excursion
Sphere until they return, as he fears that the Pariah may be
interested in seizing it.

Cooper offers his trusty Webler revolver to the PCs (2d pi+,
Acc 2, Range 120/1,300, Rof 3, 6(3i) shots, Rel 3, 2.7 Ibs.),
a dozen extra bullets, as well as an exotic sword that he found
in the ziggurat upon his arrival. He fondly calls it “The Saber
of Ares” (treat it as a fine, thrusting broadsword). He hands
them a pack of provisions (Martian tea and some grainy, salty
flatbread). He also offers the PCs a map of the area from his
journal (see Handout B).

Disappointed that he cannot accompany the PCs, Colonel
Cooper tells the PCs they should leave in the morning, as the
night is cold and the darkness hides too much of the harsh
Martian landscape.

"-ﬁé f&g ‘Plaing op Jllagon

The Red Plains is a vast stretch of rubble-strewn terrain. It

about twenty miles from the cliffside Ziggurat to the Hebron

Canal to the east.

Traversing the hostile Martian landscape requires a SURVIVAL
(DEseRrT) roll at -2 due to the unfamiliar terrain. A failure
indicates 1d-2 damage from various environmental injuries
(twisted ankles, rough falls, sunburn, et cetera).

There are several encounters that can happen in the Plains
of Magon. The GM can choose some or all of the following:

Cﬁf; Corax Jlerd (por the eurious)

About an hour into the journey, the PCs behold a wondrous
natural sight. A herd of a hundred beasts graze the dry scrub
of the plains. The creatures are the size of bison, have six
legs, leathery-skin, and gorilla-like faces. When the animals
see something unusual, they make occasional, high-pitched
warbling sounds to call lone pack members back to the herd.

In the midst of the herd, a Vision roll spots a dark scar cut
into the terrain. It is a deep trench torn into the landscape, a
silvery, bullet-shaped object at its end.

If the PCs are careful, it’s unlikely that the corax herd pay
them much mind. However, if the PCs walk close to the
herd, at least a few of the younger, more curious creatures
wander up to smell the humans.

The young corax are gentle, as long as the PCs do not make

sudden moves, loud noises, or anything else that might be
viewed as dangerous. The corax nuzzles the PCs, make soft

S

HP: 25

DX 15! Will: 11
11'1Q 4 Per: 11
HT 14 FP: 14

Basic Speed: 6.25 SM: +2 (3 hexes, 2,200 lbs.)
Move: 12 Trample: 2d+2 cr
Dodge: 9

¥

- | || Traits: Curious (but startled easily); DR 2 (skull only); En-

I hanced Move 2; Extra Legs x2; Weak Bite.
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warbling sounds, and then eventually grow bored and wander
way. However, an ANiMaL HANDLING (CaTTLE) roll allows a
PC to befriend a particularly chummy corax. Roll at -2 due
to the unfamiliar Martian nature of these creatures, another
-2 if the PC has a different ANmMaL HANDLING speciality, but
+2 if the beast is fed something like one of Cooper’s biscuits).
A befriended corax will happily follow the PC for some dis-
tance (and if a second ANIMAL HANDLING roll is made after
24 hours, the corax will even let the PC ride it!).

Newton's Cannonball

To safely approach the silvery bullet-like object, the PCs ei-
ther have to startle the herd to scare it away, or slowly maneu-
ver into the middle of the herd. Walking in the middle of the
herd is a good way to get challenged by one of the larger male
coraxes, who will grunt, stop his feet, and make threatening
warbles at intruders. An ANiMAL HanDLING (CATTLE) roll at
-5 will calm it down (and again, at -2 due to their Martian
origin, but +2 if fed) enough to walk past it. If a PC has be-
friended a young corax, add +5 to the roll! If the roll is failed,
the beast will charge. If wounded (more than half HP), the
corax retreats, leading the other coraxes away from the poten-
tial danger.

The mangled, metal bullet is as big as a double-sized cofhn.
A circular hatch popped open and discarded a dozen steps
from the thing. Embossed into the bullets side are the words
“Newton’s Cannonball.”

The inside of the bullet is plain. A worn leather seat is mount-
ed inside, but there’s nothing else interesting here. A thorough
search (and a SEarcH roll), however, finds one paper cartridge
for Old Bill's muzzleloader under the seat.

GMs Note: This buller was the vehicle thar Old Bill traveled in
to get to Mars. He was launched from a space gun from Chicago
in 1887, landed here, and began his spectacular Great Martian
Hunt. He did not have a plan to return to Earth, believing the
scientists of Chicago would send a vessel for him at a later date.
As such, his “bullet” has no mechanics or propulsion of its own.

Cﬁfé \)zhite i(1§Wﬁtaper$ (por the bold)

A few hours into their trek, the PCs see that the landscape has
become pitted with large holes. Each hole is a few yards wide,
and deep enough that only blackness is visible at the bottom.
A warm, earthy-smelling wind emanates from some of the
holes, and occasionally they spew a yellowish gas upwards
into the atmosphere.

The holes are the homes of white swoopers, a Martian life-
form that resembles a large, 3-foot, fleshy worm with a hard-

S Oy

OHIE SWOOPER

ST 13 HE:5:
DX 12 Will: 12
L 10" 2ip Per: 12
HT 12 ER:12
Basic Speed: 6 SM: 0

Move: 12 (fly), 2 (ground) Sting: 1d+1 (2) imp (Reach C,1)
Dodge: 9

{ | Traits: Bad Sight (Farsighted); DR 1 (Tough Skin); Flight
I | (Winged); High Pain Threshold; Injury Tolerance (No Eyes);
Reduced Move (Running) -4; Striker (Long, Cannot Parry);
Vibration Sense.

ened, metallic stinging tail nearly as big as its body. They
have feathery wings and spiralling orifices on its head, which
help them detect their prey by listening for the vibrations in
the earth near their lairs.

If the PCs lurk too close to the holes, the swoopers emerge
(assume one, plus another one per PC; GMs can reduce this
if the PCs are totally unarmed or unprepared for a fight).
Seeing a swooper squirm grossly out of the whole, untangle
its wings from its milky body, and then leap to the air with
weird precision is worth a FRigaT CHECK-2!

he ]';xperiment (por the narrativists)
As the PCs near the canal, they see a dozen y-shaped pylons
jutting from the ground in the distance. As they get closer,
they see what looks to be straw tied to each pylon. However,
when they are within a dozen yards or so of the pylons, they
see get their first look at the Martian natives that Cooper
mentioned.

Each pylon contains the dessicated corpse of a Hebrus Mar-
tian. Three-legged, assymetrical plant-like creatures, the
Martians were tied up and left here to dry in the harsh Mar-
tian sun... an experiment by the Pariah to see how long the
Martians could go without any kind of water. Searching the
area discovers a ceramic vase, a half-buried, primitive spear, a
coil of vine-like rope, and torn-off beetle antenae, similar to
the one the PCs may have discovered earlier in the adventure.

If the PCs think to splash water on a Martian, it will twitch
and show signs of life. However, rejuvenating a fully-dried

" out Martian takes days, so it’s unlikely that the PCs will be

able to revive it enough for it to communicate to them.

b 4



Q__ e

Old Bilt “Returns

At some point while crossing the Plains of Magon, the PCs
encounter Old Bill, the famed South African trophy hunter
who launched himself to Mars without an escape plan — and
now roves on the red planet looking for great beasts to hunt.

The GM can have this encounter be separate from the above
encounters, or combine Old Bill’s arrival with one of them.
For example, he might come riding in as the corax herd
stampedes off, save the PCs from a particularly nasty white
swooper, or be camped out at the site of Pariah’s victims.

In any case, the PCs see a trail of dusty at the horizon head-
ing towards them at fast speed. Old Bill comes riding for-
ward on a brass and wood chariot pulled by a horse-sized
lizard whose back is covered in a bright-blue sail. A massive
4-bore gun is strapped to the side the chariot. He whoops
for the creature to stop, hops off, and addresses the PCs with
conviction:

“Kingdom come! Earth strangers on the fields of Magon!”

Old Bill is happy to pull out a worn bottle of whisky and of-
fer a finger of it to the men of the group. He assumes the PCs
got to Mars in a similar sort of way he did — launched from
a space gun — and that they are here for some sort of feat of
derring-do. He'll grow more and more disappointed as the
PCs shatter his belief that they are here for anything but the

most dangerous reasons.

Old Bill’s motivations are simple. He’s on Mars to bag some-
thing — anything — bigger and more dangerous than an el-
ephant. He’s spent two years here, but hasn’t found anything
truly impressive yet. He recently returned from a year-long
hunt to the south, but only found “game as big as a buffalo”.

Old Bill is intolerant and easily annoyed. If he finds the PCs
boring, he’ll become distant and irritable. On a Bad reac-
tion or worse, especially if he sees that the PCs have stolen
anything from his campsite (such as his revolving rifle), he'll
threaten them with “a punishing dewskitch” with the butt of
his massive rifle.

If asked about Canalwatch, he’ll be surprised that anything
has gotten built near the canal since he left. He remembers
the Martian plant-people (“mucksnipes” as he calls them),
but remembers them as Cooper did — primitive and simple-
minded creatures. He admits to have shot a couple to see if
they would make an interesting hunt, but found it unchal-
lenging to say the least. “Those mucksnipes didn’t run, didn’t
hide, just got shot and then sat down and thought about it.
Hunting them was as boring as shopping for used boots.”

‘OO BRI FINQUGHS
ST 83

HP: 13 e

DX 12 Will: 12
1Q b2 Per=ils
ik 12 a7
Basic Speed: 6 SM: 0
Move: 6 Dodge: 9

Traits: Compulsive Behaviour (Hunting Big Game); Dare-
devil; Fit; Intolerance; Overconfidence; Status 2; Wealth
(Wealthy). Languages: English, Zulu, Afrikaans.

Quirks: Anxious about fever and disease; gun and cannon
connoisseur; loves spectacle; chauvinistic.

Skills: Animal Handling (Equines)-13; Area Knowledge
(Plains of Magon)-12; Armoury-12; Camouflage-14; First
Aid-13; Guns (all types)-16; Knife-12; Merchant-14; Rid-
ing (Cerauntus Beetles)-11; Riding (Equines)-15; Savoir-
Faire-12; Stealth-13; Teamster (Chariot)-12; Tracking-14.

Equipment: Pith helmet (DR 1); field glasses; 4-bore muzzle-
loader (7d pi++, Acc 2, Range 100/1,200, RoF 1, Shots 1(40),
Rel 9, Min ST 14, 13 Ibs.); gun cleaning and repair kit; medical
Kit; large hunting knife (hidden in boot).

If asked if he’s seen any other Earth people on the planet, he
mentions he sighted Colonel Cooper with his field glasses
and had been meaning to introduce himself. But he saw a
great flying beast that took him away from this area for a
year and never got the chance. He also admits to having met
an “arrogant young Spanish hunter” during his trip to the
south, but refuses to talk of the man, muttering that he owes
him a punishing dewskitch as well.

If asked about his chariot, he’ll explain that he found it in a
cave at the base of the Roseate Mountains to the south. He
has no idea who the previous owner is.

On a Good reaction or better, Old Bill provides some aid to
the PCs (though he won't outright give them a possession of
his on anything less than an Excellent reaction):

* He has a sacchel-full of 7harsis Grivalea flower, which
when made into tea, temporarily alleviates the incon-
venience of Mars' thin atmosphere. If asked about its
origin, he’ll show the PCs what the flower looks like in
pressed form, from between two pages in his travel jour-
nal (see Handout C).

e He'll patch up any wounds with his first aid skill and
supply of clean bandages.

* Helll give advice that if the PCs encounter a Sarmatian
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Ophorus — a carnivorous ape-like creature that looks like | cular chamber at the spire’s top. They awkwardly buzz across
“God put its head on upside-down,” to aim for the crea- | the sky to Canalwatch. An OBservaTION roll reveals that

ture’s throat. “It has twice the number of arteries as any
other creature I've hunted, and thus its head will explode
in a particularly gruesome and satisfying way.”

* If the PCs are unarmed, he'll feel sorry for them and let
them borrow a large hunting knife that he has hidden in
his boot.

On a Very Good or better reaction roll, he'll agree to check
up on Colonel Cooper, either at the ziggurat or at the sphere.
Ultimately, however, Old Bill is not interested in hanging out
with folks new to Mars that don’t share his same love of tro-
phy hunting. Eventually, unless the PCs are exzremely con-
vincing, Old Bill gives a terse goodbye and rides off.

Cﬁfé Jiebeus Canal

The Hebrus Canal is an impressive trench carved into the
Martian rock. Half a mile in breadth and half a mile deep,
it would take the most skilled and equipped climbers days to
traverse the chasm. Whereas a thousand years ago this canal
would have been filled with lavender-colored water, it is now
barren and parched.

Far across the canal, the two curved, unfinished towers of
Canalwatch are visible. Made from glass and silvery metal,
the towers cut through the Martian haze and gleam in the
sunlight.

The beginnings of a suspension bridge connect the two sides
of the canal. The two anchor towers of the bridge appear to
be complete on cither side of the canal, two massive, glass-
like main cables running between them. The bridge itself is
just barely begun, with only a few segments hanging from the
support cables. The only obvious way across the canal would
be to traverse the cables themselves.

crated cargo is being pushed up the glass-tube lift, and then
the beetles are flying it across the canal to Canalwatch. A Vi-
sION roll (at -4 due to the altitude and haze) confirms that -
the beetles carry some kind of boxed payload on their backs.

A door is set into the front of the anchor tower. If the PCs
approach the door, it automatically slides open with a loud a
metallic shriek.

rﬁfé \)zgjsem Aneher r‘?ﬁf\rer

There are three sections to the anchor spire:

Ground Level Entry (A) — The entrance room is scattered
with ceramic tables and chairs of unusual, three-legged de-
sign. On several of the tables and chairs are smooth, blood-
red stones the size of ostrich eggs. Two of the tables hold large
machines of some kind. Two riveted rollers are mounted one
above each other and attached to a heavy metal crank. An
ENGINEER roll devises that these machines are designed to
crush rocks.

Some of the stones are cracked open, revealing that they are
hollow and pearlescent on the inside. A GEoLOGY roll reveals
that these stones bear some resemblence to Earth amethyst.
It looks like someone was cracking these stones open in the
hopes that they would find large crystals. A SEarcH-2 finds
a small, earring-sized ruby on the floor amongst the rubble,
identical to the ones the PCs may have found near the beetle
carcass at the beginning of the adventure.

In the northeast corner of the room, a glass cylinder, big
enough to hold six people, shoots upward into the tower.
Stepping into the glass chamber activates a musical chime,

The western anchor tower is vaguely %*
rectangular, with a towering spire £

that juts upwards, at least fifteen sto- |
ries in the air. The spire has single q‘)
glass-like tube alongside it — a vacu-
um lift that rapidly ferries occupants

up and down from the inside of the o
tower to the circular chamber at the
spires top. tround Level

If the PCs observe the anchor tower,
they occasionally spot Cerauntus

Beetles emerge from a hole in the cir- g -

® [0|0|p

Mid—height
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and then sends the occupants a dozen stories up the tower to

the Mid-Height Entrance Chamber.

Mid-Height Entrance Chamber (B) — The glass tube depos-
its occupants in another rectangular chamber just over half-
way up the spire. Small portals around the room let the PCs
see into the western expanses.

There are two doors in the room. The first is a metal hatch
in the southern wall, just big enough for someone to crawl
through. The hatch is locked with an unusual mechanism
made from three wheel-like sawblades that are interlocked
with each other. Opening the hatch either requires a FOorRcep
ENTRY roll versus the door’s hinges (ST 20), smashing the
lock (it has DR 12, 30 HP), or an ENGINEER roll at -2 to
figure out the mechanism. Once figured out, the PCs discover
that a small ruby must be inserted between the sawblades at
a specific point. Once smashed, the energy released from the
gem charges the wheels and unlocks the door. (A ruby can
be found either in the entrance chamber, near the Cerauntus
Beetle at the beginning of the adventure, or off one of the
Martians here). If opened, this door leads directly on to one
of the massive suspension cables that allow the PCs to precari-
ously make their way across the canal.

The second door automatically slides open into a laboratory.

The Mid-Height Laboratory (C) — More ceramic furniture

GM Note: Its possible for PCs to shimmy from the open-air win-
dow to the main cable, but very dangerous! The PC can climb
to the cable, but the sheer tower material and the winds require
a CLIMBING roll at -4!). Its also possible for a bold PC to leap
[from the window to the cable. This requires a spectacular 14-foot
Jjump, requiring either a Basic Move 7 (requiring a Will roll at
-4 for a for a Move 6 character using Extra Effort) or Jumping
skill 14+.

In the northeast corner of the room is another glass tube,
which transports occupants to the Circle at the Spire at the
top of the tower.

Mounted on the eastern wall of the room is a huge round
mirror. Images in the mirror is blurry and warped, like look-
ing into deep and murky water. On a panel near the wall are
two spools with wire connected between them. If the PCs toy
with the spools, they’ll see that the spools control the focus
and defocusing effect on the mirror. An IQ roll enables a PC
to focus the mirror, which summons the angry image of the
Pariah (see textbox)!

The Prison Rooms — There are also two locked doors in the
lab which are meant to securely hold tools, but have been
converted to detain two prisoners. The doors are locked with
similar mechanisms as the door to the main cable — an Ely-
sian Ruby is required to unlock them.

is strewn through- ‘

out this room. Bales
of thin copper wire
are on each table in
here, and tools — such
as the kind a jeweler
might use (a JEw-
ELER or MERCHANT
roll identifies these
as such) — can also be

kingdom.

A large open-air win-
dow is in the south
wall, only a small
railing separating
occupants from the
swirling winds high-
up the tower. From
this grand window,
the: "R ‘ean ' eas-
ily see the two tow-
ers of Canalwatch
b the, » distance.

of the adventure.

: '
; Ihe “Pariah Jooms
By tuning the wire spools by the mirrof, the PCs can cause the looming image of the Pariah

to appear. A hooded figure in an impenetrable glass mask and a single, fist-sized ruby-red
eye, the Pariah will angrily demand an explanation for the PCs uninvited entry into his

The Pariah will interrogate the PCs, looking for bits of information he can use against
RIS, them. He demands to know how they got to Mars and whether that “shivering jemmy”
Cooper brought them here. He asks them if there are any other humans on Mars with
them. Finally, he hurls a constant stream of insults at the PCs, calling “half-wit glocks” and
“idiot mumpers,” and laughing at the thought of enslaving them and hearing them “whim-
per and pucker.” (A Savorr-Faire roll will notice that the Pariah uses lower-class insults.)

Eventually, he'll grow tired of the conversation and end it, saying it doesn’t matter that they
came to Mars, because his plan is nearly complete and soon “a legion that would make
Lucifer proud” will be on their way to enslave them or kill them horribly.

If the PCs gave any useful information to the Pariah, he will use it to his advantage, for
example, immediately dispatching Cerauntus Beetles to locate and recover their sphere, or
capturing Colonel Cooper or Old Bill Finaughty to use agains the PCs at the finale

g, —
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SARMAIAN DEVIL

Il 21 7

DX+ 1259 Will: 12
10" 206 Per: 10 N\
IFE 12 ER: 12 =W
.. e
BasicSpeed: 6 = SM:+1 NN vty
Move: 7 Punch: 2d-2 cr (Reach C, 1)
Dodge: 9 Bite: 2d-2 cut (Reach C)

Traits: Acute Hearing +2; Appearance (Monstrous); Arm ST
+3; Bad Grip 2; Bad Temper; Brachiator; DR 1; Night Vision
4; Sharp Teeth; Vulnerability (Throat, x2); Wild Animal.

If the PCs make their presence known, by either talking loud-

ly or banging on the doors, they’ll be able to ascertain who is
in each cell.

In (D), a loud and angry roar, followed by berserk pounding
on the metal door, startles the PCs. This cell is the home to
a wild Sarmatian Ophorus, a carnivorous ape-like creature. It
wandered near the suspension bridge some days ago, climbed
the spire, and ate two Cerauntus Beetles before the Hebrus
Martians incapacitated it.

Room (E) is occuped by ELLEN EGLIN. A middle-aged,
African-American inventor, Ellen snuck into one of Colonel
Cooper’s viewing parties two years ago, after bribing his laun-
dress with a promise to send her one of her newly-invented
clothes wringers. Unfortunately, after witnessing the breath-
taking beauty of Mars, she too was kidnapped by the Pariah.

* If Ellen hears human voices, she’ll bang on the door and
call out for someone to open it. She be able to explain the
locking mechanism to the PCs, and insist that they find
a ruby to free her.

* If asked about the other cell, Ellen warns the PCs to stay
away from “that upside-down headed devil” unless they
are looking to “be dinner for a beast God didn’t finish
thinking about.”

* Ellen does not know the identity of the Pariah. “Always
a hood and a mask with that one.” She explains that she
snuck into one of Cooper’s parties but she never returned
back to London. The Pariah put her to work smashing
rocks to look for the Elysian Rubies. Eventually, the Pa-
riah found that she was too strong-willed to be kept with
other captives, so he contained her here at the anchor
tower to do her work with no one but the company of
Hebrus Martians. “You'd think plants with feet and arms

NGl e

would be more interesting than regular plants... but you'd
be wrong.” She admits she’s surprised the lab isn't scurry-
ing with Martians.

* If asked about the Elysian Rubies, Ellen says that they

have to smash a hundred of the egg-shaped rocks to find

one big one. “The Pariah uses the thumb-sized crytals for
some big invention of his at Canalwatch.” She says that
the little rubies are used for jewelery, which let the Pariah
control the minds of the Cerauntus Beetles, as well as some
Martians, which transport the rubies to Canalwatch,
and also bring more stones to smash here. “The Pa-
riah kept threatening to use the rubies to control my
mind,” she says, “but I don't think it works on humans.”

The Circle at the Spire (F) — The glass lift opens to a trian-
gular chamber. Viewing windows are evenly spaces around
the room, giving a phenomenal view to the southwest. A
dozen or so boxes, made from some sort of woven reeds, are
neatly stacked around the room. The boxes are filled with
whole egg-shaped rocks, ready to be taken downstairs and
cracked open for Elysian Rubies. Double sliding doors are set
into the eastern wall.

GM Note: If the PCs study the egg-shaped rocks for long enough
(at least an hour) it is possible, although very difficult, to tell
which ones might contain rubies. A GEOLOGY-5 finds two rocks
with the larger crystals, thumb-sized rubies in them, and about
ten rocks with the smaller gemstones in them. Otherwise, Ellen
Eglin is correct, and finding a large ruby is about a 1 in 100
chance, and a small one a 1 in 6 chance.

The Cerauntus Hangar (G) — This room is cacophonous
with the clicking and buzzing of three Cerauntus Beetles! A
half-dozen Hebrus Martians methodically unload contain-
ers from saddles on the giant insects’ backs. Both the beetles
and the Martians wear Icarian Bands on their heads, and are
under the Pariah’s mind control.

If the PCs are noticed by the Martian workers, they pause
momentarily as the Pariah sends them instructions. They
then begin to throw the egg-shaped rocks at the PCs. The
heavy rocks do 1d-1 cr on a hit. However, there is a 1 in 6
chance a rock contains an Elysian Ruby and explodes (2d cr
ex damage). A critical hir on a roll of 3 indicates that a rock
has a /arge Elysian Ruby inside, and explodes like a concus-
sion grenade for 5dx2 cr ex damage!

As the Martians distract the PCs with rocks, the Cerauntus

_ Beetles are also ordered to attack.

Clever PCs can attempt to yank an Icarian Band from their
opponents. This requires a grapple and then winning a Quick
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CERAUNUS BEE(E

S e 2l s, HP:21
DXt O will: 8
i 1Q” 24 Per: 13
HT: ®11 FP: 11

SM: +1 (3 hexes)

Pincers: 2d pi+ (Reach C)

Acid spit: 1d corrosive, Acc 0,
Range 5, roll HT or Nauseated

Basic Speed: 5
Move: 5 / 10 (fly)
Dodge: 8

Traits: DR 4; Flight (Winged); High Pain Threshold; Injury Tol-
erance (No Blood); Peripheral Vision; Striker (cutting, cannot
parry, weak); Vibration Sense; Wild Animal.

Contest of DX to pull it off. This immediately mentally stuns
the subject. After they recover, Martians immediately flee
from any hostile opponents. Cerauntus Beetles back off and
clack menacingly at the humans. After a few moments, the
GM should make a reaction roll for the beetles to see how
they react.

To calm a beetle (once its Icarian Band is removed), a PC
must succeed at an ANIMAL HANDLING roll (at a -2 penalty
due to the unfamiliarity of dealing with giant Martian bee-
tles!). Once calmed, the beetles behave domestically, mostly
ignoring the PCs. If a PC thinks to ride a Cerauntus Beetle,
they must mount it, which takes two turns (or a Riping, Ac-
ROBATICS, or JUMPING roll to do it at one; the strange shape
of the beetle penalizes the roll by -2). Riding a beetle well
enough to actually guide the thing requires a Riping (Ce-
RAUNTUS BEETLE) roll, which defaults to other Riping skills
at -3! A failure means the beetle just instinctively flies to the
top of one of the Canalwatch towers to drop off supplies.

A Cerauntus Beetle can carry two people on its back, although
RIDING rolls are at a -1 penalty in that configuration.

\7\)%?@ Plea por
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At some point during the PCs occupation of the upper han-
gar, the mirror in the laboratory makes a loud and long war-
bling noise. The noise travels clearly up the glass tube lift.
If the PCs are in the middle of a battle, a HEARING roll is
required to hear it. Otherwise, the sound is obvious.

Returning to the laboratory finds a blurry and shadowy sil-
houette of a person in the communication mirror. Tuning the
threaded spools (and succeeding at an 1Q roll) will focus the
image into a young woman.
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HEBRUS CVORMIAN
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Basic Speed: 5 SM: 0
Move: 5 Punch: 1d-1 cr (Reach C)
Dodge: 8

Traits: DR 1; Claws (Blunt); Dependency (Weeklj Sunlight); Ex-
tra Arm; Extra Leg; High Pain Threshold; Injury Tolerance (No
Vitals, Blood, Brain); Innumerate; Longevity; Mute; Unfazeable.

“What Pierre said was true!” exclaims the woman in a sur-
prised and hopeful voice as she sees the PCs. “My name is
Venus Winifred Yetty Zeus and I've been kidnapped.”

With perfect diction, Venus Winifred Yetty Zeus hurriedly
explains that she recently heard the Pariah shouting at some-
one through the mirror. After he stormed out of his relay
chamber, she snuck in and tried contacting whoever it was
at the other end. She says that she and eight other intellec-
tuals from Earth are being held prisoner in a glass dome at
Canalwatch. But what’s worse, she says, the Pariah’s scheme is
nearly complete, and that “she and the others are to blame.”

“He forced me and the others to find a way to refill the He-
brus Canal. Once filled with nutrient water, millions of He-
brus Martians will come back to life and serve the Pariah as
slaves! But water has largely vanished from Mars... leaving
us with only one option, else the Pariah do terrible things
to us. I designed an etheric decacoil. The decacoil connects
invisibly to an ether tube positioned in the English Channel
in the Atlantic Ocean. Once activated, water from Earth will
pour into Mars’ canals via the decacoil and bring new life to
the red planet. But the Pariah means to enslave that life like

he did to us!”

VWYZ begs the PCs to destroy the coil, which is mount-
ed under the suspension bridge, before it activates. Before
she can finish, she is suddenly jerked from the image with a
shout... and the mirror goes blank.

On the Hebrus Bridge

The etheric decacoil (D) is an upside-down, coach-sized coil

" of translucent glass mounted on the platform directly under

the bridge. The decacoil is designed to generate enough en-
ergy to connect to a sister node in the Atlantic Ocean, and
then pull water across the ether down into the Hebrus Ca-

~p
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The Pariah’s true identity is Wolfert Bouwman, the foot-
man of Colonel Reginald Cooper. For years, Bouwman
served as Cooper’s errand-man and go-getter. He acquired
all of the unusual components that Cooper, and his assis-
tant V.W.Y.Z., needed to build their mirrored expeditionary
room. After serving the colonel for ten long years, Bouw-
man grew tired of the Colonel’s dismissive nature for any-
one who was not born from status and wealth. As Cooper
began astounding the world with his cleverness and inven-
tion, Bouwman felt unthanked. The final straw came when
then the press arrived for the unveiling of the room,

and Cooper dismissed Bouwman and sent him
out for groceries. Bouwman was enraged.

Bouwman got drunk that night at a
rowdy London pub. There he met a
brilliant young Serbian-American
physicist and engineer, who was
happy to hear about Bouwmann’s
grievances, and also about the
secrets of Cooper’s project. The
physicist was intrigued, and
was convinced that a few small
modifications could physically
send someone to another plan-
et, versus only giving them a
view of the place. Over the next
few days, the physicist shared his
ideas with Bouwman. Eventually,
Bouwman left with an idea how
he could be rid of Cooper and take

over his operation.

Late one night, Bouwman made the Ser-
bian’s modifications to the expeditionary pro-
jector. The next day, he told Cooper that V.W.Y.Z.

had made some tweaks and encouraged Cooper to try
them. When Cooper activated the projector, he was physi-
cally teleported to Mars. Naturally, Colonel Cooper blamed
V.W.Y.Z., not ever imagining that his footman had the
mental capacity to tinker with his amazing invention.

The next week, Bouwman told V.W.Y.Z. that Cooper had
passed away in his sleep, his heart having given out at the
excitement of the invetion. Bouwman tried tro convince
V.W.Y.Z. to resume the viewing parties with him, but she
was heartbroken and refused. A year later, however, she

- perfect guest list... and every year one or two of those brilliant

the Pariah

would meet with investors from Oxford to recreate a smaller
version of the invention — the Peerless Excursion Sphere (the
invention that, years later, would bring the PCs to Mars).

Bouwman happily lived off of Cooper’s money for a year. He
thought he would never think of Cooper again. But slowly
his curiosity got the better of him, and he wondered whether
his old master was even still alive. He reactivated the projec-
tor and was shocked to learn that not only was the colonel
alive, but was thriving on Mars. Cooper was thrilled to see

his old footman again, and told Bouwman all about the
amazing Martian canals, the strange creatures, and
the long-dead civilizations.

Jealous of Cooper’s discovery, Bouwman
again tweaked the projector to send
himself to Mars... smartly bringing a
duplicate of the projector so that he
could send himself back and forth.

Mars, Bouwman stumbled into a
lost cavern underneath the ruined
/ towers of Canalwatch. There, he

found a strange metal helmet, and
met an ancient, withered alien enti-
ty — the Overlord — who once ruled
millions of Hebrus Martians when
the Canal was filled with its lavender
water. Desperate to return himself and
his people to life, the Overlord used
Bouwman as a pawn to help him. Soften-
ing his mind with telepathic vibrations, the
Overlord planted the suggestion to Bouwman
that be could become king of Mars... if only he
refilled the canals.

Bouwman was thrilled at the premise that he, a lowly servant,
a pariah, might become lord of an entire planet. Knowing
that Cooper still had the social standing to invite some of
the Earth’s most brilliant minds into his projector, Bouwman
convinced the Colonel to begin the expeditions once again.
Every year, Bouwman and the Cooper would concoct the

scientists and inventors would not return to Earth... but in-
stead reappear at Canalwatch to help Bouwman, the Pariah,
devise a method to refill the canals.




Over the last three years, the Pariah has captured nine sci-
entists and inventors from Colonel Cooper’s parties. He
forced them to work on his etheric decacoil, promising that
he'd release them once their work was done.

While the kidnapped inventors do not play much of a direct
role in the adventure, the GM can use them to add color
and complexity to finale. In the order of their kidnapping:

Venus Winifred Yetty Zeus (V.W.Y.Z.)

Colonel Cooper’s brilliant assistant, V.W.Y.Z. believed Coo-
per had died of a heart attack the night after his

invention was finally shown to the world.
Locked out of Cooper’s manor by Bouw-
man, she moved into London to be-
gin engineering her own projection
project with Oxford university stu- ?‘1 :
dents. However, months into the £%&Z ’v‘
project, she was kidnapped by S

Bouwman, taken to Mars, and
forced to design the decacoil.

Louis Le Prince

A French optics inventor who
had been working on multiple-
lens cameras at the time of his
kidnapping. The Pariah used Le
Prince to fine-tune his projector,
enabling him to better control
where he could project his own
image on Mars.

Joseph Swan
English physicist, chemist, and an inventor
of the light bulb, Swan was kidnapped to help
lead the decacoil project. He figured out how to har-

ness solar rays to power the decacoil. Swan acts as a father-
figure to the other hostages. He’s also figured out that the
Pariah was once Cooper’s servant, but has not yet figured
out a way to use that information to his advantage.

Ellen Eglin

The American inventor of the clothes-wringer. Ellen was
not actually an invited guest at Cooper’s party. She snuck
into the event after hearing about it from one of Cooper’s
maids. The Pariah decided to kidnap her when he misheard

and thought she was a Aose inventor. Stubborn, feisty, and

6'—'—"'
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he ﬂﬁgnapped ‘Nine

not especially useful to him, the Pariah grew tired of her and
confined her to the anchor tower to help crush rocks to re-
cover Elysian Rubies.

Henry Bessemer

The oldest of the hostages, 75-year English metallurgist Bes-
semer was kidnapped to lead the project to build the Hebrus
suspension bridge. Bessemer is actually the only hostage who
doesn’t want to leave Mars. He loves his work here.

Dmitri Mendeleev
Struggling to understand the properties of Martian
metals, the Pariah kidnapped this middle-aged
Russian chemist and inventor of the periodic
table. He spent most of his time on Mars
authoring books on chemistry, occa-
sionally assisting with the decacoil, and
writing angry missives to the Russian
b\ Academy of Sciences (which the Pa-
riah reluctantly agreed to deliver on

his behalf).

| Alice Ida Antoinette Guy
<A A young French woman obsessed
| with new forms of narrative. The
Pariah was fascinated by her when
Cooper invited her to his party, and
by the end of the night he decided to
kidnap her to chronicle his story. She
is intrigued by the Pariah, and is the
closest thing he has to a friend on Mars.
Guy, however, is using this relationship
to better figure out how to escape back to
Earth and tell her own story.

John Boyd Dunlop
The introverted Scottish inventor of the inflatable bicycle
tyre, brought to Mars during this adventure. The Pariah plans
to use him to devise a pneumatic communication system so
that he can better control the Hebrus Martians when they
come to life.

Anna Murray Vail

* A twenty-something American botanist, also brought to Mars

shortly after the start of this adventure. The Pariah is desper-
ate to know more about the biology of the Hebrus Martians,
so arranged to have her kidnapped and taken to his dome.
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nal. Given its location, and the half-constructed

only the center platform of the bridge has been
constructed, hundreds of yards from the canal

edge.

The easiest way to get to the coil platform is to
jog down one of the main suspension cables,
accessible from the Mid-Height of the Anchor
Tower. Just under two yards in width, with a
thin wire rail to hold on to, the cable is big
enough to walk on without too much fear of
falling. However, occasional, powerful gusts of
wind cause a FRiGHT CHECK for anyone on the
bridge! Once to the middle of the bridge, the
PCs can climb down one of two ladders a small
platform (A) that is suspended underneath the
bridge.

PCs then must leap the 5-yard gap to the larger
decacoil platform where the device is mounted.
Leaping the distance requires a good run, either
JumpinG skill 12+ or a Basic Move of 6, and a
DX or JumpING roll to stick the landing. A PC
not wanting to make the jump can swing to the
main platform on one of the loose suspension
cables (B) that dangle from the underside of the
bridge (which merely requires a DX roll, else

the PC is swinging awkwardly for the turn).

The other way to get to the bridge is by flying

state of the suspension bridge, getting to the |
coil is dangerous and difficult. There’s no way ‘ t ' QI , :
to simply walk on to the bridge and get to it, as he E hePIG @833801

Once activated, the decicoil progresses through three activation phas-
es. The timing of the phases can be seconds to minutes apart. (De-
cacoils aren’t exact science, and it’s encouraged the GM up the ante as
the adventure heads towards the finale!)

The first phase is a loud, tuning fork-like humming. Anyone near the
decacoil has a hard time hearing (-2 to all HEARING rolls). The second
phase creates a field of static electricity around the decacoil. Anyone
within 3 yards of the coil takes 1d-2 burn damage every turn. The
[final phase causes a torrent of ocean water to pour from the underside
of the bridge. Steam and mist envelops the platform (-6 combat and
vision penalty); nearby PCs must make a ST roll to stay on their feet!

The decacoil has DR 12, 80 HP, making it difficult to destroy with

most available weapons. Some options include:

e Old Bill Finaughty’s mighty 4-bore rifle will make quick work of

- the decacoil.

e Ifthe PCs have found /arge Elysian Rubies, their explosive poten-
tial (5dx2 cr ex damage) can also destroy the machine.

* An EncINEER (Civip) roll identifies that the cables suspending
the platform below the bridge are half-complete, and more vul-
nerable than the machine itself. They have DR 7, 30 HP each.
Destroying two of them will destabilize the platform, causing it
to lurch for 2d seconds (DX roll to grab on to something and not
slide off!) then break off and plummet into the canal below.

|* Crashing a beetle (or the Pariah’s sky chariot) directly into the

machine during phase two causes the decacoil to short
ut and explode!

a Cerauntus Beetle to it! While this requires a
good RipING skill to coax the beetle in the right

most direct way to get there.

direction (see the Cerauntus Hangar section above), it is the

The underside decacoil platform itself is precarious, swaying

plummet to the rocky bottom of the canal.

“Hfé Pariah’s Depenge

3

in the canal winds. The platform has no rails, and four open-
air vents (C) mean a careless stumble can result in a deadly

Once the Pariah observes the PCs
heading towards the bridge, he’ll do
two things to stop them from inter-
fering with the decacoil. First, he’ll re-
motely unlock the door to the Sarma-
tian Devil’s cell in the Anchor Tower.
The creature, hungry and angry from
its imprisonment, is thrilled with the
opportunity to chase prey out on to

the bridge!

Second, the Pariah activates the de-
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the PCs for an angry taunt):

“Gibfaced fools! You destroyed the only chance Mars
had at life! You may have stopped me for now... but
your ‘friends” at Canalwatch will pay the ultimate
price for your interference!”

Once his threat is complete, the Pariah vanishes,
either by flying back to Canalwatch, or his illu-
sion vanishing entirely.

Tinale at Canalwateh

Canalwatch describes two, enormous spiraling

cacoil from Canalwatch. The machine has three phases of ac- | towers that shoot twenty stories into the air. The towers are
tivation (see text box) before it begins to flood the canal with still under construction — large silvery girders criss-crossing
Earth’s water. all the way up to the top, with only a few floors in place. A
hundred Hebrus Martians work the bamboo-like scaffolding
If it looks like the Sarmatian Devil will fail to kill the PCs, | mounted around the towers, placing giant beams into place
the Pariah mounts his sky chariot to stop them himself. He'll with their three massive limbs. Most of the Hebrus Martians
also order a few enslaved Hebrus Martians to mount their | have Icarian Bands on, enslaved to work on the tower at the
own beetles and fly alongside him as backup. These Martians Pariah’s bidding. These Martians are not eager warriors, how-
are armed with gravity crossbows (1d(eo) cr, Acc 1, Range | ever, and likely ignore the PCs (although the GM can always
100/600, RoF 1, Shots 1 (2), 3 Ibs, Bulk -4) and have Cross- | use them as extra thugs during the finale if he needs them).

bow-12 and Riding-12. The martians’ three arms let them si-
multaneously pilot the beetles and shoot at the PCs, although

firing from an unstable mount like a beetle is at a -1 penalty. Cﬁl.é Gﬁﬁdﬁjﬁ ®0H13

A house-sized geodesic dome is located between the two tow-
The Pariah does not engage the fight directly. He circles the | ers. The Pariah himself stands atop the dome, ready to confi-
underside platform, using his leadership and tactics to order | dently address the interlopers. (However, if the PCs stopped
his Martians to attack the PCs at their most vulnerable spots, | the canal from refilling, the fearful Pariah has actually fled
so that he can better protect his decacoil. into the dome to his projection room, and instead projects

an image of himself atop the dome.)
| l

If the PCs fail to stop the decacoil from activating, he gloat
sfrom his sky chariot. “You see, it is too late to stop me. With e
the Canal filling, it is only a matter of time before Mars re- %ﬁ
awakens... under my control!” Or some variation of a classical |
bad guy victory speech. He then crows that now that his work
is done, he intends to dispatch with his Canalwatch prison-
ers imminently. If it looks like the PCs have lost all hope of
disrupting his decacoil, he'll zoom off back to Canalwatch.
Otherwise, he'll try to finish the PCs off for good.

If the Pariah is /ir during the fight, he suddenly flickers away,
his remotely controlled Sky Chariot spiralling out of control
and crashing in an epic fashion. An IQ roll (in case the players
can't figure it out for themselves) reveals that he was merely |
an illusion, much like the guests at Colonel Cooper’s party!

The Geodegle DO

If the PCs destroy the decacoil, the Pariah cries out in defeat, ;s e
j either from his sky chariot (or by flickering back in place near st et

e \_17_/ ~
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“Idiot shunters,” he taunts the PCs. “Your
friends are trapped inside this dome with sev-
eral, ravenous Cerauntus Beetles. With a mere
thought, I will order them to devour your
friends. Surrender to me is your only option.”

Indeed, looking through the glass of the dome
sees eight or so captives huddled together in a
laboratory, three beetles clicking frantically at
them, just yards away.

The glass to the dome is transparent and
fragile (DR 1, HP 3). An ENGINEERING (MA-
TERIALS) or ARCHITECTURE roll easily calcu-
lates this fact, giving the PCs a shot at either
shooting through the glass or shattering it enough to storm
the inside. If the Pariah is not physically at the dome, it takes
him a few moments (1d seconds) to react due to the “lag”
of his projections. If he is there, he immediately orders the
beetles to attack if the PCs show hostility.

The Pariah might also be able to be reasoned with, especially
if his plan his foiled and he feels he has no viable escape. The
Pariah knows he has the leverage of holding the kidnapped
scientists, but is reluctant to outright kill them unless the PCs
have truly enraged him. He also knows he possesses the only
way back to Earth (via his projection room inside the dome).
Several other factors may play into whether or not the Pariah
negotiates:

* If the Pariah found out about the’ Excursion Sphere that
brought the PCs to Mars, he dispatche Hebrus Martians
and a formation out to capture it. He will use its capture
as as leverage (claiming he can repair the sphere and send
them back to Earth... or destroy it and trap them here
forever!).

e If the Pariah suspected that Colonel Cooper was involved
in helping the PCs, he will have also kidnapped him. (If
the Pariah is physically a the dome, he'll dramatically
hold him hostage on top of the dome; if not, Cooper will
have been thrown in with the other captives).

e If the PCs revealed that Old Bill was around, the Pariah
will have also captured him. Worse, Old Bill’s years on
Mars have made him vulnerable to the Elysian Rubies!
The Pariah has Old Bill positioned nearby on the scaf-
folding of Canalwatch, armed and ready to assist the Pa-
riah in case violence breaks out.

e If the PCs have figured out the Pariah’s identity, they will
have gained tremendous leverage over him, as he knows
he can’t flee back to England without consequences.

Ultimately, the Pariah is looking for a way he can be left to
continue to fulfill his mission of refilling the Canal and bring-

- Two hexagonal metal plates are built into the floor in front of

ing millions of Hebrus Martians back to life. If the PCs have
destroyed his decacolil, he’s far less likely to give back the hos-
tages. Otherwise, he reluctantly agrees to a reasonable bar-

gain.

If, at any point, the Pariah’s helmet and mask are removed,
the Overlord’s suggestive power begins to wain. Bouwman’s
primary objective immediately changes to escaping Mars
with his life and reputation intact.

The finale of the adventure can play out several different
ways. The PCs can potentially save the hostages by assaulting
the dome, killing the beetles, and forcing the Pariah to sur-
render. Or, perhaps they can negotiate freeing them, promis-
ing to return to Earth and leave the Pariah alone forever. Or,
it’s even possible to distract the Pariah, sneak around to the
back of the dome, and interrupt him as he is projecting his
image.

The dome itself is sectioned into three parts. The largest part
is the lab (A), the area where the captured scientists work.
Three large tables are littered with glass, exotic metals, small-
er decacoil prototypes, and beautiful lenses designed to im-
prove the Pariah’s projectors.

Behind a locked door is the Pariah’s projector room (B). A
Lockricking-2 roll unlock the door. A spidery contraption
with multiple lenses is attached to a gleaming, silvery floor.
An ENGINEERING roll at -4 (due to the mind-numbing com-
plexity of the device) figures out how to activate the device
via a dozen knobs. Of course, if Colonel Cooper or V.W.Y.Z.
is with the PCs, they already know how to use it.

the projector. One plate has a beautiful carving of the Earth,
the other of Mars. Standing on the Earth plate sends the sub-
ject to Cooper’s manor outside of London. Standing on the

BoaTEw. ==
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fHE PARIQH
ST 11

HP: 11
DX 12 Will: 14
1Q 14 Per: 14
Fid 1174 R
Basic Speed: 6 SM: 0
Move: 6 Dodge: 9

Traits: High Pain Threshold; Intolerance; Overconfidence.
Quirks: Fond of crude language (in his mask)

Skills: Architecture-14; Area Knowledge (Hebrus Canal)-14;
Current Affairs (People)-14; Engineer (Expedition Projec-
tors)-14; Guns (Pistol)-14; Intimidation-14; Mathemat-
ics-13; Naturalist (Mars)-13; Piloting (Sky Chariot)-12;
Savoir-Faire (Servant)-15; Scrounging-14.

Equipment: Elysium Helm (DR 2. Also grants Mind Control
of those wearing Icarian Bands and Obsession - Refill Ca-
nals); Webley RIC .442 Revolver (1d+2 pi+, Acc 2, Range
110/1,200, RoF 3, Shots 6 (3i), ST 9, Bulk, -2, Rcl 3).

The Pariah’s Sky Chariot: ST/HP 40, Hnd/SR +1/3, HT 10f,
Move 6/9, SM+2, DR 3, Range 200, holds 2 occupants.

Mars plate lets the subject project himself to somewhere on
Mars, within fifty miles or so.

Also in the projector room is a relay mirror, similar to the one
in the Anchor Tower. This was the mirror that V.W.Y.Z. used
to communicate to the PCs.

Finally, a large closet (C) of sorts holds miscellaneous pro-
jector parts, a rack of recent newspapers (which includes the
stories about the missing inventors), and two shovel-like ag-
ricultural tools of Martian origin (which the Pariah mistakely
believes are weapons). An oriental rug on the floor here hides
a heavy, metal trap door.

The trapdoor uncovers a cave shaft that leads downward into
the cavern of the Overlord, the ancient, hibernating leader
of the Hebrus Martians. Pitons are hammered into the rock
every few feet, enabling an explorer to venture downward, as
long as he has a light source (and makes a CLIMBING+3 roll).

Cﬁfé Cﬁf;one of the Overlord

the PCs into an open chamber. Half of the chamber is natu-
ral rock, but the other half shows remnants of curved pillars,
triangular tiles, and unusual writing carved into the slab floor.

@——"-"

The shaft descends ten yards into the Martian rock. It deposits [

IOk 5,

Across the room is the ancient OVERLORD OF MARS.
Like a Hebrus Martian, but twice the size, the Overlord is
made from fragile, withered plant material. The vines that
make up his body are brown and dry. His body is twisted and
tangled around a stone chair of sorts, but it is difficult to tell
where his body ends and the throne begins.

And yet, the Overlord is still alive. His head slowly, silently
turns towards intruders (no doubt causing a FRigHT CHECK
upon seeing that this strange alien creature is alive). But he
does nothing (at least nothing that humans can compre-
hend), unable to communicate to anyone who is not wearing
an Icarian Band or the Pariah’s Elysian Helm. (If someone
is wearing one of those contraptions, they’ll hear an over-
whelming, raspy voice in their head beckoning them to come
closer and hear the Overlord’s command — which, of course,
is to refill the canals and bring his people to life!)

The PCs are free to interact however they want with the
Overlord. Perhaps they will destroy the Martian king, or pity
him and abadon him to his lonely cave for centuries yet to
come.

GM'’s Note: This adventure purposely avoids describing the true
motivation of the Overlord. The Overlord is tens of thousands of
years old and inscrutably alien. It saw an opportunity to control
Bouwman and bring his Martian people back to life. Whether
the Overlord then wants to simply rebuild his lost civilization, or
unleash a terrible war against other Martian tribes or even the
people of Earth, is entirely up to the GM and whether he plans

to continue the story beyond this adventure.

Conelusien

With some grit and cunning, the PCs can stop the Pariah,
rescue the scientists, and then head back to Earth using ei-
ther the Pariah’s projector, or a repaired sphere courtesy of
Cooper and V.W.Y.Z.). If asked, Cooper and V.W.Y.Z. bick-
er over what caused the PCs to get pulled to Mars. Cooper
believes the sphere somehow got caught up in the energy
from the Pariah’s own projector. V.W.Y.Z. believes that a test
of the etheric decacoil, which happened at the same time,
pulled it to Mars.

For completing the adventure, the PCs should receive 2 char-
acter points. They should receive an additional 1-2 character
points for good roleplaying or excellent performance. Saving
the scientists and inventors also likely earns the PCs a great
Reputation in the scientific community.
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Thanks to the creative team at Origin Systems who were be-
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enough YouTube videos to get inspired and write this adven-
ture.
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comment on lshotadventures.com

\?irtual “Ta'ﬁletep Notes

Visit www. 1shotadventures.com for additional VT'T assets for
this adventure, including tokens, handouts, and maps.

Qisclaimer

The material presented here is an original creation, intended
for use with the GURPS system from Steve Jackson Games.
This material is not official and is not endorsed by Steve Jack-
son Games. GURPS is a registered trademark of Steve Jackson
Games. All rights are reserved by S] Games. This material is
used here in accordance with the S] Games online policy. If
you're not familiar with GURPS, a free lite version of the rules
can be found here.
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1.0 - Original release

1.1 - Adjusted statistics, text editing

1.3 - Fixed layout issues, added bookmarks
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ORs sk iin kit o WL Liam ‘%LMU%M}

May 5, 1887
TW,/SWWWWWSWW,WM/WWM
o CERAUNTUS (afier  fild of my youth that contained al
manmer of strange African insects). After | thought it was dead,
tfwmowstfwsmwng bmkxtohfaWWsWW
/zmwﬂbefm/t/mmbmymf@ﬁwwghwsgrmfmdm. Odfﬂy,‘
WWWWWWWSWWMWW.
Alas, | have detormimed that hunting greav beetles is too- little @
M&,MMWMSWMW stalked.

HANDOUT A - Journal pages found in Old Bill’s abode (1 of 3)
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Nov- | 2, | 886

Mf/ fmbdu/y onw Mars! | have survived Newtorns Cammonball!

| landed amidst @ hord of large. siz—legged cattle—like creatures. |
WWWWWSMMWMWW(M/WMy@&
assombled. my 4~bore), bus the londing jammed. i and the herd

ﬂed, WWW&WW m'/se/s./s/mﬂwm//wca/mfvmw%
and, look to hunt one of these creatures inv the morning. | imagine
Wshaﬂb@mwaoﬂmm#mm%. :

Jamw | 2, 1887

Today | encountored: the first creaturo that challonged my abity.
/bmwg%wldwmwﬂm,wﬁhbﬁseg@smwfmbdow%
WWWWWGMHW;JWW

g\ FMA/m/tdy the W qov distracted, [/y w
\ ‘@& \ Corac carcass | had, strung up in

\MWZFWTOO/Q/WMWI/W
{ perfectly—aimed. shot. Tomorrow | will
H\\sef/mmse@f cam/fwdwwmoft/ws
\\\Q‘\"l i\msmwm/mmﬁmw

Qm»ma;bwﬂ & ,pﬁz\e/\,u.m

HANDOUT A - Journal pages found in Old Bill’s abode (2 of 3)

W 22 7
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Jandouts

e/, 837

| killed, amother Sarmatiam Devil this morring. While the oreatures
are Urutah and, clever., they take too- much work to- find. And |
WWWWW[M@WWWWMWSMW

trophy .

March 7, | 887
/Wowmdmmmmm@mdag/be&wet/ws mg/w[/@a/famw
ofm,twg, m@l&gmhf@mt/wredp[mm The small creatures are
md@fromp[cmﬂnmﬁt@r m%h,mmmms@. Most
wnusually, they have threo arms and. threo lgs, although why the
CWWWWW/WWM./WMWWZLM

Alas, humting Mucksnipes is as thrilling as
huniing @ baobolr tree. The primitive
things barely respond whon hit with
SW,WWH,@JUMWWW
fidget. | foar | have exhausted the Callirhoo :
nggmw%./snﬂmmfowmiwmm dehg/vq[ulm
WWMWWWMAfWEWW,W/OMMWWW
Earthy untib | have achieved this q/u,@ﬂ? T omorrow, | SWWW

b@[owgmgsmsetouﬁforwwmﬂv Wjowrm/g tot/msom% //eytmd/
the Roseate Chf/fsmwpmm Ca/W

HANDOUT A - Journal pages found in Old Bill’s abode (3 of 3)
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HANDOUT B - Cooper’s Map of Mars (Player Safe)
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HANDOUT C - Pressed image of a 7harsis Grivalea flower in Old Bill’s travel jour-
nal, shown to the PCs by Old Bill if they ask to learn more about the flower
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ose 0-5 yds 0 g Hand Mgm Safchel EB ||l|¢0)S
9 Face iy ,é 74,‘ aAlchel Z — 10§
. row _
Short  6-20yds -3 ! Skull Sifchd | £2 - llt’-
Imp or Pi a :
) ttacks ¢
M . an
edium 21-100yds -7 ;‘/re%e;t V91tals at -3 or
Long 101-500 yds 11 MONEY
Extreme 501+ yds -15 E]S
* in melee comba
a penalty equalbto['lizllyllcgs?;}llnacks suffer
e weapon
CHARACTE
R NOTE
Take nofes h S
€5 hnere.. ey [ U———
\ Vou ave The o\o\opTed nep\new of George :
Wesﬁng\nouse, 4he famous enferprencir an _
engineer For the last Two years, gou’ue worked ———
on Go\u\mm\—C'\\o S Tmns("ovmews in \n’\s Pitts-
bwg\n oo, \ne\\o\ng Lone Wis theory of o\“wnofﬁng :
current. (ncle George iniled you o LLondon 1 I
c\\o im prepare for an ivestmen preschmTion .
1o Bavings Bank Today is your doy off and
you spch J(\ne, do\kj sig‘nTse,cmg. \/\)\r\cn you SAW
 sign for new en  fainment venve = e —
“pe,cw\ess Expco\fﬂon gp cre," WT wou\o\ 9’\\16\5% -
a 9\‘\mpsc of andther p\omef(, you knew you hd —
1o bouy @ fiekel i
Totals: S
£
l ] Lbs.




Name Arthur Tlmompson Shaw Player Point Total 150
Ht 67 Wt 2I5  Size Modifier 0 Age 79 Unspent Pts -

Appearance Ulritiner gnd sTg||wng mayor oP a smg" Town - wiﬂn a rqouTaﬁon Por bemg Tough on crimingds_

CURRENT

301 BR[| [ 1w
DX| 17 |1 Wi | 7
1Q|12[0 1 Per |12] [ 1] ™
HT| N 01 PP M| |0 1)t b\

BASIC LIFT ¢stxsns 54 lbs DAMAGE Thr __1d  Sw_ 24-] Reaction (Modfiers
BASIC SPEED /5 [ () 1 BASIC MOVE 5 [ 01
Appearance 0
Er\e\n\\lmar\ee @e}i\)e (DeFerxaea Status +5
None (0) = BL 2 Dodge Parry Block Reputation + cl
Light (1)=2xBL  _78 : en_buying/seling)
Medium (2) =3xBL _[2 9 ﬂ _ +| from Compu|sive nerosiy when noficed)
Heavy 3)=6xBL 274
X-Heavy (4) = 10 x BL 340 (Bosing)
@cl\)ar\}ages & Perks Skills
Comb@T Qcﬂexcs (+2 % Pwing checks, +6 To recover Prom sfun) [ 11 |Name Level
Bt (+11 o HT vols) [ 11| Acrobatics o 1
Q&pufﬂ'hon +] 1Toug|n mauos London and the swrounding@ns\ 10 or less) [ 1 Breo\l(?m” 15 [ ]
Status +3 (Mayor of APriston) [ 0 1| |Adminisfrdfion [
lAMJﬂg_ﬂAlmhLM [ 7201 Architecture 0 [ ]
[ 1||Boxng M1 1
[ 1 C|imbmg [ ]
[ 1 Rope Up 1 1
[ 11 | Forensics I |
[ 1 Merchant T ]
[ 1 Professional Skil (Vinfinerr) |2 | |
[ 1| Sewoie=Faice (High gocie@ 2 1 ]
(Disacl\)ar\}agea & Q\]ir’]&é Search 2 1 ]
B@d_aﬂck (Mld - see reverse) [ 1 Stealth 15 [ ]
Code. of Honor (Genfleman’s) [ 1 | Taclics I 1
Compulsive Generosiy [ 1] | Throwing [ 1
Qsession (Unmask Jack the pippeﬂ [ ] [ 1
Secret lderity (Hehos po|icc as “The Skuker” - (Affer Rejecfion) [ 1 [ 1
[ 1 L1
Has an efernal five o' dock shadow [ 1 [ 1
Dislikcs wine, mrclm drinks oﬂqev- spist [ 1 [ 1
Tends not o Trust peop|e d first [ 1 [ 1
Qo\rehj merciful when i comes To punishnq criminals [ 1 Lar\guagea &po]«er\ @raiHer\
M on the lookout for corrugoT officials [ 1 Eﬂllsh Naive Neie  [0]
[ 1 [ 1
[ 1 [ 1




ml) WEAPONS
on
‘ 1 &XM punch Damage Reach Parry Not
[ 1 e
Character O s — C 1 S cost Weight
fe\
— crer ee*l- S l(ﬂlu'[<|fs, H"‘Z 21 parry ki(}l(s
RANGED WEAPONS i 3 pary sngs | O
eapon
Eine. shupken ( Damage
A
en ym H cuT ;:C R:nge RoF Shots ST Bul
B 1 105 Ok Rcl  Notes Cost
- Sdr [f0 Weight
~ |s
SPEED/RANG
E TABLE
For complete table, see p. 550 HIT LOCATION 0
T SSESSION:
Speed/ , : S
Raneg e Meal;lllllear Mo%lﬁer ]]:.ocatiOn M L
Modifier rement _ orso : ocation | Cost
(range/speed) i EMJ‘?BLM‘ 0853 ket | £5. Weight
Close 05 yds a4 ﬁmlg Black leather carvier bﬂg us. crush) Torso £2600 - s
o and | o mask of e Skl 5
5 - lb
Short 6 7 l;lachl [ Orl(:m(-l(& er (DQ ]) gﬂcbjﬁl E’g 'I |bs
-20
yds 3 limp or pi Sk ee_bodts (OR 2) Qche | £5 = s
Medium 21 target VitlalattaCkS can qugémig[wds 300 lbs) Eee £80 = s
-100 yds -7 eyes at -9. s at -3 or ves (DR 1) ] %{fzg_:l_ £g 3 It)s,
£l =L
Long 101-500 yds -11 MONEY L = lbs.
Extreme 501+ yds 15 E])OOO
;Z;:;Zl;eezomlbat, ranged attacks s
ual to Bulk of the weap:r)?[ <
CHARACTER
NOTES
Bad Back - Wh
- When you mak AT o A
M :\na\i;[ V'O:|_{ _(l)'l" rol a 17-18 on an \ Your prowﬂca’( moment s magpr came ol when you
S - > —_—
er =5 |Q for one Turn,_ and -3 DaX ‘I'TOH On a falure, | ordered the Doorknockw 1o be \nmnged, b whenyw
MGS a FiV'ST Aio’-z m|| L MST * “ ctm(J mV\Tea lim the n’\g\r\T \oe?om o\nd \oeo\T im ifo _
. JNCONSCIOUSNESS The man lwd murdered Horee looys
near e pono\, and he Jesented every inde of whdl ———
e gt The dreds of Albvigton e boeen cafe since
Al doy Bl there was oné oritindl o )
Hhe one you called Gaspipes He eed Jalking fhe
\dies. Jush as ypu were tracking im down, you hea
e woted To {_ondon.. and tha's when The sfories £
He Ripper Jorted e,sco\peo\ 1 London, s your
Pt You leard @ youn9 lady writer may kow where
Caspipes ives, 50 you folowed her 1o this sfrange  —
senue-nal promises & ook, df another \o\o«\eT. Cant —
; et 1o look. it then \jou’\\ confront hee -
Totals;
£
510 19 Lbs.




Name _Henrieffa Whiston Player Point Total 142
Ht 57 Wt 102 Size Modifier 0 Age 26 Unspent Pts -

Appearance FWYIOIAS - ﬂnd OH'CH SCﬂlﬂdﬂ]_OMS - MMTL]OV‘ 010 goﬂnic YlO\IC||0lS

CURRENT

ol 1 welp] 1o
x| 10l 1w |14 [ 1] S
Q| 14|[ ] Per|14| [I] ™
HT|IZ [ 1 FP|15| |[ ]

-~

BASIC LIFT ¢stxsns 20 lbs DAMAGE Thr _ -2 Sw__ 1 Reaction (Modfiers
BASIC SPEED .5 [ () ] BASIC MOVE 5 [ 01
Appearance *1
Er\e\n\\lmar\ee @e}i\)e (DeFerxaea Status -
None (0) = BL @ Dodge Parry Block Reputation + ffer). —
Light (1)=2xBL  _40 +] Prom Academic (studenfs and Teachens)
Medium (2) =3 xBL _60 8 _ _ +] from Compu|sive Cmrousing (lke-minded folk)
Heavy (3)=6xBL _10 =1 Brom Compulsive Cavousing (sober—minded folk)
X-Heavy (4) = 10 x BL_200
@cl\)ar\}ages & Perks Skills
Absolife Direction [ 11 |Name Level
Aeademic | [ 1 Acting 15 [ |
Appemmnce (Atfractive) [ 1| | Adist (meing) BI ]
Mg (31 C||mbing_ﬂn0' Escapa ignore up o -3 in gkbpaces] [ 1 A&Tvonomtj 7 [ ]
_NL@H' Uision +3 [ 21 Carousing 4 [ ]
Repuitafion +3 (Famous authos 10 o less) [ 7 1]||Ecclic Art (inchdes +3 Prom Flebiy) BI 1
[ 1 Escm!oc (includes +3 from Flesibilfy) (7| |
Alcohol Tolerance [ 1 1]|EasEDean (Pishl) 0 T 1
[ 1]]|Fist Ad (40| 1
[ 11 | Guns (Pistal) I 1
[ 1| | Uteralure (< ]
[ 1{ | Qeculfism (43| 1
(Disacl\)ar\}agea & Q\]ir’]&é Qmﬂcjggia% B I ]
Bﬂd TﬁmPCV‘ [ ] BLHm_gpmlgng_(mMcs +| from Academic) ]4 [ ]
' [ 1 Research (includes +1 from Academic) 5 [ |
Lecherousness [ ] Edmg I 1
Repuifafion =3 (Mavvied an aceused murdere 7 orless) [ - 1| | Sex Appeal (inchides +1 from Appearance) B 1
[ 1 Sﬂﬂdﬂgu (2| 1
[ 1| Seced-Reading (s 1 from Aradem) ZIN
Has a macdbre sense of humor [ ] Survival (Plains and Woods) 5[ 1
Hﬂc connoisseur of asinthe [ ] i 21 1
E@ogs shocking her audience - in m and in real lfe [ 1 \/\Jrfﬁng (indudes +1 from Aeademic) b [ ]
SQQE&_MMM&M c|cver 25 [nev‘seho [ ] Lar\g\mgea &p’o]&er\ @Piﬂer\
Hates the si_ghT of blood [ 1 Eﬂllsh Naive Natve  [0]
[ 1{ | Erench Accented Uferafe [ /1
[ 1 [ 1




HAND WEA
PONS
s T Weapon
E Damage
) / Reach Pa
rry  Not
@L es Cost Wei
WAI NGED WEAPONS
eapon
Qdﬂlaﬁm@&mngﬂ Damage
’ Acc
£ d it Range RoF
T O 6 Shots ST Bul
0650 1 1(4) & _]k chl Notes o
W 0
£8s cight
0.5k
SPEED/RAN
GE TABL
F. E
or complete table, see p. 550 HIT LOCATION PO
T SSESSION
Speed/ Modi It S
Lin odifier Locati em
Ran ear ocation
e desmiment |2 i o
range/speed) 3 zénn/Leg WYP;HW purse Feel o5 Weight
Cl roin riling |
ose 0-5 yds 0* -g Hand mﬁn 2 EBO ]”0"0
- Face inger urse Z — 1S
Short 6-20 yds 3 -1 Skull pwtsg EZ : ||E
Imp or Pi a :
ttacks ¢
Medi . an
eeibin 21100 <7 32%6; vstals at -3 or
Long 101-500 yds 11 MONEY
Extreme 5014+ yds s E75
* in melee combat, 1
a penalty equalbzo['BZlyllcgs? :chks suffer
e weapon
CHARACTE
R NOTE
Take nofes h S
€5 nere.. TP e
\ Maresjng Ceorge “Cms\oi\ocs" \Whigfon wasn | :
“ wmc“lj [ m'\s)(o\\(e. i('] uou ("o\cfov' in your \ooo\( so\\esf
Your nexT nove\, T\(\c Co\sﬂc 0('\ B\ooo\tj Jimm, so\o\ L
‘ T‘nomsamo\s of cop\es\. Buf Hhen \oeop\e sTMeo\ fh-—
ing \oe‘n’md your bo\c\(, smging you L\KED \oe'\ng .
\ mo\w‘\ea o a man once o\ccusea of mwo\w L
: So you left i \I\)&\\, ol exmc“tj. You )’u\sT ‘\9n0w,0\ -
\n'lm And one o\o\tj, Co\s\olpcs wo\sn”( ArOUN -
antf,more, a \nome. You \(\o\va no '\dco\ w\ncwe e
wen! But he wae 95¢m9 AMW,. more idense.
these ol fow weeks, But you were \oowco\ of bim i
ANYWAY T’wo\ of men who stk mm\mo\ & nig\nt L
So whnen @ dms\n‘mg young \oo\o \o\o\tﬁw ms\(ea yu —
\ fo mﬂcno\ an unusuo\\ new Venue, You said yes
Totals:
£
B4 7 Lbs.




Name Charlofte ‘Charlie” Nicoles Player Point Total 150
Ht 55’ Wt 150 Size Modifier 0 Age 22 Unspent Pts -

Appearance

CURRENT

ST n[] HP n [ o ] [movE
x|l 1wu |2 1 1] 5

QN1 Pee| | [1]™
ar| 01 rpl0] || ©

BASIC LIFT ¢stxsms 24 lbs DAMAGE Thr __ld-1  Sw__ldl Reaction (Modifiers
BASIC SPEED .5 [ () ] BASIC MOVE 5 [ 01
Appearance -
Er\e\n\\lmar\ee @e}i\)e (DeFerxaea Status +3
None (0) = BL 24 Dodge Parry Block Reputation +| (Charisma)
Light (1) =2xBL  _48 +2 Prom \bice. (when wice heard)
Medium (2) =3 xBL _72 8 9 _ +3 from Smooth OpemTor (con awlisfs, sm|es—Tg1pes)
Heavy (3) =6 xBL 144
X-Heavy (4) = 10 x BL_790_ (Bmwhnq)
@cl\)ar\}ages & Perks Skills
Chavisma +] [ 1| |[Name Level
e [ <5 1| Ading b1 1
Stafus +5 (Lao’g) [ 11| Area Knowkdgc (London) I ]
Wbice [ 1 &@W@ [CI | 1
[ 1 Wnee Stike B 1
Grea accer (Brfish and simlar) [ 11 | Crossbow [ | 1
Dis@rming Sile [ 1| [ Qetect Lies Gncludes +3 Lrom Semacth Qpertor) B[ ]
[ 11 | Fast-Draw ((nife) 21 1
[ 1 = + d Ubice) 5 [ ]
[ 11| Fich 2 1 1
[ 1 sl & n) B 41
[ ] Wi_midaﬁon (inc|w;|ce +3 Pv‘om gmooTh O{m{[or) ]5 [ ]
(Diaacl\)ar\}agea & Q\]ir‘l&é Ui A | 1
Curious [ 1 Leaderslﬁi]lo (includes *+4 from Smooth Opcrg or_and Chavisma ¥ I |
i [ 1| Musical bnstrumert (Piano) 21 1
Secret HenTﬂ'g (not rez\"ngilﬂ'«j. impwsonmerﬂ' possiHe) [ 1| [ Obseruation NI ]
[ ] EeuEQnmmce (i inr|ua‘es +7 Pv-om Voice) 12) [ ]
[ 1 pickpockeT (defdt from Fleh) 8 1 ]
[ ] Qﬂm_ﬂ:_qﬂwa) NI 1
Has a th opinion of her own abilfies [ ] SM@MH@M@MMMM[ 1
DthHcd bu cufe mice and rdfs [ 1 Sbadmzing LI 1
Older peop|e exhaus! her [ 1| [ Singing linchdes +2 from Unce) L1 |
MMMMM‘&MM%— [ ] Lar\g\mgea &p’o]&er\ @Piﬂer\
Terrified of msglums (and the peop|e in them) [ 1 Eﬂh&h (American) Native Nife  [0]
[ 1{ | Erench Accented Uiferdfe [ 71
[ 1 [ 1




ST RO WEAFORS
pon
D
E ] T &@\m ounch amage Reach Parry Not
: uncl e
@l\ap ! K” whng kick ld-2 cr C s Cost Weich
acrer &l\ee} nee slrike 1']7](;11"” C no9 5_3"& non-Thrusfs) et
NG WERPONS L A X
eapon T /Ah:%jg_m_gan
DMage
A
cc  Range RoF Shots ST Bulk
Rcl  Notes C
ost .
Weight
SPEED/RAN
GE TABL
F E
or complete table, see p. 550 HIT LOCATION PO
T SSESSION
Speed/ Modi It S
Lin odifier Locati em
Range ear ocation
Modifier Measurement g Torso Soft leather boofs Location | Cost
(range/speed) 3 Arm/Leg EAMMJ?_@;{&M&_FMM—M £5 Weight
Close Groin pCT mldguﬂ («C ] Ib
0-5 yds o -4 Hand OPPCWkeTﬁc”) £50
-5 Face pW‘SC E_ - :IDS
7 _
short  620yds 3 Skull b
Imp or Pi
5 . attacks can
Medium 21-100 yds - Za}'/zgse;t Vgltals at _3 or
Long 101-500 yds 11 MONEY
Extreme 5014 yds 15 ESO
* in melee combat, 1
a penalty equalbto['BZl;}lcgs?;lnaCkS suffer
e weapon
CHARACTE
R NOTE
Take nofes h S
€5 here. TP el
You grew up in mm\ ouisiana & C‘M\r\oﬁe |
“ Bouo\mo\w, mm\dng a \N‘mg singing « gen“c— .
mom’s c\u\os (mno\ sw'\p'\ng \Jo\\uo\\o\es w\nen M men
' wew;n”f \oo\(‘mg) When you o\\mosT 90T cmg\nT, T
s\oenT o\\\ your coin on A Tri\o T Lono\on. There L
L you mel a kmo\, \oa@u&d\c& od o\owo\gew, Counfess :
' pawmi\io\ Nloo\cs. Poor “n‘mg. {f was s0 ¢A%Y 0 _
convince her od you were her \ong—\osT gmnd— -
o\o\ug\nTw %\ne 'm\liJYeo\ you o sTo\tﬂ 0\)( \w manoy T
pmio\ you QA \mdsoma sJﬁpcnd, mna even wv'oJYe
you info \nem W\\\\ \A)ﬁ\n exdlira money in your \o\msc) i
ypulve been gong fo ol of London's dhows. Today,
s the new “Eycursion gp\(\cm” Hod promises o
\ g’\\le you QA \00\( o{V somcﬂ\ing '\nimo\gmm\o\e,ﬂ.\. —
Totals:
£
65 | Lbs.




Name Domenico “Dom’ Costanzi

Player

Ht 6T

Wt 195 Size Modifier O

Point Total 50
Unspent Pts -

Age 25

Appearance u!o anol coming Ik>o|o slan sTmpping. lnmndsome omol ﬂ|\m_sz ouf of Hs ole!oTh

CURRENT
'lZ | o ] [MovE
9| 1] 6
0 "
CURRENT O
HT| 151 FP|15| [ ] .
BASIC LIFT ¢st<sns 29 lps DAMAGE Thr __ld-1  Sw_ |2 Reaction (Modfiers
BASIC SPEED 6.5 [ 1 BASIC MOVE 6 [ 01
Appearance *1
Er\e\n\\lmar\ee @e}i\)e (DeFer\aea Status +|
None (0) = BL ( 9P Dodge Parry Block Reputation +Z from Natural Afhlete (§pgp'§ fans
Light (1) = 2 xBL 58 -2 Prom Clueless
Medium (2) =3xBL _8&/ 9 _ _ +] from Fashion Sense (when dressed prepmreo])
Heavy 3)=6xBL _14
X-Heavy (4) = 10 x BL_790_
@cl\)ar\}ages & Perks Skills
ﬂppmmncc (Affractive) [ 11 |Name Level
Eashion Sense [ 11 | Brawling B 1
Bif (1 ol HT vols) [ © 1]|Carousing Br ]
Luck (once per hous reroll o voll fwice more, choose the best) [ 1 C|imlomg 12 [ ]
Nafural Afhlefe [ 11 | Curvent Alfirs (p60P|€, and gporfs) 9 1 ]
Status + [ 1| | Dancing [CI| 1
[ 1| Diomacy 8 [ 1
[ 11 | Gesture 9 I 1
[ 11 | Guns_(Pisfel) 5[ 1
[ 11 | Guns (Rifle) Ba 1
[ 1] |Publc Speaking (Storgfeling) 9 1 1
[ 1 Qiding_(ﬁqmws) (oIl | 1
(Disacl\)ar\}agea & Q\]ir’]&é Saber Ol | ]
Cl'lumlmg (110 1Q-based skils when alone) [ 1 Savoir-Faire ngh cie 9) (includes =4 from Clueless S5 1 ]
Clueless [ 1 SOHW 8 [ ]
C|Mﬁ'0n(51 [ ] SPQES_(BOQ) 1'nﬁudﬂ§ +7 Emm \ldl aral Athlefe) ]5 [ ]
Pacifism (Cannt Harm nnocers) [ ] S&&meng_ﬁndﬁa_*ﬂmmﬂ@tmd Athlete) [SIN| 1
[ 1 EMMMMN@M@L&MJA (2| 1
[ 1 [ 1
Thinks he’s more famous than he is [ 1 [ 1
gpeno’s lofs of money on nice clothes; offers fashion aduice [ 1 [ 1
Thinks ru_gbg is for uncouth barbarians [ 1 [ ]
Medt and ponToes man [ 1 Lar\g\mgea &po]&er\ @raiHer\
Emsi@ siffen [ 1 tralian Native Naive  [0]
[ 1 E@hsh Accented Uferafe [ /1
[ 1 [ 1




HAND WEAPONS
Weapon Damage Reach Parry Notes Cost Weight
s Té 1 punc|n ]0]-2 cr C 9 g[q 15
. Kick I cr G Skil 1
i You miss, rol DX or fall do
Character Sheet S
RANGED WEAPONS
Weapon Damage Acc  Range RoF Shots ST Bulk Rcl Notes Cost Weight
£85 0.5
SPEED/RANGE TABLE HIT LOCATION POSSESSIONS
For complete table, see p. 550. Item Location | Cost Weight
Modifier Location Emg_mdmg boofs Feef £5 2 lbs
Speed/ Linear 0 Torso I £400 s
Range Measurement 2 Arm/Leg M
Modiﬁer (range/speed) 3 Groin 0 ST CL]C Comb pOCkCT EZ - |L)S
4 Hand Bouguet of pink roses —— Hand £l = |bs,
Close 0-5 yds 0* -5 Face Pmds&aﬂ&[gm_abmo]ﬂes Pocket £ - lbs
-7 Skull
Short 6-20 yds -3 Imp or Pi attacks can
target vitals at -3 or
Medium  21-100yds -7 eyes at -9.
MONEY
Long 101-500 yds -11 (00
Extreme 501+ yds -15
* in melee combat, ranged attacks suffer TS ey

a penalty equal to Bulk of the weapon

MM\% mJ m‘womo\n w‘no : T
tﬁou\. Ano\ she las a wono\cr?u\

J&no\'mg To noT even

: ot Amo\z,mg\. \/ou‘
Take nofes here. didn recognice
seNnse of lumos offfen pr ]
I i
tﬁad g\ﬂe even wriles \000\45 (0\“\1\0\1\9 Y -
aued

; o, ard ey A ——
\ fai \ \na\\len* ‘nw\v'o\ 0 ) . . —
e have mo\co\\om les.) Qiten w)f(\r\ —
ed her To Lowonie, - 1

r\ess Eucws\on -

\00\0 is

seem 0
Hhis Hcr\v"\em\, you inv
newest mﬁmcfion, the “Pee g —
gp\n&v‘e» — @ venue - promises © 9 \ il
felows a ook, af the surfice of the mn;\on. ;

g\n& is sure % be '\mpmssao\, w‘n'\c\n will make

o\'mnev' aJY Co\no\\emo\r\’s

90 ven C“CV.‘

Lo F- 7 Lbs.




Ht ST

Name \/\)mh'ev' J \/\)mmncw

Player

wt 175

Size Modifier O

Age 52 Unspent Pts -

CURRENT

[-]1 HP

[ ]1Win | |7

21 Per|lZ

CURRENT

211 FrP|IZ

HT

[

]

Point Total 50

Appearance Famous exp|orev' 01D ﬂr\e pemvizn 'lmg|e wi'g unswerving, o|o|-PQLs|nionco| sensibim'ics

BASIC LIFT (stxsns 24 s DAMAGE Thr __1d-1  Sw __g+] Reaction (Nodiiors
BASIC SPEED 6.0 [ 01 BASIC MOVE 6 [ 01
Appearance -
Er\e\n\\lmar\ee @e}i\)e (DeFerxaea Status -
None (0) = BL 29 Dodge Parry Block Reputation iZ_(Pamﬂmuxﬂomw 10 o less)
Light (1) = 2 x BL 48 mmm&mmﬁ?)—
Medium (2) =3 xBL _72 ]O 8 _ +| from HonesTg (when known), +3 (maifers of_honor)
Heavy 3)=6xBL _%
X-Heavy (4) = 10 x BL 240 (Cane)
@cl\)ar\}ages & Perks Skills
Acue He@wng +7 [ 11 |Name Level
QQmJQdT_QQELQM_(iZ_E_EE@W checks, *b To recover from stun) [ 11 | Boding (MHPOWCVCA) [ 1
&@ew Sense [ 1| | Broadsword (and Centleman’s Cane) [ |
L_orgcvﬂ'g [ 1 CMMMPI!M 2 1 ]
_Qcpﬂﬂm_’fz_@@mous eyplomw 10 or less) [ 11 | Climbin 7 1 ]
[ 1 Cw;og_mplng (Swith America) g 1
[ 11 | Gesfure || ]
[ 11 Guns (Pistol and Rifle) B ]
[ 1| |tkig A
[ 1 HisTowj (Ewope and Soufh America) I 1
[ 11| Kaife 21 1
[ 1] | Mexchant ||| ]
(Disacl\)ar\}agea & Q\]ir’]&é ngﬂgmﬂ‘ml) LS| ]
Bad gigH' (F@rsigﬁc& w/ 9|@sscs) [ 1 [ Qbseruation [ | ]
Code o Horor (Gerllemals) [ 1| Packng 10
Curious [ 1 plngsiciom [ ]
i ) [ 1 Qﬂmﬁqwms) [ | 1
Weatth (Poor) [ 1{ | Saber 1T 1
[ 1] | Survisal (ungle) M1 o1
Embarassed by any Talk abouf money [ ] Swimming 2| ]
Confused by the youth of Today ~ blames them [ 1{ [Jeamsfer (Equines) 1 ]
Annogmg@ po|i e (fo peop|e lke him) [ 1 [ ]
. .y . ves [ ] :
Qcm"g terrible gt dehvem bad news [ 1 i\ﬁ;agea &[\Eﬁ}:r\ K&?\)r;;:r\ [0]
[ 1 Mﬂndjgjnous Peruvian) Broken None [ 1]
[ 1 [ 1




ST T
on
D
E ) a Punch amage Reach Parry Not
g_WM knif: 10-2 cr e Cost
2 C Wei
aracter &l,\ } -2 af - Qi) eight
RAN ee Cenﬂe,m ! H—Z i C 1 8 g |- Z
W GED WEAPONS an's cane i lch (% kil 12
eapon
c
C Range RoF Shots ST Bulk
Rcl N
otes Cost
W .
eight
SPEED/RAN
GE TABL
F E
or complete table, see p. 550 HIT LOCATION PO
’ : SSESS
il;eedl Linear Modifier Locatio Ttem IONS
nge n
Modi%“ler I(VIeasurement g Torso When o Location | Cost
range/speed) 3 Arm/Leg Nice, buit old hat Feef o5 Weight
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