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ATLAS COMPENDIUM

ALGOLAN ECLIPSES

Algol and Persei rotate close to each other and shine
together on the planet Algol. During the day, both
can be seen as suns from the planet, quickly chang-
ing positions. There is a solar eclipse every third day
when one of the stars passes behind the other. On
rare occasions, both stars are obscured by the moon
Barir, leaving only the faint light from Rhaas in the
sky - an omen of misfortune and death.

THE SLAVERS

The only group that benefits trlg-l-‘m'{he unrest on the planet
and in the system are the Al'g'-oi‘an slavers.'[h_e Church’s .
ban on slavery doesn’t seemto deteE thern. T:hey_ afé.'a'éti\}e
mainly in the shantytowns where beautilf_ul"._'a‘nd strong 5
young men and women are kidnapped afn_d so_ld to thé_&e;rs
on Dabaran; the factory.islarlld_s in the Cdr)giqmerate orin

. . ‘the Newlands on Sadaal: Large bulk haulers hidden on the

edges of the Cloud belt in Rhaas’ northern hel_iopause ship
the slaves off world.

. . . ®




SYSTEMS

Slave traders preparing departure

from the Tanzim Highlands.
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ATLAS COMPENDIUM

THE MIRAN DHOL . o

The Miran dhol is named after the countless wild
dogs that roam around the slums of the Icon City.
The dhol is a small gravcraft used for transporta-
tion by both rich and poor in the cities on Mira. The
fact that Chelebs and other smaller dockyards on
the planet are capable of producing light, robust
grav projectors is what makes the dhol so common.
The dhol is usually shaped like a small boat and
decorated with Icon eyes to ensure good fortunes

for the skipper.




SYSTEMS

THE ENSNARER

A common myth in the whoie system is that of the Ensnarer,

or Yal-Shir, who is said to seduce and prey on unworthy pil- -
grims. The more obscure or sparsely travelled a trail s, the

more "active” the Ensnarer is. Several pilgrim groups disap-

pear every year on the Yadaman trail between the Icon City

and the Valley of Monuments, something that neither private

mercenaries nor the Matriarchy have been able to stop.

THE DAY OF FLOWERS

The planet Mira is widely known for its exotic
flowers, held in high regard all the way from the
Monolith to the dars of Dabaran. The annual cele-
bration of the Day of Flowers is a legacy from the
early colonists’ fertility cult, adapted to the Miran
environment and seasons. During the weeks leading
up to the feast, the Mirans travel into the wilderness
to pick the most beautiful flowers that can be found
on the savannah, in the silk forests or in the rainfor-
ests. In the final days before the celebration, build-
ings, dhols and even spaceships are decorated with
flowers and wreaths. During the Night of Flowers,

many new Mirans are conceived.
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THE DHOL WATCH

Several guard posts on gravs circle Huraba’s blessing like crick-
ets around a light flower. They are collectively known as the
dhol watch, and each platform is a beautifully designed building
containing weapons systems and strong force shields, at least

according to the stories.
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12

Water carrier loading precious

cargo from the Khouro Oasis.

THE WATER WARS

Countess dari-Evadires has always controlled a
large water reserve in the northern badlands, and
her three oasis domes have prospered while the sur-
rounding oases are slowly drying up. With support
from the pasha of Dar Bouti, the other nearby emirs
have contracted a small army of mercenaries to
secure the pumping stations in the area once and for
all. Dari-Evadires has, however allied herself with an
external benefactor and has access to defense sys-
tems, mercenaries of her own, and brand new faction
tech. The hostilities have destroyed two oasis domes
so far, and are on the verge of spilling over the hills

and down into the lowlands.




CARAVAN AND SHUTTLE

A Dabaran travels in style. Small, extravagant shut-
tles for the rich rush back and forth between the
larger oases and dome cities, and are also used for
transport upinto orbit. Only the larger spaceports
allow traders to land planet side, and they are often
located far from the oases and cities.

The most exalted of the dars often travel in slow
moving land caravans. In the lowlands, gravcraft
resembling small, floating palaces are used, fol-
lowed by an entourage of courtesans, servants,
Algolan elephants and Miran full bloods. Huge
ground crawlers are instead used on the plains,
swarmed by a fleet of smaller vehicles like ants

around a termite queen.

SYSTEMS

DESDEMODU

The cold badlands are home to the slow and wégging desde-

nies have made some successful attempts at hunting and
killing desdemodu. This is, of course, a crime that cannot

they have apprehended poachers.

modu. Since ancient times, they have been revered for their
wisdom by the seekers of the Lotus. The strange horns df_
the desdemodu have become a sought-after ép_hrodisiac in
other systems over the last few yédrs. and poacher compa-

be

‘tolerated, and the latifs have retaliated brutally whenever

13



ATLAS COMPENDIUM

THE JADE MONKEY

Just south of the city of Merkab-al-Kour lie the
Galrada steppes, an area of the badlands conquered
by bio sculpted steppe grass. The local nomads

tell stories about a statue made of jade, a stone not
naturally found on Dabaran. The statue is said to
depict King Karak, a nature spirit in the shape of a
gigantic ape. Karak is supposedly going to wake if
the nomads come under threat from newcomers on
the steppes. An excavation site in the Merkab ravine
led by the Zenithian Markadu company has recently
run into problems - broken gear, employees going

missing, and interrupted communications.

NIGHTINGALES AND SHAH

The Dabarans are known for tlh(; épfitude for fine engineer- ". :
ing, such as the hand-built luxl:-;-['y'irehicles of Metri, the 8 _ ? p
beautiful garments created at il-Aahls or t'hé_ mechanical, | .
nightingales of master watchmakeringios Gharbjgéri- Thé
nightingales are meticulously crafted wonders of gears and
springs and are often glven as luxurlous glfts
Dabaranshahisa complex variant of re_gu_[ar shahand. . .
. . .theboardsthemselves are pfteh works o?'art, _patterhed v fr
and decorated like the intériors of the oasis dqmes.

! = H . e -
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ATLAS COMPENDIUM

CONSORTIUM PRESENCE

Many Sadaalians regard he presence of the Consortium
on Bahram as aninsult - why are they there if not to exploit
the system’s natural riches? Naima Thaud, head repre-
sentative of the Consortium in the system, has employed
many learned Icon worshippers and meets regularly with
the local clergy in Bahram, carefully building®ip trust for
the faction. Thaud is measured and thoughtful in both word
and action, but hopes to drive bigger and bigger wedges

between the Ameshas over time.

AREMERAT

To common people, the leader they watch in the
newscasts is the same Aremerat as their spiritual
father, the one who rebuilt the Sadaalian civilization
after the Portal Wars. The details of the process
of choosing an Aremerat are not known, as the
only ones who ever meet him are the Amesha

« . . Spenta.Some speculate thatit is an Amesha who
is raised up to become the new Aremerat, while
others believe that some unknown technology
has extended the life of the original leader. To the
population of Sadaal however, the answer is clear:
Aremerat isimmortal. He is eternal and will never

take his hand from his people.

16
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The crowded city of Daharab on Bahram.

17
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SYSTEMS

THE HAMMER OF THE MARTYR

The Hammer of the Martyrlis a battle cruiser permanently

stationed just above the City of Foreigners,_serving asa -
constant reminder of the might of the Order’s fleets. The

Hammer is an awe-inspiring view, covered in towers, bat-

tlements and ornate weapon stations.

THE CROWN OF THE MARTYR

Every once in a while, powerful solar storms rage
across Zalos-A and much of the system is hit by
strong star winds. During the storms, a jagged pat-
tern is visible surrounding the star, uneven spikes
of light against the black void. The Order calls this
phenomenon the Crown of the Martyr. Among those
who still view the Order as dangerous fanatics, it is
believed that the worst prophecies mumbled by the
Order’s elders emanate from the Crown.

19
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ATLAS COMPENDIUM

THE AMBASSADORS

All of the factions are represented on Khoban by an
ambassador, something that is necessary to keep
the Free League from gaining economic control over
Odacon. The ambassadors meet regularly to dis-
cuss important matters, such as what actions must
be taken against especially active corsairs for exam-
ple. The meetings are often mostly a social affair, a
pleasant evening with good food and drink. A certain
level of political scheming is of course taking place,
butitis nowhere near as devious here asiitis in the
more civilized parts of the Horizon.

THE BANE OF ASH

Few things can chill the blood of Odacon’s residents quite like
the mention.of the Bane of Ashes. It is an entity said to be able
to destroy a ship by-simply breaking it down, molecule by mole-
cule. Some‘_séjy il-lat'.the Bane of Ashes is a semi-intelligent war
. ; machine \;vhile others believe it to be a chaotic cloud of nanites.

The truth about the Bane has yet to be revealed.

2e
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GENERATORS

THE SYSTEM GENERATOR AND REALITY

This system generator does not claim to represent

our own reality. Coriolis is a game that moves

between hard science fiction and science fantasy.

A semblance of realism and logic is desirable, but

not at all necessary. If you as the GM want micro

planets with breathable atmosphere or huge plan- .
ets that are not gas giants, this is completely up

to you, and this could in fact give the story a little

extra mystique.

TABLE 1: PLANET SIZE

2D6 SIZE GRAVITY EXAMPLES

2 &1,000km  Almost0-G Ceres and other
asteroids

3 2,000 km 016G lapetus

4 4,000 km 0.2G Luna, Europa

5-6 7,000 km 0.5G Mars

7-8 10,000km 0.7G

9-10 12,500km 1.0G Earth, Venus

1 15,000km 1.3G
12 20,000km  Almost26G

TABLE 2: GAS GIANT SIZE

206 SIZE THE SOLAR SYSTEM
2 40,000 km oy

3 60,000 km Uranus, Neptune
4 100,000 km Saturn

5-9 150,000 km Jupiter
710-11 200,000km
12 - 250,000km

31



ATLAS COMPENDIUM

TABLE 3: GAS GIANT COLOR

2D6 COLOR
p White

3. Shimmering grey

4-6 Sulphur yellow

7-9 Red orange

10 Emerald green
1 Azure blue

L 2
12 Black

TABLE 4: GAS GIANT TEMPERATURE

1,13 TEMPERATURE  METALS .
2-6 -200 Celsius
7 0 Celsius

8-9 500 Celsius Lead
10 1,000 Celsius

11 2,000 Celsius Lava, meltin§ ‘point of'gold
12 3,000 Celsius Iron ) '

TABLE 5: GAS GIANT CHARACTERISTICS
2D6 CHARACTERISTICS'

2-3 Rings

4-6 Storms  ° .

7-8 Spot/super storm
9-10  Warm/cold hole

11 Gas creatures

e

12 Artifactinorbit,

TABLE 6: ASTEROID BELT SIZE - _'

D6 SIZE AL o
i ol Small ring, smaller than the diamei'elj_.o-f‘_a planef
(5-10,000 km) ' ¥
2-4 Regular, about 1-2 AU wide . = o
5 Massive,..1('] AU wide and high. Blocks su_n_lightio the .
outer planets. . F '
6 Scattered, 20+ AU wide. z

32
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TABLE 7: ASTEROID BELT COMPOSITION

D6 COMPOSITION

1 Dust/ash ;

2 Ice

3-5 Gravelandice

6 Debris, wrecks and planet remains‘

TABLE 8: ASTEROID BELTS CHARACTERISTICS

2D6 CHARACTERISTICS % ,
2 The belt is almost as black as the Dark between the
Stars and difficult to maneuver through.

3 The beltis very bright and is always visible in the sky,
even during the day.

4 Alarger planet sits in the middLe of the belt.

5-8 Nothing special.

9 The beltis at an odd angle from the rest of the planets’
courses.

10 The belt is home to vacuum beings.

1" The belt’s size fluctuates over the segments, like the tide.

12 The belt contains many Portal Builder remains.

TABLE 9: ORBIT

2D6 IN ORBIT

2 Roll D6 times on the table
3 Forgotten stations

4 Satellites

5 Space stations

6-8 Empty space

9-10 Moon/moons

1" Rings or gravel belt
12 Orbital asteroid belt

TABLE 10: ATMOSPHERE

2Dé6 ATMOSPHERE-

2 Toxic*l I’
3 Thin* o
' 4-8 Breathable

9 Dense

“. 10  Corrosive, toxic

N1 Infilirating, toxic

.17 M2 Special

* Plénets of sizes 1-3 can only have Toxic or Thin atmospheres.

33
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34

2D6 TEMPERATURE I AVERAGE TEMPERATURE DESCRIPTION

2 Frozen & -50 Celsius All water is frozen anﬂ the Htmosphere isverydry
3-4 Cold " ° -50to 0 Celsius Some water exi’sts,-i;:e ageon land..few clouds
5-9 Tenl1pere'& i 0to 30 Cel_;ij.ls Earth-like planet with clouds and polar ice

“10-11 Hot - ,3] to 80 Celsius 3 Som'e'water exists.. small polar ice caps, cloudy
12+ Burning " 9 80 Celsius " “Ne fmlalf ice, very little wa‘t__é‘ri

.
.

TABLE 12: GEOSPHERE

2D6  GEOSPHERE  DESCRIPTION -’ g

<2 Y ——" : Onlj desert am.i_c_‘:'niyundergrdﬂndwater §
34 Aridworld _ : Huge deserts, c‘ii"y-s;t_eppes and a few small oceans - ;

5 Wet world . éfg o;:eans but mostly dry land )

6-9 Earth‘-likg K £ . oy . . .. : =) i ST

world - : B IS R T, P ' '

10 Island world Ocean; an(isome dry ie_md : b . !

" acean world  Occasional archipelagos and small islarI\'ds i L2

12+ . Wa_terworlt.:I Only ocean oE S ' ‘- .

' . P '
. » v 7 : *
: " -.' v




GENERATORS

TABLE 13: POPULATION ;.

2Dé POPULATION

€2 Uninhabited

3 Abandoned outpost

4 Outpost

5 A few hundred inhabitants

6-7 A few thousand inhabitants '

8-9 Tens of thousands of inhabitants

10-11  Hundreds of thousands of inhabita_nts

i

12 Millions of inhabitants

TABLE 14: SPACE PORT

2Dé6 TYPEOF SPACE  SERVICE MODIFIER
PORT

€3 Primitive -3
landing strip

4-5 Simplespace -3
port

6-8  Ordinary 0
space port

9-10 Busyspace *0
port

1" Trade cluster  +1

12+  Metropolis +1

TABLE 15: HOOKS

D66  HOOK
RUINS
1" Portal Builder ruins

12 First-come ruins

13 Earlier colonization

14 Abandoned city

15 Crashed ship

16 Unknown ruins

WEATHER AND NATURAL DISASTERS -
21 Titan storms

22 Flooding

23 Extreme rains

7A Firestorms and forest fires
25 Volcanit eruptions
26 High seismic activity

35
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INHABITANTS B : ) ;
31 Cult " ' '

32 Primitive First-come

33 Colonists

34 Rebels

.35  Soldiers ,
36 Scientists y
THREATS »

41 Corsairs

42 Rebellious mercenaries

43 Factionary clashes

(21 Lawlessness ®

45 The Dark between the Stars
46 Dangerous creatures

POLITICS
51 Dictatorship g
52 Emirate

53 Police state
54 Popular rule

55 Iconocracy

56 Extreme patriarchy/matriarchy

EVENTS 1
61 War

62 Natural disaster

63 Epidemic

64 Occupation
65 Pilgrimage
66 Apocalypse

TABLE 16: NUMBER OF FACTIONS _ AL )

1D6  NUMBER OF FACTIONS
One dominant

Two balanced

Two competing 5 :
One dominant, one wedk’ : DISTANCES IN A SYSTEM

Three competing T T . i .
Dé factions, their strengths deterrr.i'i_p.éd birDs"e'a(;h e A star system is usually about 50 AU wide from the sun to the Oort

o~ Ol WIN | =

cloud. In binary and trinary systems the suns circle around each

TABLE 17: FACTIONS . :ﬁ' ; other, but not always in the same plane. That’s why some systems are
. closer than 50 AU from each other.

R 2p6 SSEALTION : — E : S : AT You can place your planets anyway you like. We have purposely
2 The Syndicate >
3 The Legion
4 The Free'League

5 The Zenithian Hegemof'\y

not detailed the placement of the planets in the described systems,

except for Kua (Coriolis core rulebook, page 280). Gas giants should

be located in the outer reaches of a system. The locations of life-sus-

taining worlds can vary, but they are often found near the center of

6-7  The Consortium . .

8 The Church of the Icons : . the system. The distances can vary depending on the star type of the
9" ",Ahlam’s Temple A “mT A o system. We recommend finding some astronomical literature if you
10 The Nomad Federation . wish to know more.

1 The Order of the Pariah
12 The Draconites

.
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e
TABLE 18: MISSION TYPE

.Dé6 M|§SION TYPE DESTINATION* ' . COMbiJFATION :7.81 REWARD (THOUSANDS OF BIRR) EXTRA REWARD**
1112 Routine  * _ .Withinsystem No. D6 0
* 1315 Routine - - . .Wifhinsystem No - D6 : 0
16-23 | Routine  ° Withinsysferm = ... 1 . D642 . 0
24-25  Easy . Withinsystern - .- . No 2D6 0
2 2631 - Easy  Withinsystem . A . 206 r 1
' 3233 ° Easy + . Withinsystem . 1. - 2D6s2 e ar, 1
3436 . Normal . Withinsystem . - 1- o ape 0
" "M43  Normal .. Withinsystem ' s TS : 0

44-45 Normal Nearbysysterﬁ Ve .. 3D6 ., : . 0 .,
46-51 * Normal Nearbysystem . ~ . 1 ' .%  3D6 ' I
52-53 Normal Nearby system * RS . 3D6+2 - ’ 1
A * Normal Farav;aysystem S o ®3pses T 0
55 ‘s Normal f Farawaysystem 1-. i 3D6+4 s 1
56-61 _ Difficult" Within system "2 R S 1
. ' v 7 : *
. A :
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TABLE 18: MISSION TYPE

D66 MISSION TYPE DESTINATION* COMPLICATION  BASE REWARD (THOUSANDS OF BIRR) EXTRA REWARD**_ |
62-63 Difficult Nearby system p 4D6+2 . 0
g .64 Difficult Nearby system 2 4D6+2 1
65 Difficult Faraway system p 5Dé6 1
66 Difficult Faraway system 3 5D6+4 2‘

*Nearby system refers to arandomly determined system one jump away. Faraway systems are two or more jumps away'. use the s;'stems tableonp 301in
the Coriolis core rulebook. ' .

**The numbér of rolls you get on the rewards table appropriate for the group concept. "o

| TABLE 19: EMPLOYER, AGENTS TABLE 20: REWARDS, AGENTS

D66 EMPLOYER S : D66 REWARD

1113 Judicator . 11-13 ° New contract
" 1416 Guard 1416 Favor

21-23 Intelligence agency .. .. 21-46 Birr

24-43 Patron E . : 51-56 Gear

44446 Factionary ° i 61-63  Ship module

51-53 Merchant e 64-66 License

54-56 Diplomat
 61-63  Military
64-66 Criminal

TABLE 21: MISSION, AGENTS

Dé6 MISSION DESCRIPTION

11-13 Infiltration Undercover infiltration of a base, smaller group or outpost to obtain data, identify leaders or investi-
_ gate the organization.

14-16 Information gathering Gather information from tags, library databases, networks, old scrolls or a living persen.

21-26 Espionage * = - Classic espionage with secret meetings, shadowing, burglaries and undercover work.

31-33 Kidnapping . Kidnap someone and deliver the person to the employer.

34-36 Couriers . - 4. Make sure sensitive mformatlon resources or goods are delivered safely from the employer to the
: receiver.

41-43 Protection I Make surea resource (|nformat|on person, object, ship) is safe froman attack or for a speufled

amount of time.,

44-46 Manipulation Tricka person or organlzatlon into believing false information, or make them perform acertain actlon
or set a chain of events in motion. ;

51-53 Artifact collection 'Acquire an artifact, usually from an unknown, undergrounﬂ loca'tion .

T

54-56 Rescue operation g Rescuea resource [usually aperson or group] thatis held captive or hostage. It could also be an object
- ora wrecked spaceship.

61-63 Suryeillance : _ Observe aresource (usually a perso_n] fqr'_e specified amount of time.
64-66 Assassination - Mljrder éomeone, sorpe_t_irhes ) thét_it_ looks like an accident. Collateral damage is permitted.
. w
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40

TABLE 22: LOCATION, AGENTS

Dé6

LOCATION

DESCRIPTION

1113  Underground hideout

A bunker, catacombs or caves.

1416

Hostile forest/ Inhospitable planet side wilderness. Usually far from cities or sett_lements.
jungles/desert
21-26 Bazaar A bazaar or market in a city or settlement. '
31-33 Spaceport Spaceport on a space station or planet.
34-36 Asteroid/Moon The surface of an asteroid or a smaller moon. Vacuum or dangerous atmosphere.
41-43 Space station On a small space station, anything from an oxygen oasis to a trade or service station.
44-46 Ruins Firstcome or Portal Builder ruins.
51-53 Colony A small colony, usually no bigger than a small, sparsely populated village. Far from other settlements.
54-56 Portal station A pértal station next to a sun.
61-63 Spaceship Onboard a spaceship during voyage or docking.
64-66 Outpost A small outpost, usually planet side. An outpost is commonly just a single building with a specific func-

tion and only a few inhabitants. For example sensor station, dam control station, courier post or some
other communications station.

TABLE 23: COMPLICATIONS, AGENTS

D66 COMPLICATION DESCRIPTION . "'.

11-13  Third party Another patron or a person with a similar background as the employer is after the same thing. Could
offer the group higher payment or that they will use the information/resource for a different purpose
when the mission is completed.

14-23 Accompanying 1 The employer.wants to come along for the mission, or send an observer or agent along.

employer ; -

24-33 Double agent A person the PCs encounter is a double agent for another organization with a conflicting agenda.

34-43 Badintel A piece of information about the mission turns out to be false, either intentionally or by mistake.

44-53 Unexpected The group's opponent receive bar.kup in the form of relnforcements more advanced computer systems

reinforcements_ - -or some other form of extra assastance ¢

54-63 Scapegoats 3 'J'he employer wants the mlssion to go badly and for the PCs to take the fall for something.

64-66 Intelligence agency. " An |ntelL|gence agency, possmly factionary, with many resources has the same or opposite goals as the

sinvolvement PCs. Ty
Example - ‘

.The GM is about to give t the group-a new mlsswn Thé PCs are a group of freelance agents on Coriolis. Their patron is

Nefrite Garoud who works for the Free League's news division. In this case, the GM rolls 55 on the employer table, a diplo-

mat. The dlpl'omat needs help with espionage. (24)-ona  space station (41). The GM rolls the Scapegoats complication (63).
The diplomat promises a wh,ole lot ofbi'rr for the mission (35). The GM deczdes‘that the dlplomat is from one of the dars
on Dabaran. For some reason, the diplomat needs to fmd out what lsgozng on in'one of the smaller space stations orbiting
Kua, but'has a secret plan to make the PC take the fall for the esplo.age In other words, they are lucky to be paid half of the
reward in advance! :




TABLE 24: EMPLOYER, MERCENARIES

GENERATORS

b4-66

D66 EMPLOYER D66 REWARD

- 11-13  Fleet captain 11-16  Faction protection .

g .14-16 Military officer 21-23 Ship module
21-23 Legion company 24-53 Birr
24-43 Patron 54-56 Gear
44-46  Factignary ' 61-63 Cybernetics/Bionics . . :
51-53 Armsdealer . 64-66 Medal of honor

" 54-56 Mercenary g
61-63 '_ Wérvet_eran : :
Smuggler

TABLE 26: CONTRACT, MERCENARIES

Dé6

CONTRACT

DESCRIPTION
11-13 Reconnaissance ° Scout out an area, a location or the surroundings of a building. Remain unnoticed and report back to the
* : employer. ey
14-16 Assault : Attack and hold a [qcation. Prisoners may be taken.
21-26 Defendplaceorarea Defend alocation or patrol an area; prevent the enemy from seizing it.
31-33 Reinforce location Supr_:ort orreinforce a position under attack, repel the enemy.
- 34-36 S_eei( ELT des'»troy Find a'person, gr'oup or location and destroy it. Could be civilians, enemy combatants or vehicles/
i . spaceships.
41-43 Protectresource Protect‘a resource. It could be information, a person, an object or a ship. Protect it from an attack or
7 guard it for a specified amount of time.
44-46 Locate resource Locate a person, group or object and either retrieve it or notify the employer of its location.
51-53 Rescue operation Rescue a group, squadron or spaceship from an attack, imprisonment, or some other peril.
54-56 Raid Plan and execute a raid on a person, group, convoy or vehicle. The goal is usually to destroy or delay the
target.
61-63 Investigation - Locate something important, for example nuclear warheads, antimatter bombs or bionic weapons. The
PCs could be accompanied by an agent, a weapons expert or some other officer.
64-66 Incursion

Go behind enemy lines or breach a fortress or garrison to secure a resource that could be a-person,
information or an object. s

TABLE 27: LOCATION, MERCENARIES

DESCRIPTION

D66 LOCATION )
11-13  Underground bunker Abunk'er:,'neworold.
14-16 Hostile forest/ “Inhospitable planet side wilderness. Usually far from cities or settlerr'lehts.
jungles/desert : . ? ; : .
21-26 Trenches . Atrenchon a deadlock(-id frontline. Mine fields, underground tunnels and other soldiers in despair.
31-33 Spacéport Spaceport on a space station or planet.
34-36 Aster"oidl/ Moon

' The surface 6f an asteroid or a smalter mdon. Vacuum or dangerous atmdsphere.

TABLE 25: REWARDS, MERCENARIES P
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TABLE 27: LOCATION, MERCENARIES

D66 LOCATION DESCRIPTION
41-43 Combat station Afortified space station with weapon systems, or some other battle installation such as a larger garri-
: son, hangars or docks.

44-46 War zone Alarger areawhere openwar is raging. Could be a burned-out cnty or a wilderness full of fighting
combatants.

51-53 Fortification Afortification could be a wall, modern fort, castle, artillery position, rocket silo or mine field.

54-56 Space station On a small space station, anything from an oxygen oasis to a trade or service station.

61-63 Spaceship L] Onboard a spaceship during voyage or docking.

64-66 Outpost A small outpost, usually planet side. An outpost is commonly just a single building with a specific func-

tion and only a few inhabitants. For example sensor station, guard post, smaller garrison, smaller
arsenal or warehouse.

TABLE 28: COMPLICATIONS, MERCENARIES

.
.

D66 COMPLICATION DESCRIPTION .

11-16 Badintel A piece of information about the contract turns out to be false, either intentionally or by mistake.

21-23 Supercargo Soméo’ng they must protect during the mission accompanies the group. It could be an observer, a civil-
ianoranagent. *

24-33 Gear problem The group hgé_lgear problems. It could be anything from weapons to vehicles or spaceships.

34-43 Underestimated The resistance or the attackers are stronger than expected.

resistance ] ’
44-53 Captured employer . The group’'s employer is captured during the mission. Fitting if the employer is an officer in the group's
; company. :
54-63 New offensive A new offensive has just been initiated when the group is about to carry out their mission, either by the
. enemies or by the PCs' side in the conflict.. . S .

64-66 Bombardments The area where the mission takes placeis being bombed. It could be air raids, torpedo attacks or rebel

forces detonating mines and homemade explosives.
Example . e

The PCs are an old tactzcal team that lwes off odd contracts here and there. a,fter-an mvoluntary retirement. They are out
of birr and it is time to ‘find new work The GM rolis a33, showmg him that it is once agam -the PC$' patron who finds them
a contract-through contacts in the Consortlum The PCs get a seék and destroy contract'(: 34) to a base on a moon (36). The

.complication is that the resistance has' been’ underestimated (41), as so often happens Thelr patron promises some combat

cybernetics as a reward for the group (61). The GM decides that the moon is one of the forest moons in the distant Uharu
system. On the moon, there is a secrét rebel base that must be destroyed before the next offenswe can begin. The PCs must
find the base and blow it upg Unfortundtely, the' base is not as srhall as they thz'nk




TABLE 29: SPONSOR, EXPLORERS

GENERATORS

64-66

D66 SPONSOR D66 REWARD

- 11-13  Archaeologist 11-13  Expedition of their own .

g .14-16 Scientist 14-16  Ship module
21-23 Artifact merchant 21-23 Vehicle
24-43 Patron 24-46 New knowledge
44-46 Factionary ' 51-56 Birr . - .
51-563 Correspondent . 61-63 Gear

' 54-56 Prospector 64-66 Artifact .
61-63 I_ WEalthy collector . :
Criminal '

TABLE 31: EXPEDITION, EXPLORERS

Dé6

EXPEDITION

Big game hl..lnt'

DESCRIPTION
11-13  Excavation Perform an excavation, start a dig site or help in an already started excavation.
14-16 Collection ; Collect smaller archaeological finds, artifacts, information, scrolls or something similar. Could be
: from a dig site or sqme other location.
21-26 Surve_y Map a location or an area for the employer. Report back with sensor maps and other collected data.
31-33 Secure outpost Prot_ect asmaller éolony such as a dig site, Bulletin station, sensor station or radio beacon from an
_' : ’ attack or from nature’s wrath for a specified amount of time.
34-36 Assistcolony* Assist a smaller colony with gear, information or expert knowledge about exo use, medicurgy, con-
’ struction or something else.

41-43  Artifact hunt’ Find an artifact. The location and sometimes the function are unknown. Clues must be tracked down
before departure.

44-46 Investigation Locate something important, for example lost ruins, a dig site or a surveyed location. The PCs could be
accompanied by an external expert such as an archaeologist, correspondent or diplomat.

51-53 Find information Find a specific piece of information for the employer. Sometimes, the group does not know the intended
use of the information.

54-56 Prospecting ' Commanda prospecting expedition or secure a claim somewhere. It could be mining, asteroid harvest-
ing, logging or gas or dust trawling.

61-63 Rescue expedition ' Rescue a group, colony, archaeological expedition or correspondents from an attack or some other
peril. Sometimes, the group does not know what has happened to the victims. ;

64-66

Command or join in an'expedition hunting a monster or some other creature.

TABLE 32: LOCATION, EXPLORERS

D66 LOCATION DESCRIPTION
11-13  Underground Catacombs, tombs or.underground ruins. *
catacombs » g
14-16 I;Ioétile forest/ Inhospitable planet sidé wilderness. Usually far from cities or settlements.
jungles/desert * : oy P
21-26 . A':librar'y or database hu_b."Could coﬁtéin aﬁything from s_crolls to memory tags and djinn memories.

Library -

TABLE 30: REWARDS, EXPLORERS P
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TABLE 32: LOCATION, EXPLORERS

D66 LOCATION DESCRIPTION
31-33 Moon The surface of a moon. Usually vacuum or dangerous atmosphere. Planet-like moons count as wilder-
: ness (above).
34-36 Asteroid belt An asteroid belt or a debris or gas cloud. y
41-43 Ruins Ruins, either Firstcome, unknown or created by a conflict. "
44-46 Portal Builder Portal Builder remains. Usually mystical but sometimes intact or functioning.
remains
51-53 Lost colony L] A colony that lost contact with the Horizon several segments or cycles ago.
54-56 Space station On a small space station, anything from an oxygen oasis to a trade or service station. Could be aban-

doned or destroyed.

61-63 Spaceship Onboard a spaceship during voyage or docking.

63-66 Oneofthewondersof Alarge size artifact, like artificial moons or micro suns. The GM is free to decide its exact nature.
the Horizon .

TABLE 33: COMPLICATIONS, EXPLORERS

D66 COMPLICATION DESCRIPTION . !
11-16 Badintel A piee'e-ofl_information about the contract turns out to be false, either intentionally or by mistake.
21-26 Nature's wrath The e);p'edit_i'on is éubjected to nature’s wrath. It could be anything from ion storms, bad weather and
*  meteorite sho\iy'.ers to landslides or flash floods.
31-33 Corsairs Corsairs attack the expedition.
34-43 Rival expedition A competing part.y has the same goal as the expedition and tries to get there first or stop the PCs. They
. have roughly the same gear as the PCs.
44-53 Blockade ; " The destination is under blockade. It could be anythlng from tolls or anti-smuggling measures to fac-
tionary war. A
54-63 Quarantine. The destination is placed under quarantine: It coi.ll& be bec'auseof a contagion, a mind meme, danger-

ous technology or something else-

64-66 Intelligence agency The expedition's goals interferée Wlth the workof an |ntell|gence agency. Intelligence agencies usually
« -havea lot of resources and few scruples '

Example R ey
The PCs are a group ofcolomsts and archaeologzsts who want to go artifact hunting as soon as they have enough birr to
fund an expedition of their own. They take for—hlre expeditwn work to get there. The GM secretly rolls a 22, making the
sponsor an artifact merchant. The expedltwn s purpose lS to assist.a: colony (35). In the colony, there will be some form of

« . .library (26) but the expedltlon is compllcated by a rival teams arrlval (43). The reward is new knowledge (41). The GM
decides that the artifactmerchant is someone the PCs know from Archaeology Alley on Corwlzs The merchant wants
help with asszstmg a distant colony located next toan ancient Icon monastery ‘containing a legendary library. The colony
needs new resources and help with protectzon from the hostile'ehvironment mid a series of mysterious disappearances.
Unbeknownst tq the PCs, a rival artlfact merchant covets sécret mf-ormatzon hldden in the library and is therefore sabotag-
ing the colony. The PCs' employer promises payment for the regula).expenses as.well as information about an artifact the
group *has been looking for. SR S '
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TABLE 34: EMPLOYER, PILGRIMS

D66 PILGRIMS ENTERTAINERS NOMADS/PLEBEIANS

11-13 Nomad mystic Director Clan leader .
. 14-16 Prophet Poet Prophet

21-23 Courtesan Courtesan Plantation owner

24-43 Patron Patron Patron

44-46 Factignary . ' Factionary Factionary B :

51-63 Merchant : Musician ¢ Travelling peddler _

" 54-56 Preacher Circus director Nomad warrior . .

61-63 I_ éilgrin’} . ’ Tarrab Colonist P 5

64-66 Hermit ’ Acrobat - Industrialist

TABLE 35: REWARDS, PILGRIMS

" D66 PILGRIMS ENTERTAINERS : NOMADS/PLEBEIANS
11413 Holy relic/artifact New contract New scrap ship/colony
14-23 New voyage funde'tjl New play funde&' W New colony funded
24-33 Gear i . " Gear- Gear
34-46 Birr i Birr Birr
51-56 Ship module/feature " ‘Shipmodule/feature Ship module/feature
. 61-63 Temiple constructed : * ° Fame Vehicle
64-66 Absolutign/blessing Faction reputation Faction protection

TABLE 36: VOYAGE, PILGRIMS

D66 PILGRIMAGE DESCRIPTION
11-13  Pilgrimage A pilgrimage to one of the Horizon's important temples or holy sites.
14-16 Supply run SR Bring supplies to somewhere.
21-26 Monastery vis‘it ) . Travel to a monastery and remain there for some time.
31-33 Establish missionary - Establish a missionary colony and spread the faith in an area.
colony
34-36 Missionarytrip - Travel to several lo'catiqns and spread the faith.
41-43 Construct temple Help bu.ild a temp.le, from construction to inauguration, perhaps staying on to run the temple.
44-46 Acquirerelic Acqyife a holy r_elic. It could be body part from a martyror a hefo, aln of:ject'wi'th sacred \;vritin.g onit
or areligious symbol. :
51-53 Destroy relic/idol | Find a dangerous or tainted relic or a heathen idol and destroy it. *
54-56 Find prophet I Find a lost prophet, seelr,_ascetic or preacher. I 3 S
61-63 Fulfillprophecy , ° 1 Help the Icons so that a prop'hecy is fulfilled.
64-66 Représent templ.e " Representatemple in another location, such as during a sacred meeti_ng, diplomatic trip or misf
e . , sionary voyage. _ LB
» .
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TABLE 36: VOYAGE, PILGRIMS

D66 LEISURE VOYAGE DESCRIPTION )

11-13  Find literature Investigate and find lost literature. Could be anything from oral stories to blood operas or songs.
"14-16 Service aset Service a set. Could be anything from make-up, lighting and camera operating to ca‘teri.ng or

relaxation. 2

21-26 Guest performance Perform somewhere by special invitation.

31-33 Organize a carnival Organize a carnival, coordinate with other entertainers, acrobats and circuses.

34-36 Bazaar perform:nce A series of smaller performances in a bazaar or market.

41-43 Holo movie N Work with a holo movie, acting and/or directing.

44-46 Play Perform a play in a theater or an opera house.

51-563 Circus performance A!’erform in a circus show. Could be acrobatics, magic or animal/monster taming

54-56 Pleasure cruise Take partin a pleasure cruise for the rich.

61-63 Dignitary performance Perforntfor high-ranking dignitaries or factionaries.

64-66 Concert Put on a concert with musical instruments and/or singing.

D66 WORK VOYAGE DESCRIPTION

11-13  Plantation construction Construct anew plantation and plant crops.

14-16 Supply run Brin-g su_'p'plies‘to somewhere.
21-26 Guestwork i Work in a factory or with service for a shorter period of time or one season. It could be harvesting,
transportation, cleaning or servant work.

31-33 Starta colony . Builda colon; or prepare a location before the colonists arrive.

34-36 Collect asteroid '_ .~ * “Collect or tow an asteroid or ice block to prospectors or a refinery unit.

41-43 Construction work Build something big, such as a dam, a mine ora Large complex like a spaceport or a station.

44-46 Actofrevenge Exact vengeance on another group of plebeiahs or nbn'—unionized workers. Could be sabotaging
N " cargo or loading, burning stockpiled goods or destroying a ship or gear while in dock or storage.

51-53 Service bulk hauler Servicing'a bulk hau!er with loading and unloading, plus running shuttle traffic down to a planet if

., hecessary. g :
54-56 Loading o e ., - Loading using exos or gro_uﬁd loaders in a market o_fépaceport.
61-63 Repairs v o _- Repair something. Could be aﬁy_thing from a spaceship, large vehicle or building to harvest machin-
- . ery,afurnace or logging equipment. z
64-66 Diplomatic Sile R_epfes'erit'é gFoub of plebeians, workers or the Free League during negotiations.

-representation = i s

S TABLE 37: COMPLICATIONS, PILGRIMS

D66 COMPLICATIONS FOR  "* DESCRIP;i'ION P ¥ oo Vel w ‘ o

RILGRIMS ? T D ¥
113 Cult * Acult stands in the PCs' way. They could be withholding relics, blocking roads or trying to stop the

o | «construction of a temple or the fulfilliy ofa prophgcy.. ’
14-16, Nature's wrath . The party is'subje¢ted to nature'sjlrath. It could be anythirig frém ion storms, bad weather and

e . meteorite showersto landslides or flashfloods. .
21-26 ngfnsday prophecy The end is nigh! A door.nsday p[ophecil has been s?qk'én that complicates the voyage.
L]
. .
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TABLE 37: COMPLICATIONS, PILGRIMS

D66 COMPLICATIONS FOR DESCRIPTION
PILGRIMS .
'31-52 Lack of resources Something important is missing. It could be gear, fuel, raw materials, and knowledge or simiply birr.
53-56 Starvation For some reason, the food will not last. : ) .
61-63 Diva Adiva appears, in the form of a prophet, preacher or temple officer, hindering the'group unless they.
: are prepared to grovel.
64-66 Iconicintervention The Icons manifest themselves somehow. Through an avatar, an omen, a miracle or some other \fvay
of the GM's choosing.  «
D66 '_ c6MPL|9AT|0Ns FOR, DESCRIPTION :
" ENTERTAINERS
. 11-16 Restrictions” Aban or high fee complicates the voyage.
21-26 Nature's wrath The party is subjected to nature's wrath. It could be, anythlng fromion storms, bad weather and
, meteorite showers to landslides or flash floods.
- 31-36 Rival'group A competing party has the same goal as the expedition and tries to get there first or stop the PCs.
They have roughly the same gear as the PCs.
41-46 Lackof resourceé. Something important is missing. lt.could be gear, fuel, raw materials, and knowledge or simply birr.
51-56  Wrong equipment. The group’s gear is unfit for the'task.
61-43 Diva ' Adiva appears, in the forms of an actor, director or artist, hindering the group unless they are pre-
) pared to grovel.
- b4-66 War_l . Aviolent e_vent occurs, such as awar breaking out.
D66 COMPLICATIONS FOR DESCRIPTION
NOMADS/PLEBEIANS
11-16  The crack of the whip The employer has thugs pushing the group to work faster. It could be stevedore agbars, foremen or
.something similar.
21-26 Nature'swrath ‘The party is subjected to nature’s wrath. It could be anything from ion storms, bad weather and
meteorite showers to landslides or flash floods.
31-36 Corsairs Corsairs or bandits attack the group's work site.
41-46 Lackofresources Something important is missing. It could be gear, fuel, raw materials, and knowledge or simply birr.
51-56 Starvation For some reason, the food will not last.
61-63 Faction A faction is blocking the work the group is supposed to do.
64-66 Rebels Rebels violently try to stop the group's work.
Jat
Example '

The PCs are a group of pilgrims travelling the Horizon to praise the Icons. They have been called upon by a prophet (14)

to perform an important task. They must construct a temple (42) in the oxygen oasis on a distant asteroid (36). The con-

struction is hampered by, the lack of resources (31). As thanks for building the temple; apart from the Icons' favors, the PCs

are promised'birr (34). The GM decides that the oxygen oasis is located in the Rimward Reach as the PCs are currently on

Coriolis. The asteroid is desolate and hardly contains any resources qt all but the prophet's promise of birr backed by the
Church ofthe Icons should still be enough motivation for the PCs
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TABLE 38: EMPLOYER, FREE TRADERS

.

TABLE 39: REWARDS, FREE TRADERS :

D66 EMPLOYER . Dsé REWARD

1113 Outpost representative 11-13  Discount on new cargo
“14-16 Merchant 14-16 New contract "
21-23 Colonist 21-46 Birr .

24-43 Patron 51-53 Ship module/feature

44-46 Trading house 54-56 Faction contact

51-563 Military officer . 61-66 Extradebt cancellation

54-56 Criminal 64-66 Artifact

61-63 Factionary

64-66 Privileged

TABLE 40: GOODS, FREE TRADERS

D66 G00DS DESCRIPTION
11-12 Ore - Bauxite (aluminum), lead glance, gold-quartz, cassiterite (tin), malachite (copper), magnetite (iron),
platinum-bearing sand, sphalerite (zinc)
13 Minerals Pure mi'nerals,_salt
14 Metals Bars of metal
15-16 Noble gasses Argon, helium,..heon, krypton, radon, xenon
21 Timber Pine, jacaranda, mahogany, oak
22 Ice Water ice or rare frozen solution
23 Chemicals . Ihdustrialche_micals
24 Fertilizer Natural (droppings) or synthetic A
25-26 Textiles Fabrics (wool, velvet, silk) or clothing : dee
31-32  Foodstuffs " Base foods such as chickpeas, soybeans an& other legumes, grains (corn, barley, rice, wheat) or
refined versionsthereof (such ascouscous]orvegetablessuch as aubergine, spinach, zucchini, cucum-
, .ber or tomato.
33 Spices : :Jasmlne, cinnamon, cloVes cur'hin'mint basil, oregand'}'osewater saffron
34 Delicacies } Aprlcots bananas, baklava, dates coconut, almonds marZIpan nuts [pecans pistachios, walnuts),
. '~ raisins, oysters cawar testicles, ants
35-36 Medicinalgoods « Vaccmes.lmed.mlnes,__n_l and+- -doses, surgical gear for bionics or cybernetics
4 Religious pal Altars';i:rayertdwérs_', disman'tllqd_chape.ls. icons, réliquaries, r_eligiousar't.'talismans. relics, scrolls
* paraphernalia g At - ;
42-43 S_p'are parts leferant makesand types for exos, vehlcles cybernetlcs medlcaltechnology, prospecting gear,
o drones, weapons armor, spaceshlps orcolony life support systems
44-45 Ship parts E Modules, features, parts for/from dismantled shlps
46 Exos . . : . Exo shells loader exos, dlver exos, carrlerexos etc Stacked effective use of cargo sp'ace
51 Drones . Partsorready-to useautomatlcsystems . !
5.2 Yehicles' Disassembled ) ;
5?-54. Weapons . + Choose from th!_a.(:?ealj chapter.. .
. . % ) ® .
* 4 ; ; :
. .
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TABLE 40: GOODS, FREE TRADERS

D66 GoOoDS DESCRIPTION
55-56 Bodyarmors Choose from the Gear chapter
~ 61-62 Survivalgear Basic gear for survival or for a specific environment
63 Animal feed Alfalfa, tailored animal or livestock feed, synthetic fodder )
64-65 Livestock/animals Work animals or pets, usually alive if loaded in a primitive environment or in stasis if from'ordinary br 4
‘advanced environments ) . .
66 Semi-intelligences Ekilibri or nekatra are the most common, the former as plantation workers or pets, the latter as

guards, soldiers or gladiators . Y

TABLE 41: DESTINATION, FREE TRADERS

' .
2 @

" D66 DESTINATION DESCRIPTION

1'fl-13 Only coordinates - ° Coordinates for an area or secret base. .
_ 14-16  Hostile forest/ Landing site in planet side wilderness. Usually far from cities or settlements.
jungles/desert ;
21-26 Bazaar ' A bazaar or marketin a city or sett[ement.
31-3'3 Spaceport I. Spaceport on a space station, asteroid or moon, or a landing strip near a larger settlement.
34-36 Asteroid/Moon ’ The surface of an z-ls'tero'id or a smaller moon. Vacuum or dangerous atmosphere. Planet-like moons
' i count as wilderness (above).
41-43 Space station A small space st'atibn, anything from an oxygen oasis to a trade or service station.

- bb-46 S_oui( p Alarger souk where trading partners meet. Usually in a larger city or station, sometimes seasonal.
51-53 Colony * % A small colony, usually no bigger than a small, sparsely populated village. Far from other settlements.
54-56 Portal station * - A portal station next toa sun.

61-63 Spaceship Onboard a spaceship during voyage or docking.
64-66 Outpost A small outpost, usually planet side. An outpost is commonly just a single building with a specific func-

tion and only a few inhabitants see above.

TABLE 42: COMPLICATIONS, FREE TRADERS

D66 COMPLICATION® ~ DESCRIPTION

11-13 Embargo/Quarantine' The destination is placed under quarantine or an embargo.

14-16 Customs inépecti_on Atolling vessel or some other customs ship approaches and demands to be allowed to board.

21-26 Corrupt custo'ms A customs officer demands to be bribed to allow the PCs through or will make sure their cargo gets
officer tangled upin bureaucracy.

31-33 Corsairs Corsairs or pirates.attack the group's work site or ship.

34-43 Break-down Some fbrr.r1 of breakdown occurs onboard, during either loading or unloading. .

44-53 Lost " .The group strays from their planned route and is lost on a planet or in space.

54-56 Tricky merchant The PCs encounter a r‘nerchant who hinders them from selling ata ;5rofit or tricks them in some other

. ¢ way. . . x
61-66 Saturated market The market at the destination recently received a big shipment of goods similar to the PCs'and the
o . prlces have dropped. . 5
. o o
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- Example . .
The PCs are free traders that live for travelling the Horizon, making quick bargains. The GM rolls their patron as the
employer (25), semi-intelligences as the goods (66), a bazaar as destination (21), lost as the complication (52} and birr as thg
reward (44). The GM decides that the PCs' patron contacts them after getting her hands on a shipment of semi-intelligences
in stasis that could be sold at the livestock market in a neighboring system. Unfortunately, navigating the system turns out
to be harder than expected. As extra flavor, the GM decides that, upon arrival, the PCs find that one of the stasis pods con-
tains a human instead of the intended cargo — an opening for a new adventure later on.

TABLE 43: REWARDS

"ﬁ

REWARD DESCRIPTION

New contract The group secures a new contract if they carry out the current mission or voyage well (the GM decides). A new con-
tract means 20% more payment for the next mission.

Favor ’ The group can ask their employer for a favor at a later time. The nature of the favor could be specified when they
accept the mission or be determined later. Theeffect should be powerful, equivalent of a strong Icon talent.

Birr The group getsai;ig monetary reward plus expenses paid. For Easy missions they get D6 thousand birr, 2Dé for
Normal missions and 3D6 for Hard ones.

Gear The group gets some kind of gear they need. It could be weapons, armor or some other special equipment. Not
necessarily one set/piece per PC.

Ship module/ The group can choose one néw module or feature for their ship as reward.

feature =

License Thegroup acquires a license for some kind of gear, enabling them to purchase it. It could be heavy firearms,

certain kinds of torpedoes or some other restricted tech. The licerise.might be valid only once or a few times and
maybe only in one location (the GM decides). E, "o

CARGO SPACE

Most free trader ships have large cargo holds, with several of the
ship's modules devoted to only cargo. The size of the cargo hold
should affect the mission, and might allow for several cargoes at
the same time. The GM decides how much of the goods in ques-
tion are available and if they require any special handling. When
the reward is calculated, the number of cargo modules should
affect the sum.
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TABLE 43: REWARDS

.REWARD DESCRIPTION

Cybernetics/ The group or an individual PC gets a free cybernetic mod or bionic sculpt, but must spend XP on it as usual: a
Bionics

Medal of honor The group receives a medal of honor that gives them a +1 in all situations where having the medal may be benefi-+ -

cial (usually affecting MANIPULATION). When interacting with persons or groups wlith the same background as the
medal, the modifier becomes +3 and might earn the PCs extra favors (the GM decides). A medal should feel like a
powerful reward. Additional medals inc¥ease the bonus by 1.

' Expedition of their
own ;

The group is guaranteed funding for an expedition of their own. This includes all expenses as well asadebt pay-
ment during the time the expedition is scheduled to take. :

Vehicte The group gets a new vehicle, up to a small shuttle but no proper spaceships.

oF: New knowledge The group gets access to important kr{owledge that could lead thgm on new adventures or be connected toa PC's
g past. ) g )
‘Artifact The group receives an artifact. This reward could well prove to be a double-edged sword

" Holy relic/artifact

.

The group gets a holy relic or an artifact of religious significance to Icon believers. The relic should have a specific
effect with a +3 modifier on rare occasions without generating DPs. Artifacts could be chosen from the list above,
but s_hould be given areligious interpretation.., .-

New scrap ship/
colgny

The group is rewarded with a new scrap ship. It is as close to a wreck as one can get but with a working bridge,

. reactor and graviton projector, All other modules are damaged or missing. The ship can be restored with new

modules and a lot of birr. In some cases, this reward could be a small colony with a few buildings and an attached
claim, mine or forested area or adjacent farmlands.

New voyage: +The pilgrim group gets the next voyage funded, plus one segment of debt cancellation.
~ funded
New play funded® The entertainer group gets a play, a concert, a movie or a circus tour funded, plus one segment of debt

cancellation.

New colony funded The nomad/plebeian group gets a new colony funded, but they must build it themselves.

Temple The group gets a temple erected in their honor. This gives them a +3 in appropriate situations when interacting

constructed with people in'the same system, and a +1 in other systems. The modifier wears off after D6 segments. Additional ,
temples during the D6 segments increase the bonus by 1.

Fame The group becomes famous for something they have done and receives a +3 in all appropriate situations for one
segment. They will also be recognized more often, which is not always a good thing. '

Absolution/ The group receives a pardon, which is very good if they have done something wicked or evil. A blessing gives a +3

blessing modifier in specific situations connected to the field and skills of one Icon.

Faction reputation

The group's reputation with a faction increases and they get a +3 when negotiating with that faction for b_né

. segment.

Faction protection

The group comes under the protgction»of a faction and can ask the faction for one favor if they get into trouble. The
protection also means that hostile factions take notice of the group. :

Discount on new
goods

The group receives a discount on one type of goods on their next trade run and can make a20% higher profit on
that sale, complications not actounted for.

Faction contact

The group gets a contact within a faction that can give them new trade missions where the PCs can choose between
afew different.goods. They get a +3 when negotiating for these goods for D6 segments.

Extra debt
cancellation

The group gets D6 segments of debt caricellation plué elxpenses paid.

d " .
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GENERATORS

TABLE 44: WHO IS AFFECTED BY THE MISFORTUNE? "4

. i H D6 POSITION

Captain

Sensor Operator

Gunner,

Engineer
Pilot

o~ O | N W [N | =

Entire group

e TABLE 45: MISFORTUNES ON LAND

2D6 MISFORTUNE

Spoiled provisions

Contagion

Bad weather

Wild animals

Poor camp

Lost

Insects/vermin

NV | (N[~ N WDN

.
-
(=]

Chased

»
-
-

Storm .
Cold/Heat

-
N
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GENERATORS

TABLE 46: FREQUENCY OF ENCOUNTERS TABLE 47: REACTIONS*

REGION " FREQUENCY REACTION MOD. 2D6  REACTION
TO TABLE 47 2 OPENLY HOSTILE. ATTACKS IF STRONGER THAN THE PCS.

Portal zone One every two 2 3-4  HOSTILE. CONSIDERS ATTACKING.
(0.5 AU f8m the portal) AT 5-7 RADIO SILENCE. IGNORES THE PCS.
Core zone Two per day 0 8-10 SOMEWHAT FRIENDLY. EXCHANGES INFORMATION/WARES.
(0.5-3 AU from the portal)

- 1 FRIENDLY. HELPS OR ASSISTS THE PCS.
Habitable zone 'One per day 0 -
(3-10 AU from the portal) - 12 VERY FRIENDLY. OFFERS ALLIANCE OR MISSION.
Fringe zone « * . Oneeverythree -1 s T
(11-40 AU from the portal) days ModifiechbytableSg
Deep spacezone |, One per week -2
(40+ AU from the portal) .

TABLE 48: ENCOUNTERS AND EVENTS IN SPACE

D66 FACTION SPACE CIVILIZED SPACE FRINGE SPACE i UNCHARTED SPACE

1" Ice hauler g Ice hauler Ice hauler * “Slaver ship

12 Water tanker ! Water tanker , Ship in distress ' * _+ Shipindistress

13 Bulk hauler .y - Bulk hauler i : Corsairs r Corsairs

14 Freighter convoy - y g Freighter convoi Freighter convoy Asteroid base

) Passenger ferry ’ Passenger ferry ¢ .. Derelict ship Derelict ship

16 Pilgrim.vessel . Pilgrim vessel ' : o _ :F_?il'gr_im vessel ) Abandoned cargo
. .
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ATLAS COMPENDIUM

TABLE 48: ENCOUNTERS AND EVENTS IN SPACE

FRINGE SPACE

D66  FACTION SPACE CIVILIZED SPACE UNCHARTED SPACE

.27 Large freighter Large freighter Abandoned cargo Escape pod

22 Private yacht Private yacht Nomad ship : Nomad ship

23 Diplomat vessel Prison ship Mine field ' lon storm

24 Mercenary ship Mercenary ship Mercenary ship Small freighter

25 Legion destroyer Legion destroyer Mercenary ship Wreckage

26 Military convoy ® Military convoy Prospector ship Mine field

31 Military convoy Courier ship Scavenger ship Scavenger ship

32 Temple ship Temple ship Gas cloud Gas cloud

33 Small freighter Abandoned cargo Small freighter Freighter convoy

34 Courier ship ** Tow ship Prospector ship Navigation beacon

k) Navigation beacon (staffed) Navigation beacon (staffed) Smuggler Smuggler

36 Patrol ship Debris Smuggler convoy Mercenary ship

Al Passenger ferry Freighter convoy Syndicate ship Colony ship

42 Research vessel Smuggler Outpost Outpost

43 Prospector ship Prospe&-tor ship Research vessel Research vessel

L4 Torpedo ship . Small freighter ' Stasis module Stasis module

45 Small passenger freighter " .Small passenger freighter Nomad swarm Nomad swarm

46 Private yacht forpe'do_ship Refugee ship Super flare

51 Gas cloud Couriér‘éhip Flying circus Prospector ship

52 Beacon ship Researchyessel Corsair group Corsair group

53 Abandoned cargo Abandoned cargo Blockade runner Abandoned station

54 Scavenger ship Beacon ship Small freighter Black birr

55 Corsairs Corsairs Corsairs . . | Corsairs

56 Refugee ship Nomad swarm Cor_sairs" v - . Corsairs

61 Flying circus, ¥ Flying circus Scavenger ship Warship wreckage

62 Outpost Outpest Ship cemetery Ship cemetery

63 Black birr Black birr Black birr Portal Builder remains
64 Super flare Super flare Super flare The Dark between the Stars
65 Smuggler ) MR Scavenger ship The Dark between the Stars * The Dark between the Stars
66 The Dark between -the Stars, The Dark Bétween the Stars The Dark between the Stars

TABLE 49: THE DARK BETWEEN THE STARS

.

f_he Dai'i(lbetwe'en the Stars

. D&

MANIFESTATION ;

MUZHADJAR

. .

DJINN,

BYARA -

» -

DARKBOUND (ONE POSIT'I'ON AFFECTEIji

MANIA (ONE POSITION AFFECTED)

o~la|n|w|N| =
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TABLE 50: ENCOUNTERS AND EVENTS ON PLANETS

GENERATORS

D66  CITY COUNTRYSIDE WILDERNESS
n Drunk teenagers Poor workers Thick undergrowth
12 Annoying drunk Laconic nomad Marsh

13 Intrusive peddler

Colorful nomad caravan

Hungry wild animal

14 Light-fingered pickpocket

Curious wild animal

Pack of wild animals

15 Angry guards

Domestic animals blocking the road

Scouting hunter

16 Wild skavara

Temporary road market

Patrolling guerilla fighters

2 Chanting preacher

Quarrelling travelers

Wandering nomad

22 '_Chérmingcourtesan_

Resting traveler

T

Mercenaries on a mission

23 - Cocky ship crew

Torrential rains

Archaeologists' camp

. 24  Aggressive Legionnaires

Worsening storm

Lonely hermit

25 Reciting poet

Traveling mercenaries

Suspicious trailblazer

‘26 Loud singer Guards on patrol " Lost wanderer
- 31 Theateér group performing Working archaeologists Abandoned pet
32 Dancing courtesans Suspicious villagers Ruins

33 . Training acrobats -

Inquisitive scientist

Secret hideout

34  Devoutpilgrims .

Old mausoleum

_35"' Begging street urchin

\Wandering pilgrim

Abandoned village

Slaver

36 Beatencity dweller

. Cantina

Abandoned temple

41 Guards on patrol

. Scouting guerilla fighters

Oasis/wellspring

" 42 Escaped convict

Fugitive on the run

Colonial expedition

43 Stoned robberl

Traveling merchant

Worsening storm

[AA High gang member Dignitary procession Dead travelers
45 Cocky street gang Greedy bandits Deserted outpost
46 Curious researcher Oasis/meeting place Deep ravine

51 Agitated mob Inhabited village First-come scout
5y Radical students Baker with trolley Lonely settlement
Wild skavara Wreckage of vehicle/ship

53 Distinguished noble
54 Lost traveler ]

Praying preacher

Inhabited ruins

55 Enthusiastic storytelier

Inhabited farm

Underground First-come base

56 Mercenaries on a mission

Smugglers loading cargo

Inhabited outpost

61 Spying scout

Traveling courtesans

Weather station

62 Funeral proéesgsio_n Traveling circus Caravan

63 Couplein love Scouting Legionnaires Wild pack of skavara
64 Pompous dignitaries Burned-down settlement Smuggler den .
65 Merciful Samaritans Vehicle Wreckage Hidden artifact

66 Mystic Darkmorph Darkmorph
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The bridge was silent except for the whzr of the ship’s air filters. Nima, the : o
sensor operator, looked up from her screen. Ty
“No signs of intelligent life, no com traffic, no artificial light,” she said quzetly »
“Atmo?” captain Nastasia asked, loud enough for everyone on the
bridge to hear.
“Dense, probably corrosive...”

Nima was cut off when a shadow fell over the bridge. The sun was
eclipsed by an enormous entity speeding silently towards the ship. Collision
alarms shrieked on the bridge. The crew of the Akhander watched the
gigantic wreck descending towards them, a dark body of unrelenting force
crowned in starlight.

The Icons’ promised land, the vast cluster of star systems called the Third Horizon,
is full of unsolved mysteries, ancient ruins, and deadly secrets. The mighty wonders
left behind by the Portal Builders and the true nature of the mysterious Emissaries
have only been myth to the common people of the Third Horizon - until now.

Some of the contents of this booklet:

¢ Description of the most im-
portant systems of the Third
Horizon. ~

+ A historical overview of the
Third Horizon.

o The story of the Portal Builders
and descriptions of the wonders

they left behind.
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