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Foreword

This adventure was originally played as part of the Babylon Project component of the
European GenCon gaming tournament in 1998. As such, the module is designed to run
quickly, hopefully bringing the players to the final scene within three to four hours. Game
Masters wishing to extend play time will be given the opportunity with specially flagged
sections labelled * Further Adventures' that lend themselvesto ad lib gaming, or even full
adventures. Only the origina ‘ The Babylon Project’” sourcebook rules are required to play.

It is thanks to European GenCon that you are able to play this module. With their blessing, |
have now released arevised edition of my original adventure. Asit was designed to be played
in atournament where every player is given a pre-written character to play, relationships,
contacts and group dynamics were very tightly woven into the game, thus the need for a
revision of the module to ‘Version 2.0'.

Ideally, the Player Characters should all know each other and be familiar with working
together to varying degrees. For the adventure to succeed there should be a reason for them to
be hired as private investigators, or at least be known as people who are reasonable at finding
things. The adventure begins with the Player Characters on Babylon 5, waiting for their new
commission to meet with them. How this event comesto passis left up to the Game Magter to
decide, based on hig’her group’s situation.

The adventureis set in the August of 2258. Commander Jeffrey Sinclair isin charge of the
station, while Lieutenant Commander Susan lvanovais second in command.

This adventure ties in closely with a season 1 episode of Babylon 5 titled ‘ Signs and Portents'.
It would be an excellent idea if Game Masters were to review this episode before playing the
module.

Diaogue and verbal descriptions that are to be read to the players by the GM will be in the
form of indented bold text in a paragraph of their own. An example of such adescriptionis:

“You will be payed 2,000 Centauri Ducats upon accepting thejob to
cover cogts, then 8,000 Ducats per item delivered. You will have one
month to..,” Kiron suddenly breaks off when an elderly woman and a child
stroll casually by.

Finaly, | have afavour to ask. | would like to receive any feedback you may have on the
module, especialy corrections. Please email meas j asonk@ edsect or . net with your
comments, questions, or corrections. If you would like more modules, visit my website at
htt p: // www. r edsect or . net/ nodul es and see what Babylon Project adventures are
available.

Enjoy!

Jason Kempnich
February 1999
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Chapter 1: Beginnings

As mentioned in the Foreword, this adventure was originaly designed with pre-written Player
Characters and their NPC associatesin mind. These were a group of loosely associated
individuals who lived on Babylon 5, who had made a name for themselves as informal private
investigators.

No matter what your group does or whom it consists of (unlessit’s close to 100% Narngl) itis
highly likely that you will be able to create a story to bring the Player Characters to Babylon 5.
They have come to Babylon 5 to meet Travis Reno who wants to hire them to help him find
‘something’. Just what that something is, they don’t know yet, but they know it is expensive
and the job pays well!

Get creative, but above al else, make sure you understand what the adventure is about and
that your story is plausible to the players. There is nothing worse than playing an obviously
grafted story.

Scene 1: Waiting, Just Waiting

The Player Characters were told to go to Babylon 5 (if they weren't already there) and hire a
room, and wait for further instructions. This request came from Travis Reno, a Private
Detective from Earth who is known for contracting out hiswork. He contacted the Player
Characters (the situation surrounding thisinitial contact is up to the GM to create) with the
promise of alucrative job, if they wish to takeit. Asmentioned, he required the Player
Characters to hire a private room for him in which he could meet with them to privately
discuss matters. GMs with overly suspicious players may wish to remind those players that
their characters are aware that such events can be the nature of the business at times.

‘Cranky’ would be the most appropriate word to describe the mood of the
room at present. You look acrossthe small area and see the faces of those
who you have cometo know asyour team. Everybody hereisskilledin a
certain field.

Travis Reno, a well-known Private Detective from Earth, had asked to
discuss with your company the possibility of contracting out a job he has.
Mr Renoisknown for this practice, and right now, he'slate. But most
importantly, his money will pay for your debtsand dreams.

Players may now interact in character with each other for a short period. When the GM feels
the players have waited long enough for Reno, move on to the next scene. It is not necessary
for all Player Characters to be present for the next scene, but it is a good idea

Scene 2: An Unusual Matter

This scene deals with the job Travis Reno wants to contract out to the Player Characters. For
this adventure to be a success, the players must accept the job offer and its conditions from
Reno.

The soft, familiar chimes of the doorbell take your attention away from the
banter in theroom. Someone seeks admittance.
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It is Reno at the door and he will identify himself as such if asked. He is seeking to meet with
the Player Characters as arranged. Heis busy and will be brisk in manner.

Travis Reno stands confidently in the doorway. Of average height and
dark, combed hair, Reno wear s neat, dark clothing of a style popular on
Earth presently. He appearsto bein hismid forties. Beforeyou havetime
to ask him in, Reno stridesinto the middle of the room, takes a seat and
begins speaking.

“Good afternoon. Asyou know, my nameis TravisReno. |'m a Private
Detective from Earth, and hopefully likeyou, | find things. | hire those who
are capable of helping me. | believel could bring you some very lucrative
work and in return, you could bring me a completed job — no questions
asked.

“If you accept thisassignment, you will each be payed 20,000 credits up
front, no questions. You are being asked to find along lost object. If you
succeed, you'll each be payed a further 200,000 credits.”

Reno grinsin an almost leering fashion, “ Shall we proceed with the job?”
Reno will wait for an expression of interest before detailing the task at hand.

“Herearethe details of the job: the Centauri government has hired my
company to find along lost item of theirs, an item of some cultural
significance. | don’t carewhat it meansto them, all | care about isthat the
merchandiseisfindable, and that wefind it for them - quickly.”

Reno digsinto his attache case and produces several copies of an
information sheet, handing one to each of you.

“Thisisan image of theitem. ‘The Eye, they call it. A sphere, made out
of inter secting bands of gold, encrusted with preciousjewels. Contained
insdethese bands are similar bands arranged in concentric circles. At the
centre of thecirclesisavery large and extremely preciousgem. Itisa
symbol of the Centauri nobility, held by the first Emperor, they say. It was
lost one hundred and seventeen years ago at the Battle of Na' Shok, in the
contested Na’' Shok system, one jump beyond Quadrant 14 in Narn space.

“Unfortunately, that’s all the information | have. Any more information
you obtain will be through your own research. | wish you luck. You can
contact me on the number on the bottom of the sheet. Your starting
paymentswill be transferred to your company account within the hour.

“Oh ... onelast thing. Asismy tradition with such assgnments, another
group hasthe sametask. You will both receive your starting fee, but only
one group can return The Eye and receive the final payment. Good day.”

So saying, Reno turns and leavesthe room in confident strides.
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Reno knows no more information on The Eye, and will not answer questions about the other
group. Anyone scanning Reno will know the group is not based on Babylon 5, but are
Earthers from another location in space. Reno suspects the other group to be Raiders, but
trusts their ability and their track record. He does not play the groups off one another, but
does this merely to ensure he receives the items in a speedy fashion, as well asto keep the
groups honest. For agood view of Mr Reno and The Eye, the GM should review the season 1
episode ‘ Signs and Portents'.

Scene 3: Getting on the Trail

Probably one of the hardest aspects of this adventure would be digging up asinglelead. This
would a so be the most boring aspect for the players. The goal for this scene isto get the
players on the right track in a quick manner, yet demonstrate to them the difficulty their
characters went through to obtain the information. Teamwork will be the order of the day, as
described on page 94 of ‘ The Babylon Project’ Handbook: the party will need to poal their
resources and skills to conquer the problem of finding a possible location for The Eye. Skills
and Specidties that are most likely to help will be: Diplomacy, with a specidlity in Inquiry
adding more value; and Investigation, with a speciaity in Research. Other Skills may be
permitted as the GM deemsfit.

Further Creative GMs may wish the players to role play finding the information. This
could include tricking bureaucrats over StellarCom, paying clerks off, transacting
shady deals on homeworlds, etc. Thereis potential for sub adventures here, but
be wared that it could quickly become boring for the players.

Adventures

The following table lists information that may be uncovered by research through Earth, Narn
and Centauri facilities (ether in person or viaremote). The information can only be uncovered
by equalling or exceeding the stated Difficulty. The group only gets one chance to uncover
these facts. If they fail a specific piece of information, they’ll never discover it via research.
The difficulties are designed to be met by a group of 5-6 characters. GMs with smaller groups
may want to lower the difficulties accordingly.

| 9 | TheEyewaslost in 2141 in the Na Shok system (117 years ago).

38 At the time The Eye was lost, the Centauri Emperor was visiting a Centauri outpost on
Na Shok 6 in the Na Shok system, when the Narns attacked that outpost.

5 The Battle of Na Shok was between the Centauri and the Narns, started by a Narn
resistance force, fighting for their homeworld’ s freedom.

5 The Na Shok system is currently Narn space, although they do not have a presence
there. All races are allowed to pass through, except for the Centauri. The Narn
government will actively hunt down any Centauri presence in the system.

19 The Centauri built two small research outposts on a planetoid in Na Shok, the details
of which are not available.
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The Player Characters may also uncover stellar information on the Na Shok system through
conventional means. Thisinformation is contained in chapter 2, scene 1.

From here, the Player Characters should travel to Na Shok 6 to seeif they can pick up the trail
of The Eye. It isimperative to the adventure that they need to hire a ship and pilot. If a
Player Character has a ship and piloting skills, the GM will need to find away around this
problem — perhaps the ship experiences a failure as they are about to leave and will be in dock
for afew weeks under repair? Perhaps the ship is suspected (wrongly ... or maybe rightly) of
being used in acrime and is seized for investigation?

See scene 1 of chapter 2 for details on actually hiring a pilot and ship from Babylon 5. Player
Characters with piloting skills and no ship will not be allowed to hire a ship without a pilot — it
isjust not done!

For groups who manage to thwart the GM and can still call in their own ship(s), all is not lost.
Aslong asthereis only one ship, treat it as a hired ship. To understand the reasons why, you
will need to read ahead into chapter 3, scenes laand 1b and beyond. Put simply, the Player
Characters must be forced to find their own transport on Na Shok 6's surface and not use the
speed of aship (thisis an unavoidable artefact of the origina tournament design of this
module). This can be achieved by leaving the Player Characters on the surface for a
predetermined number of days whilst the pilot runs an errand, or by inventing a crash landing
which will put the craft out of commission for the same number of days. None the less, you
will need to proceed carefully, as scenes laand 1b are written from the point of view that the
ship and pilot were hired by the Player Characters on Babylon 5.
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Chapter 2: The Na’Shok System

This chapter covers abasic summary of the Na Shok solar system, aswell as the Player
Characters finding their way to Na Shok. For more details on the planetoid Na Shok 6 that
are not covered in scene 3 in this chapter, please see chapter 3.

Scene 1: Na’'Shok System Specifics
This scene contains information that the Player Characters may learn through research.

The Na Shok solar system is situated one 48 Standard Earth Hour jump point away from the
jumpgate in the Narn controlled Quadrant 14. Using the Star Map on page 122 of ‘The
Babylon Project’ Handbook, the Na Shok system would be one jump to the north of Quadrant
14. The system has a Narn built jumpgate in orbit around Na Shok 5. The jumpgate does not
see use often. Narnswill patrol the system from time to time to protect their sovereign rights.

Na Shok has ared giant for a sun and has no currently established ports, colonies or stations.
The system features 23 planetoids, al considerably smaller than an average planet. The
planetoids, named Na Shok 1 to Na Shok 23, are barren, lifeless moon-like objects with little
or no mineral value and gravity around 0.3G.

Only one planetoid, Na Shok 6, has a thin atmosphere which is capable of supporting oxygen
breathing species, but with alittle difficulty — people with breathing problems will most likely
need a breather-mask. A full protective suit is not necessary. Na Shok 6 has atiny amount of
plant life, very little water, and is the site of the former Centauri outpost. Maps and surveys
indicate the planetoid has an unforgiving landscape, consisting mostly of sharp mountains and
deep valleys — bringing climbing gear would be an excellent idea for those wishing to
investigate it.

The other planetoids in the Na Shok system will be of no use to the Player Characters for the
duration of this adventure. They will be dull chunks of rock, with either no atmosphere or
light atmospheres of an unbresathable mixture. The planetoids themselves will possess nothing
of interest, either above or below the surface.

It is atheory that this system once was composed of fewer and larger planets. Due to some
unknown event, the planets broke up, their pieces assuming varied orbits around the sun.
Possihilities range from the planets crashing into one another in a giant stellar collision, to the
red giant exerting too much gravitational force on the planets, crushing them. The system has
been in this state for many thousands of years.

Scene 2: Booking Passage to Na'Shok

Asthere are no portsin the Na Shok system, the Player Characters cannot simply book a
space on the next transport. Instead, they must privately hire an atmospheric-capable
transport and a pilot. Fortunately, many people offer private piloting services on Babylon 5.
Remember that the Player Characters must not be permitted to pilot their own ship to the
Na Shok system — see the last three paragraphs of chapter 1 for more information.

One pilot available for hiring on Babylon 5 is Gavin Marette. He owns a small Earth
registered shuttle, ‘Harlan’s Rage', which has just enough space to transport the Player
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Characters and their supplies. Gavin, or any other pilot, will not be willing to risk damage to
his ship or himself and will not accept dangerous assignments. Likewise, he will not wait long
periods (ie: greater than 48 hours) for the Player Characters to search for The Eye. Instead, he
will rendezvous with them at a predefined time and location if the wait will be long enough to
alow him to complete another job. Gavin will never be late to such meetings.

Costs of passage to and from Na Shok will vary depending on what is required of the pilot and
hig’her ship. If the Player Characters allow Gavin to take on board additional cargo, he will
drop them at N& Shok for 20,000 credits. From there he will drop his cargo at a Narn colony
and rendezvous with them back at Na Shok again in five days, before flying back to Babylon
5. For full private hire, including waiting for the Player Characters at Na Shok or el sewhere,
Gavin will charge 100,000 credits/week or part thereof (minimum charge of one week).
Naturally, Gavin is open to haggling.

Of course, other pilots from other races are available for hire aswell if the players do not want
to hire Gavin Marette or ahuman. The GM should not allow the Player Charactersto hirea
Narn pilot due to the Centauri contingent in the group — it would make things difficult, at best!

Important Note: Before the Player Characters leave for the remote system, have the players
state what items their characters are taking with them. They may want to spend some of their
newfound wealth on equipment.

It isimperative that the Player Characters are not allowed to stock-up on heavy weapons.
They should not be allowed to buy anything more powerful than what the group already has
access to, as heavy weapons may cause a fatal shoot-out scenario later in the module. Also,
keep in mind that they are presently on Babylon 5, where weapons are generally not
permitted!

Scene 3: A Good Prospect

This scene detail s scanning the planetoids when the Player Characters first enter the Na Shok
solar system. The GM should let the players suggest geographical scanning of the planetoids
in the system. All information presented in this scene should be made available to the players
viathe pilot NPC.

After the pilot has finished scanning the local planetoids, he/she will report al planetoids as
having no anomalies, except for Na' Shok 6. That particular planetoid has a thin oxygen-rich
amosphere, and shows signs of small amounts of vegetation and afew large pools of water.
Na Shok 6 appears to be a fully functioning biosphere, complete with changing weather
systems.

Upon a deeper scan, the pilot will discover the location of an abandoned outpost, at eleven
degrees below the equator in the southern hemisphere. The pilot should inform the Player
Characters that he/she would be able to land near the outpost. The gravity on Na' Shok 6 is
0.3G, quite strong for an object of it's small size.

The shuttle the Player Characters arrive on will not be capable of scanning for life signs.
However, if the players manage to convince the GM they can do it (through actudly having the
foresight to bring a life sign scanner with them, etc), scanning for life signs on Na Shok 6 will
yield curious results. Nothing conclusive, but on occasion the scanners will show alow
possibility of small dog-sized life forms. The only creatures known to exist on Na Shok 6 are
small rodents.
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Chapter 3: On Na’'Shok 6

This chapter outlines a likely sequence of eventsinvolving the Player Characters on the
planetoid Na Shok 6. The scenesin this chapter tend to be rather long, presenting more
information than is usual, so ensure you know them thoroughly before beginning this
adventure.

As mentioned in previous chapters for scenes 1aand 1b, ensure that the Player Characters

have either hired a pilot and ship to bring them to Na Shok, or at the very least have temporary

use of a ship and pilot.

Scene la: Landing on Na’Shok 6 (Pilot leaves the Player Characters)

This scene details the landing process, and emerging from the shuttle onto the Na Shok 6's
surface for the first time. In this scene, the pilot will leave the Player Characters for roughly

five days. If the pilot is being payed to stay with them, use scene 1b instead.

Read the description below when the shuttle enters the planetoid’ s atmosphere for the first

time.

The descent to the surface of Na’ Shok 6 is proving to be surprisingly quick
and smooth —almost none of the usual bumps and thumps associated with
atmospheric re-entry. The view-ports afford a snatched view of the craggy
planetoid below. Itsbarren hills, mountainsand valleysroll past with great
speed below the shuttle. On occasion, you glimpse what may be a body of
water —the only changein a lifeless undulating landmass of deep valleys,
high mountains and precipices. Thick, red light from the sun floods
everywhere, theintensity of its colour almost oppressive. It ishard to
believe a battle was fought for this desolate land —the Battle of Na’ Shok.
You begin to wonder just how far the Narnsand Centauri could go with
their hate for each other.

A few more minutes pass. Suddenly, the shuttle’ s attitude changes. As
manoeuvring thrustersfire, the small ship ceasesto fly over the land below,
instead it changes direction dightly and begins a vertical descent. Within
seconds, you fed a gentle bump, signifying solid ground beneath the ship’s
landing gear.

Keep in mind some groups may not have wanted to land in the area described below (near the

Centauri outpost). If thisisthe case, the GM will have to adlib the next section.
Your pilot completesthe post-landing procedur es and appr oaches you.

“We'velanded near the old Centauri outpost, some 220 metresto the
north-west. According to the sensors, the atmosphere outside is breathable
but only just. Some may find it difficult. Also, constantly be awarethe
gravity hereisonethird of what you are used to. You can easly pull limbs
out of sockets, or send yourself hurtling down a sope and do your self some
real nasty injuries.
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“Now, | have a package to drop off back at Quadrant 14. I'll meet you
right here at a prearranged timein five days.”

The pilot looksyou all earnestly in the eye.
“I hopeyou find what you're looking for. Good luck. Seeyou soon.”

The pilot will not join the party in their search - no amount of money the Player Characters
could offer will make the pilot weaken — too many injuries result from this kind of work! As
the Player Characters exit the shuttle, read the following description.

Asyou exit the shuttle, the har shness of thisland hitsyou like an
unexpected blow.

For those who are not wearing breather masks, read the following sentences.

Thethinness of the atmosphereisyour biggest concern for the moment.
You gasp, fighting to draw in more air than your lungs are capable of. After
afew strained breaths, you regain your composure. Whilst not impaossible,
breathing here will be an arduoustask.

Then continue with the following description for al players again.

Tall mountain ranges, deep valleys, high plateaus and almost no vegitation.
Everything hereis bathed in the constant deep light of the red giant sun,
hanging large and low in the western sky. But thisland is by no means hot.
In fact, it isquite cold. It iseerily quiet here, no natural sound. Even the
sounds of your own party are somewhat quietened.

Asthe pilot had indicated, upon a plateau only a few metres above you,
approximately 220 metresto the north-west, stands a clutch of single story
buildings, the remains of a colony it would appear.

Onceyou are safely beyond the range of the shuttle, its engineswind up
oncemoreand fire. The ship springs up into the pink-red sky with little
effort, surrounded by thousands of twinkling starsin broad daylight.
Within seconds, the shuttle isno morethan a moving star in the sky.

If the Player Characters investigate the outpost complex, move to scene 2.

Scene 1b: Landing on Na’'Shok 6 (Pilot waits for the Player Characters)

This scene details the landing process, and emerging from the shuttle onto the Na Shok 6's
surface for the first time. In this scene, the pilot is being payed to stay with the Player
Characters. If the pilot will leave them for roughly five days, use scene 1b instead.

Read the description below when the shuttle enters the planetoid’ s atmosphere for the first
time.

The descent to the surface of Na’ Shok 6 is proving to be surprisingly quick
and smooth —almost none of the usual bumps and thumps associated with
atmospheric re-entry. The view-ports afford a snatched view of the craggy
planetoid below. Itsbarren hills, mountainsand valleysroll past with great
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speed below the shuttle. On occasion, you glimpse what may be a body of
water —the only changein a lifeless undulating landmass of deep valleys,
high mountains and precipices. Thick, red light from the sun floods
everywhere, theintensity of its colour almost oppressive. It ishard to
believe a battle was fought for this desolate land —the Battle of Na’ Shok.
You begin to wonder just how far the Narnsand Centauri could go with
their hate for each other.

You are pulled from your thoughts by the soul-chilling sound of misfiring
engines. The shuttle shiftsviolently, dropping many feet in the process.
Then engines continue to misfire. Some can be heard to fully power-down,
before engaging once more. The pilot can be seen wrestling with the
controls, frantically trying to get the shuttle’ s main enginesto kick-over.
Finally, after a few secondsthat seemed to take hoursto pass, the engines
again roar with full power. The pilot hastaken control of the shuttle.

A few more minutes pass. Suddenly, the shuttle’ s attitude changes. As
manoeuvring thrustersfire, the small ship ceasesto fly over the land below,
instead it changes direction dightly and begins a vertical descent. Within
seconds, you fed a gentle bump, signifying solid ground beneath the ship’s
landing gear. From theflight deck, the pilot goes about the post-flight
sequence and callsto you.

“Wow, it was a bit touch and go there. The engines kept wanting to cut
out. | tried torestart them several times, but they just wanted to die again.
I’'m afraid I’'m going to have to investigate thisfor a while. We're grounded
for abit. But thereissome good news.”

Your pilot completesthe post-landing procedures and then approaches
you.

“We'velanded near the old Centauri outpost, some 220 metresto the
north-west. According to the sensors, the atmosphere outside is breathable
but only just. Some may find it difficult. Also, constantly be awarethe
gravity hereisonethird of what you are used to. You can easly pull limbs
out of sockets, or send yourself hurtling down a sope and do your self some
real nasty injuries.”

The pilot looks you all earnestly in the eye.

“1 hope you find what you're looking for. Good luck.”
The pilot will not join the party in their search - no amount of money the Player Characters
could offer will make the pilot weaken — too many injuries result from this kind of work! If the
pilot is staying on the planetoid with the Player Characters, he/she will immediately go about
investigating the failure. All up, the repairs will take five days to complete — how convenient —
the same time the pilot would have been away if the Player Characters had chosen the other
option!

Asthe Player Characters exit the shuttle, read the following description.

Asyou exit the shuttle, the harshness of thisland hitsyou hard.

“Eye of the Shadow” version 2.0. Copyright © 1998, 1999 Jason K empnich. 12
http://ww. redsector. net/ nodul es mai | to: j asonk@ edsect or . net



For those who are not wearing breather masks, read the following sentences.

Thethinness of the atmosphereisyour biggest concern for the moment.
You gasp, fighting to draw in more air than your lungs could possibly draw.
After afew strained breaths, you regain your composure. Whilst not
impossible, breathing here will be an arduous task.

Then continue with the following description for al players again.

Tall mountain ranges, deep valleys, high plateaus and almost no vegitation.
Everything hereis bathed in the constant deep light of the red giant sun,
hanging large and low in the western sky. But thisland is by no means hot.
In fact, it isquite cold. It iseerily quiet here. Thereisno natural sound.
Even the sounds of your own party are somewhat quietened.

Asthe pilot had indicated, upon a plateau only a few metres above you,
approximately 220 metresto the north-west, stands a clutch of single story
buildings, the remains of a colony it would appear.

The Player Characters may return to the ship at any time for rest and comfort. But the ship
still can’t go anywhere for five days.

Scene 2: Neadari Outpost

510 m.

Neadari Outpost and Environs
See next page for Map Legend
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Map Legend

A Thefdlen ‘Neadari Outpost’ sign as described in the - Grey areasrepresent a
paragraph above. sealed surface.
B Judging from the empty weapons cabinets, this - Black areas represent
building once held the outpost security team. buildings.
C Thiswasavehiclegarage. It aso offered repairsto - White sguares represent
shuttles. Some broken al-terrain vehicles are here. exterior doors and their
relative size to the
building.

D Thisbuilding contains tightly packed double-bunks.
This must have been the outpost sleeping quarters.

E A kitchen, mess hall, and recreation room with old
gaming tables are this building’ s sole contents.

F  With many workstations and a laboritory, this must Thereissomething to be
be where most office-based work was carried out. discovered in building ‘F’.
See below for details.
G Thishasthefed of an assembly area. Itisaso
possible that small shuttles were once landed here.

This scene details the outpost the Player Characters were left near in the previous scene.
Called Neadari Outpost, they will learn its name shortly. Read the following description when
the Player Characters enter the vicinity of the former outpost.

Asyou reach the plateau, your eyesdrink in asurreal scene. A thin, dusty
film shroudsthe five odd buildings, clustered together and glowing in the
vivid red light. Eerily, not a sound can be heard, not even wind. The small,
sguat, single storey buildingslook run down, but useable — probably an
unseen bonus of the thin atmosphere. This complex looks asif it has not
seen any activity for quite sometime. A short distance to your right, a fallen
sign written in what appearsto be the distinctive style of Centauri script
lays on the dusty ground. Thethin, cold air isall that isleft to welcome you.

For those who can read Centauri, the sign reads ‘ Neadari Outpost’. Thisislocated at area* A’
shown on the map.

Further It is suggested that GMs who are able should expand the descriptions given in the
Map Legend through ad lib. If the GM wishes, the outpost’s buildings may be
mor e thoroughly detailed with the GM’s own maps and encounters. Thisis also
an excellent way of seeding a future adventure with a clue, an item, or perhaps
even something more intriguing!

Adventures

Everywhere the Player Characters will go in the outpost, they will see signs of a hasty
departure. More curioudly, they will see no signs of battle or any trace of the Narns once they
took over from the Centauri. Old Centauri weapons, computer equipment, communications
equipment, made beds and so on, can al be found in various places, left untouched for over
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one hundred years. Most of the equipment cannot be repaired without replacing major
components.

The vehicle garage, which isbuilding ‘' C’, has three open-air style al-terrain vehiclesin
various states of disrepair. Those possessing appropriate skills will have to overcome a
Miraculous task to make one of the vehicles useable in a reasonable period of time, given the
present poor complement of tools and the state of the vehicles. Parts from the other all-terrain
vehicleswill be needed to achieve thisfeat. This may take many hours, or even days!

Finally and most importantly, if the Player Characters investigate the office at building ‘' F
well enough, they will find amap of the local area, clearly showing the position and layout of
the Neadari Outpost. What will be of interest however is another establishment, clearly
marked, 105 kilometres north-north-east of this outpost. Those who are able to read Centauri
will know that it is sSsimply named ‘ Crater-Lake Outpost’. No details can be found about the
Crater-L ake establishment.

No other information can be gathered from thislocale. Thereisno trace of The Eye or the
other team hired by Mr Reno.

Scene 3: Journey to Crater-Lake

By now, the Player Characters will have hopefully decided to travel to Crater-L ake Outpost to
see what they can find there. It ishighly likely (and equally as desirable) that they will make
the journey on foot, as they do not have access to the shuttle (either it has left or it had engine
problems and is grounded). It is possible that the Player Characters spent time in making one
of the all-terrain vehicles useable. If thisisthe case, alow the Player Charactersto drive to
their destination in the vehicle, but keep in mind it is an open-air configuration.

Cross-country journeys on Na Shok 6 are ‘interesting’, to say the least. The one-third gravity
makes it possible to travel vast distances with little effort. However, the mountainous peaks,
deep valleys and the steep dopes between them, seem to counterbalance any gain from the lack
of gravity. When the possibilities of didocating alimb or accidentally hurtling one's self down
adope are added to the mix, foot travel on Na Shok 6 can be quite dangerous to the
inexperienced. GMs should keep thisin mind when the Player Characters are travelling,
occasionally making them do an Agility check based on an appropriate difficulty. If the Player
Characters are being reckless or are rushing too much, do not hesitate to ‘hurt’ them!

By foot, the journey from Neadari to Crater-L ake should take 30 standard Earth hours. Using
the all-terrain vehicle, it should be roughly 20 standard Earth hours, alowing for extreme
terrain difficulties. Dueto the planetoid’ s size and rotation, precisely two days fit inside one
standard Earth day. Therefore, one day and night takes 12 hours to pass on Na Shok 6,
keeping full daylight to as little as 6 hours.

After the Player Characters have been travelling for some time, but before they are halfway
into the journey, read the following description.

Once nove, the alien beauty of thisworld has now passed into the realm of
annoying. Itstall spiresand deep ravens, once breathtaking to behold, now
must be crossed. Beauty does not equateto practicality. Crossing thisland
isanything but practical. If it weren't for the low gravity, thistrip would be
impossible on land.
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When the time is right and the Player Characters have passed the halfway mark and there is
daylight, run the next scene, ‘ Grylor Attack’.

Scene 4: Grylor Attack

This scene must be run by daylight. It involves an attack from a pack of Grylors. Itis
recommended that GMs review the second season episode ‘Knives for abrief glimpse at a
Grylor. Statistics on a Grylor can be found in the  Non-Player Characters’ appendix. The
attack will come early in the morning after sunrise. If the Player Characters dept for the night,
have it occur before they fully stir for the day. Otherwise, make it occur at the earliest
inopportune moment! For Player Characters who are using an all-terrain vehicle, this attack
will still be a problem as the vehicles are open-air and are not fast enough to out run a Grylor.

You are suddenly startled to hear a noise not emanating from your group —
thefirst such noiseto be heard on this planetoid sinceyou arrived. It
sounds like a small, savage dog, growling. A dog, here? Within seconds,
many othersjoin the lone, growling voice. Thisisnotrick of thewind; the
growls sound real and threatening. Yet, you can’t see any sign of its source.
The growls seem to bounce off the cliff faces and dopesthat surround you.

After the Player Characters have had a second to prepare, begin the attack.

All around you stand high pinnacles, falling away to deep valleys. Never
have you journeyed through a moreinhospitable, yet picturesque land. An
unexpected ‘whoashing’ noisefillsthe air from above. Looking almost into
therising red giant sun, you can see three frightening silhouetted creatures
in flight. Looking startlingly like Pterodactyls from ancient Earth, these
beasts have mor e rounded heads, mor e cape-like wing membranes, and
perhaps most frighteningly, a large, salivating, round mouth filled with rows
of sharp teeth. They appear to be feather- and hair-less, covered only by a
skin that is perfectly camouflaged with the surrounding cliffs. You have seen
them before —they are amongst the known galaxy’s most danger ous
creatures— Grylors! But what arethey doing on Na’' Shok 6? Thisisno
timefor questions, asthe Grylors come within range. You can make out
three of them, asthey turn sharply to soar high in the sky. Then, they hover
directly above you for a second, only their wings moving, befor e swooping
down onto your group.

Grylors are not dumb animals. Whilst they follow animal ingtincts, they know when they are
outnumbered and will opt to hunt their prey down over a period of time if afull assault is not
enough first up. They will take up this option only if one of their number iskilled.

Grylor attack by swooping and either biting or using their clawed wings to stab and dash their
victims. They are highly ferocious creatures and are extremely hard to hit. However, they do
have one Achilles’ heal. Shortly before they swoop, they position themselves in such away
that their entire body (including the entire span of the wing membrane) is facing their target.
Thiswould be an ideal time to hit them (with ranged weapons) as they are relatively till and
are displaying maximum silhouette.

The Narns introduced Grylors very shortly before leaving the planetoid permanently as a nasty
surprise to any who may try to take the planetoid again. They eke out a meagre existence by
eating small native rodents and as such the Player Characters are a meal too good to pass up.
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Groups that enjoy battles may appreciate more Grylor attacks, especialy at night!

Scene 5: Arriving at Crater-Lake Outpost

After the GM is satisfied the Player Characters have been punished enough on their journey
and that they have an adequate appreciation of how long the journey would last in red life,
allow them to stumble across the Crater-Lake in all its beauty for the first time. The
description assumes the Player Characters have a vantage point from area‘A’ on the Crater-
Lake Environs map in Scene 6. It is not necessary to be situated there.

You passyet another high ridge on either side of two more deep valleys.
With thelow gravity, you effortlessy pass over thetop. But the view below
isanything other than ‘just another deep valley’. Your gazeisimmediately
drawn to theland below, essentially a large crater nestled amongst a ring of
mountain peaks some 120 metres below your present position. Thecrater
floor itself cannot be seen, asit isfilled with water that is so ill, the pink
sky isreflected back as unblemished reflection. Because of this, you have no
idea how deep the lake could be.

Around the edge of the lake, you notice athin lip of dirt, before the
mountains begin their sharp rise up to the heavens. It iswhileyou are
looking at thislip that you notice a handful of small buildings built onto the
side of the mountains, situated on the southern and easterly sides of the
crater-lake. Thereisno movement below. Thisoutpost appearsto bejust
as deserted asthe last one, not that you expected any different.

Nothing else can be gained from this vantage-point. When the Player Characters get close
enough to the outpost buildings to discern reasonable detail or if they use magnification
equipment, read the following description.

A closer inspection of the buildings reveals more information. Clearly,
they are built into the steep, sweeping sides of the mountains. Only the
entrances, which consist of a doorway, a few windows and a short roof, jut
out from the protective sde of the mountain. But what is exposed shows
evidence of a battle — scorch marks, holes, even a few collapsed structures.
Thisismore consistent with what you would expect for an outpost that has
seen an invasion. From here, a few of the structures appear to be burnt out.
Y ou will need to move closer to ascertain the full extent of damage, but from
thisdistanceit is quite obvious the buildings took a pounding from Narn
for ces over 100 year s ago.

Scene 6: Crater-Lake Recreational Outpost

When the Player Characters are at ground level with the buildings, read the following
description.

A ground level ingpection reveals the true extent of the damage. Almost all
of the buildings have been gutted by fire, the empty, sooted windows gaze
back at you soullesdy. Rough rock spewing from the doorways of most of
the buildingstells a tale of cave-ins. What appearsto bethelargest of all the
buildings has some faded wordsinscribed in Centauri script above the door.
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Those who read Centauri would know the sign reads, ‘Welcome to the Crater-L ake Recreation
Outpost’. The building islabelled ‘D’ on the map.

320
meters
ket
iC
s &
! o
Crater-L ake Recreation Outpost and Environs
Map Legend
N.B.: Except for ‘A’, more details on the locations immediately follow this Legend.
A The ridge from where the Player Characters should - Dark grey areas represent
get their first view of the Outpost. water (freshwater lake).
B A large, deep, still, freshwater lake. Itisfineto - Black areas represent
drink from, but the bottom cannot be seen. visible parts of buildings.
C A non-descript building, with rubble strewn from the - Light grey squares
doorway. This building cannot be explored. represent exterior doors

and their relative sizein
relation to the building.
D Largest building, with ‘Welcome to the Crater-Lake
Recreation Outpost’ written in Centauri above it.

E A large, badly damaged building, with two entrances
on the northern and western faces.

F A smal building that can be entered. Curioudly, itis
the only building with no visible exterior damage.
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The following descriptions expand on the above notes with details suitable for reading to the
Player Characters.

Area B, Crater-Lake

Beforeyou, a lakefillsthe bottom of the crater. Almost 500 metresin
diameter in places, it Stswith an unnatural stiliness, undisturbed for over a
century, yet oddly inviting. A closer inspection reveals a digtinct lack of dirt
and other foreign objectsin thewater. It iscrystal clear and somehow
appearsto befresh. How alake can remain that way when it has no visible
intakes or outletsisunclear. Peering down into the depths of the lake brings
no answers, only more questions. Despite the clear ness of the water, you
cannot see the bottom.

For the time being, there is nothing special about the lake. The lakebed simply drops away
sharply, the maximum depth being afurther 110 metres down. Under the silt on the bottom,
the lake hides adark secret. A Shadow vessel lies dormant, and undetectable, until it istime to
awake!  Swimming or diving in the lake will bring no trouble, except that the water is just
above freezing point.

Area C, Small Nondescript Building
There are four nondescript buildings. Read one of the four descriptions below. It is not
possible to explore any of these buildings due to cave-ins.

Building Description 1:
Thissmall building disappears quickly into therock face. Rubble, piled up
to thetop of itsonly doorway, paints a picture of a cave-in some time ago.

Building Description 2:

The building standing befor e you, one of the smallest here, appearsto have
been ravaged by fireyearsago. Subsequently, the weakened structure has
given way and filled with rubble from the mountain aboveit. All that
remains now are three blackened walls jutting out from the mountainside,
the gaping doorway gazing at you in an obscene leer.

Building Description 3:
Thistiny building appearsto have received quite a battering. Weapon fire
marks arevisible on the exterior, whilst the gaping, blackened doorway and
overhang tell the story of a burnt interior.

If the Player Characters attempt to enter this building, read the following
description.

Asyou enter the building, darkened, burnt walls surround you. A deep
rumbling can be heard, faint and distant. You begin to wonder what it could
be, when you fed the ground beneath you shake, then lurch violently. With
a sickening crack, thewall in front of you explodes astons of rock and
rubblearereleased. You scramblefor the safety of the exit, asthe whole
building cavesin.
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Characters inside the structure who fail a‘Difficult’ Agility check will receive
2d6 of Impact damage from the falling debris to a random location on the body
chart, to be treated as an Immediate Effect (requires Final Effects).

Building Description 4:
Thewalls of this small structure are scorched with weapon fire marks.
Like many buildings beforeit, the roof structureinsde the mountain has
collapsed at some point, bringing down arain of rubble. It isimpossibleto
explorethis structure.

Further GMs who are seeking to reward their Player Characters with lost technology, or
the occasional valuable gem, or even new adventure hooks, might be interested in
allowing their players to find such items amongst these ruins. During the Narn
attack, the Centauri would most likely have dropped the items.

Adventures

Area D, Large Building with Centauri Sign
This building, somewhat larger than any of the others, has a grander and
mor e majestic fed about it. With alarge sign written in faded Centauri
script aboveitsdoor, it hasthe feel of an administration complex. After all
these years, the building’'s door remains closed.

The sign is the one mentioned in the last scene, stating ‘Welcome to Crater-L ake Recreation
Outpogt’ in Centauri. If the Player Characters open the door and look inside the building, read
the following description.

Asyou open theold door, it releasesits seal with acrack. A rush of warm
stale air assaults your senses, the sméll of extinguished fire quite distinct. It
is possible that this building has been hermetically sealed for over one
hundred years. Insidethe building, you can’t seeathing. It istoo dark.
Squinting hard, you can vaguely discern awall, approximately 25 metres
south of the main door.

Player Characters will need alight or will have to move inside before the GM describes the
next section.

Onceinside the building, you can see most of the walls have been burnt.
Theroom isbare of objects. It would appear the Narn raiding party
removed the contents of the room befor e setting the building alight.
However, thefire obvioudy failed to take hold. The room, which measures
approximately 20 metres east to west by 25 metresnorth to south, is
featureless except for the closed door in the middle of the southern wall.
The Player Characters will not be able to open the door unless they pass a‘ Very Difficult’
Strength Check. If they pass, read the following description.

The door was jammed shut and for a short while did not want to open.
But brute force won on the day, as you successfully pull open the door
toward you. That’swhen you see an unexpected sight. Before you, directly
on the other side of the door, stands a wall of rock, rubble and dirt. A thin
trickle of dirt can be seen to fall to the ground from somewhere up high on
this newfound rock wall. Just asyou begin to wonder the purpose of the
wall, it collapses, throwing large sized rocks out into the previoudy empty
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room in which you stand. Jumping clear, you can now see a small part of
another room behind the door, obvioudy destroyed from a cave-in. A quick
mental assessment showsthat it islikely the Narns caused the cave-in
through somekind of explosive, asthereisfar too much rubble and debris
for it to beanatural collapse. It isimpossible to explore the next room.

Area E, Large Destroyed Building with Two Doorways
Nestled in the south-eastern corner of the mountain wall standsthe

remains of the area’s second largest building. Featuring alarge door on
both the northern and wester n walls, this building appear s to have once been
important. The battle-scared walls now hang wearily at strange angles,
seemingly moments away from collapse - on a 1G planet, they would have
fallen long ago. The gaping doorwaysreveal an interior devastated by the
savages of war. Roofless, the building’sfloor is covered by rubblethrown
from the cavity dug into the mountain, the mess undoubtedly caused by a
power ful explosion.

Whilst the entry areamay be explored with some caution, the rest of the building inside the
mountain is unreachable. Whilst crushed Centauri weapons of 100 years ago and some
trinkets can be found in the rubble, nothing of any rea value will be found.

Area F, Small Undamaged Building
The description for the exterior and interior are too lengthy and important for presentation
here. Please turn to scene 7 for full details.

Scene 7: The Small Undamaged Building (Area F)

This scene begins when the Player Characters examine building labelled as building ‘F on the
Crater-Lake and Environs map. The exterior scene for the building begins with the description
under ‘Areal’ below.

Area 1, Exterior
Unlike the other building frontsin this area, the facade of this building
shows no sign of damage. No rubble, no soot, with the door intact and
closed.

Nothing else can be discovered from the exterior of the building. The door is closed, but
unlocked. If the Player Characters open the door, read the following description:

Thedoor easily didesopen into the darkness. You brace yoursdf for an
assault on your sense of smell from stale air, over acentury old. Yet, there
isnorush of foul odour. The darkened room before you has a dusty floor,
decorated in a mosaic of small coloured tiles. Thereisa pattern, but you
can’t quite makeit out from here.

If the Player Characters a paying careful attention to the area from which they came on the
mountainside (ie: they are actively watching for signs of troubl€), read the following

paragraph.

High up in the dusty mountains, in approximately the same area from
which you approached, you catch a glimpse a sudden movement. A careful
examination of the rocky mountainside gives away no information on the
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cause. Slipping rocks? Nothing at all? Or something more serious? You
do not know.

The movement is from an approaching party consisting of members from the second group
who were hired to find The Eye. They are aware of the Player Characters presence and have
tracked them here. Unless the Player Characters actively confront them, they will surprise the
Player Characters when they arein Area 6.
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Area 2, Foyer
When the Player Characters physicaly enter the building’ s foyer, read the following
description.

Onceinsidethe small room, you can clearly seeit once served as a foyer.
Againg the northern and southern walls sit arow of chairseach, the
material rotten and decayed. Against the Eastern wall isan old reception
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desk, decorated in typical Centauri style. On either side of the desk aretwo
closed doors. Beneath your feet, a dust covered mosaic of a Centauri face
stairsup at you, hiscrest tall and wide.

Centauri Player Characters will recognise the face as that of former Centauri Emperor Felugh.
He was Emperor at the time The Eye waslost. The two doors in the room are unlocked and
can easily be opened. There are no items in/on the reception desk. There is nothing of interest
to be found here.

Area 3, Small Empty Room
Inform the Player Characters entering this room that the door opened with some difficulty, and
groaned loudly. If the Player Characters have aready lit alight, skip the first paragraph.

Insidethisroom, all you can seeis pitch black. After afew seconds, you
can discern the dusty floor in front of you, and maybe awall —it ishard to
tell. You will need alight.

Once/If the Player Characters have lit alight, read the following description. Thereis nothing
to find here.

Bland detail jumpsback at you from your light. Thissmall room, almost
sguarein shape, is empty of any furnishings. Even the dusty floor isbland,
especially in comparison to the foyer. Whatever purposeit served the
previous occupantsis now long lost.

Area 4, Long Hallway
Inform the Player Characters opening the door that it opened easily with a barely audible
groan. If the Player Characters have already lit alight, skip the first paragraph.

Before you, a narrow hallway falls further away than you can seein the
inky darkness. Before exploring thisroom, you will need a light.

Once/If the Player Characters have lit alight, read the following description.

Your light exposes the details of what can clearly be seen to be a hallway.
It runs approximately 10 metresin length in an easterly direction. The
hallway itself is opulently appointed, with rich fixtures placed on the r oof
and at handrail height. At theend of the hall sitsa long-dead plant in a pot.
At approximately 7 metres down the hall are two closed doors, one on ether
sde of the hallway.

Identifying the dead plant correctly asasmall Narn G’ Quan Eth tree with be a Tricky task
(possessing Narn or Centauri Culture specidties will help). The Narns use the living plants
for religious purposes, whist the Centauri prefer to use them for their seeds, which are used to
make a potent acohalic drink.

Written around the door frame on the left (Northern door) is what appearsto be a small
amount of writing in afew different languages. If the Player Characters see the writing, read
the following description.

Around the Northern door iswhat appearsto be hastily scrawled writing,
in what looks like two different languages.
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For Player Characters (or NPC's) who can read Centauri, read the following.

The Centauri script isshort and poorly written. It says, “Weflee. Gem
holds shadow within — Danger, no move!”

For Player Characters (or NPC's) who can read Narn, read the following.

The Narn script, longest of both scripts, reads, “ The Centauri gem and
associated equipment holds a deathly shadow in stasis. Do not remove!
May G’'Quan saveus. Wearefleeingin fear.”

Area 5, Junk Room
The door to this room will catch halfway and will not open fully. This dusty, old, bland room
has a large pile of broken furniture in the middle of it. Thereis nothing to be found here.

Area 6, The Large Room
When the Player Characters open this door, read the following description.

Thedoor on the northern side of the hallway swings open with ease. You
catch your breath. Some distance in front of you, a light glows softly. This
outpost has been abandoned for over one hundred years— something
strangeisin here.

With trepidation, you carefully enter theroom. It isthelargest you have
seen in thisbuilding yet and is bare of furniture. However, it is opulently
finished with what appearsto be gold trim around or nate ceiling features
and cor nices.

After a brief ingpection, you once again become confident you are alone,
and return your attention to the dull, glowing light at the Northern end of
theroom. Asyou move forward into the room, a small table comesinto
view, positioned against the centre of the northern wall, approximately one
metre out from it. On top of thistable, sitswhat appearsto be atangle of
cabling and one dim, throbbing light.

Except for the table, there is nothing of interest or value in thisroom. The Player Characters
should investigate the table. When they do so, go to Area 7.

Area 7, The Strange Device
This scene continues on directly from the scene presented in Area 6 if the Player Characters
approach the strange device on the tablein Area 7.

Asyou approach thetable, you can now seeit is quite large and sturdy
looking. Measuring roughly 5 metreslong, by 3.5 metreswide, its surfaceis
stacked with thick cables and strange objects, the likes of which you have
never seen before. The objectsareirregular in shape, with soft curvesand
seem to hum with a soft, entrancing sound. Thick black cableslink the
objectstogether. Some cables connect into a harnessin the middle of the
table. But it iswhat isinsdethe harnessthat attractsyour attention. At
firgt, it just appearsto beadull light, its pulsating rhythm and the faint hum
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together make for a soothing, almost entrancing combination. But then you
begin to discern details.

The object inside the harness appearsto be a series of rings, making a
sphere shape. Insidethoseringsisa seriesof ringsin a concentric circle
pattern, and inside that isa large pulsating light. In actuality, you can now
seethat thelight isa large faceted gem, with what appear s to be fibre optic
cablesfeeding light into it.

You really don’'t have any idea what this device does. But one thing you
do know isthat you have found The Eye.

The thick cables on the table connect into various pieces of alien ‘equipment’, the likes of
which none of them have seen, before coming back out and feeding down the back of the table
into a conduit built into the ground. From here, it's anyone' s guess as to where they go.

Obvioudy the Player Characters will wish to remove The Eye. There will be no immediate
physical repercussions of removing The Eye, and it will dlip freely out of its harnessif pushed
or pulled. Thereisno way of shutting the equipment down short of cutting all the cables, as
they do not detach. If the Player Characters do this, inform them that the machine dowly
stopped its soft humming, the light fading gently away from The Eye.

As soon as The Eye has been removed from its fibre optic harness, immediately turn to the
next chapter.
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Chapter 4: Escaping with The Eye

Thisis where the red action begins for our Player Characters. This chapter starts as soon as
the Player Characters have removed The Eye from the fibre optic harness it was sitting. Keep
it short, and try not to let our players get their characters into too much trouble, especidly if

they are trigger-happy!

Scene 1: Taking The Eye

Whilst the Player Characters were busy with the alien machine, the second group, who were
hired by Mr Reno to find The Eye, were quietly entering the building and taking up position,
ready to surprise our Player Characters.

Read the following description as soon as The Eye has been removed for the first time. The
GM must not allow harm to come to either The Eye or the blonde man known as Six. If the
Player Characters previoudy disabled the alien machine before removing The Eye, do not read
out the first paragraph below.

The Eye hasfinally been freed from the harness. At the sametime, the soft
humming dowly dies from the oddly shaped equipment before you, the light
draining away from the bare ends of fibre optic cables.

It istruly a beautiful piece of work — The Eye — one-time symbol of the
highest Centauri nobility. Itsdiamond encrusted bands glint softly, the
large centre gem reflecting and refracting mor e light than you thought
possible.

It isamoment of true beauty. Fine, ancient craftsmanship, and more
importantly, therealisation of a very large credit chit upon your return to
Babylon 5.

Asthe GM, it istime for you to make adecision. If your group tends to be rather trigger-
happy, you may wish to have the room fill with alight knock-out gas at this point, temporarily
stupefying the Player Characters whilst the NPCs described below will enter the room with
Breather Masks on with the scene proceeding amost as written. Otherwise, the encounter may
proceed exactly as described.

But the moment is stolen by the sound of many PPG weapons war ming-up
behind you. You spin to see no lessthan 12 humans, male and female,
rushing into the room, PPG pistols and longarms pointed at each and every
one of you. A man with dicked back blonde hair, wearing a lightly coloured
trench coat, speaksinto a thin communication device.

“Six to One. We havethem.”

Hethen levelsalong look at every one of you, asif he were committing
your facesto memory, before speaking.

“Put your handsin the air and keep them there. We smply require The
Eye. Weoutnumber you by a significant factor, and we all have ranged
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weapons. Just put The Eye on the ground and back away and everyone will
bejust fine. I’'m afraid it isour team who will be collecting payment.”

Anyone who moves quickly or reaches for aweapon will be shot instantly by the invading
team. This scene could be fatal for our Player Charactersiif they try to defend the Eye, hence
the warning earlier about not alowing the group to buy heavy weapons.

If the playerslook as if they will fight to the death, have the tremors described in the following
paragraphs occur now, whilst the invading team withdraws. Also, do not forget you can still
use light knock-out gas if you haven't aready.

If the Player Characters manage to keep The Eye and Six’slifeisin danger, move to scene 2,
being careful to remove any reference to the invading team possessing the Eye in the scenes
that follow it (Six’steam will have other chancesto collect it later). Otherwise, if the Eyeis
eventually placed on the ground (either willingly or due to knock-out gas), read the following.

The man who identified himsdf as Six indicatesto a young woman on his
team to retrieve The Eye. She steps out and crouches before The Eye,
placing it carefully in a small, black, polished wooden chest. She closesthe
lid, and dips behind her team.

Six speaks again.

“Now, if we see any of your ugly mugs outside this building, we'll shoot
them off. Dol make...”

But heiscut short. A deep, ominous rumbling drowns out hisvoice.
Within seconds, you can fed an unmistakable ground termor. The ceiling
makes a sickening cracking noise, displacing a large amount of dust. Six
reds, looking at the ceiling. He barksa command to histeam, who guard
his hasty retreat. Within afew seconds, they have left the room.

Thetremorsget worse, and a distinct rumbling can be heard. Thistime,
the ceilling makes a loud sheering noise, asa large crack can be seen torun
from the southern end right through to the eastern end of the room, allowing
fine gravel and dust to pour through, choking the air in theroom. Then the
ground beneath you bucks unexpectedly.

Player Characters who fail an Agility check will fall to the ground, losing two seconds in
which they may wish to escape. Despite Six’swarning, the Player Charactersreally should
escape from this building immediately, asit is about to cave-in. If they try to take refugein
the building, the GM should increase the termors and building damage until they decide to
leave. If necessary, cause a minor cave-in to give them a scare.

Scene 2: Shadows of the Deep

When the Player Characters are at the front door of the building, read the following
description.

Once again, you emerge into thered light of the planetoid’s atmosphere.
The scene outsideis one of danger — rocks on the surrounding mountains are
being loosened by thetremorsand some are rolling down the dopesto the
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crater-lake. You quickly spot your assailants, scrambling up the southern
dope between the buildings, desperately trying to avoid the falling debris.
But you also notice a more curious event. The crater-lakeis seething with
bubbling water, asif the entire lake were boiling. The ground lurches
beneath your feet once more, but your eyesareriveted on the lake.

Something is moving beneath its boiling surface. You can't quiet see what,
but it isthere, and it islarge. You watch with awe asit breaksthe lake's
surface with a head splitting scream. With hands clasped over your ears,
you watch with sickening fear asa spider-like object, aslarge asthe lake and
as black asthe deepest back of space, breaks from the surface of the boiling
lake. Aswater streams off it’s pitch surface, you can make out movement —
itsexterior crawlswith movement! It floatsinto the air, spider-like legs held
out in front of it. You have never seen anything asterrifying asthisin your
entire careers; itsmere presence seemsto invoke panic. It hoversin theair
for a moment, before wobbling dightly. It shrieksan impossibly loud shriek
once again, before lifting even higher.

Then, it sops till. With fear and dread, you watch asit beginsto turn
dowly. Then it stops, with its till tentacles facing the southern dope. You
areforced to shied your eyes, asa beam of light too bright for human eyes,
connects from the hideous object to the southern rock face. It then dicesits
way up the mountain, straight through the middle of the fleeing robbers.
Human screams can be heard, as people are vaporised in the bright red
stream of light. And then thelight isgone. And then it starts again, this
timetracing a different cour se acr oss the mountain face. More humans
scream. Morehumansdisappear. And again, and again, and again. And
then it stops. Lifting effortlesdy into the deep red sky, the hideous object is
just a shadow, before distorting and disappearing in a second. Silence.

You carefully moveto get a good view of the mountain face. You seea
handful of people scrabbling up the dope, two thirds of the group missing.
The mountain face itself is scarred with a series of intersecting lines, a
permanent reminder of wherethered beam traced its deadly path. You
wince as you see some of the buildings at the outpost in a smouldering heap,
having caught thetail end of such a path —that could have been your
building.

Although the Player Characters will not know this, they just escaped death from alarge
Shadow vessal (known as a Battle Crab to some). The Eye was being used as part of a
complex device to hold the ship in stasis. Once the machine was ‘broken’, the Shadow vessel
woke up and destroyed those that it saw. It has gone to Z'ha dum now and will not return.

If the robbers managed to escape the player Characters with The Eye, they will still be
carrying it. Both the woman and Six made it through the ordeal aive and are now retreating
to their vessal as planned, with what remains of their team. It would be wise for the Player
Characters to give chase as soon as possible.
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Scene 3: Pursuit!

This scene details giving chase to Six, the remains of his team and more importantly The Eye.
Keep in mind the Player Characters may still possess The Eye and may not wish to give chase,
in which case Six and his team will make multiple attempts to gain The Eye!

As outlined in the previous scene, the woman who held The Eye origindly till has possession
of it. Including the woman and Six himsdlf, the raiding team now only consists of four (4)
people. They are fleeing to their shuttle, landed one kilometre south of Crater-Lake. If the
Player Characters follow them too closdly, they will shoot with deadly force. The GM should
keep in mind thisis alow gravity pursuit. Movement will be slower, but strides can be much
longer, and the potential for one to throw one’s self off a cliff is greatly increased.

It isleft up to the desertion of the GM to decide if the players have a plan deserving of
recapturing The Eye — if they have, then let them recaptureit. If not, then they won’t. Both
the possibilities of the Player Characters possessing or not possessing The Eye are covered in
this module from this point forward. Either way, neither Six nor The Eye must be harmed, as
both have arall to play in the near future.

Itis Six’s plan to retreat with The Eye and the remains of his team to his shuttle, take off and
rendezvous with a mother ship (described in scenes 4a and 4b following). He will quickly
return to Babylon 5 (the mother ship will wait in hyperspace whilst the shuttle is used to dock
with Babylon 5), hand in The Eye to Mr Reno and collect his reward.

If the Player Characters are having difficulty in regaining The Eye (hopefully they have had no
success yet), they do have one ace up their deave in the form of their hired pilot. When Six is
nearing his shuttle, read the following.

Y ou have been pursuing Six and the remains of histeam for aimost a
kilometre now. Despite the low gravity, climbing over the steep peaks has
been hard going and at times almost treacherous. Thethieves had
disappeared over aridge a few minutesago. You are now about to cross
that ridge.

If the Player Characters are do not have the aid of breathing devices, inform them they feel
light headed and extremely short of breath.

Allow the players to get paranoid that Six has set atrap for them over the top of the ridge (he
has not). When they look over the top of the ridge, read the following description.

Your first glimpse over thetop of theridge brings your heart up into your
mouth. Below you, theridge gives away to a gentle dope, trailing away to
the south. Approximately two hundred metresfrom here, you can seethe
digtinctive metallic shades of a shuttle—but not your shuttle. Six isgoingto
escape with They Eye! You look on with anger, when your Handlinks
suddenly issue an electronic begp in unison.

“Hey folks, need alift?” comesa voice from the Links.

It isthe voice of your pilot!
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“Thingsfinished up alittle earlier than | expected, so | thought I'd seeiif
you could use a lift. 1'm about 2 kilometresto the south —1'll be at your
present location in approximately 30 seconds.”

Allow the Player Characters to direct the pilot to do what they want him/her to do to help
them. The transport has two mini lasers built in, but they are not much more effective than a
PPG. The pilot must be told explicitly what to do — he cannot just ‘help’ as the ideas must
come from the players, not the GM. Six will not hesitate to kill and destroy. Heisso
desperate to escape that he will risk his own shuttle to damage the Player Characters shuittle if
necessary (remember Six and The Eye must remain unharmed).

As stated, it isup to the GM to decide if the Player Characters deserve The Eye back at this
stage, or if Six getsto keep it. When the Player Characters attempt to leave Na Shok 6, go to
either scene 4a (if the Player Characters are in possession of The Eye at the time) or scene 4b
(Six dtill has The Eye when they |eave the planetoid).

Scene 4a: Leaving Na'Shok 6 with The Eye

This sceneisto be run if the Player Characters leave Na Shok 6 and they have possession of
The Eye. If they do not have possession of The Eye when they leave the planetoid, use scene
4b (Leaving N& Shok 6 without The Eye) instead.

Read the following description when the Player Characters take off from the planetoid.

The shuttle's engines can be heard to roar into life with an imagined
urgency, whilst the for ce of gravity pushesyou snugly into your seat. You
have The Eye, but can you keep it until you meet Mr Reno back on Babylon
5? From your view ports, the horizon wheels as the shuttle changes course
and anglesitself vertically. Thelight pink sky, dotted occasionally with
bright stars, grows darker and darker with the stars becoming more
prominent. Thereisno sign of Six or histeam.

Read the following description as the Player Characters approach the system’s jumpgate.

Fatigue and the drone of the shuttl€’ s engines have caused you to lose track
of time. Your exodusto the jumpgate has been uneventful. Now only two
minutes away from the gate, you can almost smell the credit chits. The
pilot’s voice can be heard from the cockpit.

“Initiating jumpgate sequence! L adies and gentlemen, we're aimost home
and hosed!”

The comforting orange swirls of an out-going jump point surround your
ship, asit ispropelled forward into hyper space.

Further Thereis an unparalleled opportunity for ship-to-ship and hand-to-hand combat in
Adventures hyperspace at this point. If the Player Characters enjoy this kind of thing and are
skilled, Sx may catch their shuttle and attempt to board it — in Hyperspace — for a
tight, action packed battle! Remember, Six must not die, but either side may take
The Eyel

Now turn to Chapter 5, Scene 1.
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Scene 4b: Leaving Na’Shok 6 without The Eye

This sceneisto be run if the Player Characters leave Na Shok 6 and Six'steamisin
possession of The Eye. If the Player Characters have possession of The Eye instead, use scene
4a (Leaving Na Shok 6 with The Eye).

Read the following description when the Player Characters take off from the planetoid. Itis
assumed the Player Characters are chasing Six, who has lifted off the planetoid in his shuttle.

The shuttle's engines can be heard to roar into life with an imagined
urgency, whilst the for ce of gravity pushesyou snugly into your seat. You
think anxioudy about The Eye, and the effort to find it, now stolen by the
other team Reno hired. From your view ports, the horizon wheels asthe
shuttle changes cour se and anglesitsalf vertically. Thelight pink sky, dotted
occasionally with bright stars, grows darker and darker with the stars
becoming more prominent.

The Player Characters will not be able to gain on Six’s ship. Read the following description as
the Player Characters approach the system’s jumpgate.

Minutes have passed like hours, as your small shuttle gives chaseto the
other party’sship. Your raceto thejumpgate has been uneventful and
unsuccessful. Six passed into hyper space mor e than ten minutes ago. Now
only two minutes away from the gate yousdf, you can almost seethe credit
chits dipping from your fingers. The pilot’s voice can be heard from the
cockpit.

“Initiating jumpgate sequence! We're heading back to Babylon 5 asfast
aspossible”

The comforting orange swirls of an out-going jump point surround your
ship, asit ispropelled forward into hyper space.

Further Thereis an unparalleled opportunity for ship-to-ship and hand-to-hand combat in
Adventures hyperspace at this point. If the Player Characters enjoy this kind of thing and are
skilled, the shuttl€’s pilot may catch Sx - in Hyperspace - and allow the Player
Characters to attempt to board his ship for a tight, action packed battle!
Remember, Sx must not die, but either side may take The Eyel

Now turn to Chapter 5, Scene 1.
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Chapter 5: Back on Babylon

The Player Characters will arrive back in Babylon 5 space, either with The Eye and looking
for Mr Reno, or without The Eye and desperately trying to stop the opposition team from
handing it over to Reno. Begin with scene 1 when the Player Characters enter Babylon 5
space viathe local jumpgate.

Scene 1: Docking with Babylon 5

Inform the Player Characters they have spent 8 days in hyperspace, with scanners occasionally
picking up signs of the large enemy ship, behind them if the Player Characters have The Eye,
or in front of them if they lost it. When the Player Characters exit from hyperspace, read the
following description.

With a sudden bump, the now-familiar flashing red patterns outside the
shuttle give way to a swirling blue. You are now exiting hyper space. With
anticipation, you look forward into the cockpit, and over the pilot’s chair.
Distant, a large moon hangs silent and lifeless, and in front of that, sitsatiny
object — Babylon 5.

When it is time to dock with the station, read the following description.

Now sitting directly in front of Babylon 5, you hear the command to
proceed into the station.

“Thisis Babylon control —you are clear to proceed to Docking Bay 7.”

With those wor ds of clearance, the shuttle thrustsforward into thered,
open maw of the gtation.

Docking will be incident free, as will passing through customs (weapons permitting, of
course). Once on board, the Player Characters will be able to proceed with the duties, either
finding Reno or finding Six and his gang, both of which are detailed in scene 2 below.

Scene 2: Skulduggery

For the Player Characters, this sceneisit —do or die. This scene represents afinal chance for
them to gain back or lose The Eye. It isaso achance for the GM to be creative and throw
some crazy curveballs at the Player Characters to see how they handleit. Remember, although
we are back on Babylon 5 now (with Security and laws), the television series has taught us
that anything can (and does) happen on Babylon 5.

Which ever group contacts Mr Reno, the Player Characters or Six’s group, they will be told by
Reno heisin the middle of ‘an emergency’ and that he will meet with them in the Casino in
precisaly two standard hours. This gives the Player Characters either two hoursto find The
Eye, or two hoursto loseit. Reno speaks the truth about the emergency — an old, dissatisfied
client has him bailed up in his hired suite. He will not come to see The Eye, and will not alow
The Eye to come to see him either. Remember that Reno is not interested in which team
delivers The Eye, so he will not careif Six is about to take it from them!
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Unless the players have been grossly incompetent, it is suggested that if they do not have The
Eye at this stage, the GM should allow them a ‘stroke of luck’ in the form of an appropriate
opportunity to regain it. Optionsfor either side to regain The Eye can range from social
engineering (midleading or deceiving people into doing something they believe is alowable or
appropriate), to coordinated attacks, to using Babylon 5-based contacts to assist somehow.

It will be solely up to the ingenuity of the players themselves as to what they will want to do
during these two hours. Asthe GM, it isyour job to tie what they want to do, into Babylon 5
knowledge and what Six’s team would be trying to do. As such, thereis no hard and fast
information presented here. Y ou will haveto ad lib this entire scene. Makeit fast, frantic,
dangerous and memorable!

Further Perhaps a group outside of Sx's team —a group previously unseen — will take The
Eye off the Player Characters as a simple (or not so simple) theft? Thiswould
allow for a complete adventure to be inserted at this point, putting the resolution
of this adventure on hold until The Eye is gained back once again!

Adventures

Once two hours have passed, Reno will expect to meet with the successful team in the casino.
He will care not for reports of foul play, he only wants The Eye.

Scene 3: Meeting with Mr Reno

If the Player Characters have The Eye when it istime to meet Mr Reno, this scene will involve
them and should be read to the Player Characters as written below.

If Six’steam delivers The Eye, the Player Characters will at best be spectators. If this should
come to pass, skip the descriptionsin the rest of this scene, and inform the Player Characters
that Six and his team were seen talking to Mr Reno and handed over The Eye to him. Reno
appeared pleased with Six, shaking his hand firmly.

However, if the Player Characters arrive at the Casino with The Eye, Reno will enter shortly
after, as described below.

From acrossthe Casino, you spy Travis Reno. Still dressed in dark
clothes, with hishair brushed to one side, he strides purposefully toward
you flanked by two minders, a vague smile creasing his hardened facial
features. Ashe approaches, his eyes are obvioudy drawn to the small, black
casket you hold.

“Good day to you all. | assumethisisthe merchandise?”
Mr Reno will want to inspect the item briefly and discretely at the table before continuing on.

On sighting The Eye, Travis Reno drawsin a breath of air, before letting
out along, low whistle. His minders do nothing more than raise eyebrows.

“Wow, that’'s some piece of jewellery, isn't it,” he asks, “no wonder they
wanted it back so bad. Thepicturesdidn’t doit justice.”

Reno carefully closes the casket again, then looks at each of you car efully
before speaking.
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“You'vedonevery well. My client will be quite pleased. You'll find the
balance of your paymentstransferred into your accounts before then end of
the day - you have my word as a well-known detective. | must go now and
organise the safe storage of the ... item, until the client picksit up later
tonight. | am quite impressed with your work. We will work again, | am
sure.”

And so saying, Travis Reno picks up the black casket, turnson his heal,
and leaves the Casino with his entourage.

Thereis no reason to dishelieve Reno’'s promise to transfer the funds, as he would have more
to lose than just money if he didn’'t. If the Player Characters make afuss, he will transfer it
immediately. Otherwise, he will keep his promise and will transfer the funds after he has
received the Centauri’ s payment later tonight.

For conventional gaming purposes, this adventure has now concluded. Turn to the epilogue on
the following page, which describes the scene where Reno hands The Eye over to the Centauri
Ambassador on Babylon 5, Londo Moallari. The Player Characters have no input in this scene,
asitistold in the third person. The epilogue is presented solely to tie the adventure back into
the Babylon 5 television series for a satisfying conclusion.
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Epilogue: Londo Mollari and The Eye

This epilogue, whilst an important part of the adventure for the players, does not feature the
Player Characters. This scene may be run one of two ways. Thefirst way is simply to read
the dialogue below to the players. The second way isto play the actua scene from whichitis
adapted on a VCR. GMs opting for the second option will heed to have access to the Season 1
episode “Signs and Portents’. The scene, where Londo meets Mr Reno in the closed Casino,
can be found afew minutes after the opening sequence.

It islate on Babylon 5. The Casinoisclosing for the evening, only a few
straggler s and cleaning staff can be seen. Sitting at a table, nursing hislast
drink for the night, sits Ambassador Londo Moallari of the Centauri
Republic, worry evident in hiswrinkles. He staresinto the crystal ball that
is his half-empty glass, seeking answersfor questionsthe dispersing public
could only dream about. Finding no answersthere, he moveson to a blue
serviettefor itscouncil. At this moment, a middle-aged man, sharply
dressed in dark clotheswith hisdark hair swept to one side, joins Londo
Mollari. TravisReno. Renoisin turn joined by two minderswho take up
defensive positions behind their charge.

“Mr Reno,” venturesLondo, “1 was beginning to wonder if you would
come’!

“1 always keep my end of the bargain,” repliesReno ashestsat Londo’'s
table, “1 had to be sure payment in full had been deposited into my account
back on Earth. Here' sthe merchandise’.

So saying, Reno pushes a black casket over to Londo. With careful
reverence, Londo dowly opensthe box.

“Great Maker,” he breathes.
“Nice piece of jewellery, isn't it”?

Londo looks sharply at Reno, “ Thisisnot a ‘piece of jewdllery’, nor isit
‘themerchandise’. Thisis The Eye, the oldest symbol of Centauri nobility”.

Reno’'s eyes glaze over as he hearsthe Centauri version of The Eye's
purpose and how it waslost for what must be the hundredth time.

“I know the story Ambassador, but to meit isjust another commission. |
must be leaving now. Good day to you”.

“Just onething, Mr Reno,” callsLondo, “I would very much like to know
how you got your hands on this...”

“No you wouldn’t Ambassador, no you wouldn’t”.

Mr Reno and his minder s casually walk away from Londo, leaving him to
ponder the mysteries behind hisrepublic’ slong-lost icon.
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Appendix A: Non-Player Characters

This appendix gives statistics for Non Player Characters encountered during the adventure.
Some of these are generic archetypes, such as ‘ Earth Force Security Officers and ‘ Thugs'.
Accordingly, they should be dtered if the GM deems it necessary. Be warned, the ‘ Thug’
listed here is quite skilled in what he/she does and afew of them may be more than a match for
an average party. Asaways, keep thisin mind when selecting numbers for groups to rough
up your Player Characters.

Travis Reno

Charm: 4 Intelligence: 5 Strength: 4

Finesse: 6 Insight: 6 Agility: 4

Presence: 5 Wits: 6 Endurance: 3
Xenordation: 5 Per ception: 6 Coordination: 4
Toughness. -1 | Initiative: 5 | Resolve: 5

I nvestigation 5 | Research Forensics Case Management
Acumen 4 | Veracity Attitude

Savvy 3 | Underworld Earth Society

Diplomacy 3 | Obfuscation Inquiry

Law 2 | Earth

Medical, EMT 1 | Human

Six (Raider)

Charm: 4 Intelligence: 5 Strength: 5

Finesse: 4 Insight: 5 Agility: 5

Presence: 4 Wits: 5 Endurance: 5
Xenordation: 4 Per ception: 5 Coordination: 6
Toughness. 0 | Initiative: 5 | Resolve: 5

Savvy 5 | Underworld Raider Politics

Hiding 4 | Conced ment Shadowing Sneaking
Piloting 3 | Atmos Shuttle | Shuttle Fighter
Ship Handling 3 | Freighter/Liner

Combat, Ranged 2 | Handgun

Medical, EMT 2 | Human

Combat, Unar med 1 | Block Grapple Strike
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Generic Raider (not Six)

Charm: 4 Intelligence: 4 Strength: 6

Finesse: 3 Insight: 5 Agility: 6

Presence: 4 Wits. 6 Endurance: 5
Xenordation: 3 Per ception: 5 Coordination: 6
Toughness: 1 | Initiative: 6 | Resolve: 4

Savvy 4 | Underworld

Hiding 3 | Concealment Shadowing Sneaking
Piloting 3 | Atmos Fighter | Fighter

Combat, Ranged 3 | Handgun

Medical, EMT 2 | Human

Combat, Unar med 2 | Block Grapple Strike
Gavin Marette (or generic small-ship Pilot)

Charm: 5 Intelligence: 5 Strength: 4

Finesse: 4 Insight: 5 Agility: 6

Presence: 4 Wits. 6 Endurance: 4
Xenordation: 3 Per ception: 5 Coordination: 6
Toughness. -1 | Initiative: 6 | Resolve: 5

Piloting 5 | Atmos Shuttle Shuttle Fighter
Navigation, Aer ospatial 4 | Atmos Insystem Hyperspace
Tatics, Space Combat 3 | Space Combat, EA (or whatever is appropriate)
Engineering, Aerospatial 2 | Structura Plasma Engine

L anguage, Centauri 1 | Comprehension | Speech

L anguage, Centauri 1 | Comprehension | Speech

Business 1 | Economics Operations
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Generic EA Security Officer

Charm: 4 Intelligence: 4 Strength: 5
Finesse: 4 Insight: 6 Agility: 5
Presence: 6 Wits. 5 Endurance: 5
Xenordation: 3 Per ception: 5 Coordination: 5
Toughness. 0 | Initiative: 5 | Resolve: 5

I nvestigation 4 | Forensic Case Management
Law 3 | EA Civil EA Crimina
Combat, Armed 3 | Strike Parry

Combat, Ranged 3 | Handgun Longarm
Combat, Unarmed 2 | Strike

Acumen 2 | Veracity

Athletics 2 | Running

Savvy 2 | Babylon 5 Generd Babylon 5 Underworld
Medical, EMT 1 | Human

Generic Bodyguard or Thug

Charm: 4 Intelligence: 3 Strength: 7
Finesse: 4 Insight: 4 Agility: 8
Presence: 4 Wits. 4 Endurance: 6
Xenordation: 4 Per ception: 3 Coordination: 6
Toughness: 2 | Initiative: 6 | Resolve: 3
Combat, Unarmed 5 | Strike Dodge Parry
Combat, Armed 3 | Swing Parry

Combat, Ranged 2 | Handgun

Savvy 2 | Bab 5 Generd Bab 5 Undrwrld

Hiding 1 | Shadowing
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Generic Human

Charm: 6 Intelligence: 5 Strength: 4
Finesse: 6 Insight: 5 Agility: 5
Presence: 4 Wits. 4 Endurance: 4
Xenordation: 5 Per ception: 4 Coordination: 5
Toughness: 0 | Initiative: 4 | Resolve: 5

As appropriate

Generic Human Lurker

Charm: 4 Intelligence: 4 Strength: 4
Finesse: 4 Insight: 5 Agility: 6
Presence: 4 Wits: 5 Endurance: 5
Xenordation: 5 Per ception: 6 Coordination: 5
Toughness. 0 | Initiative: 5 | Resolve: 4
Savvy 3 | Babylon 5 Down-below | Babylon 5 Underworld
Survival 3 | Foraging, Down-below

Hiding 1

As appropriate
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Grylor

Charm: 1 Intelligence: 2 Strength: 6
Finesse: 1 Insight: 4 Agility: 7
Presence: 5 Wits: 5 Endurance: 6
Xenordation: 1 Per ception: 4 Coordination: 2
Toughness: 1 | Initiative: 6 | Resolve: 3

Not Applicable | | | |

Natural Grylor attack information:

Bite attack 0 +4 Cut
Clawed wing attack (dlash) +2 +2 Cut
Clawed wing attack (stab) +1 +3 Cut

Noteson Grylor attacks:
1. All Grylor attacks are based on ‘ Close Combat’ rules and are identical to a‘Human’'s
knife' style of attack in the way it should be calculated.

2. Only onekind of Grylor attack can be executed at any onetime (ie: Grylors can't stab and

bite their victims in the same turn).

3. Either kind of clawed attack can be executed whilst flying, but they require the Grylor to
make physical contact with itstarget as it passes.

4. A hite attack requires the Grylor to wrap itself around its target, thus making itself
vulnerable. However, the damage it inflicts is much greater.

5. Grylorsfavour adashing claw attack due to the way their wing operates, occasionally
using a stabbing motion instead (more difficult). Only if they are confident or desperate
will they use a bite attack.

6. The Grylor body map is reasonably similar to the human one: Head (1); Torso, Legs, Fest,

Tail (2, 3, 8, or 9 — as appropriate); Vitas or Groin (4 or 5); Wings (6, 7, 12, or 13).
Note that areas 10, 12, 14, and 15 are not included in the Grylor version.
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