Part I:  Dark Designs (late 2498)





Setting and Background:  See the Corrivale chapter (page 110) in the Star*Drive book for background information.  The Corrivale system is located at coordinates (30, 11, 34).





Trigger:  The Gathering





Over the past few weeks, all of you have been assigned to duty aboard the fortress ship Monitor, stationed near the Aegis system.  Your assignments all have one thing in common:  District Administrator Kholas Ahn Ji, the highest-ranking Administrator in the Verge.  A small, slender fraal, he is apparently hundreds of years old.  He was an active proponent for intergalactic peace even before the creation of the Concord after 2472, and his appointment as one of the highest Administrators was no surprise.  Suddenly you have found yourself assigned to special duty under his direct command, ordered to report to his private conference room aboard the Monitor.�
�



Give the heroes a chance to interact, introduce themselves, and meet Kholas.  Rear Admiral Jarvis may also be present at the beginning to facilitate introductions, but Kholas will not begin the briefing until after the admiral has left.





After you have met your fellow team members, Kholas gestures to a view screen and begins to speak.  “The world you see on the view screen is named Grith, in the Corrivale system.  The Corrivale system was originally settled by the Hatire before the war.  The only habitable world is Grith, around the planet Hydrocus.  Grith was bombarded by a VoidCorp cruiser in 2350, and raids by unidentified corsairs in 2353, 2359, and 2360 destroyed Diamond Point, Grith’s only major settlement, and forced the Hatire colonists to flee.  After the first arrival of the Monitor in 2497, the Hatire slowly began resettling Diamond Point.  However, a colony of 100,000 seshayans has already settled around Diamond Point.  Needless to say, VoidCorp representatives on the Monitor wasted no time in petitioning the Concord to incorporate these seshayans.  However, the local seshayans claim to be indigenous, and thus not under VoidCorp rule.  They claim that they are the original seshayan race from which all others have sprung and that Grith is their homeworld.  It is the unfortunate duty of the system’s local Administrator, Ari Mahdra, to issue a ruling between VoidCorp, the seshayans who demand independence, and the Hatire who want to regain complete control over their colony.  What we need now more than anything is information.  It would be disastrous if VoidCorp were to gain control over Grith and its seshayans.  I am sending you there on an unofficial fact-finding mission, answerable only to me.  Find out all the information you can about the situation, and then report to Administrator Mahdra in Diamond Point so she can hopefully make the correct ruling.  I will prepare her to receive your report in 6 weeks.”�
�



The heroes will ask more questions of Kholas, but he will try to avoid being pinned down as to exactly what he wants.  He implies that he wants a ruling against VoidCorp, but he will not directly order it.  He tells them that they should report to Mahdra’s office in Diamond Point upon landing, where he will make sure that vehicles are made available to them.  He otherwise stresses they will be on their own and that they are to return to the Monitor immediately after giving their report to Mahdra.





Scene I:  The Arrival





Within 12 hours after the briefing, you are all aboard the Shrike.  Captain Elena Mir gives you clearance from the bridge to launch.  “Good luck, Shrike,” she transmits from the Monitor’s command station.  “Your flight plan has been marked classified by order of Administrator Kholas, so I have no idea what mission you’re going on or what kind of trouble you’ll be facing.  Just try to bring my ship back to dock in one piece.”  





It is nearly 40 light years from the Monitor’s position outside the Aegis system to the Corrivale system, requiring four starfalls by the Shrike.  After a voyage of 20 days, you arrive in the system, passing the various gas giants and toxic planets en route to the moon Grith.  There are eight planets in the system, none of them permanently inhabited.  There are also two asteroid belts, and your sensors detect a large number of mining craft moving about them.  Sensor data collected as you pass Hydrocus indicates that it is not a place you would care to spend any time on—it is acidic and hot, only 2.05 AU from its yellow-white star about twice as bright as the earth’s sun.  Grith scans as a much more tolerable environment:  nitrogen-oxygen atmosphere, 0.62 g, 37-hour days, orbiting Hydrocus every 14 days, 15 rems per year, average temperature of 40 degrees celsius.





Your scanners build a picture of Grith in a single pass.  The surface is about half water, with one twisting, winding super continent.  The land is heavily forested, with only a handful of detectable settlements.  Diamond Point is located in the northern latitudes, just above the jungle regions.  About 2,000 km to the south-east is a small, primitive settlement barely broadcasting any electronic signals whatsoever.  About 3,000 km due south from Diamond Point is a series of detectable surface structures, but no signals at all.  In the jungles of the southern latitudes there is a small but signal-heavy settlement, and about 2,500 km south-east, below the jungle region, is another sizable settlement with a lot of signal activity and even some air and space traffic.  In the jungle region on the opposite side of the small moon your sensors make a ghost contact with some signal, but there only seems to be a ruined city in that location upon rechecking.





You have been provided with the comm channel frequency of Administrator Mahdra’s office in Diamond Point.  What do you do?�
�



The players could check if Grith has a planetary computer grid.  It is very primitive compared to the Grid in Old Space and it is run by the Hatire colonists, but the heroes could jack in and get map information to go along with the sensor reading—Diamond Point in the north, the seshayan reserve of Redknife to the south-east, the more-modernized seshayan settlement of Uyellin in the southern jungles, and the trading post of Downunder in the far south.  On Good or better Grid checks, information on the equatorial ruins of Quenaalt and the ruined settlement of Angoweru can be found.


Diamond Point and Downunder have actual spaceports, and Uyellin has a small spaceship landing pad.


The aerial traffic around Downunder can be monitored in more detail.  Most are small mining shuttles, very much like the ones in the asteroid belts.  Some, however, appear to be shuttles modified as space fighters or even small cutters.  Most ships will refuse to return any attempts at communication, and those that do respond will be grizzled space miners who will accuse the Shrike of being a corsair but will not reveal any useful information.








If the Administrator’s office in Diamond Point is contacted, they will recognize the signal and immediately respond (they were given the Shrike’s transponder code by Kholas).





After broadcasting on the comm frequency given to you, a visual signal is received in response.  The face of a dark-haired young man appears on your view screen.  “Weclome to Grith, C.S.S. Shrike.  I’m Cole Andras, personal assistant to Administrator Mahdra.  We received a drivesat message about you from Administrator Kholas yesterday.  Please proceed to the Diamond Point spaceport.  I’m transmitting landing coordinates to your nav computer now.”  His face then blinks out of your screen.





You descend through the atmosphere in only a few minutes, quickly reaching the small inhabited part of Diamond Point.  The single control tower clears you to land without any trouble—Andras must have arranged landing for you.  Indeed, he is waiting by a skycar outside your landing platform.  When those of you who are going to meet with Mahdra emerge from the Shrike, he greets you and leads you to the vehicle.  Mahdra’s office is only a short distance from the spaceport.  The restored area of Diamond Point is fairly small.  As Andras explains, most of the restored area is controlled by a few thousand returning Hatire colonists, administered by the Colonial Diocese of Grith.  The outskirts of the settlement are inhabited by a much larger number of seshayans.  When you start to ask further questions, he simply smiles and suggests you save them for Mahdra.





Within a few moments you arrive at a small but fortified building in the heart of the Hatire section of Diamond Point.  Andras leads you through the security checkpoint (manned by Concord Marines), inside the tiny network of offices, and to Mahdra’s conference room before departing.  A tall, imposing middle-aged woman in her 60s or 70s, Mahdra studies you with dark brown eyes.  “A message arrived off the drivesat yesterday from Administrator Kholas, informing me that he was sending you here on a research mission,” she states plainly.  “I’ve had my assistant requisition a skycar for your use.  If you can find out anything about the seshayans on this planet, more power to you.  They have not cooperated with me, and I am the one who holds their fate in my hands.  I need to issue a fair decision that pleases all sides, but somehow I doubt that Kholas sent you here to make my task easier.  So tell me—what do you hope to accomplish?  What information do you need from me?”�
�






Mahdra is wary of the heroes and any interference they could have with her decision (success on Empathy or Awareness-intuition checks could reveal this much).  However, she honestly could use more information about the seshayans and will try to get the heroes to help her with this.


Mahdra will honestly answer the heroes’ questions to the best of her ability, but she will also stress that she and she only will issue the ruling—not the heroes.


She knows that several thousand Hatire led by Diocesan Kola Entele have already begun resettling Diamond Point (they have helped the Concord restore and operate the spaceport), putting them at odds with the vastly larger seshayan population on the outskirts of the city.  She might also mention the Forest Cathedral being built about 30 km south of the city by a Hatire subgroup of biokinetic healers called the Chorus.


She may also point out that there are tens of thousands of seshayans living in and around Diamond Point, a number that seems to be growing.  Not all seshayans seem opposed to living under Hatire rule and working with them.


When asked about the seshayans outside of Diamond Point, she states that she knows of two factions—Aanghel Enterprises, front company for a crime syndicate currently headed by Aanghel Osui’ike, and pro-independence traditionalists called Devli’yan, led by the old shaman Devlei’ir.  Devli’van activists are gaining popularity among the seshayan laborers in Diamond Point and Uyellin, but their heartland seems to be the vast jungles in and around Redknife.  The Aanghel syndicate has influence among crime bosses and corrupt industrialists in all settlements, but seems to be most active in the southern hemisphere around Downunder (where raiders are most active).


If asked about the ships in the atmosphere or about Downunder, Mahdra will explain that asteroid mining (and the industry spawned by processing the ore) dominates Grith’s economy.  She will warn the heroes about Marcus Pharen, the Verger human who founded Downunder about 40 years ago and built it up to the huge shipyard and black-market trading post that it is today, confiding her suspicions that he is in league with the Aanghel crime lords, or raiders who prey on his miner customers, or both.


Mahdra knows nothing about the ruins at Quenaalt or Angoweru, only that they exist.


Mahdra will warn the heroes to avoid the seas and the coasts—the tides are vicious, and the coasts dominated by a predatory saurian species called the veractor.  She will also caution against venturing into the jungles on foot—they are teeming with dangerous animals and sometimes hostile, dangerous seshayan tribes.





Courses of Action





At this point, the heroes have a number of possible routes of investigation in Diamond Point.  When they finally decide to leave Diamond Point, move on to Scene II.





Tour the town:  Diamond Point is nothing compared to even a small city district in Old Space.  However, it is impressive how much a few thousand Hatire colonists have rebuilt in just two years—the government headquarters, a hospital, several huge domicile towers, and a large number of factories.  The ruins of the old settlements are still quite visible, blown away by space bombardment over a century ago.  Heroes with Tactics or Security will also note several security towers and ground laser guns.





Meet with the Hatire government.  The Colonial Diocese Headquarters is located on the opposite side of the spaceport from Mahdra’s Concord Embassy.  Based on its size and resources spent on its rapid construction, it is obvious that the Hatire plan on staying on Grith.  The Headquarters is busy with scores of Hatire bureaucrats holding quasi-religious titles like “missioners” or “reverents” who can arrange a meeting with their Diocesan.  Kola Entele (Hf/DFA-4), the Diocesan in charge of the colonial government, will happily meet with anyone claiming to be officials from the Concord.  An intense, passionate black woman, she considers it a spiritual mission to rebuild the destroyed Hatire colony.  She openly admits her suspicion of the seshayans’ claim to be indigenous—why didn’t the first Hatire colonists report them?  Could they really hide in the jungles for so long without being discovered?  However, she then adds that if they are indigenous, they probably participated in the destruction of the first Hatire colonies and the total massacre of the Hatire settlers.  She does not have any problem with the seshayans who are flocking to Diamond Point to live and work with the Hatire—so long as they are willing to live under Hatire law.  As for the criminal empire or Downunder, she implies they both will be need to be eliminated in the future.  If asked about the cathedral, she will brag about the psi power of the Chorus and the importance of the cathedral they are building as a symbol.  If asked about the jungle cities or ruins, she will dismiss them all as seshayan corsair bases.





Talk with the Hatire locals:  The Hatire colonists are quite motivated, and by and large they echo the sentiments of Entele.  Most of them benefit directly from the factories and from seshayan labor—they support Hatire expansion on Grith.  They too dismiss the seshayans outside of Diamond Point as all criminals, and fear their expanding influence in Diamond Point (through black market, labor bosses, etc.).





Talk with the Seshayan locals:  The seshayan by and large will avoid any direct communication.  If cornered, calmed, or bribed, however, they will share a bit about their perspective.  They are indigenous to Grith and fear a VoidCorp take-over; the Diamond Point seshayans much prefer to work for the Hatire than to be ruled by the Aanghel empire; about half of them support the Devli’yan (and can tell the heroes where to find Devlei’ir in Redknife) and about half are politically neutral.  Heroes with mind-reading powers will learn the young seshayans truly believe they are native to Grith—only the elder shaman know that is a lie.  Heroes who succeed on an Awareness check may also sense that some local seshayans seem to be tailing them.





Go to the Forest Cathedral:  Located just 30 km south of the restored Diamond Point, it is a very short trip by skycar.  A hundred seshayan workers are constructing the enormous building, under the guidance of a dozen Hatire mindwalkers called the Chorus.  All of them are skilled in biokinetics, and their leader is the “Reverent Brethren” John Chrysum.  They are devoted to healing, although it is clear they also aggressively support Hatire expansion—they will heal the wounded soldiers.  To win points with the Concord, they will also heal the heroes if injured.








Scene II:  Traveling on Grith





VoidCorp agents have been busy on Grith.  They have already strong-armed Marcus Pharen into letting them use Downunder as a base of operation, and they have also cut a deal with the Aanghel empire and their corsairs.  VoidCorp’s main agent on Grith is  Ni’Tul Tur’iko.  He was the one who cut the deal with Aanghel, and he has also recruited agents from among the Diamond Point seshayans.  They spy on the Concord embassy for him, informing him when the Shrike arrives and when the heroes move out.





If the heroes leave Diamond Point (not including the cathedral) aboard the Shrike, after going about 1,000 km they will be attacked by two low-quality fighter-interceptors (heavy Alloy armor and IR laser).  A successful sensors check will discover they were launched from Angoweru on the opposite side of the planet.  Tur’iko, of course, gave the order but did not suspect that the Concord vessel was a modified scout warship.





If the heroes leave Diamond Point by skycar, as soon as they reach the jungle line they will be intercepted by two jet helicopters—each manned by one seshayan pilot and one seshayan gunner with a mounted rail gun.  They will attempt to shoot down the skycar and then strafe the passengers.  They will crash the helicopters to avoid being captured.  Any use of radar will reveal that they appeared from the jungles just flown over.  Tur’iko, of course, ordered the ambush but did not suspect the Concord agents were so skilled.





Seshayan thugs/pilots:  CS, 1st level; S 11 / D 11 / C 9 /  I 8 / W 9 / P 8; Rank 1 in any needed skill; -1 step bonus on gun skill checks; Action Check:  13+/12/6/3 (2 actions)





Courses of Action





Presumably, the heroes were on their way to a specific destination before being ambushed.  There is no way to recover any living survivors of the ambush.  Investigating the wreckage will turn up flight computers revealing flight paths from Angoweru.





Go to Redknife:  This is a sizable primitive encampment.  Trails through the jungle spiral out in every direction.  It is fairly obvious that virtually all jungle seshayan in the northern hemisphere are based out of Redknife.  Ironically, there is a Hatire hotel located in the center of the main village—apparently it is high fashion for the Hatire to vacation in Redknife and observe the primitive seshayans.  With tourism beginning to boom, there are artificial seshayan “shrines” built around the hotel and seshayan markets selling crafts to the tourists.  If the heroes managed to talk to a local seshayan in Diamond Point, they will know to go to the nearest southern village to meet with Devlei’ir.  Otherwise, they will have to bribe/coerce a local villager to show the way.  Devlei’ir (Sm/DTO-10) is a very public figure, so public that not even his enemies would dare assassinate him.  He is always attended by a small crowd of Devli’yan loyalists, but he will be happy to invite any Concord agents to join the circle.





After entering the Devli’yan meeting hall—a large wooden hut made from gigantic jungle trees bent inwards and bound together—you find yourself in a crowd of several dozen seshayans.  They all gather around the figure of Devlei’ir, who is perched upon a tall, thin tree stump polished to smoothness.  After he intones some ritualistic chant, the crowd intones a solemn response and then sits on the ground cross-legged.  Evidently every public meeting for the Devli’yan is part religious ceremony.  As shaman, Devlei’ir is accorded great respect.  When the old, withered shaman begins to speak again in the wispy, moan-like language of the seshayans, his words are translated into Galactic Standard by a younger seshayan dressed in typical modern garments.





The translator has obviously been provided for your benefit.  He was in position by the entrance when you first came in, and without any prompting he moved to stand behind you and murmur the translation in a low voice.  It is clear that Devlei’ir wants you to understand his words today.





“Blessing be upon this gathering, and all who attend.  From across the vast skies of night are we joined this day by distant travelers.  They have come to hear my words, to learn why we feel as we do.  Perhaps we should respond by answering the question that all outsiders ask of us.  ‘Why do you not change your ways?  Why do you not embrace the fruits of machine tools and engines of power?’  To ask the question is to fail to hear the call.  We seshayans hear the call of the spirits, the call of our ancestors.  They call us to honor who we are, what we are.  Our ancestors sacrificed much that we may be who we are, and we dishonor ourselves if we dishonor them and their sacrifices.





“Hark, friends, to the wisdom of our ancestors.  Back when the world was new, a clan elder discovered a beach rich with life.  On its shores crawled every manner of shellfish, and in its water swam every manner of fish.  He was delighted, for he knew that his people could live there in comfort all their lives without fear of hunger.  But then one day another clan arrived on the same beach and laid claim to it, saying:  ‘We are the lords of shellfish.  All shellfish everywhere are ruled by us.  Thus, must this beach be ours.’  The clan elder resisted by showing the huts of his people and saying, ‘We already dwell here.  This place is ours.’  Said the other clan, ‘This beach belongs to the shellfish, and they to us.  As you eat the shellfish and dwell among them, you belong to us too.’  Then the clan elder asked, ‘And if my people were here before the shellfish, would the beach be ours?’  The other clan could not answer, for the truth would turn against their purpose.  ‘Then it is so,’ said the clan elder, ‘for it is better for my people to have lived forever on this beach than ever to live one day under your rule.’  This old story does not tell us what happened to the clan elder or his people.  It is a tale that we must end for ourselves.”





Devlei’ir then returns to a long series of ritualistic chants, echoed by the seshayan worshippers around him.  Your translator bows once and then fades into the background.  Soon the service ends and the crowd disperses, Devlei’ir vanishing with them.�
�



Devlei’ir will avoid other meetings.  If cornered, he speaks only in allegories.  He and his closest followers are the only ones left who know the full story of the seshayan arrival.





Go to Quenaalt:  Buried in the heart of the jungle, these ruins are extremely inaccessible (even a skycar has difficulty getting under the canopy and landing).  On the surface, there are simply a large number of toppled stone pillars and collapsed stone structures filling a valley of nearly 1,500 square km.  A close use of radar will reveal chambers underground some of the more exposed ruins.  A chemical analysis of the ruins will reveal that they are made out of a fairly advanced kind of concrete using uniquely local materials.  Other scientific analysis will reveal an age of 5,000 to 10,000 years (based on bio-matter trapped inside the concrete).  Some of the underground chambers could be explored, but a thorough investigation would take many years.  However, even a short underground excursion will reveal artwork obsessed with the sun—all pictographs features an oversized sun, big quadrupedal creatures, even bigger saurian beasts, and gigantic snakes (no seshayans).  For extra spice, the ruins explored by the heroes could be infested by a local jungle serpent (use the snake, constrictor from page 235 of the Gamemaster Guide, +4 CON/+1 damage).





Go to Angoweru:  From the surface, this place appears to be a smaller version of Quenaalt; the ruined city was built long ago by the same aliens.  However, scans or visual observation will reveal it is home to over a thousand seshayans.  Most of them are harmless villagers, kept there as a ruse to cover up the hidden base.  Camouflaged by the ruins and the jungle canopy are a military base and a series of launch pads.  There are half a dozen helicopters (as above) and a full dozen fighter-interceptors (as above).  The base is maintained by around thirty seshayan thugs (as above) armed with 11mm charged rifles.  If any of the seshayan locals are captured and interrogated, they will reveal they are basically the labor force for the Aanghel corsairs who run the base.  If any of the seshayan thugs can be captured, they can reveal under successful interrogation that they are led by the chief Aanghel lieutenant Pe Terei (who works out of Aanghel Enterprises offices in Downunder).  The function of this base is to shoot down straying miner shuttles for their cargo.





Go to Uyellin:  This small jungle city is home to only a few hundred seshayans.  Although tribal custom and tribal shamans are very prevalent, they are not devli’yan:  the city has a small spaceship landing pad, a small hotel for tourists, and even computer terminals side-by-side with the tribal huts.  The city is a playground for rich people from Downunder, a launching point for hunting trips into the dangerous jungles with local seshayans hired on as guides or trackers.  Half of the hotel’s customers are asteroid miners on a hunting trip, the other half are Aanghel toughs.





Go to Downunder:  In terms of location, it is a mirror image in the south of Diamond Point in the north.  It is very small and crowded, basically a shipyard overgrown into a complex of trading posts, parts dealers, bars, hotels, and even a few ore-processing factories.  One factory is the headquarters of Aanghel Enterprises.  If the heroes try to enter, they will be confronted by Pe Terei (Sm/DFA-9) and three of his seshayan thugs (see above) with 11mm charged rifles.  He would prefer to avoid a fight (so he can inform Aanghel).  If out-negotiated, he is willing to acknowledge that the crime syndicate is behind the corsairs raids (but he will not implicate Aanghel herself) and that he has had dealings with VoidCorp—to get the heroes to leave, he will reveal that VoidCorp is planning on assassinating Mahdra and framing the Devli’yan.  If captured and successfully interrogated, he will admit that he cut a deal with VoidCorp to use the corsairs for their interests (he still will not implicate Aanghel herself) and that his contact in Diamond Point is VoidCorp agent Nu’Tul Tur’iko (revealing his assassination plot).  Marcus Pharen is the only law in Downunder, and he is only concerned with getting rich.  The heroes can arrange to meet him in his office behind the overcrowded shipyard, but he is so heavily guarded by seshayans thugs in his employ that he doesn’t fear any threats (the heroes can’t capture him).  Pharen will joke that he is virtually king and that he would let VoidCorp or anybody else who can meet his price do business in Downunder.  Only if his mind is read or his emotions controlled by psi powers will he reveal that he has been bribed by Nu’Tul to let VoidCorp use Downunder as a base of operations.





Scene III:  Final Report





At this point, the heroes should have pieced together a clear picture—the Aanghel Empire is already in the pocket of VoidCorp.  Except for when putting on a public act, all seshayans know and speak Galactic Standard.  The seshayans may truly believe they are indigenous, but there is no evidence—and the ancient alien ruins show no signs of seshayans present thousands of years ago.  Also, they now know about Nu’Tul Turiko, whose name would be recognized by law-enforcement heroes from the Concord.





Nu’tul Tur’iko:  FA, 9th level; S 9 /D 13 / C 10 /  I 9 / W 11 / P 9; Rank 4 in any needed skill; +1 STR RM; 2 Last Resorts; -1 step on Action Checks ; Action Check:  14+/13/6/3 (3 actions); wears a CF softsuit and carries a laser SMG





Courses of Action:





Send a message:  Logical, but the skycar does not have a comm system, only an emergency beacon.  The Grid could be used to send a message, but the heroes will discover that the Grid link to the Concord embassy system is currently down (on a Good or better success, they will learn the system has been sabotaged and crashed).





Rush back to Diamond Point:  The skycar is pretty fast, but it is still nearly 9,000 km from Downunder to Diamond Point.  The fastest trick is to acquire one of the space shuttles and fly from Downunder to Diamond Point (about ten-times faster).  Of course, either way Pharen will scramble his jetcopters and fighter-interceptors to intercept, but 4 successes (7 in the skycar) on a complex skill check (Vehicle Operations) at +1 step penalty will result in escape.





If the heroes get back to Diamond Point in less than an hour, they can set up an ambush to trap Nu’Tul.  Otherwise, they will get back in time to fall into his ambush.  If the heroes don’t get back at all, the assassination attempt will happen but will fail.





Nu’Tul has had his agents among the Devli’yan organize a protest march against the VoidCorp claim to the seshayans outside the Concord embassy in Diamond Point.  At the same time, he sabotaged the embassy’s computer core and crashed its Grid and comm systems.  The protesters are demanding to speak with Mahdra, and Nu’Tul hopes this will draw her out in public.  If not, his agents will push the crowd to storm the embassy—and he will follow to kill Mahdra.  The protest will go on for some hours before Mahdra finally gives in and goes out to speak to the crowd.  If the heroes learn of the plot early enough, they can warn Mahdra or can use her to set up an ambush of their own.





Nu’Tul has assigned two of his seshayan thugs (see above) armed with 11mm charged pistols to the assassination as back-up.  They are lying in wait under a ruined building a hundred meters from the pathway in front of the embassy.  When Mahdra emerges, they will fly in and shoot her (or will storm in with the crowd).  Nu’Tul plans on dropping a document written in seshayan denouncing Concord interference and claiming responsibility by the Devli’yan.





In the assassination attempt, Mahdra cannot die—at worst she will be wounded before the Marine guards rescue her.  Nu’Tul will not let himself be taken alive.  He has an implant that will detonate a plasma grenade if he loses consciousness or if he triggers it.





Final Report:  The next day, after the embassy is restored to normal, Mahdra will meet with the heroes for their final report.  If they saved her from assassination, she will be very receptive to their ideas.  If not, she will dismiss them as incompetent.  If the heroes urge her to recognize the seshayan claim, she will challenge them on legal grounds—is there any truth behind the claim?  Does the end justify the means?  If the heroes recommend against recognizing the seshayan claim, she will challenge them on moral grounds—are the seshayans slaves to be handed over to VoidCorp?  Is exposing the truth behind the seshayans’ past worth giving VoidCorp more power?  Mahdra will issue a compromise ruling a few months later in early 2499 (page 110).








Achievement Points:





Surviving the mission:  +1


Returning to Administrator Kholas with a favorable report:  +1


Discovering the seshayans are not indigenous:  +1


Discovering the secret of the corsairs:  +1


Stopping the assassination attempt on Mahdra:  +1


Defeating Nu’Tul Tur’iko:  +1


Good Role-playing:  +1/+2





Reward:  The heroes pocket a net paycheck of 2,000 (3,000 for Diplomat characters) for new gear after this part of the story.





