ARAM’S SECRET

INTRODUCTION

Orbiting between the green sphere of Kua and the ember
body of Lubau lies the acidified Jina — a yellow-green hell=
hole. There is only a single colony: Aram’s Ravine, where
they mine salt and bauxite. Orbiting the planelgs its jewel
— the luxury moon Cala Duriha, which is frequented muech

more often than Aram’s Ravine.

EVEN THOUGH IT is formally independent of
the factions in the Kua-system, Aram’s Ravine
is replete with intrigue. Self-appointed lesser
dukes vie for power through devious machi-
nations, subterfuge, and of the employment
of useful idiots — like visiting adventurers! At
the same time, a dark power lies hidden in the
ravine. A power originating from the Portal
Wars, that in time may come to endanger thé
future of the ravine...

Aram’s Secret introduces the acidified planet
Jina and its single larger settlement, Aram’s
Ravine. Here you will find everything you need
to create exciting scenarios omithéacidic surface
of Jina, but also details on‘the luxury moeon Cala
Duriha. The booklet isseparated into theee parts,
where the first part provides possible reasons
for the player characters to visit Jina as well as

describingthe'salt and bauxite colony of Aram’s
Ravine. After thatywe get aequaintedwithythe
schemers on the moon Cala Duriha. The booklet
concludesgwith the adventure'Aram’s Secret.

INTRODUCTION
Aram’s Ravine is by its nature a scenario location
(seespage 342 in the Coriolis core rulebook). A
scenario location is not constructed of scenes
but by places, and the motives of different indi-
viduals. The scenes will occur when and where
they fitf there are no acts, and the dramaturgy
is‘more unpredictable.

The GM has to be well prepared with this
kind of setup, it’s important to a have a clear-cut

understanding of the motives and capacities of
the different parties. The three-act-model gives
the PCs a limited number of options and urges




J e them more firmly in a certain direction. In the scenario loca-
tion model, the PCs are instead allowed to roam freely, and
-t + the need for improvisation from the GM is obviously greater.
Sl || e i Aram’s Ravine offers an exciting environment for the PCs
. 1 to explore and experience. Going by its area it is not a large

; |ocation but the GM will discover that théfe is no need for
| huge amounts of space. The 4ctions of the PCs soon lead
toa convoluted web of relatlonshlps and events Some fmal
Y advice for the" GM: Read through the location carefully, declde
1 what yau want the different actors to strive for, and what they
i are prepared todo to achléve it. Consider posmble chains of
events anmd cool scepes that may occur. o

And don’t forget to enJoy the unpredictability!

i T WHY TRAVEL 10 ARAM'S RAVINE?

Corlohs as well as this adventure, assumes that the PCs
,.:pwutually share a ship. Maybe they have experienced ad

" tures.together before, or maybe this is their first-jou
; on tfye ship. Aram’s,Ravine is not a place where ;:Tl'iiééfj-_go,
L ','-.‘*.-,-‘!'"\ not even free tralfers frequent the colony withzany sense of
) ! g regularlty The colony is at the mercy of the'random i

.goods and rdail a srhal'lér shlps pass the planet o

draws them in. After having, dehvered luxury’gsods there g
some frelghter pilots realize that it m|ght be worth'a,d -

Ravine receives much needed co

The PCs could have a ran
Ravine, but they must hav§
grew up the[‘.e, ot ha

ous panoramic windows of the lixury.”
thé reasons to dock at Aram’s Ravine
an serve as covers for other, secret,

anding) while actually working towards o

goals (R.esearch Support, Mercenaries, Prospecting, e

pe the Colonial Agent).
Below is a rtindown of plausible reasons for the PCs to

me_to Aram’s Ravine and why they may have to stay a while,
ore or less voluntarily.
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# EMERGENCY LANDING

emergency 'la'nding on Jina. Aram’s Ravinedigs in direct

: .,c'pr-wh'éctioﬁ to the only space port'c')n-.t.he pianet. The
. ship’s problem can be benign (furiously-blinking warning
lights, unclear what is really the matter), or more dramatic
= x | (unstable gravitation generator). Maybe théir.ship collides
with scrap orbiting above Jina when they are about to
land or depart from e luxury moon Cala Duriha, and
they are forced to interrupt their journey with a pitstop
on the planet. Regardless, the ship touches down under
relatively controlled conditiong in the once impressive,
but now worn down, space port of Aram’s Ravine. While
repairs are underway, the PCs are drawrnto the intrigues
of the ravine. This is also the prelude to the scenario Aram’s
Secret on page 21.

% SABOTAGE': , ™, ..
' . Qne exci'ting'_ppssibility is that b-ira.tée.jrlthe ravine conspire
with an agént,on the luxury moon, who ﬁ:scre'etly disables
parts of the PCs’ ship so that they are fo"c‘t';ed to I3
Aram’s Ravine. The repairs might become extensi
course they ficed a specificispareipat that a &
one in theravine is in posse'__s_‘sEp__n of. Maybe
isan acto"qifpur‘c despenation. The situatiprf in the
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* The PCs’ shipl conks out and they are forced to make.ar,]“

in return for «*

. =mployers, and choose to switch sides. Maybe the PCs quickly

gf.counse’ E

.‘é‘é mate when, his researeh has been published, and
.""- “himse| il shofwg'red with birr. ;

s "ﬂ' what Larm‘éih' aci_ually meant was that the payment will

& LAY LOW . i L e
.
Aram’s Ravine is well-suited for PCs who have earng

ire of the Coriolis Guard or who have goéd reasoyg
away from the bigger thb;oughfares'f'
of.the luxury moon may seem like

opportunity to intercept the‘o trafi

keep up to date with currentWairs in the

3+ INVESTIGATE TH
The Colonial Agency ha
of the actions of the loc

Bke greater risks in their investigations and
et hot. It is possible that the PCs are

MER NARIES

bnflict ié':‘..'growing between the parties of the ravine, and
e of them en!fsté mercenaries, namely the PCs. The contract
can be sigb’q’_d.én'f(_‘oriolis, the luxury moon Cala"Duriha, or
whihthe PCs have lafided in the ravine for other purposes.
The Mine Lord,ithe Salt Widow, and the colonial agent possess
the méeans to er_npklkoy mercenaries. The popular militia can also
mobilize the furtds for reinforcements. Regardless of which
faction they thtrow in with, the PCs are soon embroiled in the
ravine’s coriflicts. They may'j.flealize that they fight for dubious

sge that there are great opportunities to let themselves be coh-
Ytacted.by Several locaflords, and then try to pit them against

‘one;énother for a chan&e'to earn even more birr.
ol - LI )
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# RESEARCH SUPPORT""™ £
: Th'rough,'tfi_ei'r cd'_hf‘acts the'PCs learn thatrthescientist
5aldo the pos- + % Hommar LiaMnah offers birr to'those willing to help him

wikh hié latest '}lfrr(.)j.ect. It is po3sible that it later turns out
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ACID STORMS

The acid storms use the fire rules (Coriolis core rule-
book, p 97). The storms have an attack value of 3 aga-
inst people with masks and armor, and an attack value
of 6 against those without. Thick clothing will protect
the skin during the storms but are destroyed in the
process. Someone with the Resistant Talent will be less
affected by the storms - attack value 3 if unprotected,
and 1 with a mask on.

ARAM'S RAVINE

ARAM'S RAVINE :

¢ AVERAGE TEMPERATURE: 25-40 degree; centigrade dur_in'g the.-
day and around 10 degrees at night. ‘

¢ POPULATION: Roughly 3,000, 900 of whom live in Ar_am's.Raviné-.
The rest live on small claims along the fault line or on salt * .-
trawlers in the Desera delta. E :

¢ GOVERNANCE: Formally an independent colony under the pro-
tection of the Colonial Agency. In reality, tensiqns are highas
local oligarchs compete for power (the Colonial Agency, the
Mine Lord, the Salt Widow).

¢ LAW AND ORDER: A popular militia with a hundred members
keeps the peace. The militia is formally under the control of the
Colonial Agency, but is de facto a lot closer to the Salt Widow.
The militia is being challenged by the Red Hand Crew, which is
allied with the Mine Lord and has some fifty members, as well
as by unruly miners on leave. The Agency tries to play these
different groups against one another.

¢ IMPORTS: Livestock, spices, foodstuffs, medicine, metals, spare
parts, survival gear.

¢ EXPORTS: Bauxite ore, salts.



SCENARIO LOCATION

ARAM'S RAVINE

NOHAK'S CANTINA

A simple but pleasant atmosphere greets visitors
to Nohak's. The clientele usually consists of hands
on leave from mines and salt trawlers mixed with
members of the Red Hand Crew.

*
\
‘ THE BATH HOUSE
¥
ARAM'S RAVINE
1. The Offices of the Colonial Agency
2. The Bath House
3. Nohak's Cantina
4. The Chapel of the Icons
5. The Doctor's Office
6. The Lair of the Witch Doctor
7. The Palace of the Mine Lord
8. LarvalSilk Farms -
9. The Oasis Cantina The colony's bathhouse, or hammam,
10. The Salt Widow's House is the jewel of the Ravine. It was built
for an elite that never came, and
today it serves the common folk of the
colony and functions as the de facto
offices of colonial agent Boro.




ARAM'S RAVINE

THE PALACE OF THE MINE LORD

Alarge main house sits in a walled-in yard with foun-
tains and what would have been a beautiful garden - if
this hadn't been Jina.

THE AREA AROUND ARAM'S RAVINE

THE JAMSA
DROP

VEHIO0W 3NV 11VS

THE AREA AROUND ARAM'S RAVINE
A.Aram'’s Ravine

B. Lomar's Workshop

C. The Spaceport

D. Bauxite Mines




SCENARIO LOCATION
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ARAM'S CUISINE

Indigenous butterfly larvae are the cornerstones
of the local cuisine. The larvais edible, but not the
evolved butterfly. The larvae are mashed into a

2 high-protein paste and then marinated, grilled,
cutinto thin slices and eaten. Couscous, beans and

., . chickpeas all have to be imported and are therefore

quite expensive. Some forms of algae from the river
delta are also part of the local cuisine.

10
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ARAM'S RAVINE

#+ LARVAL SILK FARMS
A failed attempt at silk farming. The larvae spin their silk

about as quickly as the acidic mist déstroys it, and the results
are lumpy clusters of black, stringy goo. The larvae feed off
the lichen that thrives on theffloars, walls and ceilings. They
evolve and live a short time as butterflies before the corrosive
atmosphere destroysdtheir wings. JINA'S BLACK LUNG
¢ THE OASIS.CANTINA PCs who spend a longer period of time on Jina

The unoffi€ial headquarters ofithe,popular militia. A simple risk coming down with Jina's Black Lung disease.
building Wwith thin eolumns supporting a domed ceiling. Spirits Creatures with the Resistant Talent (such as Kalites
are often high Here — hookalis purr and soldiers slurp loudly and lamkas) are immune to the affliction. PCs who
on spicy tea, betting their meager earnings on high-prestige use protective masks are also unaffected. Those
games of shah. affected develop a painful cough, and suffera-1to
Strength until someone treats them by passing a

% LOMAR'S WORKSHOP : hard (-2) MEDICURGY test.

A fenced-offfield filled with all sorts of technological gadgets, :

slowly.€roding in the acidified mist. The chaos continues
inside the machine hall, but things in here are generally in
better condition. Long rows of unfinished projects share
the space with engineer Niniack's current work. The aged

11



SCENARIO LOCATION
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“tech makes the more knowledgeable re5|dents doubt

THE KALITES

Deep in the ravine below the coleny, and on the far edges
of the Lamka plateau, there is a con5|derable humanite

population known as Kalites, charactenzed by theiracid - °

resistance and harsh xenopholua “The Kalites live in tribal
commun|t|es on mesas andin ravines on the Lamka and ,
only leave their villages to search for llchen and tarvae
Technologically, the Kalites are pr|m|t|Ve, but ownh. some y
ordinary technology as well, generally thought to be
plunder from reckless prospectors but the amount of :

this. Rumors Have it that the Kalites have domestlcated

the lamka lizards and use them as sentriés, and thata few . -
lizards have escaped and sought refuge in Aram's Ravine. .

The origin of the lamka lizard is unknown, as Jina has no:
R » 1,
native animals for them to prey on, apart from humans. .

Lomar has a hard time maintaining focus long enough to
finish something, and moves around in a jungle of promising
dreams and lost hopes. When Niniack really needs a hand
on something, Lomar obliges, but only for a short while.

#+ THE SALT WIDOW'S HOUSE

A simple house, empty except for the Salt Widow herself and
her right hand man and bodyguard, Bhofass. The occasional
hand from one of the Widow's many salt trawlers down in
the delta comes through every now and then, but they never
stay long. Not even fine wines and luxurious food can make
up for the thick, uneasy atmosphere of the house.

# BAUXITE MINES

Claims in many sizes and forms are scattered along the fault

line. The Mine Lord’s people run most of them, as the majority
of the so-called independent miners are indebted to him.
Hands in masks and worn exos mine, purify and transport the
bauxite ore to the Ravine from where it is hauled offworld.




