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I can't wait 1o see Daddy again, it’s been so long. And [ bave so many gquestions to ask bim about, .. the other side.”

The tall, tmpeccably dressed woman ran ber slender fingers across the face of the alien symbol, its surface warm to the touch
The evening sunlight, refracted through the shield of force around ber bome, slid across the strange, organic shape of the alien
artefact resting on its sifken cushions. To ber enbanced perceptions, the thing seemed to bum and writhe with potential. The
Beart of an ancient planet, bers (o commaned, How fun.

The wrinkdes in between the woman's knuckles were the only indication that she bad passed ber nineticth year As with so
rrcinry of fife's problems on Equinox, old age was really just a concern for the poor, clawitng out a semblance of life on the rainy
side of the forcewall When the Restoration was complete, old age would cease to be a problem for even them

Life was about to become something Equinox bad more than enough of The woman trilled delicionsly at the thought of ber
it o the world - immartality.
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wWhat is Inquisitor: Conspiracies’™?

eleome Inguisitor. You hold in vour hands the third detailing the politcal structure and history, prominent
W1II a series of enlightened tomes; a guide o one ol geographical arcas, climate and its important continents and
many dark areas of the galaxy thar calls for the atention cities. Imporiant Characters, such as planctary governors

the Inguisition. Each Inguisitor: Conspiracies book will politicians, sect leaders and so on, will also be profiled. Most
wentrate on a certain world, planetary system or hive significantly each Inquisitor: Conspiracies volume  will

contain a number of campaigns ready for Gamesmasiers T
pick up and vuse

The goal of the Inguisitor: Conspiracies sencs is o pr wide

||'|1'|||:|h|'||||' |1I_|.1_.|;'r-a and Gamesmasters with a detailed sCinng
in which to play their games. We also hope o inspin
Coimesmasters [ Crealc their  own  worlds  and
adventurescapes”. As explained later, the campaigns deiled
should not be seen 4% Written in stone but ¢an be used in a
setring already thought out by the Gamesmaster if he prefers.
Pechaps only one of the scenarios would be suitable. If so,
feel free o mke what vou need for vour own use, The
campaigns should be used o0 motivate Gamesmasters to
i write their own, we have simply provided a universal format
that is (hopefully!) easy 1o use and understand. Remember
the most important aim of Inguisitor: Consplracies is o

inspire, not dictate

Fhe Inguisitor: Conspiracies series will not end with
the books, but will continue on the Internet
Exterminaius.com is the official Inguisitor websie
where vou can find more information and campaigns
written by fellow gamers set in the previously published
Cirian and Karis Cephalon advenmrescapes, We could
alwavs do with more, so0 f you've writien a Campaign
hased on the worlds described in any of these three books
jor even a campaign that can be easily converted 1o be
plaved within their settings) then pop over 1o
Extermingtus.com and check out the writer's

guidelines

This is the third Inguisitor: Conspiracies book and deals
with the planetary system of Equinox, particularly the
once-paradise world of the same name. The book is
divided into a few main sections, some of which you
shouldn't read if you plan to play in the campaigns. 1f
yvou are the Gamesmaster and intend o use this game
serting and play the campaigns then you shouled read the
whole book coverdo-cover, Plavers can read the book
once they have plaved the camipaigns and discovered
(some) of the seorets of Equinox. We obviously can’t
physically stop  plavers reading  these  sections
however, suffice o sav it will spodl their enjovment of
thi: game il they intend to play the campaigns

Sa, without further ado, on to the strange world of

Equinox



The Equinox Adventurescape

ny student of astronomy, or for that matter any Imperial

lexmechanic worth his mnemoclusters, can tell that the
Equinox system is highlv unusual. Orbiting the grear, ancient
star Graia, the planets that bask in its now-fading light follow
a strange stellar baller far oo orchestrared 1o be pur down o
Conne Ill:i'r'lk L

I'he furmhest planetr in the svstem, Equinox, spends an
unprecedented amount of its long vear with the light of the
star Grain partially obscured by one of the other planets in
the system, or by one of its three moons. Some months of the
year, the planet basks in a stare of eclipse almost all the tme

Although this is of great interest to certain fictions of the
Inquisition, the Equinox svstem is but one of hundreds of
IF SYSICINS ACross the
galaxy, and this twinned with the location of the system - far
out on the western fringe of the Segmentum Tempestus -
means that its secrets have never been fully unlocked. Why
does this world spend so much of its year in this unusual
state of halflight? Why do all the planets of the system seem
10 describe an orbit specifically designed o provide  this

thousands of remarkable and bizarre s

effect? Why is there no metal in Equinox's crust? All these
guestions will be asked by astuee plaver characters, and by
the end of the adventure, the answers should be theirs. As for
the GM, well, read on

Planer: Equinox

Location: Segmentum  Tempestos

Tithe Grade I'.'tP:fu:u
Motes: rel: Deteriorstion
MNavigation: UH/AVly
Mean Orbital

Dhstance: 212,500,000 km
Massc 32

Orbir: 2333

Rotation- 22

Equatorual Drameter: 8.100,000km
Gravity: 01999 Sarellites: 2

THE MAIDEN WORLDS

Long ago, the Eldar were a race whose empire spanned the
galaxy, whose mere dreams decided the fate of worlds and
quenched the fiercest suns. Now, they are all but extinet — the
last fragments of a shatered civilisation plunged into
constant warfare and doubt.

An incredibly ancient race, the Eldar are stranpge and
enigmatic alicns who never speak openly of their downfall
Ihe potential of the Eldar mind for sensation, achievement
and intensity makes the mind of 4 human seem sluggish and
dull, It was this potential that led w pride and rempration,
then decadence, and finally depravity. Powerful psykers, the
wiking dreams of billions of degenerate Eldar thrill-scekers
began to coalesce and take shape within the Warp. Slowly,
insidiously, an unimaginably sickening and obscene pod was
born,

The Great Enemy, Slaancsh, burst ino consciousness in a
mighty cataclysm thar ripped the Eldar race apart from
within. Its birth-cries blasted apart the minds of every Eldar
within light years, and a psychic implosion tore out the hear
of their empire, leaving a pulsing, bleeding afterbirth of pure

™

chaos in its place. The paradise worlds on the edge of the
Eldar empire, far-flung enough o escape the doom the rest
of the Eldar race brought upon iself. are the only physical
remnant of this once-great empire. These maiden worlds are
often colonised by alien races only oo eager o rape them for
their abundant namural wealth and potential 0 nurture
colony upon colony. Equinox wis once such a world, the
abundance of life upon its surface magnificd by an alien
terraforming device so potent it has power over death. That
has long ceased o be the cse

There is a rumour amongst the longest-serving members ol
the Ordo Xenos that the Eldar race, once more powerful than
Humanity can truly conceive, had the power to shape stars
and creare or destroy planets with a whim = believed o be an
called terraforming that
enables a race 1o shape a world 1o its requirements. The

incredibly advanced  rechnolog

Imperium has s own version of terraforming,  infinitely
cruder and more damaging to the blighred orbs upon which
the decrepit organs of Humanity feed, Long acons ago, the
Eldar had creared a world of such beaury thar the stars
themselves danced above it for the pleasure of its inhabitants
In the 41st millennium, this maiden world has been shackled,
suffocared and enslaved o the will of a race o which beaury
has long since ceased o matoer

However, there are those who would see it restored o its
former glory. And waiting in the shadows, ready o reap the
rewards of corruption and decadence when the planet begins
Lo rod, 18 'IhH.' !.:H.".lll'\l l.'l'it']'l'l-}' [hL‘ |1|H.III.'[ & Crealors II'.H'I.' eVier

known
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Thu planct of Equinox, once a jewel in the Imperium’s
crown, is silently decaying. Deep in the backwaters of
Segmentum Tempestus, the planet was inhabited soon after
its Eldar cremtors fled for the saferty of the craftworlds,
Although Equinox was once a thriving civilised world, almost
all of it has degenerated severely. In a few shorn centuries it
has gone from the closest the Imperium could boast w a
paradise world 1o a sodden nightmare of crumbling plaster
and mildew-stained rubble. All for one very simple reason:
rain.

(-'/:éﬁ/ﬂlﬁ’ ~

THE FOUNDING

Equinox was once an Eldar maiden world, replete with
beautiful gardens and wild untamed forest. This dreamscape
of verdant pastures and serene sunlight was abandoned by its
creators at the time of the Fall of the Eldar. When the slow
arm of the Imperium reached out o touch this empty and
seemingly perfect planet, it made haste to colonise it

Equinox proved to be a planet far, far removed from the
norm. The weather was perfect at all fimes, all the necessary
witer and nutrients for its fora and fauna coursing through
a circulatory system of wraithbone catacombs beneath the
planet’s surface. The seasons had no real meaning other than
1o chart the passing of each bountiful year. Equinox had the
freshiness and grace of a perpetual spring morming even
when frost glistened on the leaves of its mighty trees, their
branches embracing 1o form a canopy hundreds of feer
above, Metal was rare, as there was no ore in the planet's
crust, but the populace learnt to use wood and plaster in ies
stead and import the hard goods” they could not do without.

Equinox's new sons and daughters found that their lifespans
were extended considerably, allowing them o scale the
peaks of artistic and aesthetic achievement unheard of on the
worlds from which they had come. As the generarions
progressed, the planet began o bear Humanity's mark as
arcades of beautiful buildings and statues of the pioneers and
founding fathers who first settled there punctuated the
verdant plains of the planet. The population boomed, and as
the various organs of the Imperium attempted w force
Equinox into the template imposed on all newly colonised
worlds, Humanity began the slow suffocation of the planet’s
ecosystem.

Over the centuries, the populace of the disease-free, peaceful
planet of Equinox had grown o untenable proportions. As
the centuries passed, the principal city of Evergreen grew
from sewlement o capital o metropolis, Unlike most
civilised worlds, the major cities of each state spread outward
rather than upward, and it was not long until the verdant,
rolling hills surrounding each city glintered with hundreds of
thousands of lights, every horizon stippled with spires and
monuments to the glory of the Imperial Creator. Cities began
o blend into one another, major roads joined and connected
until some ran for thousands of miles. That Equinox had no
natural metals running through its crust mattered linle, as
the worst conditions its inhabitanis” dwellings had 10 be
proof against was a light breeze. Almost the entirety of

Evergreen's surface became studded with urban landscapes
to rival even the impeccable city-states of Ultramar,

The wide avenues were covercd in dappled sunlight that
filtered through a canopy of the hydroponically nourished
greatwoods. Every other building was an  architectural
masterpicce, and the gilded sculprures and alabaster walls
characteristic of the populace’s dwelling-places were kept
gleaming by tiny feeder-insects indigenous o the planer.

The Ministorum presence on Equinox was slight indeed, as it
has always been a remote planet, and was reckoned to be a
stable and loval example of an Imperial world. To see i thrive
was pleasing to those who set the tithes, and so the dangers
of overpopulation were conveniently ignored, Worse still, the
Grellier Census, carried out in the latter years of M39, was
hopelessly  ineffective:  the Ministorum  chiefs  had
underestimated badly, neglecting 1o include the populace in
the underground wraithbone complexes of each city-state.
With the lack of any major agri-worlds in the system
sustain the burgeoning populace, and much of its arable land
now paved with herculite, it was not long before the rot
hegan o set in.

Until that point, the ecosystem of Equinox was selfsustaining
and complete, albeit with the exception of the newcomers,
The planet’s atmosphere had largely been fresh and clean,
with the exception of the pollutmis belched imo the sky by
the factoriums of the Administratum and generatoriums of
the Adeptus Mechanicus. But slowly, over a period of
decades, the climae of Equinox began o change, the
ammosphere slowly degrading and denaturing around the
proud colonists. One autumn day, Equinox’s children stared
at the sky in amazement and shock. It had started 1o rain.

_(”yuf (/X.ﬁ -~

THE DETERIORATION

Evergreen was the first among the cities of Equinox w decay,
for despite the population’s careful nurturing of the ciry, the
technology of the Imperium is flawed in many ways. The
profusion of promethium domes and underground
industrial complexes powering the' great electrical grids
across Evergreen silently bled their by-products into the
ammosphere. and over the centuries the ecosystems of the
planet underwent severe change, Rancid, yellow rain began
to stain the facades of the basilicas and plezas, crecping
fingers of black mould Aourished across the alabaster statues,
and the feederinsects thar had quietly and invisibly disposed
of Evergreen's bioowaste died our as their environments
changed. The rows of majestic trees lining the boulevards
and sheltering the populice from the sun's harsh rays
withered, the hvdroponic systems barely able o keep them
alive, their distorted and angled limbs casting a network of
stark shadows across the leaf-litter strewn streets,

A rapid chain-reaction followed as the polluted rain
continued 1o fall. Magnificent buildings, built for beauty
rather than durability, collapsed in on themsclves; sewer-
pipes overflowed onto the sireets, the stinking effluent
mingling with the rotting leaves 1o form a carpet of foul-



THE ARCHIPELAGOS

rest of the planet

dichotomy of heaven existing alongside hell

smelling mulch, Disease ran rampant throughout the
populace, and the slow, lingering starvation closing its grip
on the cities began 1o hit hard in a pattern repeated across
the entire planct. Overpopulation was no longer a concern,
but by then, it was far (o late o reverse the planet’s journey
towirds disaster.

With the deterioration of their environment, the population
of Evergreen had also begun to degencrate. Many saw their
world Elling apart around them and, rather than flecing 1o
the solid, ugly Ecclesiarchy churches that stood inviolate as
the wonders of the city toppled and degraded into a
homogenous mush. turmned o darker powers 1o restore their
once-beautiful lives. Many saw the plagues spreiding
through the rotting city take their children, their siblings or
their lovers, and made pacts with the powers waiting in the
dark comers of the plague-zones for their survival. Yer more
of the population were reduced to murder and cannibalism
by the shorage of food, ar first trving desperately 1o feed
their families, Lwer reverting o instinct alone, ultimately
hecoming blood-soaked ghouls thar roamed the streets with
the blasphemous syllables of their new patron on their lips.
Few had knowledge of how w rebuild their shattered lives,
and many longed for the city that still lived on in their
memaories, wishing [or one thing above all other: change.

But as with most Imperial worlds, a privileged few found that wealth and influence could solve their problems. A
small detachment of Adeptus Mechanicus Techpriests had inadvertently stumbled across a solution when the force-
shield they were erecting around their complex proved o be far too dilute, covering a massive area of land with an
extremely weak force field sufficient only 1o induce a slight tingle in a trespasser rather than a lethal shock. However.
the now ever-present rain trickled down the ouside of the tnvisible dome. It was not long before this device was
replicated across all of the wealthier districts of the planet’s surface, preserving certain arcas of Equinox as islands of
paradise amongst the hellish, umbledown mulch of collapsed architecture and rotting vegetation that carpeted the
fodday, these areas are protected by looming walls to keep out undesirables, and their wealthy,
indolent inhabitants live a life of luxury in what they have named the Archipelagos. Equinox can truly be said o be a

o f

THE PURGING

In the latter years of Mdl, the distress signals sent o the
major organs of the Imperium by the Adeptus Ministoram
and the Ecclesiarchy finally bore frude. A small comtingent of
the Silver Skulls Chapter split from their main battleforee
heading back through dhe Segmentum with the aim of
cleansing the degenerating planet of the influence of Chaos.
A bloody and vwnmerciful pogrom, organised with typical
efficiency by the Commanders of the Silver Skulls, tirelessly
swept through the cities of Equinox one by one. The low-
tech resistance they met posed no real challenge, with the
exception of the daemonic  manifestation
eventually countered by the chapter's Librarians. The Space
Marines were practically unopposed in their methodical
slavghter of the impure, The once-fecund population of
Equinox, already halved by disease and starvation, was
halved again, and unsalvageable areas of the city-states were
appropriated as mass graves. The few remaining builcdings
and monuments durable enough o withstand the long, slow
Deterioration were shattered and burnt by the severity of the
purge. The Silver Skulls left as quickly as they had struck,
fading 1w nothing more than a bloody memory in the
collective consciousness of the survivors. Vast numbers of the
Ecclesiarchy were drafted in to reaffirm the Imperial Creed;

occastonal



taking care to portray the Silver Skulls as shining knights
driving out the impure as they nurtured the populace toward
stabiliry

Slowly, and with immense effort, the planet of Equinox was
brought under the Imperial yoke once more. Looming,
blank-faced Arbites complexes rose from the mouldering
rubble of the once-great cities, and gang warfare, once a
commen sight on the broken streets of the city-states, was all
but eradicated. The underground industrial complexes were
salvaged by a delegation of Adeptus Mechanicus, and power
was restored to the growing number of shanty towns and
hospices amongst the

Equinox's former glory
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THE SPRAWL
Evergreen is now a grey, roming mockery of its name. Tis
onve-Clean streets are clogeged with an accumulation of filth

hlossoming rumbled ruins  of

and mated vegemation thar swings between hard crust and
thick quagmire depending on the season. The black market
and slave trade is rife, despite the best efforts of the Arbires;
there are just too many places to hide. Networks of winding
nnels have been dug through the ruins, many of which
have become half-submerged over the vears, It has attracted
many undesirables eager o trade guns and other hard goods
o the degenerate inhabitants of the sprawling seas of rubble

Tiwe Spercrud of Evergervem

f

THE CATACOMBS

The dank underground mnnels of the wraithbone catacombs
and subterrancan generator complexes are mostly fooded,
and flotillas of refugees exist on rafts made from compacted
refuse and salvaged wood under the city streets. An entire
subculure thrives below the city; and, in much the same way

(]

as an Imperial Hive, it has spawned gangs and affiliations
amongst the scavengers. Although Evergreen’s underground
catacombs have but one level, they extend for
hundreds of miles in all directions, Collapses still occur ¢ven
now, entire blocks of sodden earth sliding into the Qooded
corridor-canals of the underground system 1o leave a
wraithbone skeleron jutting into the city above, Only the
industrinl complexes have anything approaching stability,
and are maintained as though they were bunkers in a
warzone by the Adeprus Mechanicus stationed there, Inis a
source Of wonder that they remain on the planet in such
number, and it is highly unlikely they remain for purcly
altruistic purposes

wralthbone
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THE CANOPY

Perhaps the most bizrre aspect of Evergreen's corrupted
coosystem is the withered, angled canopy above each of the
city's streets; the gnarled trees that are the only living
remnant of the city's once-great arbgreal network. Many of
the trees are dead already, but some are over a thousand
vears old and their branches form a lattice so tight that, were
they ever o blossom and grow leaves, the streets below
would be cast into wotal darkness. The atavistic ape-things
that subsist in the canopy, often referred o as the tree-
creepers, are white-furred and aggressive. The city abounds
with rumours of nocturnal riding parties descending inmo
the grotos and making off with domesticated or feral
animals, babies and even adolescents, It is a blessing that the
canopy can only support beings of a certain size and, as such,
the tree-creepers are merely regarded as a nuisance by the
local authorities. Nevertheless, it is unnerving in the extreme
when the fleshless bones of an animal or child rmin down
from the canopy 1o the street below. Even more unnerving is
the possibility that they are direct descendants of the
tes hunted down during the Purge, for it is certain
that mutants still hide amongst the labyrinthine tunnels of
the ruined city,

unforun:
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he planers that orbit the grear star Graia are all very
Tq.lialinu. and it is believed by the more credulous of
Equinox's population that the different planets affect more
than just the light levels when they pass across the Bice ol the
sun. There are even those that believe the planet's creators
may have altered the solar system purely for the strange and
wonderful effects the frequent eclipses have on their
dwelling-place.

ODESIA

Odesia is a water planet of the most scintiflating blwe bue
From space, it fooks like a sapphbire banging in the
firmament, a perfect orh surrounded by a skivt of small,
tiater-covered moons. The oceans of Cdesia teem with life
though none are visible to the naked eye. They are almost
alrays becalmed, but the viofent storms that assail Odesia
every month bave such force thar to set up anytbing more
than i temporary research or agri-station on the world bas
frecieen afmost fmpossible

When Odesia takes s place across the sun, BEquinox’s
atmosphere becomes close and heavy, but with a pleasam
coolness o it. The rain, a by-product of Humanity's
intervention, intensifics for the period in which Odesia is in
place - this lends a -5% visibility penalty per 10 through
which the character is attempting to see (unless of course
they are underground, inside a building or within one of the
Archipelagos).

GHYTE

A massioe, featureless cream-grey orh that stocdy bubiles
el reembles as if it was covered in a thick guicksand, Ghyre
has such a beavy gravitic pull that anytbing setefing wpon it
s sticked down under its surface to be fost forever. However,
desprite its letbal nature, Ghyte s synonymous with

tranguillity and fmtrospection; indeed, when the light of

Grraeded 15 cast aronnd @, it becomes difficult to contemplate
anything else

Whilst Ghyte covers the centre of the sun. any character
atrempting o take actions will only ke an action for every
5+ rolled on his Action dice rather than the usual 4+. 5ol a
character with Speed 4 rolls a 3, 4. 4 and 6 for his actions he
would only get one successful action rather than the normal

3 for such a roll
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USING THE ECLIPSES TO YOUR ADVANTAGE
During the campaign, feel free o choose any of these
planets as the one that is crossing the face of Graia at the
time the charicters are investigating - this can vary as
quickly as from one night to the next, or you can keep o
the one planet right the way through the campaign. You'll
find that they make the character’s jobs that much easicr, or
that much more difficult, and can become a great helping
hand or hindrance as the plavers continue the adventare. If
the characters are doing a little too well, mavbe Endemion,
the dark planet, is ascendant. If they need a helping hand
and have been badly shot up, the bright orb of Diurnus

lends its blessing at a critical time.

Let's pass the control of this solar system over o your
capable hands

DECALIOS

The gas giant Decalios is the second largest of the planets in
the Equinox system. A beautiful emerald green, this planes
is made from a bitberto undocimented psychoactive gas -
normcally referred 1o as Decalion by those influential and
wealthy enough to bave purchased it throwgh Eguinox's
blcrck market. The rare expeditions fnto Decalios's corrosive
aimosphere by the [unatics and desperados that dare
attempt such a feal inevitably set the swccessful on the gravy
train for life. The unsuccessful find themselves broken doun
ancd assimilated into the beavy green gases swirling around
the planet's surface.

When Decalios passes across the face of the sun, it eclipses it
almost entirely. The wan green light that bathes the planet
and strange look to
wmhledown  plaster landscape of the Sprawl and the
glistcning spires of the Archipelagos, but also lends
protection from the ravening creatures that would press

not only lends an ethereal the

themselves into the minds of those who lose control of their
psvehic abilities. All psyvkers may treat their abilities as wyrd
abilities whilst Decalios eclipses the sun

DIURNLUS

Diurnus, a world not much larger than a moon that cfings
close to the massive orb of Grafa, bas an erratic but
extremely fast orbit. The surface closest to the sun boils and




bubbles constantly, whilst the black side of the planet fuses
and beals, only to be split open again the following day.
When Ditrnus passes over Graia in a state of Equinox, at
first it looks as if a tiny plece of the sun bas been ealen
aweay, However, when this small planet reaches the
epicentre, the effect is incredible: a bright ring of fire with a
solid Black core that casts an invigoraiing leght over the
denizens of the world below.

Whilst Diurnus passes completely in front of Graia, forming
a great halo of amber light, those under its auspice benefit
from great energy and physical stamina. Any Recovery or
System Shock roll made whilst Diurnus is cenrally aligned
against Graia is automatically passed. Bear in mind this will
usually only be for a couple of hours, or at the very most a
whole night.

ENDEMION

The dark planet of Endemion roils and spits green-black
tendrils of gascous mater toward anything thar approaches
its orbit It is commonly associated with madness and strife,
and when Endemion eclipses its parent star, it does so
completely, leaving an impenetrable blanker of darkness
across the citvscapes through which nightmares slip and
crawl It can be assumed that the ill-favoured planct was not
always this way, but one thing is certin: when Endemion
eclipses Graia, madmen and monsters roam the sireets.

If vou decide that Endemion has blotted out the sun for the
duration of an eclipse, then whenever a plaver (or NPC)
suffers damage, be must roll on the Hallucinogen Effects
table on page 89 of the rulebook as the baleful lens of the
gascous planet works its strange magic on their minds.

GRAIA

When the sun that Eguinox orbits is completely visible,
casting fts barsh but energising amber light onto the planets
spinming around i, those of strong mind that witness its kiss
find a fire in their bearts and a beat in their bellies that
even night cannot dispel. It seems that it is not only the flora
of those plancts that benefit from the strength of Graia's
undying light,

When there is no eclipse at all, the plavers find themselves
under the influence of the great ancient star isclf Any
character that does not already have the Heroic ahility counts
as having this trait until the next eclipse. If a character already
has this trait, he or she may re-roll any 1s rolled for their
Action dice per turmn, not just a single dice.

There are also minor moons that pass across the surfice of
the sun on an intermittent basis, but these have no effect
other than the aesthetic. It might be an idea 1o start the
characters off in one of these periods of minor eclipse and
work up w0 the big names above when the characters
understand a little more of the nature of the planer.

EQUINOX TIMELINE
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DOramatis Persaonae

INQUISITOR LICHENSTEIN

[y mot presume fo fudee me, or the methods [ choose (o
g'_l.l_l.l"'.'ll'rr petty rrvinnededd ,"r.n.'." You il |rl.l'.'r|f-'-"<'||'-'t'.'r.'.l' the
r.li‘.']ll_'l'.’h'lirl'll. -'!_u' the rfosk | Dave inadertalen mor  the

conseguences sbowuld 1 fail

Inguisitor Lichtenstein is a dangerous radical thought Iy
almost all of his onder 0 be uterly insane. He has heen
declared  Excommunicate Traitoris, and is actively being

wirsued by one of the galaxv’'s most noted witch hunters
|

Pyrus. It was Lichtenstein's single-minded obsession with the
artefact codified as the Librarum Heresios that freed ohe
dacmon  prince  Phar'gueottla from its prison on Karis
Cephalon. Since then, his fate and that of his warband has
been inextricably linked with thar of the dacmon, Tvrus and
another radical Inguisitor: an ex-dacmonhost called Kessel
These three clashed on Karis over a manilestation of the
daemon prince on the barren world of Faganus Reach, and
|1LI'-\.|“| Al I I"-!l_llll1l “'I'I,i‘ \'I\I T W E'II_'I':' I 1 I"I[I nsIcin M1t |||||II'I
managed to break Kessel free from Tyrus's custody. In return
Kessel armanged for Lichtenstein’s sale passage (0 Eguinox, a
world where, under the false name of Thravian Flast, the
dangerously obsessed Inguisitor searches tirelessly for the

vrue location of the Libracium Heresius

Lichtensiein is an old, old man, but the sheer strength of will
behind his steely features shocks all who meet s gaee
Ihere's @ touch of madness in his grey, staring oves;
Lichtenstein is on a gquest to save Mankind from enslavement
at the hands of an ancient mechanical race who worship
death, Since no one believes him, he's vowed o dooie by
himself. He knows that within the Librarium Heresius is a
powerful weapon against these ancient killing machines
Lichtenstein will do anvithing, including the harnessing and
utilisation of Chaos = the nemesis of the xenos threar = o

locate and command this ancient artefact

ACOINYTE CHRIDIOS, THE TALL MAN

W hert i riofrisshiin fereperind. Heve yon rr‘.'l'fl'l'.rul'l"-lr'l'll'l" Wity

I proffer noy oun® Exceflent

Chridios is the go-between for Lichtenstein and anyvone who
he has dealings with on the surface of Evergreen, An
extremely tll, rangy man with pallid, pockmarked skin and 2
rendency o enjoy watching others squirm, Chridios is a nasty
picce of work but one who recognises Lichienstein's extreme
methods as valid. This s due in part to the fact that Chridios
vieerv much likes being above the rules —= he has served three
radical Inguisitors in the past, both successfully and
discreetlv. Chridios tvpically wears a masquerade-stvle half
muask that covers his face from the nose up — this is rendered
in the shape of a lion's fwe with a sun-like mane Bnning
outward from s scalp. Inside this mask lie advanced sensor

arravs. infra-red SCOPES and |s|:||||-.u hromatic visors enabling

him to monitor evervthing down o the heart rates of those
he talks o, This has given Chridios a reputation for being

able o tell when people are Iving to him

Chridios is the nominal head of Cell Alphic, one of the small
ot tested group of underground operatives that act as
Lichtenstein's enforcers and facilitators, Along with Requicl
Morglin, a foulmouthed but beautiful gunslinger with an
extremely Mippant and ircitating attitude, and Creeperblecd
a1 I'.||.’L_1|1:¢ silent Plutonian specialising in demaolitions, Cell
l,|:|'||||. command a good portion of the « atacombs. This is
mainly due w their influence with an underground gang
known as the Nighistalkers = filthy scum to a man with a

nepuLanon fowr “.II'!"(III:'II':!.'_ Mutants

SIGUEL DE CHARYEBDIS
Welcome, miy curfons friends, welcome, You will find many
harinrs here. el I.'=-|-'r'|rvul."-_-. i feu Iru’p..-.wmr SHTITISes shoniled

Vveard tiish

Siguel de Charvbdis is the ringleader of the Circus of
Horrors, a mravelling freakshow thar haunts the Catacombs on
powered skiffs as a front for their thriving black marker tracle
Unusually, Siguel is not readily identifiable as a mutant = he
i a1 shorterthan average man with swarthy skin, but aside
friom being completely hairless and having filed his tecth into
points for g uniguely disturbing grin, Siguel appears oot 1o
hear the stigma of mutation. Nonethdless, you don't become
the ringmaster of so grand a collection of freaks as the Circus
of Horrors without a seriously impressive pary wick. In fact
Siguel can slowly liguefy and reform at will, uening his Qesh
imto the consistency of molten wax until he forms a lving
poial of Muid gristle quite capable of locomotion and almost
enrirely UMPETVICLUS IO injury 'I.|Ii|hl.||.|:\._:_|| he has the decorum
not to attempt this in mid-conversation outside of his show
when the Circus has been raided in the past Siguel has
liguefied and funnelled his molten form ino the windpipe of
more than one oppressor, resulting in a particularly gristy
death, This aside, Siguel is actually a premy nice guy, and
although he happily deals in all manner of “hard goods
{metallic objects) and black market drugs, he encourges a
thieves' honour amongst his charges and makes sure that
even the most unfortunate mutant 15 well-looked after - bor
the price of a little dignity. Alter all, the show must go on

‘\1!_1“1_!\. somn, Delagio de Charvbdis, also lives with the
freakshow as one of the exhibits = a massive wall of pink-grey



flesh whao long ago forgor how 1o assume a humanoid form
and now lives as an amorphous mass of protruding hands
and features. Siguel is fiercely protective of his unfortunate
child and will not tolerate anvone making his life more
difficult than it already is

'‘BOREAS’, EXCELSIS MODEL SERVO-SKULL
“t+prei. bthebthe . b preceeerichie++ "

Built from the cranium of Boreas Volvu Inighu,

a  respected  Magos of  the  Adeptus

Mechanicus, the Excelsis model Servo- o
skull "Boreas” s an advanced version of
the anti-gravitic servitor skulls used by
the nobilitv of the Imperium, At least
three guarters of the skull is covered in

e¢ither a chrome sheath o protect is

delicare workings or fold-our harches

that allow Boreas's many digiral /.
manipulators. and  delicate  sensor-

probes w0 emerge. s primary limbs

end in g tny pair of thumbless “hands” capable of evenvthing
als o completing complex
surgery. In Boreas's right socket is some of the most complex
recording equipment the Adeptus Mechanicus have ever
manufactured, fully capable of storing a vear of footage and
playing back secuons at the vocal command of one it
recognises as its master, Boreas was stolen from the Adeprus
Mechanicus homeworld of Mars by the rogue Magos Dimitrd,
a separatist who joined forces with Lichtenstein alier making

Iromm !}rﬂ'.'r.l.lll'l“ (&} Inl.'!'l]'lnl.lll'f lermuin

an uncomiortable discovery on his home planer. Through
Dimitri, Boreas acts as Lichtensiein's eves and ears on the
planet of Equinox

JANSEN MALACHAI

Wb, now let's see, that, bmm, that looks bad, take this,
breathe in, breathe aut, good, and relax.. <SNAP= and fust
praass e that cloth wonld you? Iibink the Emperar lkes you
after all.”

Jansen Malachal was once a torturer in the employ of the
ruling classes of Equinox, and was accustomed w a life of
luxury wrturing the enemies of the Verdian Elite for his
master Matriche., However, on entering the Basilica Sancrus
Josmane during an ill-judged public relations exercise by his
master designed 1o convinee the Ecclesiarchy of his piety,
Jansen Malachai found the Emperor, and renounced  his
profession there and then. After recelving a beating from
Matriche’s Elite guard that crippled him in body and spirit,
his master left Malachai in a pool of Blood on the floor of the
Basilica. After an extensive period under the care of the
Sisters Hospitaller mission housed at the Ecclesiarchy
cathedral, Malachai found he could walk again, afier a
fashion. He is now running what amounts o a free
chirurgeon service for anyone who approaches him, for the
greater glory of the Emperor

Jansen Malachal has mken up residence in the shanered
theatre of the Aquis Bene, a once-magnificent example ol
Evergreen's architecture shattered forever by the drop pods
of the Silver Skulls Space Marines during the Great Cleansing
He listens to old wax cvlinder recordings of lmperial Choral
music that reverberate around the splintered dome of the
amphitheatre under which he works, He is addicied o
Reflex, and will not operate withour it — this replaces his
tranguillity with dangerous hyperactivity when he wiclds the
scalpel

.

REQUIEL MORGLIN
“Emperor wepd and soifed bimself, will you stop being so
bieeding bigh-and-mighty? Just for a second?”

Requiel is one hell of a fiery lady, renouncing her noble birth
ar the age of nine and blizing her way out of the Archipelagos
with one of her father's covered plasma pistols. She'd been
pracricing

Requicel slouches like a stevedore, chews Tho-sticks whole,
spits habitwally and, as Chridios puts it, has a bad case of
“Catachan mourh”™ = she swears violently enough 1o make an
Explicator blush, as often as she can. She's one hell of a
looker under all the dirt and the sneering contempt, but the
PCs probably won't pick this up as she'll be busy picking her
nose. She wears a banered lak jacker, has long, dirty blonde
hair tied in a loose wpknot, and heavy, industrially protecred
hoots complemented by a customised ool belt packed with
different wwpes of ammunition. She is an expert in the
procurement and maintenance of black marker weaponry,
and the first port of call for anyone in the Catacombs who
needs their sights straighrened or weapon stripped

Requiel was sickencd by the horrific indulgences and
hedonism of her parent culture in the Archipelagos, and lived
a rich fantasy life in the mazes and gardens “hunting” her
babysitters until she was old enough o shoot straight -
something she proved very, very good at Her one-girl
hreakout from the Archipelago of Euphoria caused no less
than sixteen deaths, eigh

«n million Imperial Krugerrands ol
propeny damage and nine cases of third degree burns. She is

something of a legend on both sides of the force walls
separating Evergreen's privileged from its unfortunates, and
is a ferce champion of revolution within the onderground
movements of the Catacombs,




JUVIET GRELLIER

Crownd eveevening' Darling things, fust look at yon, was i
rafning outside in the slums? OF course i was' No more
nasty raifn bere. Welcome (o paradise.”

A hostess bevond compare on the outside and a devious evil
monstrosity within, Juviet Grellier is a classically beautiful
aubum-haired woman apparently in her mid-thirties, The
truth of it is that she is well over ninery vears of age
countless rejuve treatments in her vouth and her allegiance
to the Dark Powers in later vears allowing her o keep her
stunning looks. She maintainsg the illusion of an up-and-
coming protége, bur has been the power behind the throne
In the strange and
timeless world of the Archipelagos, this kind of anomaly goes

of Euphoria for several generations

without question, provided you can carry it off with sovle and
humour

luviet (evervone in Euphoria pronounces this You-vi-vay) is a
devotee of the Prince of Misdeed, Slaanesh, and her body is
covered entirely with a lamicework of obscene anoos the
colour of dried blood, with the exception of her face and
hands. This “trend” has been emulated by almost all of her
minions and sycophants, so that even when they perform the
maked rmals demanded of their god, they appear o be
clothed after a fashion

Once the privileged daughrier of an influential politician and
a direct descendent of the Grellier tamily fortune, Juviet is an
influential member of the  Archipelago
commumnity and has spread the worship of Slaanesh far and
wide as the head of the Restoration movement. She holds
lavish balls every season, and has something special planned
for the next one = Juviet has laid ber hands on a very unusual

immensely

instrument to provide the music for her next sodree, i music
it can be called. .

A wellspoken and impeccably mannered lady whio alwavs
seems (o be plaviul, in actual face, Jovien is a cold, calculating

mamnsier

THE SENTINEL
Exttus acta probal. Exttus acta probal, Exitus acta probat
Exitis acta

v noted haven o criminals and vagrants of every stripe due
o the limitless places o hide, Evergreen attracts madmen
like a corpse amracts daggertlies. No ong knows where the
serial Killer known as the Sentinel came from, or what his
mission wis, although Lichtenstein suspects he was sent by
another  Inguisitor o assassinate  Juviet Grellier or her
predecessor. All that is certain is that this Vindicare Assassin
is dangerously unhinged - whoever or whatever he
encountered on his mission has driven him clean out of his
mind. A consummuate and pitiless sniper, the Sentinel is now
fearcd across the entire population of Evergreen, both in the
Archipelagos and the Sprawl: it
methodically killing off the population of the capital city in
the Sentinel himsell

seems he s slowly and

accordance with some criteria only
knows, S0 far, the amempts of the Arbites o mack and

neutralise this rogue assassin have proved completely furile

$

ALANTHRASIL SWIFTBLADE

“F aler wesaat £ eornest, £ 05 thet simple. [ left the concept of desive
bebind many years ago. o you understand the concepr of
ity

Alanthrasil Swiftblade, is an Eldar pirate prince and warrior
beyond measure. OF all the creatures upon the blighted orb
that is Equinox, Alanthrasil best knows the true history of the
planet, what it once was and what it has the potential o
hecome. Freed from almost certain destruction at the hands
of an Imperal feer by Inguisitor Lichtensiein, the Eldar
Prince had sworn an aath o fulfil a life-debt 1o the radical
However, the that has in mind
Alanthrasil snugly correlates with a task he would have
attempred in any case, for at the hear of it lics the fae of a
planet once beloved o his race and now in grave danger ol

task Lichtenstein for

falling under the dominion of the Great Enemy

Alanthrasil is a wall, lithe being with the grace and distance of
all Eldar. He is almost supernaturally arrogant and dismissive
tor all bar Lichtenstein himself, who he treats with eloguent
contempt. Every single movement Alanthrasil makes uses
exactly the minimum amount of force or effort, be it gliding
through a maze of rubble like a ghost or decapitating a gang
of scavengers with a complex and graceful sword-form. He is
a true master of the dircsword he carries, his sister's soul-
stone bound into the hilt, and a roval pain in the ass o boo

INQUISITOR SCARN
“F ket my preamise wihile you were deemed nseful to me, you
note o longer serve a purpose”

Always working (rom the shadows, the methods of Inguisitor
Scarn have been labelled anvthing from eccentric o
heretical. He has been an Inguisitor for many centuries, often
disappearing, presumed dead, only o reappear many years
later. Scarn avoids direct confrontation at all costs preferring
o manipulate and blackmail. If conflict is inevitable then he
will strike from the darkness with the Hand of Scarn, an
her
himself will rarely fight, alwavs making sure that any direct

assassin fiercely  devoted o master. The Inguisitor

confrontation is on his lernms



How to Run the Campaigns

here are many wavs 1o run an Inguisitor campaign, from
T.L total free-form narmative campaign (ic. making it up as
vou go along) as described in the campaign section of the
Inguisitor rulebook, 1o the intricarely structured (everyvthing
deseribed down to the last statistic) kind of campaign. The
way campaigns are formatmed and wrinen in Inguisitor:
Conspiracies falls somewhere between the mwo. As already
mentioned in the intrroduction, the Inquisitor: Conspiracies
supplements have been designed 1o inspire rather than
dictate, so, if as a Gamesmaster vou feel the campaign, as
described, s not going in the direction vou'd like, or we've
missed our on a grear opportunity for a scenario, then please
change it. This book is but a humble ool o be used as you
s fin

Before vou play a campaign it is highly recommended thas
vou read it through first as this will allow you o plan ahcad
and evervthing yvou need will be close ar hand.

Fhe format used here is that of a plot wee. This forms the
overall structure of the campaign, and by following the plod
tree you can find out which scenario or chapter is next
Whilst the plot tree is fairly static as printed, Gamesmasters
can add scenarios or even miss ones out if they wish,
depending on how their campaign unfolds. Youo'll notice thar
at times the plot tree forks depending on the decisions the
players' characters make, but notes as to how to handle this
will be alongside the relevant parns

As well as the plot ree, chapters and scenarios, a campaign
contains four other sections, The Campaign Overview gives a
summery of how the campaign will play out, allowing GMs o
plan the necessary scenery and even alter it if they want o,
The Cast section details any NPCs (non-player characiers)
that will be present in the campaign. Remember that GMs
will need o make sure they have some relevant models o
use as the NPCs that appear in a scenario,

I'he Brichngs section gives the players” hooks as 1o why their
warbands would be taking part in the campaign. It is up o
the GM as to how they give players this information; they can
simply tell the player face-to-face or, more imaginatively,
write the briefing text out as a scroll 1o be given w the player
a couple of days beforehand. You could even e-mail it to the
player in the guise of an astropathic message or, if vou want
to go the whole hog, record the bricfing onto a mpe and
deliver it through mysterious means soch as a bhrown
envelope with the Inguisitor symbol drawn on!

Finally. at the end of the campaign there is the Allernatives
section. This gives dertails on what other directions you could
take the campaign, more ideas for scenarios and what could
happen next if vou wish to continue the campaign

SCENARIOS

If a campaign was a TV show (and we're alking about the
action-tlrama  genre  he
would be the action scenes, the bits yvour models are there
for! To help the GM understand how cach scenario works 've
divided each one into three main sections. Maps are included
if they are needed. Seting describes the aréa and terrain that
the scenario will be plaved in. The GM should use the Setting
section o set up the gaming table for the scenario. The
Objectives  section describes what each player needs o
Rules tells a

re, ot Hollyoaks) then scenarios

achieve o move on 1o the next scenanio "\-[H‘.'l. k|

GM how the game mechanics may differ from normal

THREAT LEVEL

Each scenario has been given a Threat Level. This gives
Gamesmaster an ‘at a glance’ summary of how potentially
dangerous it will be to the player's characters. The Threat
Level has five ratings. A Threat Level of one would rate as a
minor chance of casualties and'or deaths, for instance a
stakeout against a low-level henchman, A scenario with a
Threat level of five would have 1o be taken very seriously by
the players as they may lose some or even all members of
their warband. For instance, taking on a ballroom full of
undving madmen. It is up o the GM whether they well the
plavers the Threat Level or not, some GMs use it as an
internal guide for themselves while others enjov the
apprehension on the plavers faces when they well them the
Threar Level of a scenario they are abour o play.

CHAPTERS

Iy carry on the anals YEY BIVETE 1 the Scenario section above,
if scenarios are the action scenes then chapters are the
talking/plot  development scenes. These are not usually
played out on the abletop, but are stll needed 1o further the
narrative. The method a GM uses o present 2 chapter 1o the

plavers can vary greatly. Usug
especially if a chaprer consists of a conversation. If vou ane
unfamiliar with the term “roleplay” then we'd sugpest asking
a member of your gaming group, as tryving o describe the
sheer scope of roleplaying would ke up a lor more space
that we have available here! Suffice to say roleplaying takes
place in the GM's and players” imaginations rather than on
the mbletop, OF course, this is not the only method a chapter

Iv the best way is o ‘roleplay”,

can be presented, and *GMs are encouraged o think of
unigue ways 1o get the information across to players, 1f there
is a particularly cool way of presenting a chapier o the
players, then ics described in italics ar the end of tha
chapter’'s section. Again, remember these are only
suggestions, since some may ke gquite a bit of effort w

organise, so feel free o disregard what you don't like or

present the information in any way vou fieel




Campaign I

Welcome to the Freakshow

he plaver characters are under instruction from the

higher authoritics of the Inguisition o travel o
Evergreen, the capital city of Equinox, and oot out the
fugitive Inguisitor Lichtenstein, declared  Excommunicate
Traitoris over two yvears ago and still not brought o justice
The last Imperial agent o have visited Evergreen,
Interrogator Augute Balthoir of the Oredo Hereticus, filed a
report detailing his fruitdess search - he uncovered a drugs
nerwork thar runs underneath the citvscapes, bur no
evidence of the radical Inguisitor. The plaver characters
disagree, however — the Emperor’s Tarot has led them o this
place for a reason and their divinations concur. The Fugitive
s sl planetside. Nor only that, bor several months ago an
Imperial Assassin was dispatched to mke out a figure the
Inguisition believed w be furthering an anti-lmperial Creed
in the capital. The assassin has still not reported back. The
PCs wish to get o the botom of this mysterious city-state
and the romen undercurrent thar haunts i

HARD GOODS? HARD LUCK!

Equinox is a planct with no natorally occarring metal or
ore. As a result, anvthing made of or containing metal
(hard goods) is extremely rare and must be timported from
other svstems altogether. Gerting hold of a vehicle, an
auspex or even an ammo clip is very difficult withour the
right contacts. As a result, try 1o keep a careful eve on how
much ammunition the plavers expend - once they are out
of ammo, that's their lot, until later in the adventure when
they cither raid the Arbites Munitoriom or meet up with
the desperado and arms dealer Reguicl Morgline This
should add a nice edge of danger wo the laer scenarios in
the first campaign - the Inquisitors and their warrior bands
may even have o rely on their wits and their fists 1o get
them out of trouble.

Lastly, an Imperal sympathiser has informed the plaver
characrers via a Servo-skull messenger that the black market
ts almost saturated with an emotic called miliotoxin. This is
pumped through the catacombs into the underground ‘circas
of horrors” o heighten the thrill that ies patrons get from its
extensive and well-managed freakshow. The circus is in oown,
andd hence so are the plaver chamciers - their information
names one Siguel, the ringmaster of the freakshow, as the
man o speak to for norcotics and hard goods. 1Us a solid
lead, and they believe that by interrogating key members of
the local crime scene they may garner information about not
only any possible cult activity, but also the whercabouts of
their quarry and his renegade warrior band, The PCs should
be bricfed accordingly, read the above out o them il you so
wish.

During this campaign, the PCs travel into the network of
wraithbone that lies under the city, where they locite the
freakshow and its patron, Sigoel. However, just as the PCs are
about W interrogate the ringleader, the canal nerawork s
raided by what seem o be Arbites enforcers. Bedlam ensues
as the Grotesgues (mutants basically) of the Cireus of Horrors
scatter or fight for their lives, and the PCs have w fight their
way out. Siguel is caprured and tiken away by the Arbites

When the PCs locate the Precinet Keep than Siguel is being
held in, they arvive o find the place in pitch darkness, the
power out and the corridors stalked* by criminals and Arbites
enforcers in equal measure. They fight their way through the
chaos and eventually find Siguel in the Munitoriom, where he
fights enaciously before eventually surrendering. The PCs
interrogate him, and he ells all - his right-hand man, Herod,
supplics an Archipelago cult called the Restoration with as
much miliotoxin as they require. As for Lichtenstein, all
Siguel knows is that the Nightstalkers — a gang that operates
from within the abandoned Beltane hydroponics networks in
Everpreen Core = have boasted that they are safe from
Inguisitorial scruting. This should be like a red rag o a bull
for the PCs. On their way o the gang's HO) they are shot at,
secemingly  indiscriminarely, by a sniper who holds an
important clue for the next campaign

After fighting their way into the Nightstalkers” headguarters,
the Chamber of Roots, the PCs realise they have walked into
a trap. They are outnumbered ten o one by the one gang on
the planet that scems 1o be armed o the reeth. Here, they
met up with others who bear the Inguisitorial rosete - the



members of Cell Alphic - including Acoltve Chridios, one of
Lichtenstein's licutenants. After denouncing these operatives
as the puppets of a dangerous radical, the PCs are shocked 1o
find that the Servo-skull Boreas has in fact been gathering
evidence that the plavers themselves are hardly on the
straight and narrow. The plavers, badly hurt by their
encounters with the sniper and the gang itself Gind running
low on ammo), call an uneasy truce with the other
Inguisitorial operatives. It is here that the PCs uncover the
true natre of Equinox, the real dangers that face in and the
dire fare that threatens evervone who lives upon it

BREIFINGS

These bricfings will set the scene for the plaver characters
and give them an idea of how w roleplay the chaprers that
oceur throughout this campaign. Whether the PCs are of a
raclical or puritan persuasion will ultimately matter little:
they end up fighting alongside those they would normally
see as rivils or enemies in a mutal effort o take down a
Chaos culr that threatens o save the world, bur ar a werrible
cost, Remember these briefings are only starting points, and
PCs should be encouraged 1o be freehinking - the more
roleplaving they do, the more information they will garner,

If there is more than one plaver you are running this
campaign for. have them lform an uneasy alliance — Boreas
the Servo-skull holds a lot of the kevs o uncovering the
mysteries of Evergreen, and it can’t be in two places ar once

Puritan Bricf

The infamous Inguisitor Lichtenstein has been tricked o this
rotting backwater world, notorious for its many places w
hide. But where Witch-Hunter Tyrus has failed, you will
succeed, bringing the traitor to the Emperor’s Light, and
justice. Your contact planetside has supplied yvou with a
Servo-skull o guide vou to the leader of the criminal
underground, operating under a from of a mumne circus.
Not only that, but your Ordo still harbours suspicions that
there is an anti-Imperial cult operating in this city. If you can
cull some freaks as well as wrmore some more leads on
Lichtenstein and  his blasphemous cult out of these
degenerates, so much the better.

Radical Brief

The rogue Inguisitor Lichtenstein is said 1o be operating on
this godiorsaken planet, and you have your suspicions that
he may not be as insane as your Ordo insists, Your contact
planetside has provided you with a Servo-skull bearing
detils of everything known about Equinox, and of a
powerful black-marketeer who could be an ideal source of
information. The rumours of an anti-lmperial cult also
intrigue you — the Emperor’s Tarot indicates that there is
something very wrong about Equinox. and that it centres on
life-force. The Adepus Mechanicus are not the only Imperial
agents 0 recognise this planet’s potential as a mine of
information about ancient xenos technology.

CAST

The PCs will come across several interestng and unigue
individuals in this campaign, so rope in as many models as
you can — vou might like o try borrowing some from friends
or your local gaming store to make up the numbers. Here's a
short list of what models you could use for each of the cast
members of this campaign - this is by no means an
exhaustive or proscriptive list, so feel free o improvise. The
exact number of antagonists in cach scenario is left vague -
vou should have a feel as 1o what vour PCs can handle, given
their numbers and power level. Remember, vour players have
good imaginations, so il you necd 1o use smand-in models.

£
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then that's not really a problem. If you absolutely can’t lay
vour hands on any models that could fit the bill, vou might
just have to skip that chapter and impart the relevant clues or
information through our good friend Boreas the Servo-skull
(see below) = don't pull this trick more than once though or
it will take a lot of the fun out of the campaign.

Cast Member Muodel

Thy reslesipniis Uuovandins, Fahian, Krashrak, Chaos Henchmien
{any], Warhammer Chaos Spawn, Warhammer
Muowmsters (wny), mosdels mude froam the
Genestealer comversion pack. Jeremiah

T Arhites Enfircers Harbarcio, Lucretia Bravas, Major laxon. Sergeant

Black, Enforcer, Arbioes Joudge

Nigeed ofe barybalis Civilian Mustam

Moreax Ingguisitor servi-skull (any)

Pl @ hrearnpebwtaniels Harbarctta Lucretia Brvos's Cvber-mustill

T Senntine! Vindlicare Assassin

Vigbiatalber Gangers) “shick” evian, "Toothpack' Murke, Talon, Damicn

.i:'prupnd' Prisoemers Mowsibomand, comvened Crvilians

Don't fret if vou think You'll have trouble geting hold of
these models, you won't need all of them, and if necessary
vou can alwavs skip a few scenarios detailed  larer on
Stathines and derils for cach of these cast members can be
found in the appendices.

Siguel De Charyhdis

W5 BS 5 T 1 Wp Sg Ny L

45 L 55 TO 5
Equipment: None.

Special Abilities: Liquefy (Siguel may become a gristle-like
fluid with immunities 1o all weapons barring flamers. This
process tkes four successful actions o complere).

The Sentinel
WS RS b] T 1 Wp Sg Nv Ld

H5 65 90 70

B 95 70 (i) 95 an i1 w30
Equipment: Long Rifle; Ranger Finder; Armour 6 (all arcas),
Special Abilities: Nerves of Steel; Hock Steady Aim,



CHAPTER ONE -

THE WRAITHBONE CATACOMBS

The plavers descend into the wraithbone catacombs beneath
Equinox, negotiating the Moo
treacherous planks and wooden bridges. Think of this place
like a subterranean Venice and vou're not far off the mark -
it's all canals and mould-slick ledges, with once-beantiful
wraithbone arches punctuating the wnnels at regular
intervals. In some places the street above has fallen through,
leaving the catacombs open o the air The PCs follow a
network of candles as thick as a man’s thigh and the pecling
posters  they illuminate (depicting Siguel himself and
Grotesques of all stripes) until they reach freakshow central
When they get there, describe as many hideous freaks as vou
can, locked into iron-barred cells (with close reference to the
models you've put together for this scenario) so the players
get the general idea. Here's a few 1o get vou started

| canal-sireers

OVeT

Mercy - a woman with a heavily veined face, able o distend
her jaws and extend flaps on cither side of her head o form
a jagged frill. Her arms end ar the elbow in jagged, clawed
bone spurs. She hisses as the PCs pass

Dartaigne - this hunchbacked, bony creature prefers to walk
on all fours, and his skin leaks blood from every pore
{actually a blood-like substance imbibed especially for the
performance). He is making an awful screaming noise

Ayax - this ape-like degenerate has a spine curved almaost
into a C, with long burn-covered arms draping on the
ground. Great fangs protude from between his lips, and
rows of blinking eyes run down his neck and fanks.

SCENARIO 1 - AMBUSH AT THE CIRCUS OF
HORRORS
Threat Level 273
The Inquisitors bave dnn wenced their presence and are
about to start interrogating the Circus's ringmaster when
they bear booted feer splashing along walkways. A barsh
showt - Al mutants and ptant sympathisers cease andd
desist {mmediarely!” announces 1he presence of an Arbites
revid acting on a tip-off, just as Siguel is about to start telfing
| the PCs what they wani (o bear. Signel begins to lguefy in
| response (o the sbock of the PCs), but is bit by a stun roved
that drops bim where be stands. The bars to the freak-cages
slide apen and all bell, as it is prone (o do, breaks loose

Setting: The Catacombs themselves, either side of a large,
deep canal of running water. Siguel conducts his dealings
from the Far side so as not o expose himself o danger - any

Arvined
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Freaks

Lady Icthya - this truly bizrre creature seems at first o be
a4 cone of dirty rags, possibly once a fine dress, with long
cleated hooves emerging to prop her up, scritching symbaols
in the dirt. She has two snapping, barracuda-like heads
seeming o chatter 10 one another in some weird piscine
code

and sa on. All plavers are affected by the weirdness of the
place — even the most hard-bitten is a bit freaked by the
protesgues and the presence of the miliotoxin in the air
Sovncr or later, let them find their way o the Ringleaders
siguel, by their own means — a Puritan might inomidare hes
whereabours from a frightened Grotesgque {or even start
shootingatacking straight away, kicking off Scenario One
prematurely — if this happens just make sure they see Siguel
being led away by Arbites), whereas o Radical might simply
scarch around, or even be approached by Siguel himself
intrigued by these offworlders and the opportunities they
represent. He's about o uncover a linde more than e
bargained for

This chapter is best rofeplaved. Let the PCs examine the
xenos architecture and curse and spit at bow terrifile the
meteint abominations are for a bit before they meet Siguel -
a character who looks practically normal apart from bis
sharpened teeth, He will welcome them with apen arms to
his freaksbow, bt be a little guarded - be bas fwo minders
cined talks from across an unbridged canal. Roleplay the
exchange as fong as you ltke before plunging beadlong into
the action,

assailants would have o cross the canal 1 ger o him
However, the Arbites agents approach from the other side -
the PCs will be limited o runged combar, depleting their
precious ammao, and as the Arbites are fring indiscriminatily
they may hive to take down some servants of the Imperium
as well as Siguel’s mutant bodyguards

Objectives: Although they don't know it. the PCs objectives
are not only o get out alive (easy enough) but also o see
Siguel captured and led off by Arbites roopers, They must
fight their way through the anacking mutants on their side of
the rable (rwo ar three should be about right) and survive a
hail of fire from the Arbites that aren't engaged fighting
mutants of dragging Siguel away, Once they see Siguel's
capiure, along with the subdual and capture of many of the
freaks, they can exchange fire with the Arbites enforcers for
as long as they like before escaping, Note that the noise of
gunfire in the Catacombs is deafening enough o
render all attempis at communication useless,

Special Rules: MILIOTOXIN - this drug. pumped in
its gaseous form around the whole of this section of
the catacombs, accentuates sensation,
Recovery or Svstem Shock test (as well as any psychii
power-induced west vou deem suitable) is at =15 within
the Catacombs,

Any Nerve,

Artag ks!

Any PC that jumps into the brackish water flowing
through the audience chamber must pass @ serics of
consecutive Srength wsts — make sure these last as
long as it takes for the Arbites soldiers o drag Siguel
away before the swimmer{s) reach the other side
Mowve the swimmer(s) downstream every successful
action so they get the impression the current is strong
If they exit the board, wugh luck - they will have
hook up with their fellows topside later on,



BOREAS = A HANDY LITTLE DEUS EX MACHINA

Boreas the Servo-skull |'|.|-| ||:I:-\ ol information lor the POs
should they necd it and can act as vour voiee throughout
the campaign, If the PCs are on the wrong track (or even
the right track. and need a bit of sieering into the action)
then use Boreas to guide them back onto the course of thi
mirrative. Don't be wary of doing this = the more the PCs
come o trust the linde traitor the better the Last scenes of
this campaign will be, He has extensive information on the
planet’s history and inhabitants = plavers would do well o
‘Ask Boreas” whenever they get stuck. Just remember, the
litthe chap never communicates vocally, and will Mash up
hololiths onto Mat surfaces whenever he needs to impart
information. Lastly, remember thar he is Lichtenstein’s tool
and will further the radical’s agenda (getting the PCs
through the events below w Anally fall into the clutches of
Cell Alphic) ar all tdmes. Naturally, he will not disclose
intormation about Lichtenstein or his obsessive gquest lor
the Librarium Heresius, sitvated deep in the Grellier
mansicn. under any Cirfcumstances

CHAPTER 2 - NOBODY EXPECTS THE

INQUISITION

There are many ways of finding the whereabouts of the PCs
quarty. Puritans are likely o tey the official channels. Afver the
altercation in the Catacombs, they'll be pissed off enough o
start wiclding some clour. They make enquiries at a local
precinot house as o where the latest band of mutants and
weirdos have been taken in, and one flash of an Inguisitorial
rosette later the Arbites personnel they question give the PCs
the address of the Precinet Keep they need

There is no desperate need to roleplay this sectfon, nnless of
coerse pou want to let your Puritan plavers throse thefr
weight around and shock the carapace pants off some poor
averuorked Arbites personnel — who will fer slide the fact
that be'’s already got plenty on bis plate with the “Sentinel’
a mystery killer with a nasty babit of blowing peoples
brains all over the city walls. The PCs might enjoy this scene
50 dts up to you bew neach effort you put in on this one
After strarting thetr stuff the PCs are given the address of the
Precinct Keepr in wiich Siguel is being beld, and the cell in
wihich be is recovering

CHAPTER 3 - A DISCREET ENQUIRY
Investipators of a more Radical bent may well wish 1o tread
softhy, keeping their presence in the capital city nice and
quict, If so, they stll have a couple of wavs w follow their
rapidly departing lead and find our his new whercabouts for
later questioning

*  The PCs pet their new Servo-skull friend, Boreas, o
follow the Arbites and their captives through the
Catacombs and back 1o Precingt Keep 4 1D, Once Boreas
has that information, he will rendesvous with the PCs
and let them Know

The PCs find a refugee Grotesque following them and
confromt him. The Grotesque wants Siguel broken out
and thinks the PCs can help - he will divalge the address
ol the Precinot Keep if asked the right guestions in the
right way

Whatever method the PCs choose 1o track down thetr fead,
dllcwe them to get the address of the Precinct Keep fafter a
maodicim of roleplaying) and move swiftly onto the next
Scerario

£




SCENARIO 2 - PITCH BLACK

Threat Level 2

The players, seething at the fact they were shot at by
Tmiperial agents, march towards Precinct Keep 410 with the
express trtention of not only interragating Siguel bur also
pulting the fear of the Emperor into whovver was
responsible for the debacle in the Catacombs.  However,
when they enter the Precinct Keep, it seems that the fun bas
started without them.

Setting: This is quite an unusual scenario in that it uses one
section of board at & time rather than the fall set = if vou have
a modular board made of three separate 2°s4° sections just
Lay them down one at a time, either side by side or end o
end (improvise the foorplan as you go - thick card wall
sections will be invaluable). This is because the whole
Precinet Keep is in pitch darkness, and the winding corridors
don't allow the PCs 1o see far in any case. What methods the
PCs use o see their way around is up o vou bur ic's ddeal o
have Boreas plaving a low light around the corridors with his
evebeams. Play this one for spookiness — it's a spartan, pitch-
dark building filled with scampering freaks, murderous
criminals and shaken-up, trigger-happy Arbites personnel
e PCs should never know what's around the next corner,
I your've plaved the computer game Resident Evil, go for thar
fecling — only in the dark. You might like 1o actually lower the
lighting in the room you're gaming in o simulate this effect.

Objective: The PCs have one objective, plain and simple:
find Siguel de Charvbdis. Once the PCs have expended a
decent amount of ammo, taken a few hits and had 2 good
time blowing away the denizens of this darkened Precinct
Keep (or once vou have rolled 6 times on the chart below,
vour call), have them make Initiative tests - a PC who
succeeds will spot a large slick of glistening, lumpy flesh

t

Exit door

i— v LT COMtinUes

slithering its way around a corner. They should follow this, as
it's the lqueficd form of Siguel - no mere barred cell can
hold this chap. If the PCs are doing well, it slithers wetly
under a locked door marked Munitorium. If they are badly
hurt (or vou are short of time), they will corner it, where i
will reform, unserdingly, into Siguel (skip o Chapter 4). The
licguic! form of Siguel is immune to all forms of attack the PCs
might inflict upon it barring liime of any kind - if the PCs use
flame attacks on him, he will reform, screaming (again, skip
oy Chapter 4)

Special Rules: Set the boand out section by section, with as
many corridors as possible. The maximum distance a model
can  soec 1“'||hul.l|i augmeniaive  moeasures) 1S (L1 _ﬁ'ﬂﬂ.‘lh
Whenever a member of the warrior band turns 4 corner,
opens an unlocked door or enters @ new area, roll a dice on

the following chart to see what they find: |
[ roll Denizen

I-2 Nothing

A4 173 Escaped Criminals

3 3 Escaped Grotesgues

O 23 Arhites

If a & is rolled, the Arbites that come round the corner will
attack the PCs, thinking that they are escaped criminals = i s
not common knowledge that the Inguisition s planetside
Phe PCs will have a tougher fight on their hands than against
any Grotesque or Escaped Criminal band, If the PCs are
cinny and pull something out of the bag, making a good case
for persuading the Arbites 1o join them (Leadership tests at -
30 are a good place 1o start), vou might want 1o let one or
even two Arbites join them in their pursuit of Siguel. Afrer all,
that way you can kill someone off in the next fight scenc with
a hit of fair!

An example section of the Precinet Keep might look like this

Rl T
on chart

Rl 136

on ¢hart

Warband
srarts here




SCENARIO 3 - MUNITORIUM

Threat Level 1 +1 per 2 Chromehounds present

The playvers bave tracked the liguefied form of the
freaksbow leader Siguel to Charybdis deep into the
darkened corridors of the Precinet Keep, and bave
fsolated bim in the Munitorium — one of the few
concentrations of bard goods in the entire city. After all,
that's where all the guns are kept.

| Setting: The arsenal of the Precinet Keep, a large room

| the PCs get inside, make sure Siguel has had plenty of

with only one entrance, This is barred by a massive, heavy,
metal door that is jammed shut due to the power cut
Siguel and his fellow escapees have engineered. However

time 1o prepare — he's come up with a few rrump cards a1
the back of the shadowy weapons depot. He now

commands a number of previously inert Chromehounds,
a durable and rare type of Cyber-mastiff that are the pride
and jov of the Evergreen Arbites Predincts.

Chromehounds start here

—

Objectives: Dirive off or disable the Chromehounds and |
get o Siguel, now armed o the pointy weeth and |

barmicaded in ar the back of the munitorium. He will
eventually tke a kicking but it is important he lives long
enough o answer the PCs questions,

Special Rules: The Chromehounds have been given the
order to “atack’ and will answer only to Siguel's voice
pattern, They go for the nearest target ar all times ibarring
their new master), Siguel will open fire indiscriminately

cven iF it means hitting his new pets. Siguel has ser himself

up a barricade of suppression shields (4 additional

Armour Points on each location), has donned Arbites- |

issuce carapace armour, and is armed with a heavy stubber
(the biggest gun he could find). He'll be firing it on full
auto, naturally. This is one narked-off freak = a lot of his
friends have died in the last lew hours,

Once Siguel has ken 20 or more damage he
surrcnders and is caprured (have one of the
PCs find a nice new flamer on the racks at
some point = something that is guaranteed o
make Siguel wmlk) - at this point he can be
interrogated thoroughly. The PCs can pick up
all manner of weaponrey here should they need
1o, but most of it is out of ammo. The gear the
PCs can pick up is as follows:

* The aforementioned Aamer

Siguel’s heavy stubber (tripod-
mounted and sadly not man-portable)

16 pump-action combat shotguns,
plus 20 Executioner rounds in
specially marked wooden caskets,

Carapace armour in all stzes
from Medium o Extra Large
istandard Arbites issue)

16 Bolas Launchers (standard
Arbites issue)

16 Suppression shields
(standard Arbites issue)

16 Shock Mauls (sandard

.ﬁ.rhi:tq:h issLe)

Yes, the Arbites are very well equipped indeed
upon the troubled world of Equinox. The
Imperium looks after its own = eventually.




CHAPTER 4 - INTERROGATION

The players have finally caprured Siguel, and are ready for
some answers, Due o Sigoel’s unusual physiology, they
might find that orore is not the way o glean information
from Siguel. However, if anvone strikes upon the idea of
threatening that his circus will be disbanded, he will sing like
the proverbial canary. Encourage the PCs to get the most out
isf him = they've been through enough to arrange this linde
interview, after all. If they haven't already roped in a couple
of Arbites Enforcers. have a pair join the party  halfway
through the interrogation — make sure these wo (Judges
Vudmann and Lenquel, for the record) are at the plavers”
beck and call from now on. Should the PCs ask the rght
guestions, Siguel is quite talkative and prepared 1o well them
about the following in a supreme effort o make them go
away and leave him alone

If the PCs ask about the anti-lmperial cults or his hlack
market dealings:

i) The black market gig he has going, and how his right-hand
man, a lame-breathing mutane called Herod, supplies the
rich and privileged of Equinox with a steady supply of drugs
i) The Archipelagos. and the fact that they are riddled with
hedonists and thrill-seekers, some of whom are devoted
the pursuit of pleasure in all its forms - the Archipelago of
Utopia has recently bought up his entire caravan’s supply of
organcn, obscura and milioroxin.

i)
accompanies her on her ‘husiness trips’, and how she fell
from grace to become a legend on both sides of the force
wills before she threw her lon in with the Nighistalkers

Ihe gun-runner Reguiel Morgling the Tall Man  thar

If the PCs ask about Lichtenstein or rogue elements of the
Inguisition

i) The only mention he's heard of the Inguisition is of the
Nighistalkers - a gang that operates from within the
ahandoned Belane hydroponics networks in Evergreen
Core. They have boasted that they are safe from Inguisitorial
scrutinyg. Tell the playvers there's only around ten members of
the gang — Siguel's parting gift — there are actoally more like
forty.

It is wp 1o the PCs how they deal with Siguel afier this. 15 they
are of a Radical bent, they may consider him 1o be a useful
contact and let him go abowt his wav, If they are Puritans,
they may kill him on the spot for his crimes against the
Imperium. He plays no real part in the rest of the campaign,
s0 let them do as they will,

Yo shenaled redleplay this chapter Try 1o keep Siguel scared
bt wiith a wounded self-confidence — be is beaten but not
broken. The most important element of this scene s that the
PCs find ont abort the Nightstalkers and the fact they are
hased in the Beltane bydroponics network,

SCENARIO 4 - THE SENTINEL

Threat Level 3

The players bave a new lead, and bave loaded up with the
intention of locating one of the major gangs in the darea.
They are travelling the streets of Evergreen in the dead of
night, looking for an entrance into the Beltane yvdroponics
nettoork, when a sniper's buller sparters the brain of a
barmiless-liooking  manufactorium worker all over them
Wihilst they look om in shook, fudge Viedmann's face explodes
antteards and be crimples like a sack of wet sand. They are
under attack from a sniper!

Setting: The rain-soaked.
tangled SUrCers of
Evergreen Core, amongst
the debris of a ruined
civilisation with plenty of
places to hide. Make sure
there are as many  tall
buildings in the arcea as
possible; this scenario’s
all about climbing and
like a
pood vantage point, after
all. You might like 10
sprav up a4 bunch of
Pringles tubes or shog
hoxes  just  for  this
scenario, or really go for
it and make some
tumbledown ruined
towers for your Vindicare
Assassin o hide in.

height.  Snipers

Objectives: The plavers must find and neutralise the sniper
hefore he finds and neutrilises them! Once they have locared
the sniper, let them take him out - he will execute a nice
dramatic swan dive into the streets below. He won't have
died, however (Imperial Assassins are extremely difficult wo
finish off) and the PCs can rush to investigate his twitching
hody, If they ry 10 queston him, it ranspires that he is
completely deal, and will make gasping. burbhling sounds in
place of words, There is stark madness in his eves, and he
will cover his cars as if warding off some terrible noise when
the PCs approach. This s a hint of what is ver o come -
clever PCs will take note. Having fallen onto a shanered
pillar, he is a broken man, and will eventually convalse and
die with a long, keening wail.

Special Rules: This is a cat-and-meuse game where the
hiding and visibility rules should get a real workout. Luckily,
this assassin lost his mind when he saw something terrible in
the Archipelagos, and so unlike his brother Vindicare
Assassins not every shot is a confirmed kill, Do not disclose
his location, rather let the PCs work it out by telling them
from which direction the shots come. Canny players will use
the remaining Arbites Judges and the panicked civilians
milling about as bait whilst they crawl and scamper from
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Sentinel’s location to a single building, have them converge
on it and take him down, Hurt the members of the party by
all means, but do try not o spatter any of the warband’s
brains across the decaying muolch of Evergreen's strects
unless you absolutely have . .

Don't stint on the heroic leaps in this scenario, and feel free
o reward any high-altitude derring-do, This scenario should
include lots of crawling across moonlit rooftops under the
fire of a deranged killer, so make it tense

%)



| SCENARIO 5 - NIGHTSTALKING

CHAPTER 5 - TAKE ME TO YOUR LEADER

Threat Level 1

The players bave escaped the lethal swiper in the streets
above and found the undergronund Beltane bydroponics lair
used by the Nightstalkers. They can tell this because the
members of the Nightstalleers gang, fiercely territorial, are
apening fire upon them as they advance further into their
ferritory/

Setting: This scenario is set in the midst of the filthy, smelly
mulch that clogs up the roads and once-grear Beltane
hydroponics system used as a lair by the Nightstalkers. These
gang members all have an Ouroboros (a snake eating its own
tail) tamooed like a band across their forcheads, and a dirn
white armband on their right arms thar the plaver characters
first mistake as wound dressings. Shattered archways loom
overhead, and every pieee of cover seems o house one of the
members of the wellarmed gang. The PCs must fight their
way through these gang members in a running gun bartle

If the PCs box clever and manage 1o somehow incapacitate
and question one of the hostile, territorial Nightstalkers,
their ingenuity should be rewarded. Have the gang member
in question put up a serious fight before knuckling under to
the player's commands. However, once it has been
established just who is the boss {by whatever means the
players deem necessary) the captive, assuming he hasn't
been rescued by his friends, will tke the players deep into
the hydroponics network 1o see the bosses. An asmre
character who can pass a Sagacity test at =20 will notice a
flash of recognition in their hostage's eyes when Borcas
hoves into view

Roleplay the gang member as terse and uncommunicative,
anly responding to the divest threats. Once the PC bas been
suitably cowed, bave bim sullenly lead the PCs deep into the
tndergrotmd network, into the fabled Chamber of Roots
einel the Nighistalleer's trap (see Scenario 5),
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that pulls them deeper into the darkness until they are
completely underground, where the Nightstalkers will spring
their trap (see below). Play this game on 4 6'x4' board and
keep the plavers moving - if vou have modular boards,
whenever one board (i the end that the PCs started off on)
no longer has any models on it, remove it and place it on the

opposite end of the able so thar the Nighestalkers can fall |

back as they fight, drawing the plavers on.

Objectives: The players must hunt down and kill capiure
Nightstalker gang members whilst pressing further into the
underground nerwvorks. In essence, all charcters must move
right down 1o the other end of the table, under gunfire, for
the scenario o end as the trap is sprung. Bear in mind the
Nightstalkers are more interested in drawing the PCs deeper
iand giving them a few nasty injuries 1o strengthen Chridios's
position) than in killing them - you should avoid close
combat if ar all passible. Once the PCs have all sustained a
fair amount of damage, let the teap fiv — it's time the PCs met
some of the other good guys in the storvline

Special Rules: IF any of the plavers are
s0 badly hurt it looks like they are not
going 10 make it have Boreas inject
some stimms that will keep their Speed
up to normal levels and keep them on
their feet. If the PCs are in real trouble,
simply spring the Nightstalkers' teap
prematurely,

Just as it looks like the PCs have got the
last of them, several score of gang
members melt out of the shadows, high-
calibre shotguns, autoguns and even old
fashioned arquebuses aimed squarely at
our heroes. The PCs should realise they
are outnumbered and outgunned. They
are blindfolded and guided, stumbling,
through miles of shin-deep, brackish
water and rotting vegetation into the
Chamber of Roots (go 1o page 22)

ALTERNATIVES
The campaign described here is by no means exhaustive or
immutable — you can change or adapt as much or as little of
it as vou like depending on vour preference and the models
in your collection. Alternatively you can play around with the
plot 1o suit the characters in vour player’s warbands or just
the direction you want to take your campaign in. For
instance, mavbe you wilng o consider the possibility that
Siguel joins forces with the PCs instead of fighting them - he
is a powerful figure in the Equinox underground and has an
information network bevond compare. Mavbe Lichienstein
approaches them directly straight off the bat and makes them
an offer they can't really refuse. You could make more of the
Arbites characters introduced after the Precinet House
missions, and have the Inguisitors team up with the local
lawmen to tike down the sniper that is plaguing the ciry In
short, feel free to have the players grubbing around in the
urban nightmare of the sprawl for as long as vou like.
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INnteriude:

THe Chamber of Roots

he Nightstalkers will escort them into the Chamber of

Roots, where the walls are covered in hundreds of
tangled, dead roos thar seem o0 muffle the sound
complerely,. Acolve Chridios is seated in a wooden alcove
carved out of one of the Lirger roots, the diameter of which
1%l 3._]u|1|| Wi Oir 1|}r1'|:' metres il‘u,' trecess 1o which these roots
belong must be rruly huge. He will be slumming it down
there, smoking a lho-stick (an affectation he has learnt gives
him a lower<class appearance). The chair is once of a ring of
evight very similar chairs. The whole place is knece-deep in
toxic sludge, and sump-rats scurry between the character’'s
legs, I's almost like a mini-mangrove swamp, The remote
location plus the dodgy company should tip the PCs off 1o
the fact that this is no normal Inguisitor’s operative we are
talking about as the wll, myvsterious figure holds up an
Inguisitorial rosctie. He s, of course, one of Lichtenstein's
wwiolvies

Acolve Chridios, otherwise known as the Tall Man, is
surrounded by a coven of lurking cohorts - the gang is amply
funded and supplicd by Chridios and its members are very
fowal. Tov artack would be madness, as the PCs are badly hun
and serously outnumbered. Not only that, but the all,
hrooding figure standing half-obscured in the shadows of the
roots s none other than the legendary Eldar Pirate Prince
Alanthrasil Swiftblade, assigned by Lichtenstein as a

boxdhvuand for Chridios. The PCs know full well from their

briefings that the Eldar swordmaster could take a few of them
down by himsell — a further incentive not o aack. These
rwo powerful individuals are oo of the members of Cell
Aphic, Lichtenstein’s operatives upon Eguinox

Chridios will greet the PCs with his usual supercilious wone,
and remark that they look like they have seen bener davs. As
the PCs have seen the Acolvee's Inguisitorial rosette they may
well suspect him of being in league with Lichtenstein (or
even being the rogue Inguisitor himself) and will most likely
challenge him - as a radical and a heretic if they are Puritan
as an impertinent son-ola-grox if they are Radical. IF they
don't, have Chridios bait them untl hostile words are
exchanged. Ar this point Chridios will play one of his grump
cards (“vour methods are not exactly without  reproach
cither, it would seem™) snapping his fingers — Boreas will
glide over and settde above his shoulder, where the linde
judas will replay fickering pict-captures upon the brackish
water: the characters shooting Arbites personnel, causing
major property damage, using innocent civilians as bait
consorting  with mutants'daemonhosts, using  psychi
powers, and so forth, Huminaring stuff - the Servo-skull has
been recording them all along. Not enough 1o prosecute an
individual as powerful as an Inquisitor, but enough o prove
Chridios's point. The PCs will be enmged, as it seems they
have been set up from the start



Chridios will casually reveal that the “Imperial sympathiser
they were contacted by ar the start of the ¢ ampaign is his field
commander, and that he could never have conmcted them
through official channels — the riddle of Equinox's future is
way i, delicate for that. They should put two and twio
together and realise that this cloak-and-dagger secrecy is due
o Inguisitor Lichtenstein - he cannin operate openly and
hence has been manipulating them from the stare The
Radical believes he can kill two birds with one stone, sending
his pursuers into the depths of a Chaos coven and causing
the perfect distraction for him to close in on the Librarium
Hereticus. For now, though, it would seem that the plaver
characters are embroiled in the dark goings-on of the planet,
and are probably hungry for some answers

It is ar this point that Chridios makes his job offer. Although
he cannot kill them if they refuse, if the PCs do not listen or
agree o Chridios's plan he intends 1o use Boreas's footage as
leverage 1o make their presence extremely widely known on
the planet, busting their operation wide open and warning
their enemics (including the Radical they want o capture so
badly) of their approach. They can limp out of there on their

own, battered and extremely low on supplics - assuming ol
course they make it out of the hydroponics labvrinth within
the next month or so. I the PCs do listen up and agree o
help, Chridios will share all the knowledge he has about the
cult he suspects 1o be operating in the city, have them
escorted by armed guard to a safe house, arrange for them o
restock their badly depleted ammunition and have their
wounds seen to by one of the maost skilled Chirurgeons in the
Ciry.

Mrthough they will hate Chridios for it, the PCs should
agree to work with him (for the time being @t least) so
that their investigation is not compromised. If they dio so
Chridios will answer questions on any of the following

ropics

The Miliotoxin connection: this sensation-cnhancing
drug has been found at the scene of several cult activities,
especially those devoted o the god of pleasure
Slaanesh, Chridios believes that this is just whart is ronting
at the heart of the Archipelagos, and thar the sooner an
unannounced investigation clears this up, the beter

The previous Inguisitorial investigation: Chridios
belicves thar the last investigation twrned up so linle
because the guilty parties were forewarned  of  the
Inguisitorial presence on the planet. His sources tell him
that the PCs' presence is so far underected, and that a
surprise rakd would wen up far more evidence of
corruption. This is where they come in

The Sentinel: Chridios knows little more than the man
on the street about Evergreen’s notorious killer, but i
the PCs mention they ok him down and that he
covered his ears when they approached, Chridios will
look disturbed and thoughoful. He mentions thar
Shanesh worshippers often utilise extreme forms of
nodse as stimulus in their orgies. PCs wise enough o
tollow this line of questioning might be thinking abow
investing in a nice set of carmuffs ar this poine

Requiel Morglin: He says that they will get a chance
ask her any questions faceao-face, as soon as they reach
the safe house

Inquisitor Lichtenstein: A, the notorious Radical — he
has heard that the heretic has just left the system and will
give them information as to where and when should they
prove successiul in their investigations. This is, of course,
a red berring quite capable of mking on Moby Dick in a
fin-fight, designed 1o get them off his master's trail

The anti-lmperial cultxenotech: If the PCs ask abowt
this {and they should), Alanthrasil will speak up

‘The Restoration. In their pride the human witch seeks
to grant thar which is not hers o give, the gift of life
They claim they wish o restore our planet’s former
beaury, w trn it from hag to maiden world once more,
but they mean o place hell isell beneath their thin
fagade of paradise. They must be stopped

The PCs are nearing the truth, but the Eldar warrior
cannot be drawn further on this topic at this time. He's a
monscly swine ar the best of tmes, and these mon-keigh
disgust him

Onee the PCs have covered some or all of these Lopics,
they are well placed 1o move on to the next campaign
Mike sure they find out about the last point at the very
leasy, even if vou have o steer the conversation in that
direction vourself

When the PCs have finished walking to Chridios, they are
escorted out of the hwdroponics network (the scenic
route, naturally) by Alanthrasil and a bodyguard of fificen
Nightstalkers. As they climb back into the ruined striets,
this section of the story draws 1o a close,

This section will take at least balf an bour to roleplay
properly, s it contains plenty of exposition as a reward

Jow the PC's bard worle so far You might want to give it

fonger if roleplaying’s your thing - it is vital to the plot
arted s0 showld nwot be slefmmed over if pou can belp it



Campaign 2:

i sl el

This section of the campaign is where all the storylines
and subplots seeded so far tie wgether, and the player
characters begin o realise that what they are caught up in
actually determines the fate of the entire planet rather than
just the fate of a few individuals. The bad guys, hitherto
working away behind the scenes, are getting close 1o their
goal of unleashing the power of the ancient Eldar
terraforming technologies upon the world, Having joined
forces with Chridios, and therefore Inguisitor Lichtenstein,
the plavers are finally uncovering more of the puzsde. As this
second campaign unfolds, the plavers must make a choice.
Fither they will realise the danger that faces this world, and
that they must act fast o stop the plague of life thar is about
1o change Equinox for the better — and then immeasurably
for the worse. Alternatively, they could focus on their original
goal - to capture Lichtenstein — and by omission of action
allow the Restoration 1o go ahead with their plan. After all,
this planet could use a facelift! In this way it is really down o
the player characters whether they restore Equinox 1o a
paradise, albeit one riddled with corruption, or foree it o
remain as a spiritually pure but rotalitarian dystopia. This
campaign can be plaved on its own, but the two campaigns
really should run into cach other if at all possible. If not, just
play from the Chamber of Roots onwards, tell the characters
evervthing they would have otherwise found out in the first
campaign and get stuck into the second.

The majority of the Euphoria and Death campaign takes
place inside ome of the Archipelagos, the beautiful and
privileged parts of this world where those with the aght
lineage frolic and laugh as the masses starve in the roting
ruins outside the forcewall. The key to geming inside the
Archipelagos, and thercfore into the corrupt circle of
Slaaneshi cultists, is Requicl Morglin. This foul-mouthed gun-
runner wis once a porcelain-prety girlchild of Utopia — as
much a part of that particular Archipelago as Juviet Grellier,
who watched the feisty youngster grow up and has been
waiting for her to get bored of ‘slumming it and return (o the
fold for many vears now. Juviet is actually very fond of
Requicl and her feisty spirit. as much as she is still capable of
experiencing normal human emotions. This is the cover by
which the player characters will be entering Utopia — as
members of the Lady Requicl's entourage when she makes
her triumphant return into high society — minus the smoking
Ihe-stick, loaded bandoliers and copious oil stains, of course.

Whilst the players are infiltrating the Imperial Ball, the
hostess Juvier Grellier will meet them, and probably grow
suspicious. However, she knows that anyone not devoted 1o
the Prince of Misdeed, her patron deity, will find the
evening's ‘entertainments’ very difficult to bear - her
performer for the evening is a hideous daemonic instrument
she calls Cacophonelle. The thing's screams will deafen or
drive insane any who do not bear the favour of Slaanesh.
Luckily, the PCs are made of sterner stuff, and will break out
of the ballroom (evenmually) o find the mwisting, Chaos-
tainted corrdors of the mansion leading 1o Juviet's inner
sancrum. It is there that she plans o activate the Pandoraque,
an Eldar terraforming device in the shape of a miniature
waorld that floods the planet with pure life force. This ancient
artefact, designed to prevent the original Eldar inhabitints
from untimely death, is so powerful that when activated it
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A WORD ABOUT SPACE MARINE CHARACTERS
Unfortunately for some, this campaign has an ¢lement of
subterfuge and subtlety in it — about halfway through the
plavers will be called upon o infiltre @ high-socicty
Imperial Ball. Needless to say, 4 monstrous superhuman
killing machine clanking around and bellowing “heresy’ at
powdered courtiers will compromise the warband’s cover.
now marter how resourceful his milor. As a result, it is
recommended that anvone with a Space Marine characrer
in his warband leaves the big guy at home, ar least for the
parts of this campaign that involve espionage. Never fear,
though, he can always burst through a stained-glass
window when the killing stars!




Equinox back to lite — the massive trees, the leederinsects,
the birds, the rotting corpses of every living thing that has
died on the planet since its colonisation. ..

Luckily, Alanthrasil Swifiblade knows the history of his mce
well, and realises that the activation of the Pandorague will
rransform the planet into a paradise that just happens o be
filled with undyving hedonistic Chaos worshippers, safe in
their islands of perfection, and several million walking
corpses that will roam the rest of the planet unl Juvier
grovws bored of immortality. Not exactly what his forefathers
had in mind when they designed Eguinox, It is up o him,
Requiel and the plavers o decide whether the Restoration
achicves its goal or not, a decision that is complicated when
the notorious Inguisitor Lichtenstein finally plays his hand

For this secton of the campaign, you will need the following
moudels, or appropriate stand-ins

Model

Hesrescis Incpuisitor Servo-skull any)

Reggraded Mueglin

Wearretbrawdl Seifehdae

Cast Member

Sistor Repoentia

Alanthrsil Swafthlade (dub)
.I'nqmﬂrrir Lachbrnwtein Fisenhorm
Crlurnsios Cherubae]
Fuviet Gorellier Jena Orechicl

Culidsrs Sseeviarima ancd Sevora |evesul

Inguisitor Lichtenstein
Ws  BS 5 T 1 Wp Sg Nv Ld

94 75 71 735 HO B4 o0 91 BH

Equipment: Heavy Stubber with Shot Selector, Motion
Predicior, Manstopper Rounds, Dum-dum rounds, Combat
Shotgun with Hellfire Shells, Psyv-booster, Flak armour on
chest, arms, legs, Daemonsword with Grawing ancd
Warpllame abilities (WP 84).

Special Abilities: Heroic, Force of Will, Leader, Rock Steady
Aim, Ambidextrous,

Psychic Powers: Telckinesis, Psychic Impel, Banishment.

Ghaustos, Lichtenstein's Dacmonhost
W5 HS s T 1 Wp Sg Nv Ld

48 49 55 53 501 H4 99 89 206
Equipment: None.

Special Abilitics: Force of Will, Void-chill, Invulnerable,
Shadow, Regeneration, Vampirism

Psychic Powers: Frosthlast (as fireball), Bloodfreese (as
Bloodbaoily, Blinding Flash, Terrify

Boreas
Servo-skull (see page 90 of Inguisitor, combines med-skull
and hunter-skull abilities).

Requiel Morglin
ws BS ] T I Wp Sg Nv Ld
45 -s 45 55 il ] 5 &0 40

Equipment: Paired bolt pistols, plasma pistol, flechete,
dumdum and manstopper rounds, Liser sight, Flak armour
on Chest and legs.

Special Abilities: Gunlighter, Hipshooting, Deadeve shot,
Rk Steady Aim, Troe Grit,

Jansen Malachai

WS HS S T I Wp Sg Nv Ld
25 15 45 40 40 i5 75 20 {1

Equipment: Knife, Inhalers of Spook and “Slaught with 3
doses cach

Special Abilities: Medic

Juviet Grellier

ws BS ] T I Wp Sg Nv Ld
45 55 45 (el =i B5 05 T0 LUl

Equipment: Dacmon weapon - knife with Vampyre,
Entrance (WP 80), ornate duelling pistol heirloom( + 20 1o
hit), arcane amoos (count as 5 armour on all locations
except head),

Special Abilities: Leader, Nerves of Steel, Dodge, Feint,

Psychic Powers: Choke, Psvchic Shrick, Puppet Master,
Fleshy Curse (see Inguisitor Annual 2003)

Alanthrasil Swiftblade
St Inguisitor Annual 2004,

CHAPTER ONE -

THE SAFE HOUSE

The player characters, led by Alanthrasil Swifiblade (the
Nightstalkers don't venture into the streets, knowing that the
Eldar can take care of himselfy, eventoally reach the safe
house, on a street known as Glorious Imperator. The name
belies the nature of the road, however; it is as wumbledown
and ramshackle as any other street in the Sprawl. This
abandoned building used to be a prison. and the basement,
where the prisoners were executed by a two-man firing
squacdl, is haunted by the unguiet ghosts of those murderers
and heretics who were put to death there, This ensures that
even the homeless and desperate give the place a wide berth,
making it a perfect hideour for the agents of Cell Alphic. The
dim luminas make for a grim, fairly warchouse-like
atmosphere, and there is a coppery hint of blood over the
smell of disinfectant. Psykers will hate it, because of the
lingering spiritual residue of all of those who have been
executed here.

When the plavers enter the dingy, dusty confines of the
Munitorium-sized building. they see thar a pair of heavy-dury
combat boots have disturbed the dust, the foorpringes leading
upstiairs. When they get up there, they are greeted by a lowd
belch and a blueswhite smoke ring - Reguicl Morglin is lving
on a standard issue Imperial bunk, her booted feet propped
on a small prayereffigy of the Golden Throne. IF any of the
players challenge her piety, she will look wounded and point
ar her ‘purity seal’ - an observant character may notice she's
made it herself out of toilet paper and carwaix, Evidently this
is a lady who doesn’t take the Imperium too seriously — she
will get a kick out of winding up any stiff Puritan types
present. However, the PCs need her, and if anyone makes an
aggressive move, they will find Eminiclle - Alanthrasil's
Diresword — at the throat of their most senior member.
humming an unnatural chord.



Once the introductions have been made, Requicl will open
hidden compartments loaded o the gills with contraband
hard goods, biterly acceding that she is o give the player
characters anyvthing they need from her stash — all the ammo,
grenades, car protectors and Jocked and loaded weaponry
the player characters could ask for (the PCs may load up on
any Common item or standard ammunition in the rulebook).
Once they have kitted themselves out, she will recount her
unusual history, her flight from the Archipelago of Utopia,
and outline Chridios’s plan w infiltrate the Grellier mansion

The PCs are o wear the finery she indicates in the hidden
comperiments above the bunks, and accompany Reguicl on
her trivmphant remurn o high society as her entourage,
making their grand entrance at Juvier Greellier's lmperial Ball
= apparently one of the largest social gatherings the
Archipelagos have seen in years. She herself will be wearing
a ballgown fit for a princess (she looks horrified at this) and
will affect some kind of airs and graces o make sure the Ball
carries on as normal = last time the Inguisition plaved s
hand, evidence of all suspicious activities disappeared almost
instantly. Once the PCs have confirmed their suspicion that
there really is a Slaaneshi cult operating in the Archipelagos,
they are 1o call in back-up and begin the extermination of any
heretics they find, including Juviet Grellier herself should she
bz gty

Naturally, things are not likely to go that smoothly, But first,
the PCs should get fixed up, and Requiel knows just the man
= lansen Malachai. the Chirumgeon of the Aguis Bene.

Play Reguiel as thoroughly obnoxtous, but with a charming
wdge of capriciowsness and a coy manner that shines
throngh if the PCs gt too drate — she can e a real charmer
when she wants fo be, and she knows fudl well theat
Lichrenstein will add ber to the ghosts in the basement if she
and the characters fail to create the distraction be s
CORERTTrg sifh.

CHAPTER TWO -

DOCTOR IN THE HOUSE

Jansen Malachai s almost pathetically grateful 1o the
characters for saving him, and will hobble over w them
spouting benedictions and thanks 10 the Emperor above. He
is a fervently religious man and this should come across,
much o Requicl's amusement. When he gets a chanee 1o
examine the PCs, he will tut and fuss, and insist that they
alloww him to stitch them back together again. Despite the fact
he is addicted o Reflex and his hands shake a little as he
labours over the ramshackle operating table, Malachai is a
gifted medicae — each plaver may heal 2D3 Wound boxes of
damage from their character sheers and ke 3D6 off their
Injury total. This should bring them back o close-on ull
strength for the final confrontations. In addition, Malachai
gives them an inhaler of Spook, and two Injectors of Spur,
one of which has no sheath for the necdle, one of which has
a dirty brown cap (you can carch all kinds of things from this
chap’s medical practices. .. ) and the blessing of the Emperor.
The PCs, feeling healthy and with a warm glow ol saving a
devout Imperial servant, make their way back o the Safe
House.

CHAPTER THREE - A NIGHT AT THE OPERA
(or “REQUIEL MORGLIN, YOU SHALL GO TO
THE BALL")

Having gone back to the sale house, made their preparations
and dressed o kill in more ways than one. the player
characters and Requiel are ready 1o enter the high society of

SCENARIO 1 - SAVING JANSEN MALACHAI
Threat Level 2

It's time for some action! The player characters, battered
and in need of some serious medical attention, bave
travelled to the Aguis Bene in search of the Chirurgeon
Jansen Malachai. However, when the players arrive, they
[find Malachat in a rving of white-furred, atavistic free-
crevpers, come down from the Canopy ta bunt the weak
and infirm and drag them back into their arboreal
dens...

Setting: The Agquis Bene is an abandoned theatre thar was
once one of the most beautiful buildings in Evergreen,
with a magnificently decorated dome that once made the
Sistine Chapel look like painting-by-numbers, Since the
Deterioration, the Bene (like evervthing else outside the
forcewall) has started w collapse in on itselll and the
dome has been shattered forever by a Silver Skulls drop
pexd that slammed seratght through it during the purges,
Under the shattered dome, cowering behind his operiting
table as the rain pours in from the sharered roof, we find
Jansen Malachai, keeping a circle of ree-creepers at bay
with a sputtering torch. As the PCs enter, the white-furred
ape-things turn as one and argack!

Objectives: Kill the sub-human mree-creepers whilst
sustaining minimal damage themselves, and  keep
Malachai safe = he's not much use to them as a corpse

Notes: This scenario is really only here for two purposes
— 1o get the PCs fighting again after a long interlude of plog
development, and o show just how capable Requiel is as
a gunslinger and Alanthrasil is as a swordsman. Have them
show off accordingly, carving their way through as many
ape-creatures as possible. The PCs, in pretty bad shape ar
this time, should concentrate on keeping themselves and
Malachai alive. This shouldn't be wo difficult as the ree-
crecpers really are pretty weak. To represent them, vou
might want to get yvour hands on some Warbammer
monsters - Rat Ogre models will do fine as they will be
about the right size and are ugly enough to double as
these arboreal predators
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the Archipelago of Euphoria, Have the PCs rehearse their
roles as Requicl’s entourage — an Inguisitor or Adeprous
Mechanicus Magos could be an advisor, a Desperado or
Enforcer could be a bodyvguard, and so on. You should find
entertainingly subservient roles for the more pompous
characters in the group. Reguiel herself will undergo a
transformation from guttersnipe to the belle of the ball, she
pretends o hate all this dressing up but the PCs can tell she
secretly digs it Stubbing out her tho-stick on the heraldry of




the duopede-led carriage Chridios has laid on for their travel
arrangements, she beckons for the plaver characters o join
her.

The players roll through the shatered strects in their anti-
grav carriage, the finest piece of kit they have seen planetside
since they landed, feeling like kings amongst the squalor
uniil they reach the forcewall The massive, smooth plaster
walls are faceless and unblemished, wopped with elegant
crenellations that bely the lethality of the gun nests hidden
behind them, used only if the scum decide o ey anvthing.
The force wall crackles and fizses as the PCs pass through it
leaving them tingling but nothing more. The ever-present
rain stops pattering, something that feels very strange indeed
to the PCs, Requicl emits a small whoop of delight when the
infernal noise finally stops. The carnage draws to a halt, and
Requiel leans our, all bodice and cleavage. o talk o the
impeccably dressed sentries either side of Euphoria’s main
gate. Afier a ense ten minutes of waiting whilst they vox
through o their superiors, the plavers hear 2 smooth
‘shlunk’ of mag-locks disengaging and the main gates swing
open. The sight that greets them is like something out of a
fairy tale.

The Archipelago of Euphoria is a wonderland of domes,
spires and architectural masterpicces that elegantly  curl
around the natural hill on which the Archipelago was built
Rococo facades and friczes, pristine and untouched by rot or
mildew. line every wall, and mosaics of glittering gold and
white curl around pillar and street alike. The light refracting
through the forcewall sparkles from towers and  gilded
rooftops, and a clear, resonant bell peals through the still air
as the duopede carriage wends its way through the streets o
the mansion at the centre of this island of paradise, The PCs
have never seen such affluence

When the players reach the Grellier mansion, they disembark
from the carriage, slighdy awkward in their finery, and allow
Requiel to sweep majestically after them. She really does
scrub up well, but alier all, she was born to it. They are
greeted by the Majordomo Ell Manouk, tall, thin and with the
half-mask of a fox, who fawns and purrs over the prodigal
Requiel (stressing how she's blossomed into a beautiful
woman) before they are finally shown inside. Juvier greets
them personally, rushing o kiss Requiel on either cheek
amidst cries of ‘dahling” and ‘but ook how vou've grown’.
She leads them 1o the party, pride and satisfaction in her
every step. The interior of the Grellier mansion is simply
hreathtaking

Fhe main ballroom, where the guests are shown o, is a
picture of grace and opulence, There are dancers around the
walls. twisting and moving every so slowly, none of them
older than their late eens, and all of them seem o have a
blank expression on their faces. They are drugged, of course,
but their dance is sinuous and enthralling. The hall is filled
with foppish courtiers and lavghing, beautiful women, some
of whom are dancing in a stately and measured way, Above
them hang massive chandeliers, capped with candles the
width of a man's thigh. The music plaving is tranguil and laid-
back, almaost hypnotic.

All of the peaple in the room are wearing masks of some sort
- passive empty faces scem o be popular. Insects, cagles,
lions, skulls, and shifting Rorschach ink blots are also in
evidence, If any of them are asked about the evening's
entertainment, they will divulge that the performer is one
Cacophonelle, a prodigy of Juviet's who is apparently quite
unusual. Just how unusual Cacophonelle is, the plavers are
about to find our. Half daemon, half musical instrument, she

i hardwired into a machine that amplifics her voice a
hundredfold. Hideous and twisted, to all intents and
purposes, she is just a head laced into a pearl-inlaid amplifier
stack

The PCs will eventually be wwld o hush, and the dancers
become stll. Miliotoxin silently drifis through the vents inte
the room. After an appropriately tense moment, the curtains
at the far end of the room will part, strobe lighting will come
on, white noise will scream out from Cacophonelle, and the
dancers will go ino apoplectic fits. Many of those present
will start to writhe on the Aoor in a carpet of limbs and lolling
mouths. Ty the horror of the players, those present scem 1o
be enjoving it immensely - these are Slaaneshi cultists and no
mistake. But it's absolutely deafening in here, and the plavers
would be well advised o ger oar before their brains start (o
drbble our of their cars.

It's not absolutely necessary o rofeplay this section, bul it
will aedd to the feeling of being in a different enviroment if
v Bave the time

CHAPTER FOUR -

THE TWISTING CORRIDORS

The plavers plunge decper into the twisting corridors of the
mansion, the dreadful noise of the ballroom finally leh
behind them. Requiel has, somewhar rashly, dashed off
ahead. The further they go into the corridors, the weirder
and more chaotic their surroundings get. The walls crawl and
writhe like the skin of some intestinal parasite, the oil
portraits dored along them ranging from unselingly lifelike
nobles w rwisted, hellish things dressed in silken finery, The
candles that sputter and spit along the walls, emanating a
stink of human fat, flicker and die as the PCs pass. As the
playvers press further into the labyrinth of the mansion, the
figures in the portraits begin o reach out with feshy claws,
gibbering and screeching for the souls of the intruders. A
simple prayer o the Emperor will fend off these marauding
daemon-images. with varving degrees of success depending
on how devout the character in question is. Turning a corner,
they see Requiel an the end of the corridor, her legs kicking,
caught by one of the larger paintings — she is being pulled
into it by fleshy, veined hands. By the dme the PCs get there,
she has been pulled into the painting altogether: it is now a
sickeningly graphic likeness of a familiar woman in a
ballgown being assaulied by vile Slaaneshi daemons,

By now, the PCs should be thoroughly spooked, wanting to
gel the bell out of there, but the way back (s pitch dark, and
the more astute members of the party should bave realised
that the stranger things get, the closer to their guarry they
are. They plunge on, and eventually emerge in Juviet's inner
sanctum, the Librarvivm Heresins, as the final ace unfolds.
Proceed to Seenario Four:
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SCENARIO 2 - BLOOD IN THE BALLROOM
Threat Level 2
The Slaceneshi cult bave gathered for reasons other than

dofng the foxtrot, and fuviet bas reasoned that this orgy of

nafse and flesh will distract the newcomers long enough for
ber to complete ber ritual with the Pandorague in ber fnner
sanctum. As the PCs fight against both clawing bands and
deafening noise, some new additions to the party arrive

Setting: This scenario is set in the linest of Evergreen's
| ballrooms, now carpeted with the comnvalsing and writhing
| miembers of the Restoration cult, They will claw and scratch

ai the PCs legs. and the plavers can empry clip afier clip into

the revellers, killing as many as they wish uniil blood covers
the marble floor - it maners live, The revellers will really
only slow the players down - the danger here is

Cacophonelle, and she's protected by a AD10 force shield

fone of the origmal shiclds that, when diluted, form the

forcewall ) As the PCs ook around, they see Juviet dart out
of the door at the far end of the ballroom, and give chase

Objective: The players are really best placed geting the hell
out of there, as it is nearly impossible 1o reach Cacophonelle
(the stage is set several metres above the marble floor of the
ballroom with no stairs in sight) and she is protected by an
extremely powerful force shield. Their objective s 1o get o
the door that Juviet fled through without their minds melting
under the aural onslaught of Cacophonelle

Cacophonelle

Special Rules: Miliotoxin is being pumped into the
ballroom w help the cultists beter  appreciate  this
‘performance” — See Ambush at the Circus of Horrors for the
special rules

Due to the clawing, writhing mass of bodies that spasm in
delight at  the deafening white noise emited Iy
Cacophonelle, the plavers only get actions on the roll of a 54
rather than the usual 44, and all movement is slowed by 2
inches, There are so many revellers it is pointless o use
models for them, just use a bit of imagination and assure the
plavers no matter how many bullets they empiy into the sca
of limbs and ecstatic bodies there will always be more 1o slow
their pursuit. The hideously loud screams emanating from
the daemon-machine have the potential 1o physically damage
anvone who s not a devotee of Slaanesh - playvers withou
bionic ears must pass a Toughness test at =15 cach wrn, or
clse will find Blood streaming out of their cars and must add
D6 o their Injury towal. Psvkers add D10 o their wotal
instead, and may not use psychic powers whilst this is in
effece. Plavers canny enough o have got to the bottom of the
sentinel subplot may have brought some kind of protection
for their cars — if this s so, they ke only D3 damage per
failed Toughness test. No verbal communication is possible
in the ballroom

Notes: When the PCs near their goal, have them spot two
figures sprint into the hall at the far end fwhere the PCs came
in). The PCs can well by the grace and stature of the one on
the left that it is Alanthrasil Swifthlade. The other, struggling
to keep up with the Eldar pirate, wears a cloak over a golden
breastplate and has Boreas gliding along behind him - this is
Inguisitor Lichenstein, As the MCs are about o leave, the
voice of an old man, strained and wegent, but powerful
nonetheless, is projected into their heads:

“She bas the Fandorague in ber sanctum! If we do not stop
ber she will wnfeash the lfe-force of an entive Eldar planet!”

It is up o the PCs how they respond o this, but make sure
they go with their gut instinets — it's 1oo loud to confer. After
all, it doesn't sound like the end of the world (vou know
better, of course). If the PCs guess this is the dangerous
Radical Lichtenstein (probably obvious by the model), they
may shoot at him or plunge their way back into the writhing
revellers to catch him, IF they do this, Lichtenstein will dant
into the nearest exit, Alanthrasil at his side, I they decide w
pursue him further, Requiel will dash off after Juvier, leaving
the players to their own agenda — skip to Chapter Five, I they
go with her after Juviet, go on 1o Chapter Four,
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SCENARIO 3 - SHOWDOWN

Threat Level 4

The beretic Inguisitor Lichtenstvin bas been found art last)
The Inguisitors conld well bare expected to find bim in this
bive of evil, no doubt be is vesponsible for the infernal cult
infecting this place. His pei dacmonbaost bas manifested
proof that bis Radicalism is as strong as ever — bring this
tratitor fo justice!

Setting: The grand dining room of the Grellier mansion
This s as opulent and ostentatious as the rest of this massive
building, with huge crvstal chandeliers, high-backed chairs
and a massive bloodwood table set with the finest silver
cutlery and diamond-studded glasses. Armaved around the
room are unusuwal antifcts on plinths; vises, sculprures, alien
artworks, and the heads of the last people to have displeased

Juviet, The players should have a lot of fun smashing this
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Ineguisitor
Livhtenstein

starts here

CHAPTER FIVE -

LICHTENSTEIN

The plavers storm their way through the writhing bodies of
the cultisits in the ballroom in hot pursuit of the hereric
Inquisitor Lichtenstein, Running down the corridors, they
find the walls frosted and covered with sheets of lee, slowly
cracking and sloughing to the floor. The min of Warp magic
is in the air, and a thick pool of grey slime, tendrils of dry ice
smoking from it, confirm the suspicion that some kind of
manifestition has occurred here. The PCs do not let this slow
thiem, however, and plunge further into the mansion afer
the Inguisitor and his foul alien cohort. It's not long beforne
they find him, crossing a grand dining room. He has the
Eldar, Alanthrasil, with him, his Servo-skull Boreas, and a vile,
tentacled humanoid thing that floats next to the chandeliers.
ice crystals flickering in the air around it — the dacmonhost
Ghaustos
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Objective: Take Lichtenstein down, dead or alive (dead is
much, much safer — he's not been an Excommunicate Radical
for this long without having some tricks up his sleeve) and
destroy his henchmen

Special Rules: The bloodwood table has an Armour Rating
of five, and the chairs two

Try and ger a swordfight versus Lichtenstein or Alanthrasil
along the table at some point, scarering cutlery and priceless
glasses all over the place = s nice and dramatic, and fits with
the opulent surroundings. Once they have delivered the

Emperor’s justice, the players follow the corridors that lead

back to the ballroom - as they make their way back. they feel
a hot tingle pass through them; something strange has just
happened. Later. when they arrive at the ballroom, they find
ot just how strange.

Warband
stars here

Yoou should rolepla) I.I"Jd.'l:'.l't'.fmngr between the characters
il the rogue Inguisitor, with lots of “In the name of the
Immortal Emperar we call you Excommunicate Traftoris

antel “Meddling fools' By stopping me you doom this planet
tey an eternity of Heing deatlh” type diclogue. For the players.,
ithis is the prefude to the sbowdown they've wanted all
along, so get some fuicy end-of-fifm banter in there before
the dice start rolling - after all, there {5 no way Lichienstein
is coming withaut a fight
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: SCENARIO 4 - THE LIBRARIUM HERESIUS

| Threat Level 4
Clase to completing ber diabolical plan, Juviet Grellier is
enacting a ritual allowing ber to open the Pandorague and
dedicate ber new world order to ber patron god, Slaanesh,
Nat if the players bave anytbing to say about il..

The PCs plunge headlong into the inner sancum of the
Restoration cult, the Librarium Heresius, where Juvier keeps
| all her forbidden lore. The room is filled with naked, dancing
| figures = Juviet and her cultisiss — and a grear bragier burns
underneath a slowly-spinning silver globe in the centre of the
room (heat activates this alien device), The sphere seems to
| suspend itself, and cracks are appearing across it, allowing
| tiny heams of white light 1o spill into the room. This is the
Pandorague, an Eldar terraforming sphere that contains
| ent wigh pure life force o saturate an entire planet, and it's
about o go nova. ..

Setting: The Librarium Heresius is a large room packed to
the gills with all the arcane texts that Juviet and the Grellier

; dynasty have accumulated over the centuries. Though there
is cnough hlasphemous material here o condemn Juviet and
her family several hundred times over, we're only really

| interested in the one in the middle of the room - the ancient
Eldar Pandorague. As the PCs burst in, Juviet will deliver a
short speech in the best tradition of evil villain types the
galaxy over before serting her minions upon the player
characters,

“fefon't kenone wolvy voui're so concerned, (s poing to be fust
perfect, we can all live forever! Don't you want to live
Sorever? Pve so many wonderful things to sbow you...”

With that, the cultists attack.

| Special Rules: Juvier will stay put as her minions launch
themselves into close combat — she isn't really a fighter in any
case. If she is shot at, she'll hide in the cover of the
Pandorague and brazier.

As the Pandorague ripples and splits over the flames, the
door at the back of the room bursts open wide and
Lichtenstein, Alanthrasil, the Servo-skull Boreas and
Lichtenstein's pet dacmonhost, Ghaustos, charge through
inte the room (he summoned the “host” when things got
tough in the twisting corridors). If the plavers are fas
enough.  they  can either  arrest Lichtenstein as
Excommunicate Traitoris when they are low on strength and
ter the Pandorague pour life-force throughout the planet, or
let him silence the device first,

If they choose the former, this is simple enough - enact the

combat, but halfway through have evervone levelled and

knocked unconscious by the exploding Eldar anefact. When

the plavers awake. Lichtenstein and his cronies have
| disappeared, and the lingering taste of the Warp is in the air
| = Radical witchery, without a doubt. Then proceed through
Scenario 5 to Chapter 6 - Juviet has achieved her Restoration
through the infighting of the Inguisition, even though they
were perfectly placed (o stop her

If the plavers are either oo embroiled in combat with the
cultists (0 get o Lichtenstein, or they stmply choose (o let
him shut off the Pandorague before delivering the Emperor’s
Justice, then they observe the following

The daemonhaost, Ghadstos, drifts forward and extends two
recdy arms into the lames beneath the brazier, frost pouring
off him until the lames are completely extinguished. Juviet
| Grellier, if she is still alive, screams in anger and digs her
claws into the daemonhost’s back. fighting like a wildeat in

the few seconds hefore Alanthrasil appears beside her and
her head parts company with ber neck, The end of the
Grrellier dynasty comes o Eguinox with a wet thud, Ghaustos
then wouches the Pandorague with the wentacles around his

—

waist. loe cryvstals begin to plink across it as the alien device |

cools o freezing in seconds, cracks closing as it becomes
inert once more, Almost immediaely Lichtenstein lifis the
device with his mind, and gives a single commangd; “Exitus”
The dacmonhost flings its arms back in a cruciform position
and they all vanish from sight, including the Pandoragque,
leaving nothing more than the lingering taint of Warp energy
in the air. The PCs have liost them

This is not the end, however, because the mivs of the
Pandorague had escaped into the mansion, it is practically
huesing with life-force. The cultists, any dead characters or
members of Lichtenstein's warband, and the body of Juvict
Grellier begin 1o mwitch and shake. Some of them sit up.
looking puseled and probing the gaping wounds that
finished them off A low, wordless moan comes from the
bloodied lips of Juviet's head, and her eyes flick round
observe the characters as her mouth twists into an ugly
approximation of a smile.

Put simply, it's zombi¢ time

The PCs can spend all day cutting the dead cultists w tiny
chunks if they wish, but sooner or Later someone will come
up with idea of putting the place o the wreh (someone
abways does). The Librarium Heresius is full of dusty old
tomes and rich fabrics, and goes up like a stack of dry wood
The PCs run back through the mansion, and eventually end
up hack at the ballroom, There's & nasty surprise waiting for
them,
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SCENARIO 5 - THE DEAD CAN DANCE

Threat Level 5 - this is the big one!

When the players get back to the ballroom, they are
barrified to find that the Imperial Ball bas started again,
even (bough balfl of the dancers are clearly dead, crimson-
black flowvers of blood spreading across their finery. As the
PCs burst in, the dancers twern (o them, the foy on thefr faces
furisting into rage. As one, the crowd of dead revellers and
cultists closes on the PCs - better get that chamsword
ready. .

Setting: The ballroom, deiled  previoosly
should be exactly the same.

The lavout

Objective: Kill zombies and get the hell out!

| Special Rules: LIFEZONE - the Pandoraque’s essence has

leaked through into the ballroom, and wuached all chose the

CHAPTER SIX -

CONSEQUENCES

The players exit the Grellier Mansion, and the sight tha
greets them is enough to ke their breath away, 1Us stopped
raining. Waves of life-force practcally pulse from the
Archipelago in which they stand and, as they watch, greenery
Aourishes and sprouts from horizon o hortzon like a stop-
muotion film. Spring has come 1o Equinox, in a big way - cven
the mighty trees flourish and breathe once more, their
canopy bursting into verdant life. The sun breaks complewely
free of the clouds for the first time in decades, its rays falling
on the faces of the shocked player-characrers and lighting up
the Aourishing city below, The planet has been brought back
to life, and despite it all, it's an incredible feeling 10 he
responsible for that

However, underneath this flourishing fagade lies a werrible
secret - they have effectively killed death on this world.
Nothing can die, and the dead are brought back 1o life - not
whaole and sound of mind as they would be if the Pandorague
was used correctly, but rotten and insane like all good
#ombies should be. The PCs are have achieved something
close o immortality, but doomed this world © a future of
madness and corruption, a fate pleasing o the gods of
Chaos. As the full realisation of what they have done sinks in,
the players realise there is only one possible future they can
allow for a world in the grip of the Plague of Life, the future
reserved forall planers that are an abomination in the eves of
the Emperor — Exterminatus. ..

You don’t need to roleplay 1his scenario, talleing it through
will be fine. Let the PCs get the feeling they are deciding the

Sate of the world = it's the case, after all - and that they are

potentially responsible for the destruction of a Billion souls

3

PCs have previously butchered. The well-dressed zombies
(it's up o vou how many you use but it should be ar least 10)
have the same profiles as the cultists, but have -1 Speed. They
will artack unceasingly - ignore Injury Total damage for
anyone that gets wounded (including the PCs). Just pay some
attention o the Wound boxes — s not possible o kill people
in this Lifezone, but you can stll incapacitate them by
lopping off limhs

Have the PCs ke lots of damage if vou like, because it can't
kill them either, Soon the ballroom will be a scene of bloody
chaos, and the players will realise they should be genting the
hell out of there, Have them fight their way through the
pombies and escape out of the main entrance. If Lichtensoein
escaped with the dormant Pandorague, proceed o Chapter
Seven. If the PCs killed him and/or the Pandoraque activated
fully, proceed w Chaprer Six

CHAPTER SEVEN -

RESOLUTION

After fighting their way through the few cultists and zombies
that try to stop the PCs from escaping the Grellier Mansion,
the players make the journey back o the filthy but
reassuringly sane side of the forcewall, Although enough life
force leaked out of the Pandorague to temporarily affect
Euphori, the plavers bought Lichtenstein enough time to
stop it from infecting the whole planct with a Plague of Lifc,
wiaking the dead and plunging Equinox into a beautiful but
corrupt existence where the rot was on the inside rather than
the out. Evergreen. and by extension the whole planet, is still
a rain-soaked urban nightmare under the rigid voke of the
Imperium, just as it should be

The players bave, to all intents and purposes, won.
Congratulate the PCs, explain any fine points of the plot
that they may bave missed if you wish, and pack up.

It's up to you where you take it from bere, bl we
reconmend the ek,

ALTERNATIVES

There are several diffefent directions vou can take this
plotline — you might even have come up with a couple
voursell over the course of reading through the missions. For
instance, vou might like o let the PCs know a linde more of
the picture and ignore the Pandorague’s power o defy
death, so thar they allow Juvier w activate the Pandoracgue
bur then exterminate all Chaos cultists and presence right the
way across the planet, leaving Equinox with a lot in the way
of paradise and very linle hell. You might like the players o
be at close quarters with Lichtenstein as Ghaustos teleports
them out, so they are also teleported out hot on his heels -
or even in one of his private sanctums, You might want 1o
introdoce a daemon servant of Juviet's in the Librarium
Heresius and  kill the characters off aliogether (gasp -
imagine the looks on vour plaver's fwces) only o have the
Pandorague activate and bring them back to life as a party of
undead. The skv's the limit - Equinox is really just a
backdrop, it's up to you to bring out the colour and the
personalitics invalved in your plot
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he Appendices are a Gamesmasters tool for use in the
TEqui.nm Adventurescape. It is split into three sections,
Further Campaign Hooks, Henchman Profiles and a Players
informartion handout that is on the inside back cover. This is
also available as a PDF from the Exterminatus.com website.

FURTHER CAMPAIGN HOOKS

We have presented two campaigns o us¢ in the Equinox
Adventurescape but this is only the beginning. Within the
campaign background are thousands of seeds that can be
expanded into full campaigns. Here are a few examples.

Excommunicate Traitoris

In the PC's hurry to save Equinox from becoming @ worlkd
crawling with the living dead, they allowed the noted heretic
and traitor Lichtensiein o escape via some unfathomable
warp-magic. Is he stll planewside, and if so, can the players
track him down, capture or kill him and ke possession of
the Pandorague themselves?

The Walking Dead

With the life energies of the Pandoraque released, the place
is absolutely crawling with zombies! The plaver characters
must hunt down and kill as many as they can — yvou might
want to keep a tally o see who can bag the most walking
dead before the warbands make their escape,

Purge the Heretics

The players have prevented Juviet's evil plans from reaching
fruition, but her mansion s still riddled with Slaanesh-
worshipping cultists. As agents of the Emperor's holy
Inguisition, there really is only one thing left o do...

Radical Measures

Lichtenstein has escaped with his prize, and the more radical
thinkers of the warband want 10 know just what he and
Alanthrasil Swiftblade intend to do with it. When they track
him down, he's heading out of the system, with the
coordinates of a dead world punched into his navicom. Just
what is this maniac up to?

The return of the Silver Skulls

Rather than ordering Exterminatus, the player characters
have called in a series ol surgical strikes to purge the planet
ol the plague of life that is reducing it o anarchy, Who better
oy conduct such pogroms than the nearby chaprer of the
Silver Skulls?

Conseguences

The players must answer to an Inguisitor Lord who guestions
just how their investigations progressed 1o the point where
every living soul upon Equinox had w be exterminated.
Things urn nasty when the Inguisitor Lord turns out to have
an agenda of his own. ..

The Librarium Heresius

Such a vital repository of arcane lore cannot be allowed to
just go up in smoke. How much of the blasphemous library
can the players salvage, and what will they do with the wexis
they rescue?

The Spoor of Scarn

The player characters have derected the esoteric methods of
the rogue Inguisitor Scarm as the story of Equinox unfolded.
What is his invalvement with this planet, and how can they
hunt him out on a planet famous for its myriad hiding places.

HENCHMAN PROFILES
FREAKSHOW GROTESQUE
WS BS 5 T 1 Wp Sg Nv Ld

45 45 55 65 6l) 50 45 60 S0

Equipment: Improvised hand weapon, 10% chance of an
Autopistol,

Special Abilities: Each grotesgque will have D3 mutations.
(See Inguisitor Annual 2003),

ARBITES ENFORCER

WS  BS 5 T I Wp Sg  Nv_1d

65 65 &0 i) | J0 75 70

Equipment: Pump-Action Combat Shotgun with 6
Exccutioner rounds; Shock Maul; Frag Grenades; Carapace
Armour; Fully Enclosed Helmet with Rebreather,

Special Abilities: Subdue.

Chromehounds: As cyber-mastiffs but with Speed 4 and
Armour

ESCAPED CRIMINAL
WS HS b T I Wp Sg Nv  Ld

65 55 55 55 55 45 50) T 45
Equipment: Improvised club.

Special Abilities: None.

TREE-CREEPER

WS BS 5 T 1 Wp Sg Nv  1d

&l 05 45 30 73 25 ] 20 5
Equipment: Sharp Teeth and Claws (D6 damage).

Special Abilities: Furious Assauli.

NIGHTSTALKER GANG MEMBER

WS BS 5 T I Wp 5g Nv  Ld

% 65 55 50 05 50 50 o) 45

Equipment: 60% of Stubber, Combat Shotgun or Laspistol;
Knife; Flak armour on all locations except head.

Special Abilities: None,
GRELLIER MANSION CULTIST
W5 BS S T I Wp Sg Nv L

65 55 65 50 T 0 70 8O 45

L]
Equipment: Short sword, arcane tattoos (count as 3 armour
on all locations except head),

Special Abilities: None.

The hooded figure slumped into his baroque chair.

Things may have not gone to plin on Cephalon but cvents
had played out here qust as he intended. the lnquisitor
thought. Lichenstem. in particular had proved to be
surprisingly malleable. but now his usclulness was at an end

“Vornan” called the Inquisitor and almost nstamtly 3 tall. pale
and blind figure appeared qust behid the seated lnquisitor,
Without looking round the Inquisitor spoke

“Contact, Tyrus, Tell him an old friznd has news.”

<
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>>ATTACHED SYSTEM DATA DOWNLOAD<<
>>TRANSMITTING<<
>>RECEIVED<<

Name: Equinox

Location: Segmentum Tempestus
Amirude VHI/HSI99
Distance from Terra: 65000 light years
Primary Type: 4K
Orbital Bodies: 2 N—class
>3ATTACHED PLANETARY DATA DOWNLOAD<< 3
>=TRANSMITTING<< EQUINOX

4 : Scctor: Gran
>>RECEIVED<< Location: Segmentum Tempestus
Founding: Equinox was found in M.38. sad was considered 1o be an | Tithe Grade: Experima
ideal candidate for sertlement Extensive cvidence of terraforming - MNotes: rel: Deterioration
the-planet-was-originally chssificd - paradise-world-although-the Mavigation: UH/ AV
planct’s designation has changed twice since that point as the Mean Orbital Distance: 212,500,000 km
Imperium has sculpted it in its own image Mass: 32
Orhar: 2333

Notable Historic Eveats: The planet of Equinox expericnced a R““"“'f" H_
severe - deterioration. architecturally. culturally -snd - spiritually.in-the Equatorial Diameter: 8,100,000k

later years of MALG In part this is believed to be because of the Grayity: 0.999
Satellites: 2

Grellier Census - an estimate of the planct’s population that proved
to be horribly inaccurate due 1o the subcultures that Tived below
the serfece of Equinox. As & result far too little in the way of food. goods and law coforcement agents were
supplicd 1o the planct, and the socicty began to tern upon itscll Simultancously the high level of industrial
pollution began 10 take its toll. manifesting in downpours that saturated the metal-free architecture af Equinox,
causing its once-great buildings to crumble into a| landscape of rubble and mulch Blasphemadus scets|and Chaos
worship spread-scross- the—planct-and-2-full-purge was-cmacted by the Silver -Skulls chapter of the Adeprus
Astaries in MALS

Notable featuresi There fs no naturally occurring metal upon Equinox. This means weaponry is rare and that it
has 1 thriving black marker The criminal underworld of Equinox 1 extensive and very difficult to control duc
1o the labyrinthine warrens that cover s surface

Past Inquisitorial Involvement: A recent ipvestigation by loguisitor Augute Balthoir bf the Ordo Hercticus in
pursurt of suspected Chios cultist activity in conjunction with the proscribed substance Miliotoxin was
abandoned due to lack of evidende

Unsubstantiated Data: It s thought that the Aschipelagos, arcas of architectural beauty that have becn protected
from the pollution and elements by forceficlds, play host to the aristocracy of Equinox. It is suspected that
the tendrils of Chaos worship [ spread into these decadent sub-culturcs, and that the Adeprus Arbites hawe
very litile inllugnce withan therr confines.




INnquiisitor: Canspiracies - Heavenfall

The world of Equinox was once a beautiful
and verdant Eidar maiden world. That is
until the Imperium arrived and soon the
toxic raimn came, destroyging and rotting all

the once-glorious landscapes. Now a
strange group of nobles calling themselves
the Restoration wish to bring Equinox baclks

to its former glory. but at what cost™?

This supplement cantains:

2 complete campaigns comprising aof
10 unigue game scenarios and 12 nmnarrative
chapters.

A detailed overview of the Equinox
Adventurescape iNncluding special rules for
the different eclipses.

ODescriptions of important characters.
organisations and history of the
Graia sector.
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