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Publisher: Daniel Scott PAlter. Associate Publishtt Rid\ud H.lwnn. Editors: GftS FAnhWy. Bill Smith" Ed Stark. Art Director: Sllrphm enn" Gnphic Artists: rend; commonly fly from island to island, hunting in the forests and fishing in the oceans. Primarily carnivores, the Larendi dodrink the sap of certain trees and the juices of citrus fruits. Not surprisingly, the Larendi keep very few personal possessions. content to forage for what they need when they need it. However, they are quick to adapt, and are capable of understanding the functions of many different devices. Larendi agree with the Akites on the question of intervention with other races, and are pacifistic, save when it comes to bringing down prey for a meal. They have been known to indiscriminately attack visitors from other worlds on the pretext that they looked "good to eat," and the Akashans frequently have to explain to them that it is not dvilized behavior to do so. The Larendi have an overwhelming hatred of any technology which harms the environment. They resisted any contact with the Akashans until that race had perfected the use of biotech. The urendi have never achieved spaceflight capability, but their migratory nature has made it easy for them to adjust to new worlds when transported to them by the Akashans.



Unfortunately, the constant comings and goings of the Larendi made it extremely easy for the Comaghaz plague to spread among them, to the point where most of the known colonies and the homeworld have been infected.



Standard Larendi DEXTERITY 9



Biotech weapons10, dodge 10, flight 12, maneuver 10, stealth 11, unarmed combat 11 STRENGTHS TOUGHNESS 8 PERCEPTION 8 Evidence analysis 10, find 9, language 9, scholar (alien races) 9 MIND 8 Science 9, survival 10 CHARISMA 7 Charm 8, persuasion 8 SPIRIT 8 Faith 9, focus 9, intimidation 9 Additional Skills: three at +1 adds Possibility Potential: some (35) Psionic Potential: some (19) NaturaITools:daws,damagevalue STR+4/12; wings, speed value 13



Draygakk Draygakks are large (2-2.5 meters, on the average>- dragon-like human· oids covered with dark brown scales. Their eyes are set beneath pronounced bony ridges. Theyhavelong,extended snouts which are filled with four sets of parallel teeth. Unlike edeinos, Draygakks do not have tails. They have five fingers and an opposable thumb on each hand. Contrary to their fierce appearance, Draygakks are generally placid, but when injured orrrovoked, they can erupt into fits 0 violence in which they become frenzitd (for details about jrtnzy, see Chapter Five, '"Skills'"). Draygakks are bred to hate and fear these instances of uncontrollable bloodlust, and they spend most oftheir
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lives working to control their terrible tempers. Draygakks began as carnivores on the swamp world of Tes·K1ick·Aah (that is theAkashan pronundationand spelling; Draygakks hiss, click their inner jaws, and exhale to make the "aah" noise). It is not known whether they gained their intelligence as a result ofevolution, or whether I hey were genetically manipulated by the Mohani. Those who favor the Mohani manipulation theory point to the lack of tails, and the development of the hands as evidence that Ora ygakks d id not evolve naturally. Draygakks them· selves believe they are what nature intended them to be. Many Draygakksha\'e ventured far from their home systems. They are very curious about other races and are accomplished sociologists whose find· ings are treated with respect through· out the Star Sphere. They have estab-lished 15 scientific outposts in various parts of the galaxy.



The Draygakks are the firmest allies of the Akashans in the StarSphere, and believe strongly in the philosophy of the Machu Coar, that advanced races have an obligation to aid those less fortunate. They have attempted to warn the Akashans that allowing the feud between the Akites and the Coar to create a schism in their society was inviting disaster, but as yet they have not been heeded. The Draygakk have been relatively unaffected by the Comaghaz plague. Used to keeping watch for any aberrant behavior, the infected were a~ prehended and quarantined before they could spread the disease to any great extent. In a colossal blunder, the Draygakk advised the Akashan High Council to take its time and study the Comaghaz problem before taking any rash action, a suggestion which was accepted. In the wake of recent developments. the Draygaldcs have revised their early estimate of the seriousness of the situation.



Standard Draygakk DEXTERITYS" Dodge 9. energy weapons 9. ma· neuver 9, swimming 9, unarmed combat 9 STRENGTH 10 TOUGHNESS 11/8 PERCEPTION 8 Evidence analysis ]f), find 10, Ian· guage 9, scholar (diplomacy) 11. trick 10 MIND8 Science (sociology) 9 CHARISMA 7 Charm 9, persuasion 9, taunt 8 SPIRIT 7 Faith 8, frenzy 9, intimidation 9 Additional Skills: three at +1 adds Possibility Potential: some (30) Psionic Potential: some (19) Natural Tools: teeth,damagevalue STR+4/16; claws. damage value STR+2/14; scales, armor value TOU+3/13
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Chapter Two



Chapter Two



The Comaghaz



II



antor paused in his work and wiped the perspiration from his brow. He could not recall its ever being so warm on Akasha before - perhaps the climate control devices in this structure need repair, he said to himself. He forced himself to concentrate on his studies. The history of the Draygaak people was a fascinating one, and he found it particularly interesting how they had transcended their fearsome physical appearance and become such noted scholars. Granted, they had not yet approached. the level ofthe Akashan intelligentsia, but given time ... A bead of sweat dropped into his eye, blinding him. He let out a gasp at the burning sensation and dropped his infoscanner. He was going to complain to the caretaker of the building when the room seemed to shift before him suddenly, and he found himself on the noar. A waveoffearpassed through him. He felt iII- something which should have been impossible, given his genetic makeup. He had spent over 1000 ciaras on having his immune system strengthened, and if that money had been wasted., his bioengineer would be sorry indeed. Hestruggled to rise, fighting off the dizziness. Hewould go home and take a rest, perhaps he had been studying too hard ... That was when he heard the voices. They were all around him, soothing him, encouraging him, a chorus led by the soft, silken voice of a woman. He could almost see her face as she spoke to him of destiny and fate, and offered him a sense of belonging he had never known before.



Deep inside his mind, something was screaming a warning, telling him the voices were a product of the fever that raged within him. But he did not listen, indeed he could not. The voices insisted he join with them, and told him once he belonged, he would be able to share his experience with oth-



....



It all seemed so wonderful, he had no further thought of resisting. Cratefully, totally, he surrendered himself to the voices, and let them tell him what he must do. He felt whole, even the fever had ceased to annoy him. As he passed' through the hallway, the caretaker bade him farewell. As the voices sang in triumph, he reached out to take the old man's hand and share the new sensation he'd discovered ...



Plague of Hatred The microorganisms known as the Comaghaz fonn a sentient, psionic virus which has swept through Akasha and numerous otherworlds in the Star Sphere, and was carried by hosts to Earth in the lightship annada. Highly contagiousand virtuaUy incurable, the Comaghaz has infected thousands, linking them to a group mind under the control of the developer of the virus. The plague has thrown the entire Star Sphere and Alcashan operations on Earth into disarray. Initially believing the disease to simply be an outbreak of madness, the Akashan High Council took no steps against it until was out of control, both on Akasha and the client worlds. The difficulty of
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to conquer the Comaghaz - something that must be done before Earth, too, falls before the plague.



The Creation of the Comaghaz



detecting the presence of the disease until it is firmly in control of its host has led to countless incidents of sabotage by infected personnel in vital p0sitions. In some areas, both in thecosm and the realm, rampaging mobs of plague.-ridden beings have seized control of cities and towns and begun the systematic infection of the populace. Entire worlds have fallen under the sway of the group mind, but the iden-



The devastating virus known as the Comaghaz has its roots in the dark and ambitious mind of an Akashan High Council member and renowned bioengineer named Sarila. She first gained fame for stopping a severe crop blight on a Lorbaat colony world, but no one knew her true method of doing so. By tampering with the genetic material of the plant disease, she caused it to become dormant for a short period, and then mutate into a less severe form of itself. As a result, instead of those eating infected plants suffering instant death, the poisons would now take up to a year to build up in the body and result in complete sterilization of the host. She knew, of course, that the now undetectable blight posed in somel ways a greater threat than the one she had been called upon to cure. But she had succeeded in confirminghertheories regarding viral genetic mutations, and the eventual collapse of the colony ~ was ascribed to some heretofore unknown kind of cosmic radiation actl ing upon the inhabitants. ~ Her "victory" over the crop blight .~ resulted in her receiving a number of i grants to continue her research and ~ eventually the attainment of a position on the High Council. But Sarila wanted more - she coveted the position of Rotan, but being a fanatic believer in Aka, had very little chance of attaining it. It was then that she hit upon the plan that was to bring so much grief to Akasha in ways she tity of the person dominating the never expected. Comaghaz remains a mystery to the Akashans. What is known is that the virus has The Plot and the Peril defeated all efforts to control it, and the need for aid against it was a major Sarila's plan seemed simplicity itfactor in the Akashans' decision to self for one of her talents -she would come to Earth. Although humanity bioengineer a virus, something seri'did not prove to be as far advanced as ous enough that it would attract attenfirst hoped, it is believed they may tion without being unfailingly deadly. have the potential to discover a means
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Then, when Akasha was perceived as being threatened by it, she would "miraculously" produce the cure. Hailed as a heroine of her race, her ascension to the office of Rotan would be assured. She set out to create an infectious disease that, after a relatively short incubation period, would produce a fever, dizziness and nausea in its host. Left unchecked, the disease would eventually result in death, but Sari1a felt certain she would be called upon to cure it long before any fatalities resulted. Toensurethat she would not be affected, she injected herself with a weakened strain of the virus and so built up an immunity. Then she unleashed it upon her world. From the first, she knew she had created something greater than she had ever intended. As more and more people benomic manipulation by the South



American Development Trust. His goal is to drive a wedge between the Akashans and the governments of the region, effectively rendering it impossible for them to offer aid against the other realms. He is also very much aware of the reality tree technology, but is convinced that if he could learn its secret, he could make some use of it himself. His spies have been directed to obtain photographs, data and samples of any and all biotech devices they come across. The Akashans in general have not paid a great deal of attention to Nippon's doings, except: insofaras they threaten the local environment or take the form of overt sabotage. But Sarila is aware of someof theorders given by the ippon High Lord through the infection of a ninja by a Comaghaz carrier. She considers 3327 the grealest threat to her plans.



Adventuring in the Realm Campaigning in the realm of the Akashans can be both exciting and dangerous. The high axioms and the Law of Acceptance allow Storm Knights to do more things, but they will be encountering foes armed with devastatingly powerful psionics and biotech weapons never seen before. In addition, the ever-present threat of the Comaghaz, and the difficulty of detecting the virus' presence, may lead to party members viewing each other with suspicion and fear after a brief time in the realm.



Adventure Idea One: All that Glitters ... Background The search for the golden stakes is considered extremely important by the Akashans. These artifacts contain the records of the original expeditions to Earth, including a great deal of data which predates the births of Those Who Wait.
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Unfortunately, many of the stakes are missing from where they were buried,and Rotan Ulka fears their falling into the hands of someone who might decipher their secrets. Now he has learned th.'lt one of the stakes ison display in Lima's Gold Museum, but retrieving it may prove dangerous. That's where the Storm Knights corne in ...



Act One



Suddenly, the Knightsareset upon from all sides. A group of corporate ninja, armed with the ancient weapons on display in the museum, are detennined not to let the Knights leave alive.



Act Three Downing the ninja, the Knights get the stake and make it out of the mu· seum. Now they have only to make it back to Machu Picchu and tum it over



to the High Council. The road back is a dangerous one, filled with highwaymen and other perils. As they approach the ancient city, the Knight bearing the stake experiences a psionic assault. A small party of Akashans emerges from the treesand demands thestake be turned over to them, asserting that the High Council has been corrupted by the Comaghaz. They threaten to destroy the mind of the Knight with the stake if it is not surrendered immediately.



The Stonn Knights are retained by the High Council to obtain the golden stake from the Gold Museum. The Akashans had tried to obtain the stake through proper channels, but the has· tility of the Lim.'l city government and its people to the Akashans made it impossible. With great regret, the Akashans determined they would have to steal the stake, and they have hired Knights to do so. The Knights arrive in Lima. narrowly surviving an assassination at· tempt on a back street. At a local bar filled with Peruvians and various aliens, they learn that someone else had been in recruiting muscle for a job at the museum. The curators of the gold and silver collection had asked for and received additional security around the building. The Knights head to the museum to retrieve the stake, only to be confronted by a team of Lorbaat wearing badges of the Lima police force! These appar· ently are the new guards, and the Knights will have to defeat them to pass.



Act Two The Knights reach the museum building. discovering that the locks have already been tampered with. In the foyer, they discover the dead bodiesoflocal policemen,stripped of their badges. The Lorbaat were not security - they were partof the gang planning to raid the museum, and the rest are inside. The Knights proceed cautiously toward the collection display cases. Along the way, they stumble upon a Gudasko dropping "Peace Through God" pamphlets as ifintending toleave a clue to the perpetrators of the r0bbery and murders.
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Chapter Three



If the Knights give up the stake, the Akashans take it and vanish, and the High Council will brand the Knights as fools for giving their prize up to thieves. If they fight and defeat the Akashans, the Knights will discover that they were part of a fanatic Coar group convinced that the information on the stakes would be used to bolster isolationist arguments. The High Council is weUand whole ... and Sarita, in particular, is interested in thisgolden slake.



Adventure Idea Two: Penitenciaria Background Fear of the Comaghaz virus has prompted the Argentine government to establish a series of camps to house those suspected of being infected. Surrounded by extremely tight security, these camps have the reputation of being places from which death is the only escape. Nowa Core Earth psychic possessing valuable information about the nature of the viNS has been arrested and thrown into such a camp, with the Storm Knights her only chance of li~ eration.



Act One The Storm Knights must first 0btain plans of the camp in question they will have precious little time once inside to find the girl and get her out. The Knights travel into the seamy underside of Buenos Aires to obtain blueprints from a former Argentinean policemen who now makes his living selling information on the black market. Getting there is half the fun xenophobia grips Argentina, and the Knights are assaulted by a brick-hurling mob before losing them in a maze of aUeyways. The policeman, Rafael Cuebas, drives a hard bargain. But he does providetheplans-planswhichprove conclusively that it would be suicide to try and break into the camp. He also provides something else: a gang of Buenos Aires street toughs who covet the weaponry of the Knights, and will kill to get it.



Act Two



Faking the symptoms is relatively easy, and the safest course seems to be gettingcaught dose to the Parana camp so it will be convenient for the soldiers to leave one there. The chosen Knight goes into his act, unaware that a true Comaghaz cell is marching on the town, planning an attack.



Act Three The Knights are able to repulse the attack. and their agent makes it into the camp. Contact with the girl is not made easily, but is made. Plans for an escape are hatched. The girl has not been infected, but informs the Knight that someone has attempted a mind scan on her, one she is not certain she prevented. Some of the Comaghaz carriers may know of the planned escape, and may be planning to come along. The Knights must get their own and the girl out safely, without releasing a horde of Comaghaz upon the Parana area.



If the Knights can't break in to get the gir!, their next best option is to get someone inside and break her out. This is almostasdeadly - Argentinean army units have no qualms about shooting suspected Comaghaz carriers, not to mention the fact that if one is in a camp long enough. there is a tremendous risk of getting infected.
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Chapter Four



Axioms and World Rules



II



he Akashan realm pos. sesses high Social, Spir;· fUilI and Technologicnl axi· oms that make the use of psionic powers possible, and allow the concepts of Zinalt, Aka and Coor to have a profound effect on daily life. &unded by reality trees instead of stelae, the realm of Akasha is a critical addition to the Near Now.



The Four Axioms The rules that govern the reality of Akasha are called axioms. Like other cosms and realms, Akasha has four basic axioms that govern interaction between the living and thenon·living. These axioms are Magical, Social, Spiri· fUllI, and Tech. In Torg, each of these axioms is rated on a scale of zero to 33 (zero representing a low development; 33 representing the highest develop"" mentpossible). Whena character,crea· ture or thing crosses the energy lines surrounding the two realms, he, she or it is no longer subject to the axioms of Core Earth. Below, each of Akasha'saxiomsare described. In addition, see EverlQlUS and Axioms, pages 91·102 of the Torg Rulebook.



Magical Axiom: 7 The Akashans have little knowl· edge of magic, even though their axiom set supports a low level of magic use. Within the Star Sphere, magic is prac· ticed by few races; the relatively small Magic axiom has prevented sorcery from becoming more than an esoteric pastime. Magic is extremely difficult



to manipulate and of limited useful· ness. Alteration magic is only available through rituals, and the effectiveness of psionics has limited the development of divination magic.



Social Axiom: 27 The Akashans have a very high s0cial axiom (27) which supports their form of government. The High Council's stated aim is to eventually see representative governments established on all the client worlds. Their history as pultaaks has mi· oreel the Akashan's policies toward other races. The Akashans live in harmony with one another, and believe that this harmony is the natural and correct state of being. Akashans are occasionally heavy·handed when dealing with other races. The Coar Akashans believe they know what is best for all the races in the Star Sphere, and that it is their duty to elevate the other races to the level the Akashans' enjoy. It is possible they are right, but some other races would rather find their own way than be put on the "correct path to enlightenment" by the Akashans. Recent strife between the Akites and the Coar, and the struggle with the Comaghaz, have given the Akashans better insight into how a race might not clearly see a way to social har· many. They have become a little less patronizing to the other races in the Star Sphere - but just a little. Within the Star Sphere, many races operate on social levels far less struc· tures than those of the Akasha. The Akashans hope thatone day these races will achieve the total democracy that they themselves enjoy.
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Psionics Linked to the SociIlI axiom, psionics mainstay of the Akashan way of hfe. Over fifty percent ofall the species ofthe StarSphere possess psionic pow· e~, and, with these powers, many ~ cal problems have been avoided. Still psionics arenota perfect tool, nord~ everyone have access to their use, but they do contribute to life within the Star Sphere. ~a



Spiritual Axiom: 13 The cosm of the Star Sphere has a high ~1!iritwd axiom that recognizes all deities as facets of Apeiros or the ameless One. As such, there is no d~minant mythos - all religions can exISt freely within the spirihlal axiom. Miracles are fairly plentiful, but usually not as "miraculous" as those fo':!nd in other cosms. The Spiritual aXiom also allows the Akashan beliefs in the concepts of Zinatt, Aka and Coor



to have a dramatic effect on the way skills, and psionic powers are used (see Alignment>.



Technological Axiom: 30 The technology of Akasha is markedly different from that developed on Earth. The Akashans make use of the science of biotechnology, which employs latent possibility energy to create t~1s and equipment from living ?rgarusms. Nanotech and bioengineerIng have combined to produce living factori~ and tools which can modify or reparr themselves. Equipment is powered by a being's internal energy or vitamin/mineral packs. The Akashan's technology is "dean"; it causes no damage to the environment and returns to its natural components when no longer needed. Even the Akashans' lightships and geomantic shuttles are constructed of living tech.



Comaghaz hosts are far less scru· pulous about the type of equipment they use, caring only thatSarila'scommands be carried out as quickly as possible. Their gear often leaves behind waste by·products and poUut· ants, often causing direct harm to the e.nvironment. ~ey have nocompunct~o~ about making use of fossil fuels, fiSSIOn and explosive gases to drive their vehicles and vessels. Comaghaz weaponry is designed to cause physi· cal damage n~t only to its targets, but also to the environment. Chemical and biological wea pons are frequently used by the Comaghaz. The Star Sphere spans all levels of technological development. As such, all lower levels of technology are supported by the Tes::hnologictJI axiom. Core Earth, Cyb0
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the missing Akashan golden stakes and decipher the records left on them. Equipment: Glock 17 (damage value 15); magnifying glass; brush; tape measure; Meerschaum pipe; pipe tobacco; 5000 intis. Quote: "Yes, after being buried in the sand for a thousand years, even you might be worth something."
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Background: You have never been the bold, adventurous type - long ago, you decided that there were enough wonders in the gene structure of the Akashansand the client race; to satisfy you, without going out among the stars to seek out new challenges. You became a follower of Aka, arguing that the problems facing your people were too great to spend fesources on explorati«;>n. This belief was reinforced by the emergenceoftheComaghaz,and your goal became the eradication of this disease. You were one of the few bioengineers who realized right away this was more than a simple virus. When the Signal Fire was answered, fs0u put aside yow isolationist belie s in the hope that this new world might hold the answer to the plague. So far, it has not, but you are intrigued by the vast number of genetic types present on this planet. The thought that some of these might be destroyed by the High Lords angers you, and you are wrestling with yourself about how best to help without violating your philosophy.
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Personality: You are extremely intelIigent, but have been locked in a lab so long that you lack some of the social graces. Despite having a transtech, you havedifficulty understanding the meaning of some Earth terminology. Equipment: gravitic ray (damage value 30); Rhadan Mark V (damage value 17, see note in text); amrunatral (first aid +2); biotech repair kit;
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transtech (biotech); vitamin/mineral packs (5); 10 ciaras. Quote: "Oh,dear, I'm sorry. Ithought you said you wanted designergenes." Skill Notes: Your tag skill is science (biotech). You are ali~ned to Aka «(or information on the e fects of that, see Chapter Four, "Axioms and World Rules"). Choosing psionics requires purchasing an add in both of the relevant skills, as well as the spending of an add or a Possibility on a power group.
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Player Name:



Member



Background: You were born into a wealthy family, and your ancestors were among the pioneers of Akasha.



You grew up with a special love of history, and en;oyed reading stories of exploration and encounters with strange races. You had medical training before going into politics. You have always believed the abandonment of Earth was a blunder, and have fought long and hard in the High Council chamber for a restoration of
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Personality: Behind all the speeches and the slogans, you genuinely do care about your people. You also care about yourcareerand thefutureof theCoar as a whole, and that often dictates your course of action. You accept the Zinatt as a necessary evil, but have no use for Akites at all. Equipment: protective suit (annor value TOU+l0/18, gas and chemical attacks only); volent (damage value SfR+5/13);cell jammer (damage value 20/28, see note in text); amninatrallfirst
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groupwho weredetennined tooppose Malraux and his machinations. You rapidly ascended in theorder,and were dispatched to South America with a small band to hinder the spread of the Cyberpapacy there. After the arrival of the Space Gods, your comrades were slain defending a village from Comaghaz hosts, and you were called back to France. But you believed that the Akashans might hold the key to Malraux's ultimate defeat, and resolved to stay and defend them from their enemies, among them the Peace Through God party. You have had a number of skirmishes with that group since then, as well as the Comaghaz, and you are deter· mined to avenge your friends' deaths by slaying as many of the plague's hosts as possible.
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ness that you saw Salend and the colony worlds ravaged by the Comaghaz plague. No longer could the Larendi soar into the skies to escape their enemies, for the foe was among them. Manyof your own flock were changed by the curse, and as chieftain, it was your d uty to put them out of their misery. When you learned that some of the infected Larendi had boarded thevessels bound for Earth, you joined the mission as well. You feel responsible for any pain inflicted by your people, and want only to stop them. Your only interest in Earth's Possibility Wars is that they have madeyourtask on this planet more difficult, but you are determined that you will cleanse the Larendi of the last vestiges of the Akashan disease. You have joined reluctantly with those called Storm Knights, and are occasionally repelled by their narrow view of the universe and their violent natures. You have killed before and will do so again, but you take no pleasure in the act. You do what you must, for the sake of Larendi yet unborn. Personality: Yau areessentially a peaceloving being, and refuse to let the chaos that surrounds you distract you from your goal. You find yourself sympathizingwiththeplightofEarth'speople, whowereassaulted, just asyours were, by an enemy from beyond. You do not understandhowanyracesurviveswith. out the advantages the Larendi enjoy.
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STR+8/27"", range3-10/100/250 Quote: "Howcanyoustand livingyour entire life walking the cold earth? My people would be lost if wecould not sail the winds at will. Skill Notes; Your tag skill isflight. You have no aligrunent. Choosing psionics requires spending one add on ooth relevant skills, as well as an add or a Possibility on a power group.
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Cosm: Star Sphere



Background: In your time as Monitor, you have seen worlds awash in blood and worlds where war was completely unknown. You havetraveled to many places and fought many battles, but you have always felt trapped by the Akitedecrees that limited the actions you could take. The decision to respond to the Signal Fire was one you wholeheartedly agreed with. A world filled with new challenges might bewhat was needed to bring life back to the Akashan people and help them find ways to deal with rebellious client races and the threat of the Comaghaz. It is a struggle for you not to let your personal beliefs interfere with your work. Although you feel a greater concern about the Comaghaz plague, you understand that the High Lords and their forces pose a threat to the Akashans on Earth, and perhaps in the Star Sphere as well. To you, an enemy is an enemy, be he edeinos, shock trooper, cyberpriest, or Comaghaz-infected comrade. Personality: You are unfazed by the carnage of the Possibility Wars, and despite the lessons of history, still believe Akashan intervention on Earth is for the good of all. You have a deep hatred of the Lorbaat.
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attain higher levels of consciousness. You rejected the intolerance of the Uving Land and traveled to Aysle to learn the ways of magic. Frustrated with that, you went to Orrorsh, but found the occult arts practiced there far too dark for your tastes. You were in Guatemala studying reports of Mayan cult activity when the "Space Gods" landed. in South America. You immediately packed. your few belongings and headed. for Peru to learn what you could from the aliens. In the short time you have been in the Akashan realm, you have been taught the rudiments of how to use your budding mental powers.
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Personality: You arecompletely openminded and willing to put any New Age theory to the test. Your willingness to treat all strangers as friends has gotten you into danger more than once, and you had to besaved fromasecondstageComaghaz carrier by a Gudasko.
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