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NOTES ON THIS PACKET 
This packet contains the setting for Spaceship Roma, 
a Sci-Fi setting where the empire of Rome never fell, 
but continued to ascend to greatness and eventually 
to the heavens. Though it takes place in an alternate 
history of our own past, make no mistake, this is 
pure science fiction. The Romans of this world hold 
the same values of their ancient counterparts, but 
now put them into practice while colonizing the 
stars. They do this while guided by the ever-potent 
visions of their psychic oracles, and guarded by 
powerful legions that have traded bronze 
breastplates for gleaming power armor.  
 The first section of this packet is one of the 
actual settings that will appear in the NGS book, 
alongside several others, each made to show that the 
Narrative Game System allows you to play any 
setting, any world, any time.  
 The second section of this packet contains 
the adventure. Because NGS is a more story driven 
game, you will find far less mechanics than you may 
be accustomed to in the adventures of other games. 
In this adventure, you will find instead the full 
narrative of the story, but also advice on setting 
pacing, tone, and how to get the most energy and 
engagement from your players. We also have what 
we call Tension and Flaw notes. These are 
instructions on how to let your players take the reins 
of the story by playing into their own, often 
conflicting, personalities.  
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SPACESHIP ROMA 
 

INTRODUCTION 
It is the year 1213, the great and bountiful Roman 
Republic spreads far across our solar system and 
beyond. Roman governors monitor colonies of proud 
Roman citizens within the galaxy, and everything is 
connected by the ever-present Oracles.  
 The gods continue to bless our every 
endeavor as our peoples explore and discover all the 
wonders of the universe. In the Aeneid, Virgil said:  
 
“Other peoples may yet more skillfully teach bronze 
to breathe, or bring forth the life lying hidden in 
marble; some may plead causes better, or better use 
the tools of science to chart the stars’ changing 
courses. But Roman, remember you well that your 
own arts are these others: To govern the nations in 
power; to dictate their rule in peace; to raise up the 
peoples you’ve conquered; and to tame the proud 
who resist.” 
 
We have made this dream manifest, since the time of 
Tacitus and the rebirth of the republic, we have 
steered this world and this race on a steady course, 
forging a better world from raw humanity as a smith 
beats bronze into a sharp sword.  
Now we are spreading out far across the galaxy, our 
colony ships search for new worlds, new resources, 
and new bounty to return to the lands of the Roman 
Republic, all the while, the great legion ships patrol 
and keep our space safe from pirates and other 
predators. We are approaching a millennium of the 
Pax Romana, the great promise of the Roman 
Republic. We have expanded without war and 
though we have found ourselves alone in the 
universe thus far, those we have allied with here on 
Earth have prospered as well.  
So it is to you, to this new generation, that the 
promise of the Roman world falls. You brave and 
blessed individuals who must go forth to the edges of 
Roman space and settle the wild and untamed 
frontiers. We go forth to work with nature, and 
reshape it to improve it, mindful ever that we are but 
the servants of the gods, placed on this world to 
bring glory to their creations. They have given us the 
tools, but we must have the gravitas and pietas to 
see the task through and bring the order of Rome to 
the chaos of space.  

Go forth children of Rome! Carry no fear in your 
hearts for your life and your death are given for the 
glory of Rome.  
 
-Speech of Emperor Theodcious III to the graduating 
class of the Legion Explorer’s Lyceum 
 

5 BIG EVENTS 
 

1. 276 AD: After recovering from a terrible fever 
on a campaign against the Goths, the young 
emperor Tacitus continues with his plan to 
restore the power of the senate, rebuilds 
institutions and divests the power of the 
emperor over several governing bodies. This 
begins a trend of senatorially elected emperors 
that is widely considered to be the end of the 
Roman Empire and the return to a glorious 
republic.  

2. 843 AD: The first Roman explorers land on the 
Western Continents, meeting the indigenous 
Mayan peoples. Those peoples are undergoing 
a vast decline from an extended drought 
destroying the infrastructure of their 
civilization. The Romans share advanced 
irrigation and water transportation engineering 
methods and the civilization begins to recover. 
Within 30 years, the Three-Spheres Accord is 
signed, dividing the world into 3 spheres of 
influence. The Western Continents, now 
named Mayanica by the Romans, will belong to 
those peoples, as well as the other nascent 
cultures. The Central Continents are the 
Province of Rome and Rome alone, and the 
Eastern Lands shall belong to the people of 
China and the Asian kingdoms.  

3. 1082 AD: The Titan IV spacecraft leaves Earth’s 
atmosphere. A new age of space exploration 
begins, with trips to the Moon and Mars 
happening in the decade following. Many 
brave Roman explorers are lost in this early 
period, which sees more and more courageous 
and dangerous missions being attempted for 
the Glory of Rome, including the ill-fated 
Olympian Spacecraft, which was to be the first 
deep space explorer. Its experimental engines 
were started and the last communication was 
that all was normal, and then the ship simply 
disappeared.  

4. 1137 AD: The Chronos VII space mission 
detects and recovers a strange ship of 
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indeterminate origin at the edge of our solar 
system. This ship contains advanced drive 
technology but is completely devoid of a crew. 
The ship is brought back to earth and as the 
scientists begin to dissemble it, a strange new 
disease appears of incredible potency. Most 
blame the ship itself for carrying the virus, 
though it was thoroughly examined and 
sterilized before being brought into Earth’s 
atmosphere. The disease has a 33% lethality 
rate, and is incredibly communicable. In the 
span of 5 years, nearly 20% of the human 
population (1 billion people), is wiped out. 
Despite this devastation, the human race 
advances at previously unimaginable rates, as 
those that were infected, but survived, develop 
new psychic abilities of extraordinary power. 
The disease had spread so far, it is estimated 
that almost 80% of the human population 
developed at least minor abilities.  

5. 1203 AD: Fueled by massive technological 
leaps from the discovered spaceship and the 
incredible psychic abilities left in the wake of 
the disease, the human race successfully 
completes its first Space Folding engine. These 
high power drives are capable of creating 
localized wormholes through space and can 
travel at speeds orders of magnitude above the 
old warp-jump engines. The next hundred 
years sees Rome spread throughout the stars, 
though Earth always remains the center of the 
massive, great, and bountiful Roman Republic. 
The Oracles, psychics of immense power able 
to communicate across the vast distances of 
space, unite the entire Roman Republic and 
allow efficient communication across the 
immensity of space.  

 

RUMORS & EXPECTATIONS 
 

 Recently, several merchant ships travelling to 
the outer reaches of Roman space have 
reported seeing a strange ship on their 
sensors. The ship had no similarity to any ship 
in the fleet and was a complete mystery until a 
lucky captain made visual contact. The captain 
claims that the ship was none other than the 
Olympian, the long lost space craft from 2 
centuries earlier.  

 Something is wrong with the Oracles. The 
problem is limited, but any disruption in their 

abilities could be catastrophic for the republic. 
The Oracles report “hearing” something 
strange in their minds and then seeing a face. 
They drop dead seconds later. This has been 
kept quiet by the Senate, but there is a great 
deal of concern amongst the Communication 
Division that something ominous is lurking on 
the horizon.  

 A splinter group called the Mayan Liberation 
Front, or more colloquially, The Front, has 
begun a campaign of terror on Earth over what 
they perceive to be a series of systematic 
injustices perpetrated by the powerful Roman 
Republic. This group is pushing for a return to 
the height of their empire in centuries past, 
including all of the old rituals (human sacrifice, 
bloodletting, etc.), all acts outlawed by 
international treaty.  

 The Oracles recently lost communication with 
Trajan IV. This recently colonized world was 
said to have the largest supply yet discovered 
of Iridium, a crucial element in the 
construction of many of the Roman space-
faring ships.  

 A group of pirates led by the vile gangster, 
Kenichi Yamamoto, has been terrorizing the 
Julian sector of space. This pathway is vital to 
much of the merchant traffic supplying the 
outer territories and the Senate has called for 
increased action by the Legions.  

 The Humans First organization has recently 
launched a campaign of terror. This group 
represents some of the last “untainted” 
humans, those without any level of psychic 
energy that were never touched by the plague 
that swept through a century prior. Their 
numbers are dwindling, but they are 
determined to take back humanity from what 
they see as dangerous mutants.  

 

NARRATIVE ABILITIES 
 
This is a Sci-Fi alternate history earth where the 
Roman Empire (specifically the Western Empire) 
never fell and instead becomes an incredibly 
successful and ongoing republic. The earth is divided 
into 3 large spheres of cultural influence, Asian, 
Roman and Mayan. There are certainly other nations 
and cultures, but in broad strokes, these were the 
three dominant political forces on the Earth as it 
transitioned into space. Only the Roman Republic has 
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complete space travel capability, though several 
eastern nations have since caught up in at least 
short-range travel and so have a few colonies.  
 The Roman Legions are the main military 
force of the galaxy and they are a well-trained, 
organized force of power-armor wearing soldiers, 
ready to take any foe that shows its face. The 
emptiness of the universe has meant that they are 
more often chasing pirates or completing 
infrastructure projects, but they train relentlessly, 
ready for anything.  
 The Narrative Abilities available to players 
are quite wide-open. The technology level of the 
world is beyond our own but there are limitations. 
There is no personal teleportation, Space Folding 
requires massive engines and can only be done at the 
level of a starship. Weapons are projectile based and 
technology has not created any form of personal 
energy shielding. Technology has advanced to the 
point where personal cloaking is in fact possible, as it 
was long ago discovered how to bend light waves 
around objects rendering them invisible.  
 The psychic powers that are available in the 
world can take most any form. Abilities to control 
objects through thought alone, steer machines, and 
ignite fire are well known and documented. Psychics 
with the ability to communicate are common and 
those with the most powerful abilities can reach 
across the vastness of space. These are highly valued 
by the Roman Republic and these beings often 
become Oracles.   
 

WHAT IS DC 21? 
Psychic abilities or technology can do amazing things. 
A suit of power armor can allow a human to lift a 
boulder weighing several tons, and psychic abilities 
may do the same. So an individual may lift a personal 
vehicle, but no one would be capable of lifting 
something on the order of a spaceship.  
 There are two large limitations on psychic 
abilities. First, no psychic has ever developed the 
ability to control another sentient being. Rumors 
persist of a few that could read surface thoughts of 
others, but no one has ever manifested true 
domination ability. Second, there is no known form 
of precognition. Some scientists have theorized that 
this is proof of the random nature of the universe, 
but this is conjecture at best.  
 

HEALTH & DYING 
All players have the standard 4 damage instances 
and they will heal those with a day or so of rest due 
to the advanced medicine.  
 

NUMBER OF ABILITIES 
All characters will have 2 major abilities and 4 minor 
abilities.  
 

CHARACTER ARCHETYPES 
The following Archetypes are a good starting point 
when exploring the setting of Spaceship Roma.  
 Roman Power Armor Legionnaire: As Rome 

expands throughout the galaxy, the bold 
soldiers of the Roman legions must spread with 
them, to protect them against all threats, 
foreign and domestic.  

 Roman Runner: These messengers are pilots of 
ultra-fast, ultra-light jump ships that span 
Roman space, bringing messages either outside 
the range of the Oracles or carrying those 
messages too sensitive for them to 
communicate.  

 Oracle: The Oracles of Rome are an essential 
part of their society, they allow Rome to 
connect and communicate across the vastness 
of space. Their abilities to see and 
communicate are a boon to any group of 
explorers.  

 Lyceum Scientist: The setting of Spaceship 
Roma is expanding in technological capacities 
at a dizzying pace. The scientists of this setting 
are at the cutting edge of amazing discoveries 
and are great heroes to the empire of Rome.  

 Mayan Transplant: Many Mayans have 
immigrated to the vast empire of Rome and 
seek a better life. They are proud of their 
heritage, but eager to prove themselves as 
capable as any Roman.  

 Colonist: Rome has spent the last hundred 
years spreading out across the galaxy, settling 
colonies on a hundred worlds. Many of these 
children have grown up never having seen the 
empire itself, only hearing of its glory in stories 
of 7-hilled cities with roads paved of gold.  

 Gladiator: Games of blood sport between 
people were long ago banned in the empire. 
Gladiators continue to fight in the arena, now 
however, they fight even more exotic beasts 
from the hosts of foreign worlds recently 
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settled. Such Gladiators fight of their own will 
and are paid exorbitant fees, but it is a 
dangerous profession.  

 

NARRATIVE ABILITY SOURCES 
The setting of Spaceship Roma offers several distinct 
possibilities for sourcing Narrative Abilities. This is 
not an exhaustive list. 
 Power Armor: The world of Spaceship Roma 

features legionnaires in high tech suits of 
power armor exploring new reaches of the 
galaxy. These suits can contain many of the 
fantastic Narrative Abilities such as Advanced 
Mobility (Flight), Space Survival, Super-Agility, 
Super-Strength and many more.  

 High Technology: Never was the expression 
that technology of a sufficient level starts to 
look like magic more true than in Spaceship 
Roma. The daily breakthroughs of the scientists 
of this setting allow for any range of incredible 
abilities. 

 Psychic Powers: Psychic powers are common 
across the Empire and not just in the Oracles. 
Psychic powers can manifest any ability from 
Advanced Senses to X-ray Vision and 
everything in between.  
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EDGE OF ROME 
 

INTRODUCTION 
Rome is a proud and expanding empire. Members of 
the Explorer’s Legion take to the stars to find new 
worlds for the Romans to colonize and settle. Each 
new world is connected by the vast network of 
Oracles, whose powerful telepathic abilities allow 
near instant communication even over the 
innumerable light years of space.  
 This adventure finds just such a group of 
explorers, the PCs, reaching out to a new world that 
seems ripe for settlement. The basic information on 
the world has been collected through probes and 
space satellites, but now it is up to the PCs to 
determine if the world can be colonized or not. Along 
the way, the PCs uncover a mystery that shakes what 
they know of history and their own civilization to its 
very core.  
 Edge of Rome is an NGS adventure story for 
4-6 players. As with all NGS adventures, it can be 
played at any level of player experience. The 
characters will encounter challenges and obstacles 
that will be difficult and engaging to overcome, 
regardless of their individual abilities.  
 

GM GUIDE TO ACT I 
Act I opens with the PCs arriving at Titus V and 
exploring the various elements of the world that can 
be detected from their ship in space. Within a few 
moments, they will find that something is very amiss, 
as there are actually sentient life signs on the planet. 
As far as any Romans know, they are alone in the 
universe, no sign of sentient alien life has ever been 
detected, so this could be a huge discovery, and a 
serious feather in the cap of the PCs if they are able 
to determine the nature of this life and perhaps even 
bring back a specimen. When they go to investigate 
the planet more closely, they discover another 
shocking revelation, the people on the ground are 
not only human, but seem to be Roman. Those 
beings, however, are hiding a dark secret: they are 
colonists, and when their ship crashed, the medical 
nanites on board went haywire. In attempting to aid 
the colonist’s survival, they altered their DNA, 
changing them into monsters. They are now capable 
of transforming into terrible creatures not unlike  
werewolves. 

Searching the deep desert reveals a 
mysterious wrecked hulk and the logs of that ship 

point to the truth of the colonists’ origins, though it 
also raises as many questions as it answers. The act 
closes with the PCs racing against the inhabitants and 
nature itself to escape the world, lest they also find 
themselves forever trapped… or worse.  
 

ACT I 
We open on the bridge of the Pax Victoria, the 
Explorer’s ship the PCs pilot. It is a smaller craft, but 
large enough for themselves and at least 10 more 
people, if necessary. It has both maneuvering 
thrusters and a Space Folding engine.  
 The PCs are members of the Explorer’s 
Legion, a group of brave volunteers who go to new 
planets and begin the process of setting them up to 
be colonized. This means collecting information on 
indigenous species, chemical make-ups, geography, 
basically all the details of the world itself. Some of 
this is done manually, but a large portion is 
completed by automated probes that their ship 
carries and deploys. Dispensing these probes and 
maintaining them is the chief responsibility of the 
PCs and the ship has a fleet of roughly 300 of these 
probes. Each is about the size of a basketball, is 
capable of flight, and carries a detailed sensor suite 
for the collection of terrestrial data.   
 The PCs’ first mission is to head to the 
recently located planet of Titus V, a habitable planet 
that orbits a large, yellow sun approximately 130% 
the size of Earth’s sun. The planet itself is much 
smaller than Earth, about 33% of the size, but seems 
to have liquid water and an atmosphere. Additional 
research will need to be done by the PCs.  
 

ARRIVAL 
The PCs leave Roman space and fold space to the 
Titus system, the home of Titus V. They are able to 
make the planet without issue. However, when they 
scan the planet, what they find is not just indigenous 
life, but advanced life, there are structures and 
humanoid beings.  
 

WHAT CAN THEY LEARN? 
The PCs will most likely want to determine 
everything they can from their spaceship. The Pax 
Victoria has a large sensor suite, but it has significant 
limitations, as the bulk of the data collection is 
intended to be done by the probes the ship carries. 
To release the probes, the PCs must be in 
atmosphere and the ship must be landed. Despite 
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that, there are several key facts they can learn from 
orbit.  

 This planet is populated. The population is 
located in several small cities on one of the 
coasts, it seems to be about 3500 beings. There 
are no other settlements or population outside 
of this small area.  

 The coastline contains large supplies of water 
and is heavily forested.  

 There is a vast desert over the majority of the 
continent outside of the settled area.  

 If the PCs are especially thorough in their 
searching and/or have PCs with advanced 
technical Narrative Abilities, they will be able 
to detect the destroyed hulk of a ship buried in 
the sands of the desert.  

 Large storms frequently blow across the desert 
sands.  

 

 
The PCs may want to check out several different 
items. Proceed to the area that matches the PCs’ 
exploration below.  
 

THE SETTLEMENT 
The PCs will have standing orders that, if sentient life 
is ever detected upon a mission, they are not to 
directly and immediately engage. The characters also 
have directives not to use the probes over the settled 
area as they would certainly be noticed. The PCs 
standing orders are to observe in a clandestine 
fashion, collect a “sample” if possible, and return to 
Earth for further instructions.  

 If the PCs wish to remain undetected, they will 
have to use methods of obfuscation to observe 
the locals closely. Any character with Invisibility 
or a similar stealthy narrative ability may be 
able to carry out such surveillance.  

 Powerful psychics may also be able to remotely 
view the settlements for spying purposes.  

 
The PCs find that these small cities are mostly 
ramshackle; they are simple wooden structures with 
only the beginnings of a few more complex stone 
buildings, but nothing like the incredible marble and 
concrete edifices of Earth. The people seem to be 
human.  
 If the people are tested, their DNA is less than 

1% different, but it is different.  

 There are very high tech items mixed in these 
simple homes, as well as printed books, 
computers and so on, but everything seems to 
be about 150 years old.  

 Searching around the settlement area, the PCs 
will find the remnants of local fauna, mostly 
small mammals, attacked by vicious 
“creatures” with large claws. Careful 
investigation will reveal a piece of clothing in a 
corpse’s claw similar to what the indigenous 
people wear. The animal was of course 
attacked by the people of the settlement 
transformed into their monstrous form, but 
there is no way for the PCs to directly prove 
this at this point.  

 
 
 
 

 

STORY NOTES: Your PCs may surprise you at 
this point. Some players will charge straight in 
at the sign of the settlers and want to 
immediately investigate the mystery. If they do, 
the adventure will play out in the most 
straightforward fashion possible. On the other 
hand, you could have PCs that surprise you and 
want to do something completely different, or 
that work long enough to discover the wreck of 
the Olympian III, that’s okay; there is no need to 
force your PCs into any of these scenes. Act I of 
this adventure is structured so that it can 
happen in any order. It’s far better to have your 
PCs pursuing what they find interesting rather 
than what the printed text directs.  

TENSION & FLAWS: If you have a PC who has 
a flaw of curiosity or something similar, this is 
a great chance for them to cause a problem. 
Remember, these beings only appear human, 
if you want to get the action going right 
away, feel free to have one of the locals 
scent out an invisible PC in their midst. In one 
of our playtests of this game, a particularly 
curious PC found himself being chased across 
the desert for miles by hungry werewolves 
due to his own curiosity. Always allow PCs to 
make the fun and interesting choice. 
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THE LOCALS 
The locals are described below.  
 

OOllyymmppiiaannss  ((WWeerreewwoollvveess))  

33  SSeenntteennccee  SSttoorryy  TThhee  ppeeooppllee  ooff  tthhiiss  vviillllaaggee  ggeenneerraallllyy  rreeffeerr  ttoo  
tthheemmsseellvveess  aass  tthhee  OOllyymmppiiaannss  aanndd  tthheeyy  aarree  

tthhee  llaasstt  rreemmnnaannttss  ooff  aa  mmaassssiivvee  ccoolloonnyy  sshhiipp  
ffrroomm  aann  aaddjjaacceenntt  ddiimmeennssiioonn..  WWhheenn  tthheeiirr  

sshhiipp  ccrraasshheedd,,  tthheeyy  wweerree  cchhaannggeedd  aanndd  
bbeeccaammee  mmoonnsstteerrss..  NNooww  tthheeyy  sseeeekk  aa  wwaayy  ttoo  

ggeett  ooffff  tthhiiss  wwoorrlldd  aanndd  rreettuurrnn  ttoo  EEaarrtthh  aanndd  
RRoommee  

GGooaallss  &&  FFllaawwss  TThhee  ggooaallss  ooff  tthhee  OOllyymmppiiaannss  aarree  ttoo  lleeaavvee  tthhiiss  
bbaarrrreenn  rroocckk  aanndd  rreettuurrnn  ttoo  cciivviilliizzaattiioonn..  

CChhiillddeerruuss,,  tthheeiirr  lleeaaddeerr,,  hhaass  mmaasstteerreedd  tthhee  
ppssyycchhiicc  ccoonnttrrooll  ooff  tthhee  nnaanniitteess  tthhaatt  ssttiillll  

iinnhhaabbiitt  tthheeiirr  bbooddiieess  aanndd  iiss  llooookkiinngg  ttoo  

ttrraannssffoorrmm  aallll  ooff  tthhee  RRoommaann  wwoorrlldd  ((SSeeee  AAcctt  
IIII))..  TThheeiirr  ttiimmee  iinn  eexxiillee  hhaass  lleefftt  tthheemm  ccrruueell,,  

ppeettttyy  aanndd  aannggrryy  aatt  tthhee  wwoorrlldd  tthhaatt  tthheeyy  
bbeelliieevvee  aabbaannddoonneedd  tthheemm  

NNaarrrraattiivvee  
AAbbiilliittiieess  

AAddvvaanncceedd  SSeennsseess  ((MMiinnoorr  --  SScceenntt)),,  SStteeaalltthhyy,,  
TTrraacckkiinngg  

PPhhyyssiiccaalliittyy  11dd88  ++44  
IInntteelllleecctt  11dd66  ++11  

PPeerrssoonnaalliittyy  11dd66  ++11  
EExxttrraaoorrddiinnaarryy  11dd88  ++22  

TALKING WITH THE LOCALS 
If the PCs come into contact with the locals, they will 
have to explain where they are from and why they 
are here. The locals will initially be welcoming and 
friendly, but this is merely a ruse until it can be 
determined if the PCs have a form of off-world 
travel. If the PCs question where they are from, they 
will say they have always lived here; their ancestors 
came across the desert to the west.  

 If the PCs have a long conversation, the people 
will introduce their leader, a man named 
Childerus. He will be friendly and forthcoming, 
though he will not reveal knowledge of the 
Olympian III. He is more important in Act II. 

 The locals will generally avoid a fight of any 
kind at this stage unless the PCs land their 
spaceship directly in the settlement against 
orders. These people are trying to determine 
everything they can about the PCs and 
whether or not they will be able to utilize the 
PCs’ ship to get off world.  

 

 

THE DESERT 
The desert of this world is very sandy and lacking in 
water of any kind. There are few rocky outcroppings 
(like the Sahara of Earth) and instead, just mile upon 
mile of shifting sand. If the PCs have not yet detected 
the ship, there is little to be gained by setting down 
in the desert, other than a safe place to operate from 
while observing the indigenous life. Despite the 
desert’s seeming emptiness, it in fact contains many 
creatures.  
 

LIFE IN THE DESERT 
The desert sands are home to small, harmless 
burrowing mammals by the thousands. These are 
simply the food source for larger, dinosaur-like lizard 
creatures that burrow and travel through the sands 
undetectably. If the PCs set down in the desert, it will 
be mere moments before the creatures detect their 
presence through a form of tremorsense and attack.  
 If possible, this might be a good point for the 

locals to come in and aid, but this doesn’t have 

STORY NOTE: These people are humans, but 
from an adjacent dimension, they came on a 
ship just like the Olympian, and just like the 
Olympian, they jumped dimensions. The main 
difference here is that that when these 
colonists’ ship crossed the dimensional barrier 
they were nearly killed. The ship’s medical 
nanites altered their DNA to allow them to 
survive the conditions, but now they turn into 
monsters (basically werewolves, but it is a 
nanite “disease”).  

TENSION & FLAWS: If the PCs have someone 
particularly raring for a fight, who threatens 
physical violence against these people, they 
will attack immediately. If this scene should 
turn into a fight, it quickly becomes obvious 
that the PCs cannot win, there are hundreds 
of settlers in the immediate area and they 
will all come running over time if combat is 
joined. If a PC’s aggressive nature or flaw 
starts a combat, that is okay, you will just 
need to transition this into a scene of 
escape, either across the desert, back to 
their ship, or both. If this happens, you may 
want to proceed directly to the 
confrontation at the ship (See Returning to 
their Ship), regardless of whether or not 
they have visited the Olympian III.  
choice. 
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to happen. The PCs must now enter into 
conversation with the locals and explain who 
they are and why they are here.  

 The Sand Lizards will not leave the desert for 
any reason. 

 

SAND LIZARDS 
Sand Lizards are described below.  
 

SSaanndd  LLiizzaarrddss  
33  SSeenntteennccee  

SSttoorryy  
TThhee  SSaanndd  LLiizzaarrddss  ooff  tthhee  ddeeeepp  ddeesseerrtt  aarree  

aanniimmaalliissttiicc  pprreeddaattoorrss..  TThheeyy  aarree  ddrriivveenn  bbyy  
hhuunnggeerr  aanndd  tthheeiirr  ddiieett  iiss  mmaaiinnllyy  mmaammmmaalliiaann  

lliiffee..  TThheeyy  hhaavvee  bbeeeenn  oonn  tthhiiss  ppllaanneett  ffoorr  
tthhoouussaannddss  ooff  yyeeaarrss  aanndd  pprree--ddaattee  tthhee  llooccaallss’’  

llaannddiinngg..    
GGooaallss  &&  FFllaawwss  BBeeiinngg  aanniimmaall  hhuunntteerrss,,  tthhee  SSaanndd  LLiizzaarrddss  hhaavvee  

ssiimmppllee  ggooaallss;;  EEaatt  aanndd  SSuurrvviivvee..  TThheeyy  aarree  nnoott  
vveerryy  iinntteelllliiggeenntt  aanndd  eeaassiillyy  ddiissttrraacctteedd  bbyy  lloouudd  

nnooiisseess  oorr  vviibbrraattiioonnss  iinn  tthhee  ssaanndd..  
NNaarrrraattiivvee  

AAbbiilliittiieess  
AAddvvaanncceedd  SSeennsseess  ((MMiinnoorr  --  TTrreemmoorrsseennssee)),,  

IImmmmuunnee  ttoo  DDiisseeaassee  aanndd  RRaaddiiaattiioonn  
PPhhyyssiiccaalliittyy  11dd1100  ++22  

IInntteelllleecctt  11dd66  ++11  
PPeerrssoonnaalliittyy  11dd66  ++11  

EExxttrraaoorrddiinnaarryy  11dd66  ++22  

 

THE WRECKED SHIP 
The PCs may discover this ship in their initial scans. If 
they do not, they will quickly learn of it when they 
release their probes to comb the planet’s surface. 
The ship has obviously crash landed and most of it 
has been swallowed by the sand over the centuries. 
A recent sandstorm has revealed the nose section 
which contains the bridge and is mostly intact. On 
the side, it says OLYMPIAN III (The Olympian from 
their world had no numerical designation).  
 If the PCs investigate the ship, they find it was 

gutted (most of the technology in the town 
came from the ship), but if they search hard 
enough, they can find the black box that shows 
the recording of the ship’s final moments. Read 

the italicized text below when the PCs manage 
to bring the black-box back online.  

o You see the ship fire up its engine just past 
Mars (a second clue, as the Olympian left 
from near Earth). The engine starts up and 
everything seems to be normal. Suddenly all 
chaos breaks out on the ship, readings spike, 
shouting happens, the sound of metal tearing 
can be heard. The next 5 minutes are 
incomprehensible static and alarms. 
Everything goes quiet and the picture 
returns; the captain seems fine, though the 
first-mate is dead. The Captain checks the 
comms for passengers, but only static is 
returned. He wonders out loud if everyone is 
dead, and then he hears banging on the 
door. The Captain gets up leaves your vision. 
You hear the sound of a door opening out of 
frame and a large growl echoes around the 
cabin, followed quickly by the sound of flesh 
tearing and screaming. The Captain’s bloody 
half-torn off face drops back into frame and a 
massive wolf creature jumps on him. The 
recording ends seconds later.  

 Just as this is completed, the PCs hear howling 
outside of the wreck and will be attacked by 
these massive creatures. These are of course 
the transformed locals, the PCs may or may not 
suspect this depending on what they have 
already witnessed or discovered.   

 The PCs must now race back to their ship, 
where they will be hunted the entire way if 
they are on foot. If their ship is landed outside 
of the hulk, then they should hear the sounds 
of engines immediately.  

STORY NOTE: If you happen to have a PC that 
has a particular affinity for animals or natural 
creatures, it is great to let them control, pacify, 
or perhaps even tame one of these beasts. They 
are far too large to take onto the Pax Victoria, 
but they would make a great mount and/or ally 
while the PCs are in the desert and that will be a 
memorable moment for the players for sure. 

STORY NOTE: This ship is quite obviously 
beyond repair and could never be made to fly 
again. The PCs may have the idea, however, to 
haul it onto their ship. Even the nose cone of 
this colony ship is too large to fit on the Pax 
Victoria, however, if you have a particularly 
tech-savvy PC, don’t be afraid to give them 
some extra insights into the story if they seem 
very interested and are willing to spend the 
time working with the long abandoned 
technology. They key is to avoid using the read-
aloud text above and to let them find 
supplementary data first. When the text above 
is read, it should immediately trigger the 
howling and the beginning of the climactic 
scene.  
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RETURNING TO THEIR SHIP 
The PCs are not going to be able to escape off of the 
world easily with the knowledge they have gained. 
After they have explored the wrecked ship and 
learned some of the mystery, several factors will 
conspire against them.  
 

 
When the PCs are close to their ship (which could be 
immediately upon exiting the Olympian III if they 
landed near-by), they will be attacked by 4 small 
dune buggies each with two werewolf creatures in 
them. Each buggy has one driver and one “gunner.” 
The gunner is manning a large winch attached to a 
massive harpoon. They mean to fire at the PCs’ ship 
and prevent them from escaping.  
 A very violent sandstorm will blow in, and the 

PCs must protect themselves in some way if 
they are on foot. If your party was near the 
ship, have this storm blow in as they are trying 
to escape on the ship from the buggies. In the 
event you have a PC with a Pilot focus, this is a 
great moment to allow that character to shine.  

 When the PCs board their ship and try to take 
off, they find that several of the creatures have 
already snuck on-board and now the PCs must 
fight to regain control of their own ship. 

 If the PCs have easily handled the challenges so 
far but are not on the ship, then have the 
wolves actually start the ship without the PCs 
and start taking off. This will give your fast and 
mobile PCs a chance to shine as they will need 
to race to get on the ship as it begins to 
ascend.  

 
 

RESOLUTION 
If the PCs are victorious, their ship is probably in 
need of repair. If any of the harpoons penetrated the 
hull of the ship, it can no longer break atmosphere, 
but can still fly without issue.  
 The PCs are free to set down on a distant and 

safe corner of the planet to carry out their 
repairs. There are plenty of parts on board and 
any PC with the appropriate technical 
Narrative Abilities can complete the repairs 
without issue.  

 If the PCs have a prisoner, then some of the 
early part of Act II can be skipped. The PCs 
might also decide they have enough 
information and they need to return to Earth 
to talk to command.  

 If the PCs have an Oracle with them, such a trip 
is unnecessary and the PCs can proceed 
without delay into Act II.  

 This should all get the PCs thinking about the 
Olympian and what happened with that ship 
and its crew.   

  

STORY NOTE: This is the Climax of Act I, you 
should really push the cinematic action. There 
must be a constant sense of tension in these 
scenes; every step forward should yield a step 
back. If the PCs manage to escape one danger 
such as the locals, then they should be 
confronted by a powerful storm. When they 
beat that, their ship should have a malfunction 
and so on. Don’t be afraid to throw an ever-
evolving series of challenges at your PCs and 
force them to think fast and use their Narrative 
Abilities. 

STORY NOTE: If the PCs never completely left 
the ship, then you can have some of the wolves 
from the buggies instead board the ship by 
scaling their pulley lines.  
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ACT II 
This act begins with the PCs on their ship and/or 
returning to Titus V. If the PCs didn’t yet capture 
anyone in Act I, they will need to return to the 
planet’s surface. If they returned to Earth, the 
Centurion command will order them back to the 
planet to find a specimen as per their original orders. 
The command wants one of these creatures to run 
tests on. Unfortunately for the PCs, the subject they 
kidnap is going to prove a little more of a handful 
than they anticipated and the ship gets stranded in a 
system in the middle of nowhere, far from Roman 
space, which leads to a shocking discovery and yet 
more questions. 
 

GM GUIDE TO ACT II 
The second Act of this story is more akin to a horror 
movie or thriller. This Act takes place when the PCs 
bring Childerus onto their ship and lock him in a 
temporary holding cell. Childerus is cruelly brilliant 
and will engage in a Hannibal Lector-esque quid-pro-
quo with the PCs throughout the Act. This Act begins 
with the PCs attempting to return to Earth but 
quickly running into an ever increasing series of 
troubles that threatens to leave them stranded. 
What’s more, their malfunction has landed them in 
an empty part of space, a part of space which holds 
more of the mystery about the nature of the 
Olympus.  
 

BACK TO THE SURFACE 
If the PCs have not captured anyone, but have fought 
with the werewolves, they may seek a parley, or they 
could plot out an elaborate kidnapping. Allow them 
to pursue whatever rational path they decide on, but 
the end result should be that Childerus is captured 
and brought on-board the Pax Victoria. 
 If the PCs returned to Earth, they can warp 

back to Titus V without issue. They arrive and 
find the planet in much the same state as 
before.  

 The PCs can go back to the spaceship, but the 
wolves have people watching the wreck, ready 
to call in back-up on the one working radio 
they still have. The PCs won’t have a chance to 
spot the watcher, as he is buried in the sand 
and more or less invisible. If they happen to 
monitor radio transmissions, they will hear the 
call going out.  

 No matter how this situation plays out, 
assuming the PCs live, the end state should be 
for the PCs to have Childerus on their ship.  

 

PRISONER IN HAND 
The Pax Victoria has a small holding cell they can put 
the prisoner in. The person they kidnap (or who 
comes willingly) is one of the most intelligent of the 
community. His name is Childerus. He is cruelly 
brilliant and willingly plays along with the PCs, 
feigning innocence while secretly causing their 
destruction.  

 What he is keeping secret is that the reason 
the werewolves have not been able to rebuild 
any technology, is due to the nanites that 
infest them. The colonists constantly give them 
off and while die shortly afterward, the nanites 
destroy technology in a local area. Childerus 
has learned to focus the nanites and he uses 
them to take the ship apart piece by piece as 
he quizzes the PCs.  

 Childerus is described below, but he should be 
characterized much like Hannibal Lector in The 
Silence of the Lambs. He has all the answers, 
but he shares only a tiny piece at any given 
time. He seems refined and quite intelligent, 
perhaps even friendly at moments, but there is 
always an edge of danger and depravity in his 
voice and words. He is not a comical villain, but 
he is cruel and enjoys using his incredible 
powers to taunt those he views as lesser 
beings.  

 
 
 
 

STORY NOTE: Letting the PCs hear the 
communications with the scout can be a great 
way to let the PCs win and still advance the 
story. They can figure the communication into 
their plan and perhaps set-up a counter ambush 
in response to the fight they know is coming. If 
they attempt something like this, let it happen, 
but don’t be afraid to turn the tables on them 
and surprise them by having Childerus simply 
surrender and offer to accompany the PCs 
without a fight. This is easily justifiable if the PCs 
were very dangerous or deadly to the locals in 
Act I.  
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CHILDERUS 
Childerus is described below.  
 

CChhiillddeerruuss  ––  PPrriimmaarryy  AAnnttaaggoonniisstt  

33  SSeenntteennccee  
SSttoorryy  

CChhiillddeerruuss  iiss  tthhee  lleeaaddeerr  ooff  tthhee  ccoolloonniissttss  oonn  tthhee  
ppllaanneett  TTiittuuss  VV..  HHee  iiss  bbrriilllliiaanntt,,  aa  ppoowweerrffuull  

ppssyycchhiicc  aanndd  ccrruueell  bbeeyyoonndd  mmeeaassuurree..  HHee  hhaass  
ccoonnttrrooll  ooff  tthhee  nnaanniitteess  tthhaatt  aalltteerreedd  hhiiss  DDNNAA  

rreessiiddiinngg  iinnssiiddee  ooff  hhiimm  aanndd  uusseess  tthhiiss  aaddvvaanncceedd  
ccoommbbiinnaattiioonn  ooff  ppssyycchhiicc  ppoowweerr  aanndd  ffaannttaassttiicc  

tteecchhnnoollooggyy  ttoo  aacchhiieevvee  hhiiss  eennddss..      
GGooaallss  &&  FFllaawwss  CChhiillddeerruuss  hhaass  vveerryy  ssttrraaiigghhttffoorrwwaarrdd  ggooaallss..  HHee  

sseeeekkss  ttoo  ggeett  ooffff  ooff  TTiittuuss  VV,,  rreettuurrnn  ttoo  tthhee  EEaarrtthh  
ooff  tthhiiss  ddiimmeennssiioonn  aanndd  ccoonnvveerrtt  aallll  ooff  tthhee  

ppeeooppllee  ooff  RRoommee  iinnttoo  mmoonnsstteerrss  lliikkee  hhiimmsseellff..  
HHee  iiss  eevviill  aanndd  pprriiddeeffuull,,  hhee  kknnoowwss  hhee  iiss  bbrriilllliiaanntt  

aanndd  aannyy  PPCC  tthhaatt  sshhoowwss  ssiimmiillaarr  bbrriilllliiaannccee  ccaann  

pprroovvookkee  hhiiss  ddiirreecctteedd  iirree..    
NNaarrrraattiivvee  

AAbbiilliittiieess  
AAddvvaanncceedd  SSeennsseess  ((MMiinnoorr  ––  SScceenntt)),,  CCoommppuutteerr  

MMiinndd,,  CCoonnttrrooll  EEmmoottiioonn,,  IIggnnoorree  PPaaiinn,,  
IImmmmoorrttaalliittyy  ((SSppeecciiaall  ––  SSeeee  AAcctt  IIIIII)),,  IInnccrreeddiibbllee  

WWiillllppoowweerr,,  IInntteelllleeccttuuaall  TTiittaann,,  MMiinndd  
RReeaaddiinngg//CCoonnttrrooll,,  PPoollyygglloott,,  TTeecchhnnoollooggyy  

CCoonnttrrooll  ((AAllll  ooff  tthheessee  aabbiilliittiieess  eexxcceepptt  AAddvvaanncceedd  
SSeennsseess  hhee  eexxeerrcciisseess  tthhrroouugghh  hhiiss  nnaanniitteess,,  ssoo  aa  

nnoorrmmaall  ppssyycchhiicc  wwiillll  nnoott  bbee  aabbllee  ttoo  ddeetteecctt  tthheeiirr  
uussaaggee..))  

PPhhyyssiiccaalliittyy  11dd66  ++66  
IInntteelllleecctt  11dd66  ++1100  

PPeerrssoonnaalliittyy  11dd66  ++88  
EExxttrraaoorrddiinnaarryy  11dd66  ++1100  

 

 

TROUBLE IN THE WARP 
When the PCs attempt to space fold back to Roman 
Space, they encounter a problem. Their jump is 
interrupted and they emerge somewhere they didn’t 
intend to be.  
 They will emerge into a massive asteroid storm 

and will have to struggle to prevent the ship 
from being destroyed. Again, this is a great 
chance for someone with a Pilot Focus to 
shine. Don’t be afraid to damage the ship, but 
a competent pilot should be able to prevent 
destruction without issue.  

 The PCs are in an area of space that has been 
called the Arm of Larentia, a massive area in 
the galaxy full of large quasars, pulsars and 
massive clouds of gas still forming stars. It’s a 
part of the galaxy full of proto-planets, a 
remnant of the birth of the galaxy that never 
finished forming. There are no habitable 
worlds and Rome has not explored this area 
beyond long range scans. 

 As soon as the PCs escape the asteroid storm, 
systems will begin breaking down. First 
thrusters and impulse engines, then artificial 
gravity, then many of the internal electronics 
will begin to go on the fritz. Communications 
will fail, video screens will fail. As fast as any 
mechanics can fix a system, new systems will 
begin to break down. All of this should happen 
slowly over time and be interspersed with the 
PCs talking to Childerus in his holding cell.  

 Possible systems that can break include Space 
Folding Engines (which should remain off-line 
and be irreparable no matter the time spent), 
Impulse Engines, Maneuvering Thrusters, Life 
Support (which should generally remain on-line 

TENSION & FLAWS: Childerus has potent 
psychic powers and can easily scan the 
minds of all of the PCs. He will know their 
darkest secrets within moments of entering 
the ship and only the most powerful of 
Oracles could oppose him. As the GM, you 
should encourage the PCs to come and 
speak to the prisoner (perhaps he offers 
small tidbits of information to particular PCs 
if they come speak to him in person). When 
they come to talk to him, he engages in cat 
and mouse games, openly mentioning their 
flaws and previous failings, stirring up party 
conflict and generally causing trouble. At the 
same time, he will occasionally offer small 
bites of information, breadcrumbs that keep 
the PCs coming back for more. Because his 
abilities are derivative of his nanites, his 
psychic powers can not be detected by 
psychic individuals.  

STORY NOTES: The pacing is the most important 
aspect of this scene. The troubles in the ship 
should alternate with the PCs’ conversations 
with Childerus. He should make occasional 
allusions to the ship breaking only to have 
something fail seconds later. This back and forth 
of conversation and crisis should continue for 
some time until the tension is at a breaking 
point. Allow the PCs to fix items, especially if 
some of the PCs are very tech focused, just 
always have something new breaking. Once the 
PCs are at the end of their rope, move to the 
next scene and have the Pax Victoria’s restored 
sensors detect the Olympian.  
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as Childerus is relying on them as well), 
Communications, Video, Electronics, Long-
Range Sensors, Short Range Sensors, Targeting 
and Weapons.  

 

ANOTHER SHIP 
At a point of high tension, the long-range sensors 
should come on-line and detect a ship in one of the 
near-by nebulas.  
 When the PCs approach, they see the call sign 

on the front of the ship – Olympian. However, 
this ship is massive, three times the size of the 
ship from their own history thanks to a large 
sphere on the rear of the ship. It is also much 
larger than the ship on Titus V. The massive 
sphere on the back of the strange ship looks 
like nothing the PCs have ever seen. It is 
heavily shielded and none of the sensors on 
the Pax Victoria can penetrate it to determine 
what type of engine it is.   

 The ship is clearly derelict, though the Nebula 
itself also interferes with their sensors 
(assuming those are working), so there is very 
little they can learn from a distance, requiring 
them to get very close for visual scans and 
identification. 

 When the PCs have gotten close to the ship, 
Childerus will cause a massive system failure of 
all lights, sensors, electronics and life support. 
He will use this moment to escape his prison, 
steal a spacesuit and make his way onto the 
other ship.  

 This is a climatic scene and the PCs should be in 
great danger from the system failure. You 
might want to bring up damage from the initial 
asteroid storm that has now gotten worse. The 
PCs should be too busy worrying about their 
own lives to worry about chasing Childerus 
immediately. It will take all of the PCs to make 
sure they and their ship survive.  

 During this time, the psychics amongst the PCs 
should start having strange feelings of 
foreboding. It doesn’t manifest into any 
specific vision yet, but there is a palpable sense 
of danger that makes it hard for them to 
concentrate while in proximity to the 
Olympian.  

 
 
 

RESOLUTION 
The Pax Victoria is now wrecked, regardless of the 
PCs repairs. They can make the ship safe for 
inhabitants, but the engines are shot. The Space-
Folding engines are unable to ever be repaired and 
even if the impulse engines are brought back on-line, 
it would take more than 10,000 years to reach the 
nearest Roman inhabited system.  
 The longer the PCs remain in proximity to the 

Olympian, the worse the effect will become on 
the psychics in the party. They will be unable to 
sleep and in the moments where their eyes 
close, they will feel people standing over them 
watching them with murderous intent.  

 The PCs will quickly realize that their only 
option is to make their way to the derelict ship 
and hope it can be restored. By all accounts, 
the ship is fully intact and the little information 
that they can garner says that it could be 
restored.  

 
  

TENSION & FLAWS: If you have someone 
that was particularly upset by the prodding 
of Childerus, they may want to immediately 
follow him to the Olympian even though it’s 
clearly the wrong choice, as they are 
abandoning their allies in a time of need. If 
this happens, let the PC also take a spacesuit 
and make the jump across to the enemy 
ship. Jumping through space isn’t easy, so 
feel free to have the PC use an appropriate 
Narrative Ability and/or make some difficult 
checks. Once they arrive, they can start 
stalking Childerus, but then cut away from 
that PC for the remainder of this act. You 
may even want to leave them with a slight 
cliffhanger of something that will be 
happening in Act III (such as the face of a 
ghost before them), but leave their ultimate 
fate a mystery to the rest of the PCs and to 
the player themselves.  
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ACT III 
This act begins with the PCs making their way to the 
Olympian in pursuit of their escaped prisoner. Once 
they arrive however, they find many things are 
amiss.  
 

GM GUIDE TO ACT III 
This act finds the PCs aboard the derelict ship. It 
begins with the PCs stalking Childerus through the 
ship and encountering the strange sights of the 
remnants of the crew. The PCs confront Childerus 
aboard the bridge as he activates the derelict ship’s 
engines and jumps. Instead of returning to Earth as 
intended, the ship again folds dimensions and takes 
them to a completely alternate dimension where the 
Rome they know and love never was. The PCs quickly 
find themselves surrounded by Mayan attack ships 
that are not pleased to see this Roman artifact 
before them. Just when things look most bleak, other 
versions of the PCs, aboard other dimensions’ 
Olympians jump in around them, and a full-fledged 
fire fight ensues. The act, and the adventure, comes 
to a close with the PCs needing to make a very 
serious choice with consequences not only for 
themselves, but for their entire world.  
 This act opens with a horror feeling, as the 
strangeness of the situation, and the murderer hiding 
in the dark should all compound to cause a great deal 
of tension. Once the PCs arrive in the alternate 
dimension and confront the Mayans, the tone should 
become that of an action movie and become faster 
paced. 
 

THE OLYMPIAN 
The PCs can make their way to the ship without 
much trouble. Once the Pax Victoria is stabilized, 
they can all suit up and together the journey to one 
of the air locks on the derelict ship is relatively 
smooth.  
• When the PCs arrive, those that are psychic 
find the feeling of dread overwhelming to the point 
where it is hard to focus on anything else or even 
utilize their Narrative Abilities.  
• The ship itself is mired in ancient dried blood 
stains, but lacking in bodies of any kind. The PCs, 
even the non-psychic PCs, start seeing ghostly forms 
out of the corner of their eyes, hearing moaning, 
tearing metal, and even screams from distant 
corridors. They may hear the voices of long dead 

relatives echo through the corridors, but no matter 
how much they investigate, they find no source.  

 Childerus has managed to use his abilities to 
restore the communications on the ship and so 
is also taunting the PCs as he moves toward 
the bridge.  

 As the PCs move through the ship, they are 
constantly plagued by double-backs and 
hallways that don’t make sense. It is as though 
the ship itself is trying to stop them from 
exploring its secrets.  

 

THE ENGINE ROOM 
The engine of this ship is something truly amazing. 
The Romans of this dimension compressed and 
contained a white dwarf star to act as their engine. 
The white dwarf is constantly held on the edge of 
going supernova, and this energy powers the engines 
of the ship.  
 The Engine Room itself is a blank white sphere 

containing only the star, held in place by a 
massive plasma barrier. There is a small 
balcony dais upon which the engine room 
controls are stationed and this provides a 
vantage point of the room 

 The controls here have been damaged and 
some simple investigation shows that engine 
control has been rerouted to the bridge. The 
technically savvy PCs can understand the 
breakage, but there is no way to fix it in a short 
amount of time as they lack any of the proper 
parts.  

 

THE BRIDGE 
The bridge of the ship sits at the top center and 
Childerus has made his way there with ease. The 

STORY NOTES: This scene is about building 
tension and horror. The PCs should feel at the 
mercy of the ship and Childerus should simply 
be making it worse with his taunts. All illusions 
of civility have dropped and he is not afraid to 
lay his plan bare at this point, speaking about 
the inevitable destruction of their world. The 
elements of the ghostly images, the 
indecipherable maze and the villain’s taunts 
should combine to form a feeling of 
helplessness. Once this tension has been built 
to a breaking point, feel free to have the PCs 
discover the locations below.  
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unnatural nature of his psychic abilities has 
protected him from the influence of the Olympian. 
When the PCs meet him there, he has tired of this 
cat and mouse game and so seeks to end the conflict.  
 Childerus is a potent combatant by any 

definition. He will not need to shift into his 
wolf form and will likely use his full range of 
abilities to attack and kill the PCs. He is a 
potent threat and should be played as such.  

 Firearms and projectiles cannot be used on the 
bridge without risking blowing a hole in the 
hull and exposing the entire bridge to space. 
Any combat is going to have to be up close and 
personal.  

 If Childerus is defeated, take note of the PC 
that fought with him the most in hand-to-hand 
combat, as that will be relevant later in the 
plot.  

 The most important aspect of this scene is that 
Childerus activate the engines. He has already 
set the coordinates and the jump cannot be 
stopped. If you want to have a particularly 
climatic moment, you can have him press the 
button and smile through bloody lips as the 
final blow from one of the PCs brings him 
down.  

 As soon as the engine activates, all of the 
feelings of dread and images the psychics have 
been seeing will halt, allowing them to now 
utilize their abilities as normal again. 

 

 

JUMP! 
The engine will finish its activation cycle (which is 
particularly brilliant to anyone watching in the engine 
room as the White Dwarf scintillates through a 
rainbow of colors as it gives off millions of megatons 
of energy in the span of a few seconds). The PCs will 
feel a strange sense of distortion as though they are 
being stretched out and then the hard snap of 
returning to their own bodies. Everything is quiet for 
a few seconds and then the ship’s alarms sound. 
Though at first, these are easily mistaken for alarms 
about the ship’s malfunction, there is nothing wrong 
with the ship. Childerus not only restored the ship, 
but fixed it completely. The alarms are proximity 
alarms, as there are three fighters of an unusual 
origin outside the bridge of the Olympian.  

 The PCs can identify these ships as Mayan 
ships. Ships the Mayans of their Rome don’t 
have and this should clue them in to the fact 
that they have travelled through dimensions.  

 The PCs are near Earth, but still several 
minutes out from orbit with impulse engines. 

 The Mayans angrily hail them, but do not 
immediately attack. The Romans of their world 
are a vanquished enemy and should not have 
ships of this kind, so the appearance of this 
ship is a mystery.  

 The engines of the ship will require a full 10 
minutes before they can be activated again 
and the PCs would need to determine how to 
work the Navigation control and set the proper 
destination to jump back to their own 
dimension.  

 The PCs will need to delay the Mayans; this can 
be done through various personality checks or 
stronger means. There are three ships with 2 
people per ship. The ships are armed with 
small projectile weapons. They could damage 
the Olympian, but would be hard pressed to 
destroy it. The Olympian’s weapons systems 
are currently off-line as Childerus did not 
bother to repair those. A PC with the 
appropriate tech Narrative Abilities could have 
them repaired, but it would take several 
minutes.  

 The sensors also detect a larger fleet leaving 
from Earth and inbound. These larger war ships 
will definitely have the firepower to destroy 
the PC’s ship.  

 
 

STORY NOTES: If you had a gung-ho PC pursue 
Childerus in Act II, this is where you can pick up 
with that character, as they directly confront 
the escaped prisoner on the bridge of the 
derelict ship. This makes for a very climactic and 
challenging fight where the PC may have little 
hope of back-up. If this happens, push the PC to 
the very limit of their abilities before allowing 
them a victory. Ultimately, they should be 
triumphant, but not without significant cost or 
destruction of the items in the bridge. In our 
own playtest, this is exactly what happened, as 
the rough and ready pilot who followed 
Childerus was forced to confront him alone on 
the bridge and it made for an amazing action 
scene.  
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AN UNEXPECTED PASSENGER 
The PC that had the most contact with Childerus now 
sees a ghostly image of the prisoner floating a few 
feet before them. He will explain that he has used his 
nanites to rewrite himself into the DNA and mind of 
the PC. None of the other PCs can see or hear 
Childerus. 
 If the PCs use anything that destroys nanites 

around the victim, they will kill him, and the 
“ghost” of Childerus will make this well known.  

 For now, the afflicted PC will gain a new 
Narrative Ability, Control Emotion, which is 
psychic. As time passes, if they don’t take 
serious steps to stop the progression, then the 
afflicted PC will slowly be rewritten, from the 
DNA up, into Childerus. This is known to the 
afflicted PC, but it’s a process that is going to 
take days, more time than the PCs might 
currently have.  

 

 

SEEING DOUBLE 
The PCs can not speed up the engine restarting, it 
will take 10 minutes, and the enemy fleet is set to 
arrive before that time. As they come into range, the 
sensors on the Olympian will read that the entire 
fleet is charging up their weapons, readying for an 
assault.  

 Just when it seems battle is about to be joined, 
another ship suddenly jumps in. This one has 
the call sign Olympian II and it is the shape of 
an arrowhead, massive in size, and replete with 
weapons galore. 

 The enemy fleet is thrown into momentary 
disarray and in that time, more ships start 
materializing. Within a few minutes, 40 more 
Olympian ships of varying design, size and 
capability are all ported into the immediate 
vicinity.  

 The comms light up as all the ships begin 
hailing each other. The PCs learn in short order 
that each version of their ship is piloted by 
another dimension’s version of themselves. 
They don’t have long to talk as the Mayans 
consider this a full scale invasion from a 
previously unknown Roman force and the 
battle is joined.  

 The PCs still have time before the sun drive is 
ready to jump again and they will determine 
that their drive has opened a large quantum 
singularity.  

o All of the Olympians ended up jumping 
dimensions because the PC’s ship had a 
dimension hopping engine. It rippled through 
time and space, pushing other ships through 
the massive quantum singularity it formed. 

o All of the Olympians got scrambled and 
ended up in the wrong place.  

o The quantum singularity is growing and 
becoming more unstable.  

 
This is the climax of the entire adventure. A fleet of 
Mayan warships is fighting 40 copies of the PCs on 
experimental dimension hopping ships. This scene 
can become chaotic or easily lose elements, but 
there are a couple simple things to keep in mind to 
narrate this scene effectively.  

1. The PCs do not necessarily need to do any 
fighting. Many of the other Olympian ships are 
made for war and they are helmed by other 
versions of the PCs. A brief discussion amongst 
the PCs’ selves can distribute the forces 
correctly, especially if the PCs communicate 
that their ship is the cause of it all and they 
think they might have a way to fix everything 
(see Going Home below).  

2. The “other” PCs aren’t under the players’ 
control, but they are slightly different versions 
of themselves. Most are probably predisposed 
to aid the PCs. This is a great opportunity for 

TENSION & FLAWS: If there is a PC with a 
particular hatred of Mayans, or a Mayan PC, 
they may be conflicted about this situation. In 
this dimension, Rome has fallen and the 
Mayans rule the system. If both types of PCs 
exist, this is a great moment to play up a 3-
way dialogue between the bickering PCs and 
the threatening Mayans.  

STORY NOTES: The new “ghost” of Childerus 
has a different set of immediate goals, namely 
the survival of the PCs. He wants the PCs to live 
so he can be reborn through the afflicted PC. He 
can offer compelling advice or even help the 
PCs repair the Olympian. Though he was a 
villain just a few moments earlier, he might now 
be the PCs best hope of survival and he won’t 
hesitate to make that known.  
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you to play as your players’ characters and 
bring their own quirks and idiosyncrasies to the 
fore of the story.  

3. Don’t be afraid to push the flaws of your 
“other” PCs based on your actual PCs’ flaws. If 
one of your PCs is aggressive and hot-headed, 
have the “other” version of them be even 
more so, and charge into the fray guns blazing. 
If one of them is particularly cowardly, have a 
few ships flee with the briefest of apologies 
about “not wanting to die here.” 

4. If the PCs have some abilities which would be 
fantastic when working in tandem, encourage 
the PCs to work with their other selves. For 
example, if you have PCs that are Intellectual 
Titans or brilliant with technology, they could 
all collaborate quickly to achieve in minutes 
what would normally take hours (or days or 
weeks).  

 

GOING HOME 
The PCs should quickly realize that even if they win 
the battle, the quantum singularity is growing more 
unstable. They are going to tear apart time and space 
itself if they don’t fix it soon.  
 The PCs need to figure out how to close the 

quantum singularity that they opened wider by 
jumping this ship. This is a great chance for 
your techies to shine with their Narrative 
Abilities.  

 The easiest way is something bold with their 
star drive, namely causing it to actually go 
Supernova and exploding it in a most violent 
fashion.  

 Theoretically, it should close the quantum 
singularity and reset everyone back to their 
proper universe, though when exactly is a bit 
of a question, but if they don’t do that, the 
dimensions are going to keep collapsing into 
each other at an accelerating rate.  

 The PCs will need to use various technical 
Narrative Abilities and/or checks to set up the 
necessary calculations, but the act itself is not 
hard. Instead of using the star’s build-up of 
energy to jump dimensions, they will simply 
drop the plasma shield and let the star go 
supernova, hoping for the best.  

 
  

TENSION & FLAWS: Do not let the PCs ever 
be sure of the success of this plan before 
they attempt it. Some part of this should be 
done on faith alone. The plan will succeed, 
but you should play up the possibility that it 
all might go wrong and they will all be killed. 
Some of the PCs may need to struggle with 
flaws at this point as this requires a great 
self-sacrifice and a leap of faith. Let any 
discussions that emerge among the PCs play 
out and always remember you have the 
“ghost” of Childerus there to act as the voice 
of the GM if the PCs need a small prod in the 
right direction.  

STORY NOTES: This scene plays out best if you 
allow the PCs to slowly come to this conclusion. 
Don’t force their hand; let them spend some 
tense time throwing out plans. They will 
probably try a range of options from simple to 
complex, in the case of the simple options, 
throw up some road blocks and see how they 
handle it. Gently steer them over the course of 
the conversation to the given solution. As 
always, if your PCs come up with something else 
that is similarly big, splashy, exciting and crazy, 
feel free to go with their plan instead. What is 
important is that this ship ends up back in the 
“prime” reality with the PCs on it so that their 
timeline is preserved.  
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RESOLUTION 
The PCs will be successful in their efforts. There is a 
cataclysmic explosion and the PCs feel as though 
they are engulfed by the overflowing energy of the 
star combined with time and space. Just when they 
think they will lose themselves to the universe, 
everything snaps back to normal.  
 The PCs find themselves in the Olympian 

floating on the edge of Roman space. The rear 
section of the ship is gone, consumed by the 
white dwarf. The readouts on the computer 
tell them that they are not back in their exact 
world. Long range scans reveal that all of the 
space installations of their Rome are not in 
place, yet everything about this dimension 
seems to be correct.  

 Brief digging reveals that they are in their 
world, but in the past. They are the spaceship 
that was discovered on the edge of their solar 
system more than 100 years ago that led to the 
birth of the modern age, which led to their 
world. Unfortunately, that ship was discovered 
empty, no crew on board.  

 The PCs now have a hard choice to make, if 
they are found, then they could irrevocably 
change time. They could make it so the world 
they come from no longer exists.  The ship has 
a single escape pod, but it couldn’t reach 
anything truly inhabitable. 

 The long range sensors ping to life, the ship has 
been detected by Earth, though the PCs know 
that the sensors of this time would not be 
accurate enough to pick up a small craft like 
the escape pod.  

 What cost for the Glory of Rome? 
 
 
 

TENSION & FLAWS: This is the final moment 
for the PCs. They have a very hard choice 
here at the end of the game. Do they 
jettison themselves to almost certain death 
or do they take the chance of ruining their 
own world. This is the moment when the PCs 
must decide who they truly are and where 
they stand. Let discussion on this go for as 
long as they like and feel free to give the PCs 
the ending you feel appropriate. If they die, 
Rome will most likely rise to the same 
greatness that gave them their mission and 
purpose. If they stay, they might doom the 
world, or at least greatly change it.  

STORY NOTES: This is a sad culmination to the 
story. The PCs are given a choice between 
effectively committing suicide and possibly 
destroying the world they came from. In the 
span of a few seconds, they are going from 
success to sadness. It may behoove you to 
remind the PCs at this point that they are proud 
Romans, and to die for the glory of Rome is a 
great honor. No one wants to perish, but theirs 
is not an empty death, it would be a death that 
brings the world they love into existence.   
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