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__INTRODUCTION

Their names echo threugh the ancient tales, send-
ing shivers down the spine. Crenus. Apophis. Kali the
Destroyer. Beings of power and cruelty, petty gods wha
lived only to destroy. For centuries we thought they
were the stuff of legends — myths our ancestors told to
keep the shadows at bay. But when the Stargate was
uncovered from the sands of Giza, we learned other:
wise. The ancient gods were all too real.. and their evil
threatened to swallow us whole.

They called themselves “Goa'ulds,” alien parasites
who hid themselves within possessed human hosts.
Using advanced technology and artificial means of
extending their lives, they masgueraded as deities to
the primitive humans beneath their thrall. Their realms
spread across the galaxy, built on kidnapped human
slaves and using armies of Jaffa to keep entire worlds
beneath their thumb. In their ingatiable desire to demi-
nate, they attacked everything they could, even turning
on themselves in an endless game of Machiavellian
one-upsmanship. The greatest among them were the
System Lords: ruthless Goa'ulds who combined
unearthly cunning with implacable military might,
Possessing lifespans measure in millennia and con-
quering huge empires among the stars. False gods they
may have heen, but their power was anything but iilu-
SOIY.

Still. the mecans existed to thwart their schemes.
Moble races like the Asgard successfully defeated the
Goa'uld, lending their powerful technology to those
who vearncd for freedom. The seccretive Tok'ra
launched a fifth column within the System Lords’
ranks, subverting theiwr power structure from within.
Even our ancient forefathers on Earth defied their evil:
armed cnly with the most primitive weapons and a
burning desire to be free, they overthrew their would-he
rulers and buried the Srargate beneath the sands,
ensuring that the Goa'uld could never return to trouble
them.

The SGC aims to do them one better, In a few short
years, they have struck deadly blows against the
System Lords — blocking their plans, stymieing their
ambitiens, and sending more than a few “immortal
cods” to an all-teo-fallible end. With every victory, they
grow bolder. Armed with unorthodox tactics and the
latest in military hardware, they have taken the battle
to the enemy. travelling through the unearthed
Stargate to strike blow afrer blow against their foes.
Their efforts have succeeded beyond anyone's wildest
expectations and rid the galaxy of some of the vilest
creatures to ever live.

But aods do net fall without a struggle, And with the
System Lords, victory is never assured.

You hold in your hands the comprehensive source-
hook for the Goa'uld and their minions: the intergalac-

tic bad guys of the Stargate SG-1 TV show. This text is
intended to provide your Srargate RPG players with a
plethora of worthy villains — mythological gods return-
ing to plague humanity once again — as well as giving
key hackground information which expands and devel-
ops derails from the show. Readers should prebably
familiarize themselves with Chapter Four of the
Stargate SG-r core rulebook, which provides a detailed
overview of the Goa'uld and their schemes, In addition,
rules for creating Goa'uld characters can be found on
pages 414-419 of the core book, and are augmented by
materials found in this book.

The first chapter contains an overview of the three
great Goa'uld Dynasties — a timeline charting their rise
o power, their periods of dominance, and their recent
struggles against the Tauri. It also includes informa-
tion on the Goa'uld homeworld, on the primitive “pseu-
do-Goa'uld” found there, and on the savage Unas who
served as their original hosts.

Chapter Two comprises the bulk of the hook; it con-
tains an alphabetical breakdown of nineteen of the
most powerful System Lords in existence, from the
unspeakable Anubis ta the wily Yu. All of the major
Goa'uld from the TV show — living and dead — are cov-
ered here, ag well as a few new Systemn Lords who have
never been seen anywhere else. Each entry conrains a
history and personality of the Lerd in question (includ-
ing character statistics), breakdawns of his or her most
prominent followers and other pertinent NPCs, and sev-
eral planets under his or her sway. All of rhem have
been designed to easily springheard into missions for
your 5G teams,

Chapter Threc contains all of the new rules encom-
passed by the previous two chapters: new species, new
specialties, new feals and equipment, and new classes
with a distinct Goa'uld feel. All of the rules utilize the
Spycraft dro engine, and are fully compatible with
other books in the Spycrafr family,

Finally, a GM’s Appendix provides new rules and
guidelines for GMs wishing to play a System Lord,
including role-playing tips, new Goa'uld-only prestige
classes, and an innovative new “System Laord
Construction” system allowing you to build an entire
empire for your characters to tear down,

Earth has never faced a threat like the Goa'uld.
Their lives stretch back to the dawn of history, and their
ambition brings terror and destruction to all who stand
in their way. The SGC is the first, best, and enly line of
defense against them, a thin line protecting this werld
from eternal slavery.

Do you have the courage to defy the gods?




CHAPTER ONE:

SERPENTS
OF FATE

The Goa'uld represent

one of the greatest adversaries

that mankind will ever face. They

spring from myths and legends, figures at

ence familiar and terrifying. Their evil is unprece-

dented. Their hatred without limit. Their patience

beyond compression. Their thirst for pewer and deminance

over all life — and each other — is without peer.

This is what it means to follow in the steps of a god.

The long lives of the Goa'uld and rheir near-perpetual existence in the
shadows, coiled and ready to strike without a moment’s netice, make it impossible
to confine their essence in a few meager words. As gods, the System Lords have ruled
for tens of thousands of years, their power only recently hrought into check by an
unprecedented combination of factors. As such, the Goa'uld have manipulated the events
on thousa of worlds, and killed or enslaved trillions of inhabitants acress countless
solar syste To put all of their deeds to words requires a chronicle of epic proportions.
What follows is but an overview, a basic timaline of the gods.
Basic information on the Goa'uld — their physiolngy, temperament, and history — can be
found in the Stargate SG-1 core rulebook {see Chapter Four. pages 11o-131). This chapter takes that
informartion as a given, so readers should be ready to refer h:
Throughout th ion a number of dates are given, all corresponding with the established
ndar of the Tauri, as recognized by their current society. This is for convenience’s sake. The age
af the Goa'uld — and their history — in many ¢ transcends normal reckoning in human terms:
instead of years, the Goa'uld 1 re millennia and lifetimes. The sources of these dates are compiled
from extensive r : idden records, and acknowledged histery, as revealed by the Tok'ra and other
alien species that have encountered the Goa'uld. As always. when dealing with such vast num
and the fallacy of both memories and legends — some discrepancies are bound to occur. The reader is
forewarned.

DRELUDE TO GREATNESS

Frior to the foundation of the First Goa'uld Dynasty — or even an established social structure —

the Goa'uld took several millennia to develop into a species in their own right, overceming the limitations
of their serpent-like physical fai During this same period life on Earth was slowly developing towards
the rise of man.

Historians can easily make the claim that the pains of today rest at the feet of the Ancients; were it not
for the Stargate on P3X-888 — the Goa'uld homeworld — and the ready supply of technelogy left behind
in their wake, the Goa'uld would likely not have propagated as rapidly as they did. Limited in numbers
and confined to their own planet, the Gea'uld could eventually evelve into a developed society, guided by
marality and self-achievement rather than the hunger for conquest.

This prelude covers a significant geriod of time and many smaller events remain mere wrinkles in the

| tapestry of ages...




Over 50 million years ago: The Ancients evolve as a
possible aff-shoor of the human race, bern from the planet
Earth. They create numerous technelogical achievements,
including the Stargates,

Over 10 million years ago: The Ancients inexplicably
begin to disappear, their numbers dwindling at an alarm-
ing rate. Their eventual disposition is unknown, although it
appears likely that they ascended to a new plane of exis-
tence. Tne human species “re-evolves,” creating the seeds
for humans — or Tauwri — that will one day be discovered by
the Gea'uld, The remnants of the technalogy of the
Ancients stands unused, a silent tribute to their lzgacy.

On Earth, some of the last number of Ancients depart
from the Lost City, leaving through the Antarctica Stargate
which will eventually ba buried by glacial Flows.

100,000 years ago: On P3X-868, the later stages of evo-
lutionary development appear for the Goa'uld, leading to
semtience. Limited hy their physical form, the larval crea-
tures adopt a parasitic relationship with the other forms of
indigenous life — including the Unas, the largest predator
found on the planet.

On Earth, the first Homo sapiens appear, Their genetic
makeup is devoid of any elements that mark them as related
to the Ancients, aside from evenrual physical similarities.

75,000 years ago: The primordial Goa'uld form the
basis of a tribal civilization, blending with numerous crea-
tures on P3X-888. The aboriginal Unas are easily enslaved
by the intellectually superior parasites, turning the species
into a slave race. Eventually nearly all Unas are blended.

73,000 years ago: A number of conflicts erupt among
the primordial Goa'uid for what are a limited number of
suitable Unas hosts. Goa'uld unwilling to blend with com-
mon creatures vie for access to the Unas, eventually esca-
lating into hloody conflict with claws and early makeshift
weapons, The Goa'uld population drops drastically.

66,000 years ago: The Unas population begins to thrive
again. Unblended Unas are found in remote areas, wary of
the parasites. Even in this state, the hlended Unas are supe-
rior in every way, having developed a social structure, a
functional language {ancicnt Goa'uld), and tool use. Larval
numbers are artificially limited through cannihalism tc
control the population growth.

42,000 years ago: The Gea'uid rapidly form a thriving —
albeit small — society, helped in Fact by their genetic mem-
ory. The species' genetic memory zccelerates their develop-
ment at a geometric rate. In short order they discover the
Stargate and begin the expleratien of other worlds to hunt
and seek new hosts. Their rapid development and cutting of
evoluticnary corners dooms the Goa'uid into a parasitic
existence forever accustomed to taking what they desire,
with no thought or concern for other species.

28,000 years ago: The discovery of worlds formerly
controlled by the Ancients provides the Goa'uld with a rapic
influx of technology. P3X-888 is entirely abandoned save
as a breeding ground for Unas hosts, who still live in fear
under the koot of their parasitical oppressors.

A Coa'uld leadership is formed from out of the carly
Uras tribal cuiture, lead by the Alpha Mate, Atok. This lead-
ership would give rise to the first recegnized Goa'uld order,
fueled by their impressive physical forms and near-magical
technology appropriated from ruins of the Ancients.

THE FIRST GOA'ULD DYNASTY

Once the Goa'uid took their first steps beyond the con-
fines of PAX-88B, it was only a matter of time before their
hunger spurrcd them on ta greater conguests, Now armed
with technology beyond their imagination, and with little
understanding of the consequences of its use, these
invaders were akin to children given powerful weapons,

Even in the early days. the Goauld demonstrated an
alarming penchant fer turning on one another. They could
have easily wiped themselves out were it not for a few key
Goa'uld Figures that would rise to claim sovereignty over
the others. It was this concentrated leadership that would
give birth to the System Lords and, as their annals would
describe it, the First Goa'uld Dynasty.

22,000 B.C: Petty squabhling among the Goa'uld even-
tually gives way to a new leadership headed by Apep, physi-
cally superior to the son of Atok, who brutally kills the war-
lord in public fashion in full view of the other Goa'uld.
Instead of claming the forces of Atk for his own, Apep
divides them equally among the strongest and solicits their
stewardship. To his underiords, Apep uses them to secure
the peace, ensuring that no one among them becomes too
powerful. Mutual destruction awaits any Goa'uld foolish
enough to wage internal war again.

A FAMILY MATTER

Throughout this chapter, as well as this book, there
are numerous references to Goa'uld brothers, sisters,
fathers, and mothers — not to mention gueens and
Kings — that are used to illustrate the relationship
between the various System Lords. In reality, because of
the biolegical makeup of the Goa'uld and their methods
of reproduction (4ee page 14 as well as pages 11o-111 of
the Stargate SG-1 core rulebook), These monikers are
used for simplicity's sake. While Apophis and Heru-ur
are not brothers in the traditional sense, they do share
a kinship — even begrudging respect for one another —
that denotes a level of intimacy. In fact, the extremely
long lives of the Goa'uld and their limited numbers
make all System Lords, by choice or not. members of a
much larger extended Family. Over several lifetimes of
bickering, confrontation, and hackstabking, they have
come to form this larger meta family unit that helps
define their various roles. These roles are even more
easily confused when one considers that the Goa'uld
can change sexes, as well as hosts, as often as their
whim dictates. Last century’s brather may now, in fact,
be a sister.

The transient nature of these relationships also
defies establishing permanent refationships between
the various System Lords, Once-hitter enemies may put
aside their differences after a millennia ta hecame wary
allies. For all their power, even the fancy of a Goa'uld is
too fickle to predict. Hence, while two System Lords
may wage a century-long war and decimate millions
of lives in the process, two thousand years later they
can just as easily find each other opportune friends...
for a time.




RA: GOD OF THE SuN

Apep decrees his underlerds as his brothers and sisrers
in rulership, altheugh be remains firmly in control. The
underlords — Ra, Mut, Thoth, and their servants Osiris, [sis,
and Bastet — pledge their leyalty and, for a time, a single
unired leadership rules the Goa'uld.

Thus united, the symbiotes sweep through the galaxy
like a plague. Their numbers swell and the Unas are nearly

wiped out — again too many larval Goa'uld are bred. In addi-
tion, the life of the Goa'uld is significantly lengthened,
creating even more of a population problem. Apep continues
the ancient practice of ritual cannibalism.

19,000 B.C.: A new Goa'uld rises rapidly through the
ranks, his victories too rumerous ta count: Anubis.
Pledging his support to Apep, he is hrought into the fold of
the undertords, and decreed Lord of the Dead for his ruth-
leszness. Ever mindFul of keeping his enemies close to him,
Apep remains wary of the fragile halance currently being
maintained. Even amoengst his children, Apep sces the
greed in their eyes.

18,000 B.C: With large partions of the Stargate net-
waork mapped. vast fleets at their disposal and no sign of
the Ancients, the Goa'uld begin to carve up their spails
amengst therselves. Only a handful of alien species dare 1o
stand against them: each one Fails.

The Goa'uld Thoth is able to create the first rudimentary
sarcophagus by reworking technology of the Ancients. The
device is primitive and powerful, able to sus-

fain an Unas host for several generations.

The device, however, exerts a terrible toil

en the larval form of the Goa’uld, making

it dangerous to use. The sarcophaguos
intreduces the mineral naguadah to the
larva's bloodstream and the Goa'uld queens are
unable 1o prevent its transference to future Goa'uld
larva.
17,800 B.C.: Apep begins to Falter as leader of
the Goa'uld, his underlords becoming more and
more daring. Tiamat is welcomed in, while others are
cast out and destroyed. Apep begins 1o show signs of
madness.

Anubis is found at Apep's side. becoming the
ruler's most trusted adwvisor. His original sens and
daughters, Ra among them, look on as Anubis is
favored unlike no other. Great boons are given to the
Lord of the Dead, seemingzly for no reason.

17,500 B.C.: Anubis solicits from Apep the secret
location of a great cache of Ancients weapens - so

powerful that they were hidden from the other Goauld
for fear that they would destroy themselves, Secretly
Anubis learns the location by forcibly exposing Apep to
Thoth's device, driving the Goa'uld further from sanity.
Determined to rule the Goa'uld and cast aside his
“royal family,” Anubis makes his hid for power, utilizing a
“super weapon” which harnesses cnormous amounts ef
power. Before the other Gea'uld, he forcibly removes
Apep's symbiote and devours it, declaring himself
Emperor. Betrayed, the other Goa'uld rally in Apep's name
— the first and enly noble deed by the species — and band
their forces together to defeat Anubis.

The battle rages for only a hundred years, bur entire
star systems are destroyed and legions of Unas fall in the
crosshire. The Goa'uld themselves are nearly decimated,
bat eventually defeat Anubis and destroy his forces.
Captured, the Lord of the Dead is banished by the remain-
ing symbiotes. trapped forever in torment... for now.

17.400 B.C.. Ra institutes himself as ruler of the
Goa'uld, again taking on the leadership structure original-
ly Tormed by Apep. For his part, Thoth is also banished,
although his understudy, Telchak, remains. Bastet is
rewarded for her help against Anubis, Osiris and lsis join
the ranks of the Goa'uld underlords as well, and Anubis’
super weapon is dismantled. Ra takes the six crystals that
powered the device and divides them amongst the remain-
ing loyal Goa'uld, knowing that his species’ petty bickering
will ensure that the weapon is pever used agam.

Thus ended the First Goa'uld Dynasty.

THE SEcCoND GOA'ULD DYNASTY

Where the First Dynasty may se summarized as the
Gea'uld simply using the flat of their blade and overwhelm:-
ing numbers, the Second Dynasty could be considered the
period where they mastered the blade’s edge. With larval
numbers growing at 4 steady rate and the Unas of P3X-888
— rtheir anly suitable host thus far — in short supply, the
symbiotes pushed the limits of the growth of their species.
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While numerous worlds still exjsted for vhe Goa'uld 1o
exploit, the short supply of hests preoccupied the ruling
Goa'uld of this period.

That is, until the discovery of the Tauri,

16,000 B.C.: M5 authority now fiemly established, Ra
appaints a new hierarchy of rulers to aid in the governing of
the Gea'uld. By once again dividing the zpoils of several
millennia of conguest, Ra creates a cadre of System Lords.
Mermberzhip to the body is by a vote of the existing mem-
bers and affords many benefits, including access to Unas
hosts In order to maintain armies. In this act, Ra creates
the pawer structure that will serve the Goa'uld through to
the present day, and anoints Egeria as his Queen. {(He would
take other queens, such as Hathor, during his long rule.)

Joining the ranks of the System Lords are Osiris, Isis,
Tiamat, and Yu {a progressive ruler by Goa'uld standards).
Minor underlords include Ba'al, Heru-ur, and Setesh.

14,000 B.C.: Naquadah, the foundation of both Ancients
and Goa'uld technology is now discovered in small quanti-
ties, Ra petitions the System Lords for a new era of expan-
sion and offers exclusive rights and access to Unas in
exchange for naguadah shipments. Their attention divert-
ed, the System Lords hegin a race of exploration,

17,860 B.C.; The Goa'uld run afoul of the Asgard, a paci-
fiztic species and one-time atly of the Anclents. Sceing the
Goa'uld for what they truly are, the Ascard immediately
declare themselves enemics of the System Lords. The
Goa'uld relish the opportunity 1o once again flex their mus-
cles, hut it soon becames apparent that the Asgard are more
than 2 match for them. Begrudgzingly, the System Lords
withdraw to lick their wounds and plat anew. [n respense to
the loss of the gate coordinates to the original Goa'uld
homewerld, an outraged Ra once again calls for a stockpil-
ing of naguadah resources and puts an end to the ritual
cannibalism of larval Goa’uld.

9,932 BL.: Their resources running low, the System Lords
launch a daring attack against the Asgard and Furlings — fwo
longstanding allies. The Goa'uld strike with surprise and
land a crushing blow bur in the years that foliow, their
enemies fight back with a vengeance. The Asgard deal the
parasites several major setbacks, but do not press the attack,
nat fully realizing the danger that the Goa'uld pose to their
zalaxy and others. Even so, a number of skirmishes and
bloody battles rage for the next several centuries.

9,177 B.C.: Ra, badly injured, flees Asgard pursuers into
an alien system. There he finds a lush warld inhabited by a
large pepulation of primitives that bow to his divinity. This
world — Earth — contains o vast number of natives that are
suitable for blending. Transferring his essence to & human
hast, Ra is infused with new vigor and life. He quickly deter-
mines that these humans provide a near-ideal host for the
Goa'uld. Using a Stargate hrought with him, Ra claims the
world of the Tauri as his ewn.,

In the fallowing years the Tauri are quickly enslaved
and the System Lords fight amongsr each other for the
right 1o <laim slaves for their own. Ra institutes a ritual of
stewardship, allowing each System Lord to visit the Tauri
world and claim followsers, who are then taken to a world of
the Goa'uld's choice and vsed as breeding stock. (norder to
maximize the number of potential slaves, the powers of the
Coa'uld averlerds are expanded, placing them in charge of

entire breeding worlds, such as Chulak. He also divides the
Earth by strict geographical lines, ensuring that no Lord
encroaches upon another's territory. A significant number
of Goa'uld rise to power during this time and are chronicled
in the mythology and history of the Tauri.

Ra takes some of his followers to the planet Abydos, a
world rich in naquadah resources. There he uses the Tauri
te mine rhe mineral and restare himself to dominance.

6,080 B.C.: The Goa'uld use the Tauri as a template to
create the uitimate host, one that contains no risk of rejec-
tion. By this time the Tauri have been universally adopred
as the host of choice. In order to increase the number of
successful blendings, a special sub-species [s genetically
altered with the help of Nirrti and several others. These new
hosts — the Jaffa — serve as incubators for Gea'uld larva. In
order to ensure their |oyalty, the parasite serves as the
Jaffa’s immune systen and will die without the symbiote.

9,032 B.C.: Telchak perfects the original sarcaphagus
design created by Thoth for use on humans, The results are
more effective than any could believe, providing near
immaortality to the System Lovds. The negative side effects
are lessened even further, making repeated use benign ta a
symbiote, Even the dead can be brought back to life.
Telchak hides the original Ancients device on Earth hut
keeps his notes in the Book of Thoth.

#g,00z B.C.: At the coaxing of Setesh (Seth), Osiris and
[sis attempt 1o assassinate Ra; their efforts fail. Ra strips
them of their status as System Lords and condemns them
to an eternity of suffering. Both are forcibly removed from
their hosts and placed in canopic jars. Seresh goes into
hiding.

8,721 B.C.: The renegade Anubis returns at the head of a
conguered army, promising to eliminate the Asgard in
exchange For absolute loyalty. Furious, Ra assembles his
own army and rallies several other System Lords to his
cause. Most either use the opportunity to turn against Ra
and join Anubis or stand on the sidelines, content 1o see
who wins to pledge their support. In the end Anubis’ return
is crushed and he is again ecast out of the ranks of the
System Lords. Bur before Ra can successfully desuroy his
hated foe, Anubis makes his escape — with assistance from
within — through a Stargate.

*8,716 B.C.: Playing on Ra's distraction, the System
Lard Sckar seizes control of 1be Eartb, transforming it into
a vision of hell. He makes clear his plans to depose Ra as
supreme System Lord.

*8.712 B.C.: A furious Ra routs Sokar's forces on Earth,
restoring the status quo. Sokar flees to the stars, and
though his power is diminished, he continues to hattle
against Ra and his followers — particularly Apophis.

#8,076 B.C.: The Tauri at last learn the truth of their
would-be rulers. In a moment when the System Lords are ar
their moest complacent, they overthrow their Jaffa warriors,
destroy several on-planet Goa'uld, and bury the Stargate.
While the loss of the Tauvi is a great affront te Ra, the con-
tinuing battle with the Asgard demands his attention
again. With numerous breeding worlds throughout known
space avatlable to them, the Goa’uld are unconcerned with
the Tauri and resolve to deal with the problem when it is
convenient to do so, As time goes on, the Tauri are slowly
lorgotten. (See sidebar on next page for wore ditails.)




IT HAPDpPENED WHEN?

The exact date of the Tauri's rebellion against Ra is
the subject of hieated debate among the scientists at the
SGC. At the core are two pieces of contradictory data: on
the one hand, the dating of the stane covers which sealed
the Giza Stargate — and the overthrow of the Goa'uld
whichaccompanied it — and on the other, sithsequent evi-
dence pointing to a considerable Geoa'uld presence on
Earth for some time afterwards. If the Giza evidence isto
be believed, the revolt took place at approximately 8,000
B.C. However, such a date precedes most forms of human
civilization — ineluding many which bore signs of direct
Goa'uld influence as recently as 1,000 B.C. (and it some
cases even later),

SGC authorities have besn unable to resolve the
issue, despite repeated debkates and growing evidence
supporting both sides. The only Facts which remain
indisputahle are 1) the Goa'uld had a huge influence on
ancient civilizations (and their corresponding
mythologies) and 2) the revolt against the System
Lords {and accompanying burial of the Stargate) effec-
tively ended such influence, save for a few isolared
incidents and “straggler” Coa'uld such as Hathor and
Seth. (The presence of the Antarctic gate helps account
for some of these subsequent anomalies.)

In game terms, this should not affect your campaign
much. We have placed the burial of the Stargate at 8,076
B.C., but the GM should not feel bound by that date if it
conflicts with other ideas. The revolt can take place any
time up until approximately 1,000 B.C., at which time
writing and other records indicate that the System Lords
no lenger held sway upen the planet. As nsuval, the key 15
having fun: the date should correspand to whatever
helps you tell the best story.

%4006 B.C.: Apophis deals a decisive defeat to Sokar,
stabilizing Ra's rule. Sokar survives, however, and begins
slowly rebuilding his forces.

*1,036 B.C: Many SGC scientists place this as the
approximate date of the Tauri's revalt against the System
Lords, not 8,076 as other scientists maintain, See nearhy
sidebar for details.

1,00z B.C: After witnessing the stagnation of the
Goa’uld for several millennia and Ra's singular desire 1o see
the Asgard destroyed, the Goa'uld Queen Egeria resolves to
change the balance of power. To this end she introduces
subtle changes into the genetic makeup of her larval sym-
biozes, instilling a sense of morality and splitting them off
from the Goa'uld genetic memory. As a final affront she
secretly names her new children the Tok'ra: “against Ra.”

900 B.C.: Telchak's tomb on Earth, and secret hiding
place of the restorative Ancients technalogy, creates the
fahled Fountain of Youth, providing everlasting life to those
thar drink from it. The effects are quickly dismissed as fan-
ciful myth by the Taari.

332 B.C.: Hathor, one of the last remaining Goea'uld on
Earth, is overthrown and sealed in a 1omb for all eternity.
However, her tomb is equipped with a sarcophagus and
Hathor is able to survive until her revival, several millennia
later.
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37 B.C: Two key worlds are lost to the Goa'uld and sev-
cral key installations destroyed. At first the Asgard are sus-
pected until it is revealed that number of rogue Goa'uld are
responsible. Ra convenes an emergency Summit to deal
with the situation. There Egeria reveals what has tran-
spirad. For her part she is condemned as the Traitor Queen
and sentenced to eternal damnation on Pangar, a forgotten
holding of Ra. The System Lords outline several new meas-
ures, including the control of Goa'uld queens and naquadah
resources,

* These dates are subjective: the events they describe
take place as listed, but their exact placement is unclear,
contingent upon conflicting evidence regarding the revalt
on Earth.

After the revolt of the Tauri, the return of Anubis, and
the betrayal of his Queen Egeria, rulership of the Goa'uld
weighed heavily upon Ra, The System Lords were scattercd
and guarreling amongst themselves again, with despised
enemies threatening to unde all that they had sirived for.
Those that sided with Anubis during his mast recent coup
wire singled out by Ra and expelled from the ranks of the
System Lords. Several others were lest either through ban-
ishment or destruction,

So ended the Secend Goa'uld Dynasty.

THE THIRD GOA’ULD DYNASTY

With the power base shifting again, the "Galden Age” of
the Gra'uld found in the Second Dynasty seemed ready to
fall apart ar any moment. The lessans learned by Ra were
difficult, znd the nature of the Goa'uld was hard to over-
come, even in the face of a single common encmy. Still
maintaining the largest hase of power, Ra sought to impose
his will upon the new System Lords and regain the control
that he once held over ten thousand years ago.

His plan might have succeeded, were it not for the
return of one fargotien world and the uprising of an
oppressed people against their false god.

12 B.C.: The new ranks of the System Lords are founded:
Apophis, Ba'al, Bastet, Cronus, Kali, Marrigan, and Qlukun,
among others. Only Ra and Yu remain fram the prior
Dynasty, the two cornerstones that have helped keep the
Goa'uld together.

63 A.D: Following the continued success of the Tok'ra,
the System Lords authorize the creation and rraining of the
ashral assassins. Ropue Goa'uld, considered expendable,
are used to [ill the ranks.

109 A.D.: Strengthened by new membership, the Systemn
Lords renew their assault against the Asgard and the
Tok'ra. The battles are savage but for the first time, the
System Lerds make progress against the more advanced
Asgard. Their other allies have all bur disappeared and
there are rumblings of some other threat that has emerged.
In the end. a stalemate erupis.

257 A.D.: Fast on the heels of another setback, Ra insti-
gates a new set of precepts, forcing the other System Lords
to acquiesce. Formal terms are laid out for the appropria-
tion of Gea'uld larva, Jaffa warriors, and the division of
naquadah resources. The other symbiotes accept these
mandates only because of the renewed threat of the Asgard.
For a time, the Goa'uld must tearn to work together or
suffer the conseguences.



Meanwhile the Tok'ra continue to spread from withir,
their plans seeded and long-term in nature. A number of
Tok'ra place themselves close to the ruling body of ths
System Lords, many as trusted underlords. Frem here, they
manipulate the subtle happenings of the Goza'uld in relative
safety, helping sow mistrust and ire hetween rivals as it
suits them. In this manner, the Tok'ra help ensure the cor-
tinuation of the balance of power amongst all the System
Lords.

467 AD.: The first Goa'uld accidenrally finds its way 1o
Khik — home of the Ancient Oma Desala — and is summari-
ly destroyed. Several legrions of Jaffa are sent in retaliation
hut never return. Kheb is declared off-limits to all Gea'uld
and all Jaffa are required to memorize the address.

attack aimed at wiping out the Tauri. She then lays atrap in
the form of a small girl, rigged as a bomh, in order to
destroy the Tauri homeworld. In the end her plan is foiled.

Apophis takes it upon himself to end the threat of the
Tauri whe, in the short span of one year, have already
caused significant trouble to the System Lords. Enlisting
the aid of his son, Klorel, he launches an all-out assault
against the Tauri from space but is defeated. Licking his
wounds, Apophis returns back to Gea'uld-controlled space.

1998 AD: On Cimuneria, the System Lord Heru-ur
attempls to suhjugate a human species protected by the
Asgard. The Tauri are able to make contacl wirh the Asgard,
who easily defeat the upstart Goa'uld. Heru-ur escapes to
plot anew.

“you AR NoT A GOD. vouare a PARASITE

WITHIN A CHILD, AND | DESP'SE You.”

1995 A.D.: The Tauri successfully discover the workings
of their Stargate. While primitive by Goa'uld standards, the
Tauri s2ill poszess ruthless determination and ingenuity. A
small 1zam travels to the planet Abydos, stronghold of Ra,
and leads a revolt against the Goa'uld — killing the false
god, and dramatically shifting the base of power among the
System Lords. The Goa'uld remain unsure what events led
to Ra's death. Most assume that he was assassinated by
another System Lord, and thus ignore hoth Ahydos and
Earth.

In the aftermath, the forces of Ra are swept up by his
opportune son, Apophis. While the System Lords were wary
of allowing Apcophis to join their ranks, his new base of
power makes him a force to be reckoned with and the
Goa'uld is welcomed into the ranks. With control of the
Jaffa breeding wortd Chulak, he has the potential te field a
great army. What pieces Apophis did not claim the other
System Lords scramble to take for their own. Ra's breadth
of control was vast, leaving entire systems and werlds for
the taking. Cronus and Yu benefit the most, although on a
number of occasions defeat at the hands of the other
System Lords makes their gains negligible.

This state of affairs continues for a number of years,
the System Lords too busy fighting over the spoils of their
farmer leader ta fully appreciate what — or who — destroyed
him.

1997 A.D.: Apophis, finding a secret cache of Stargate
aildresses left by Ra, begins a systeinatic sweep of forgot-
ten worlds, seeking new treasures and hosts te piunder.
Their numbers include the world of the Tauri, whose
Stargate is now no longer buried. The Taurl, alarmed that
the Goa'uld threat may strike at them without warning,
hegin thell own series of expeditions through the Stargate.
Thus hegins a short but active period of Goa'uld history.

Hathor is awakened from her Temple of the
Inscriptions, located in Palenque, Mexico and makes her
way to the Stargate. There she attempts to ferm a new Jaffa
army but is defeated and flees through the gate.

The Tauri find their way to a world controlled hy the
System Lord Nirrti, who launches a devastating counter-
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Apophis, meanwhile, continues his attacks against the
Tauri, laving trap after trap for them. In the end, he is
unsuccessful, hut his Queen now bears the forbidden
Harsesis child, who may grant him more power than any
Goa'uld in history. The child is kidnapped by Heru-ur, and
Apophis declares the rival System Lord his most hated
enemy.

The Tauri make contact with the Tok'ra and Asgard,
forging an uneasy alliance that will have severe repercus-
siens for the Goa'uld in the next several years.

Apophis runs afoul of Sokar, ancther rival System Lord.
Weakened by conflict with the Tauri, the Serpent God is no
match for his foe. In a last act of desperation, Apophis
seeks the help of the Tauri but dies while in their custody.
Sokar, seeking retribution for his loszez at the hands of
Apophis' forces, demands the return of the dead Goa'uld.
The Tauri acquiesce, and Apophis suffers unending tor
ment at the hands of Sokar.

Hathor returns, laying an elahorate plot to capture the
Tauri. In the end her plans are thwarted and Hathor is killed
by the upstart humans.

1999 A.D.: The forgotten Goa'uid Setesh, otherwise
knewn as Seth, is found hiding on Earth and wncovered.
The Tauri kill the Gea'uld. In the wake of the attack, the
Asgard petition on behalf of the Tauri for membership
under the Protected Planets Treaty. The System Lords
grudgingly accept and a meeting is held on the world of the
Tauri, attended by Cronus, Nirrli, and Yu. During the meet-
ing, Mirrti attempts to assassinate Cronus but fails. She is
taken back to the System Lords in disgrace, and the Goa'uld
ratify the treaty,

At the behest of the Tok'ra, the Tauri launch a hold plan
against Sokar in an attempt to upset the balance of power.
On his home world, they unknowingly run afoul of Apophis,
whe was revived by sarcophagus and now acts as Sokar's
servant. After the destruction of Sokar, Apophis assumes
control of his farces and regains power in one fell stroke.

2000 A.D.: The banished System Lord Osiris, is freed
from his prison on Earth and escapes in a new host body.
Meanwhile, the forces of Apophis and Heru-ur meet to forge




an zlliance. The Tauri atteript 1o disrupt the alliance but
for naughr: Apophis launches an averwhelming assault
against his rival and claims vicrory, further solidifying his
power over the System Lords.

Cranus lets dnwn his guard on one of his worlds and is
assassinated by the Tauri, bringing an end to one of the
mora powerful Goa'uld currently in existence Another
pawer vacuum erupts and the System Lords scramble to
take the spoils.

Apcphis learns the locaticn of the Tok'ra hase and plans
to deliver a crushing blow that would end the insurgent
threat once and for all. The Tauri help the Tok'ra escape and
destroy a large number of Apophis’ ships — until Apophis
himself arrives. In the ensuing battle, Replicators take over
Apophis' Flagship and destroy it; and Apophis along with it.

2001 A.D.. The rogue Goa'uld Nirrti continues her
experiments to create the perfect host — the hok'tar ~ but is
captured hy the Tauri. In exchange for her aid in curing an
afflicted girl, Nirrti is set free.

On a long-forgotten planet the ancient tomb of Marduk
is discovered, along with the Eye of Tiamar — ene of the six
pieces of the device Anuhis used in his initial bid for power
— hidden within. Marduk is revived from his perpetual
sleep in a sarcophagus but is eventually destroyed by the
Tauri, along with the Eye...or so it is believed. Eventually the
Eye is reclaimed by Anuhis.

The System Lerds hold a new Summit to address a grow-
ing concern. A new Goa'uld has risen to power, sending
crushing blows to bis rivals: Anubis. With the sting of
defeat fresh on everyone's mind, and the way paved open by
the destruction of Ra, Anubisis voted hack into the vanks of
the System Lords. Only Yu has the conviction to stand
agains! the betrayer of the Goa'wld, fitting since he is one of
the last remnants of the prier Dynasty.

Meanwhile, the ranks of the Jaffa exhibit mounting dis-
content, fueled hy the Tauri who seek to disrupt the power
of the Syztem Lords. New rebellions emerge and entive
legions fight back against their masters, giving the Goa'uld
cause to turn their weapons against their own warriors.

2002 A.D.: Anubis uses his new base of power to demon-
strate his ahility to rid the Goa'uld of their mast hated
enemy, the Tauri. Using newly-discovered Ancients' tech-
nolegy, Anubis attacks Earth's Stargate. In the end his
attack is narrowly defeated.

The Traitor Queen, Egeria, is found on rhe world
Pangar, enslaved by the lncal pepulace. The Tok'ra discover
her identity too late: Egeria is close to death. The Tok'ra
Queen is reunited with ber people one last titne before she
dies, but not hefore helping te synthesize an agent that can
take the place of a Jaffa’s symbiote, removing their depend-
ency upon the Goa'uld.

Anuhis sends his forces to the planet Abydos, seeking
the Eye of Ra. He has already successfully gained posses-
sion of the cther Eyes, requiring only this last piece to acti-
vate his super-weapon. Ultimately Anuohis is successful in
acquiring the Eye and then destroys a significant portion of
the System Lord fleet sent to stop him. [le also destroys
Ahydos ntterly.

2003 A.D.: Fresh from the success of his canguest,
Anubis turns to replenish his resources. A daring Tauri
attack damagzes his super-weapon, leveling the playing
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field. The System Lords continue to oppose Anubis at every
turn. and a fleet led by Ba'al destroys his vessel over
Kelowna. In the end, Anubis escapes to fight another day.

DEATH Is ONly
THE BEGINNING

Players and Gamemasters alike may be alarmed by
the rapidiyv- nerezsing list of Goa'old casualties that occur
on the Stargate SG-1 TV show. Good storytelling requires
that our protagonists overcome their fearsome foes in
some fashion, in order to yield a sarisfying payoff. Moare
often than not this leads to an untimely demise of what is
otherwise an epic villain. After several seasons and multi-
ple returns, even Apophis cheated death ane tine too
many. Despite that, a number of beloved bad guys still
wait in the wings, cager 1o arise anew through the power
of the sarcophagus. Gamemasters are encouraged to take
these now open slates and develop them for their own
campaigns. While many Goa'uld reached an untimely or
premature death, the Gamemaster is not bound to the
same restrictions as found on the television sereen.

Also, the events in the accompanying timeline and
subsequent chapters are hut one possible series of events
that may or may not occur in your Stargate $G-1 cam
paign. Nirrti's forays into genetic manipulation rould
have easily included cloning as well. giving rise to her
everitual return. Cronus, struck dewn at the hands of the
shol'va Teal'c. is but one sarcophags visit away from
renewing his steely glare on the Tauri. As for Apophis...
well, he's cheated dearh tao many times to ever be count-
ed out, Replicators or not.

In the end, the needs of the campaign and the siory —
not the cold. hard wrirten words found here — should
guide your campaign. If you wish to return a dead System
Lord 1o lite and throw him agamnst your player characters,
then by all means go for it. The material feund herein is
a valuahle starting paint — and considered canon — hut in
the end, it exists fo serve your enjoyment,

THE FUTURE

By any Gea'uld aceounting, the System Lords still find
themselves in the midst of the Third Dynasty. however,
events have now changed so dramatically in such a short
period of time ~ at least by Goa'uld standards — that their
eventual downlall may well be af hand. The following
events have implications which are not yet entirely clear,
bur which will certainly impact the Goa'uld in coming
yeiars.

Anuhis still retams the bulk of the power among the
System Lords: however the remaining Goa'uld have turned
against hint in an unprecedented united effort front. For all
his power and scheming, his crimes and history are most
damning, and the Goa’uld never forget a slight.

Anubis’ terrible citadel-vessel, capable of destroying
entire worlds or fleets of fra'tak vessels has been destroyed,
shifting rhe balance of power considerably. Mow the System
Lords turn to the task of hunting down his individual out-
posts and armies wherever they can find them. Anubis,
however, refuses to give in to defeat after several mitllennia



of savaring his eventual victory. 1is prior humiliations fes-
ter within him along with his trapped nether-status in this
plane of existence,

To this end Anubis has recovered portions of the Dook
of Thoth — including Telchak's designs for the Goa'uld
sarcophagus — and used them 1o genetically engineer his
own army. This army, while small and dependent upon
Gea'uld larvae, is incredibly powerful. A single agent was
able to penetrate and wipe out the forces of two minor
Gea'uld, Ramius and Tilgath, and threaten many more
While the loyalty of the Jaffa can no longer he counted
upon, these new warriors of Anubis seem unstoppable and
their loyalty unquestionahle.

The System Lord Yu's strength is failing as well, Eager
to stand up against the forces of Anuhis, his extreme age —
even with the power of the sarcophagus — has started t¢
take s toll. Even if Yu should prevail against Anubis and
Osirig, his current rival Ba'al may be too much for the old
System Lord to handle once the dust has sertled.

Meanwhile, Ba'al, in an effort to regain strength after
his confrontation with Yu and Anubis, hatches his own plan
te draw upan the resources of Kelowana — the planct origi-
nally sought after by Anubis, Large veins of naquadria still
reside taere and threaten to destroy it untess the mineral
ran be properly harnessed.

ORIGINS OF
THE GOA’ULD
In truth, the origins of the Goa'uld and the now-current

System Lords are shadowed in mystery. While their near-
immortality and the genetic memory passed down from

one larval symbiote to the next would seem to preserve
their history, the Gea'uld, in truth, do not measure their
greatness by past accomplishments. As such, they speak
little of their history or origins. What we do know s
collecred via first-hand study or inference from any number
of myths drawn from dozers of worlds. Together, these
pieces help form a picture of the origins of these woulid-be
rulers. Accounts From the Tok'ra and what little genetie
infermation was passed down by their original queen,
Egeria, helps Fill in many of the blanks.

Below are the secrets of the Goa'uld as yet untold: their
original homeworld, lost over the annuals of time; the
primordial Goa'uld that still live there — mere helpless
parasires or perhaps a new species ready to rise again; and
the original hosts of the Goa'uld, the terrifying and fear
some Unas.

THE GoA’ULD HOMEWORLD

World Visited: P1X-888.

Thermosphere: Warm (CR o; standard orbit; 527 F).

Atmosphere: Normal (CR o; .g atmospheres: no addi-
tienal effects),

Hydrosphere: llumid (daily weather 1-7g: none, 80-81:
flood 1dvo ML 82: fload dio+1o MPH, 83-88: rain, 2d4 in.
or snow, 2d6 in., 8g-g5: thunderstorm or snowstorm,
g6-98: hurricane or blizzard, gg: wind idio MPH, too: winc
idionio MPI),
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Geosphere: Very stable.

Seasons: Mild i-17: spring, unchanged; 18-50: summer,
+2d20" F; 51-89: antumn, unchanged; 84-1ca: winter, -2dio” F).

Anthrosphere: 10,000 natives (Unas) Stene Age (1 pick, o
RP); Anarchy/None; Suspicieus (-1 with disposition checks);
Extremely Sensitive (no saldiers); Very Poor civil rights,

Origin: Alien.

Stargate Location (upper equatorial region): Locared
in a shallow valley swrrounded by relling hills in ligh
forest.

What the Goa'uld called their homeworld remains a
mystery to this day. The common designation, as gathered
from the SGC archives, is P3X-888. [n many ways it serves
as a painful reminder of what can happen regardless of the
hest of intentions. Surely the Ancients never intended — nor
foresaw — the great danger of putting a Stargate there.
At that point the Goa'uld were slowly-evolving tadpoles in
the primordial oceans, no more a threat than similar crea-
tures on Eavth, Eventually, however, after the Ancients left
the remnants of their civilization benind, the Gea'uld
would rise te hecome a dangerous foree throughout the
galaxy.

Now P3X-888 is a harren world that time forgot. The
ecosystem was overworked for several millennia as breeding
grounds for larvae and Unas alike, and what little remnants
of civilization that existed are long gone. Now the struga
gling Unas population begins anew, their cultural growth
stunted by years of oppression. And larval primordial
Goa'uld still swim in the lakes and streams, threatening to
staut the cycle anew.

This is the legacy which P3X-888 has left the galaxy.

TERRAIN

P3X-888 is a temperate world, covered in significant
portions of water and isolated landmasses rising above the
sea level Vegetation beyond the equaterial belt is sparse and
hecomes increasingly colder as one moves further narth.

The sky centains one moon, rarely in view due to its
small size and distance from the planet. It hax little gravita-
tional effect on the planet, resulting in fairly constant tidal
flows across the planet’s suiface. The singular sun,
a moderate luminesity main sequence stzr, heats the occans
of P3X-888, particularly on the sonthern portien of the
world due to the slightly abnormal axial ilt and rotation.
Nearly one-third of the cycle around the sun results in
ahnormally lang days, spanning 20 hours of daylight out of
a 26 hour rotation,

There are ne putward signs of habitat or civilization
here, aside from the Stargate itself. Several millennia of
misuse by the Goa'uld has wiped away whatever remnants
of early civilization that existed. In truth, in their Unas
hosts the Goa'uld had little incentive to build any great
cities or need for shelter — the blending of symhiote and
Unas was such a formidable combination thav vraditional
notions of shelter or protection were irrelevant, After the
departure of the Goa'uld from P3X-888 the remaining
Unas, which were so few in number, migrated to the high-
lands and mountaing, relegating themselves ta the relative
safery found there.




BRIEF HisTORY

For the first few million years the growth of the species
of P1X-888 was unremarkable, save for the larval forms
that took refuge in the oceans of the planet. Eventually
these parasites made their way out of the water, only to be
slaughtered by the other, more prevalent life forms of the
world. Among them were the vicious predatory Unas crea-
tures; large, hulking creature on all fours with razor-sharp
claws and a tough leathery hide. The helpless Goa'uld
larvae made adeguate meals.

The Unas, hunters in their own right with a budding
social structure, began the basis of a tribal society and
surviving off of the land. It wasn't until the eventual con-
frontaticn with the primordial Goa'uld and the possessed
Unas that the tribal Unas sought the shelter of the caves.

Eventually the Goa'uld growth exceeded the ability of
the Unas to keep them in check. The symbiotes and their
hasts carved out niches of territory, sending the tribal Unas
flzeing and establishing a new order on the planet. With no
external enemies, Goa'uld soon turned upon Goa’uld. Large
breeding encampments were formed for the Unas to even-
tually be taken as hosts. For the most part, these were noth-
ing more than large pits, which served to keep the Unas
quarry contained,

After the near-extinction of the Unas, the Goa'uld
departed P3X-888 for other worlds, leaving their primitive
brethren to fend for themselves. They eventually forgot the
address, leaving their homeworld untouched ever since.
Unfortunately, the damage had already heen done. Were it
nat for the hardy nature of the Unas, the species may have
been wiped out. Caves still dot the landscape, the early
homes of these forlorn creatures seeking shelter from both
the elements and the primordial parasites that still infest-
ed the waters. But here and there, larger groups can be seen
working to reclaim their planet from the scourge that once
overwhelmed them. It is hoped that this time, the cycle will
he different.

NOTABLE FEATURES

The largest mountain range on P1X-888 stands nearly
g,000 meters above sea level, in the northern hemisphere
of the planet's largest landmass. It lies some 200 kilome-
ters from the Stargate, visihle from even that distance
when the rainstorms subside.

82% of P3X-888 is covered in oceans, leaving the major-
ity of its more notable features submerged. A series of
abyssal trenches run along the southern portion ef the
world, starting from the equator, and slicing across the
mantle. These are remnants of a series of cataclysmic
earthguakes nearly 75 million years ago, where several
significant land masses buckled under the tectonic activity
and disappeared into the oceans. Now, large mountain
ranges dot the floor of the nceans.

Of the plant life that covers the surface of P3X-888, the
buik are coniferous trees. While snow is only com:mon in
the upper-most polar regions, frequent rain and mid to low
temperatures make the winter season uncomfortably drea-
ry and soggy across the planet.
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STARGATE

The Stargate stands in a rocky clearing, devoid of trees
or plant life. Rocky slopes lead up to a series of trails head-
ing inta the underbrush. Ridges to both the east and south
form a shailow valley out of the area arcund the Stargate.
It is roughly a half-day's walk through the surrounding
terrain until clearing the valtey into more level land. Here o
nuinber of small streams and rivers can be feund, feeding
into neighbaring lakes and flowing down from nearby
mountain ranges and highlands.

HawkiNs Lake

This small lake, nearly 8o meters across, teems with
primordial Goa'uld. The parasites swim near the bottom,
trying to leosen up small bits of nutrients te absorb. Using
their advanced sensory organs, the Goa'uld sense any
unusual disturbances along the surface of the water... and
nearby shoreline. Moving up towards the surface, the
Goa'uld can swiftly attack anything near the surface. In
some cases, should an animal or creature foolishly drink
from the lake directly, the Goa'uld can enter through the
mouth befere the creature can react. In some cases, the
Goa'uld must launch itself from the water to artack. It was
just such an attack that claimed the lives of two SGC mem-
bers, Dr. Rothman and Major Hawkins, for whom the lake
has been renamed. The local Unas avoid the area, though
cunning warriors sometimes capture the parasites for food.

Naya Kol CAVES

Loosely translated in the language of the Unas, the
caves' name means “tribal home.” The large interlocking
network represents the current living accommodations of
the largest Unas tribe on P3X-888. More than 50 Unas
make their homes here, sheltering themselves from the ele-
ments and predatory Goa'uld. Only a meinber of the tribe
may, or someone otherwise adopted by the tribe, may enter
the metwork. The flow the caves resulted from centuries of
erosion, caused by water flows in the mountain, primarily
through rain runoff. Other sections, specifically the main
tribal chambers, are actually small pockets of gas that
cooled during the formation of the mountain and later
seeped ta the surface, leaving a hollow area within. Since
taking over the caves, the Unas have added a number of
refinements, including vents to let smoke escape during
the preparation of meals. Fresh water collects in a number
of pools, preventing the Unas from having to venture too
close to the Goa'uld-invested rivers and lakes,

Finally, the network of tunrels is easily defendabie
should a rival Unas tribe attack, While such attacks are
much less frequent of late, occasionally the needs of a
harsh winter demand an attempt to take that which they
need 1o survive.

LARVAL Goa'ulD: Gobs REVEALED

Altheugh hy modern standards the current primordial
Goa'uld are simplistic and undeveloped {see nearby side-
bar), there exist a number of unusual traits that help dis-
tingruish the parasites native to P3X-888.



First and foremost, the homeworld symbiotes are pred-
ators (as opposed to simply parasites, which moedern
Goa'uld are}. While these Goa'uld can just as easily take
over and blend with another creature, they do so for
survival and the instinctive need to Feed — not malice. The
Goa'uld of P3X-888 are accustomed to living in water and
have fow predarors to compete against. However, their can-
nibalizstic nature drives themn: to compete for food. In this
case, the primordial Goa'uld will enter and eat a host from
within, The Goa'uld may not even attempt to hlend with the
creature, but simply burrow its way to the spinal area to
devour the spinal fluid and to then move on to the brain
matter. Once satiated, the Goa'uld will exit the host and
return to its normal habitat.

Berause of the unique circumstance surrounding the
Goa'nld end the Unas, the primerdial Goa'uld of P3X-888
have a ditficult time hlending with any creature other than
an Unas. The Goa'uld have developed a nearly specialized
genetic blending disposition towards that of the Unas,
making any other blending attermpt dangerous. (The blend-
ings of Dr. Rothman and Major Hawkins during the SGC
missian there were, as luck would have it, a rarity.) Over
time however, after being exposed to other potential hosts,
these Goa'uld can evolve to accept other hosts more readily.

MODERN VS. PRIMORDIAL

Much discussion has been made of the contemporary
(i.e. modern) Goa'uld and their primordial relatives found
on P3X-838, How exactly do these species differ? In many
ways, they are essentially identical. The primordial
Goa'uld are hardier due to their more predatory nature;
millennia among the harsh wilderness of P3X-888,
hunted by the Unas, have turned them into survivors and
hunters, They are more resilient, but in the grand scheme
of things are still woefully fragile when out of the protec-
tive waters of their home.

The primordial Goa'uld have no true level of
sentience, language, or culture. Their blending with
another creature — in many cases a common anintat —
is mare instinctive than anything. In the rare case where
a primordial Gea'nld was able to blend with a human,
the creature was discovered by its raw, ravenous nature.
What little genetic memory they may have |s confined to
how to survive on P3X-388 and nething more.

The modern Goa'uld have no interest in this
“bastard” species, even if they knew of its existence. With
the location of P3X-888 long lnst, the Goa'uld have no
recognition of ancther lesser species of symbiote.
Separated {rom the collective Goa'uld consciousness —
much like the Tokra — these primordial Goa'uld would be
viewed as nothing more than an interesting aberration.

The exception is Anubis, who has need of larvae
to expand his genetically-engincered army. Were the
primordial Goz'uld of P3X-888 combined with his forays
in genetic manipulation, the symbiotes would provide a
powerful togl. Mindless loyalry could be assured, as well
as increased strength, health, and recuperative abilities.
Most of all, without the limitations imposed by the other
System Lords, primordial queens could produce a nearly
unlimited supply for Anubis o draw upon.
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Also, by virtue of their harsh environment, the zesta-
tion peried for a primordial Gea'uld is roughly half thar of
amodern Goa'uld. Millennia upon millennia have hardened
them to adapt te their surroundings without the need for
an incubator Jatfa to sustain them. When blended, the
primardial Goa'uld still provide all the normal benefits and
limitations normally associated with their species fee the
Stargate $G-1 cove rudebook).

A primerdial Goa'uld lacks any trace makers of
naquadah in its genetic makeup — an addition to the mod-
ern Goa'uld that took place after they left P3X-888. Hence,
it is impossible to detect a symbiote from P3X-888 threugh
the use of Naquadah Sense ov determine if a person has
been blended, beyond normal physical mieans. {e.g. physical
trauma of the throat/neck, etc.)

While the primordial Goa'uld lack any real intelligence
beyond instincr, they still possasses the ability to assimi-
late and rapidly draw upon the information from their
hosts. Even after taking over two SGC members, the
primordial Goa'uld could still act relatively normally and
cven cemmurnicate verbally, withaut giving themselves
away. Given time, the Goa'uld could be able to comprehend
portions of the memories of the host.

Finally, all Goa'uld on P3X-888 are derived from female
"gueens’ that reproduce via their mucus birthing sacks,
These Goa'uld lack the sophistication to blend with ancrth-
er creature and alter theirgenetic code accordingly to breed
successfully, As such, the Coa'uld of P3X-888 lack any
genetic memory, beyond that which evolution and instinct
bas instilled in them.

THE FIRST ONES: UNAS

The Unas now serve as footnote in Goa'uid history,
alheit a lengthy one. They have largely been discarded as
the host of choice by the Goa'uld, their needs dictated by
what was available on P3X-888. A few Goa'uld still favor
Unas as hosts, mostly those rhat embrace a physical ar con-
frontational lifestyle. The vanity of many Goa'uld makes
them abhor such a brutish form, and as such they are rarely
found in the employ of any Systern Lords.

The current Unas are adapting after a significanr set-
hack i their evolutionary cycle ¢aused by the Goa'uld. Only
recently has a tribal society emerged, setting the founda-
tion for a cohesive social structure. The use of simple tools
and a rudimentary language bas marked the Unas as ready
to take a major evolutionary step forward at this time.
Sadly, on many worlds, Unas still exist in enslavement,
in some cases ta human oppressors. Seeded across severat
worlds, much like the Tauri, the Unas find themselves used
as manual labor. Although physically inferiar, the evolu-
tionary superiority of the humans puts them in a position
10 oppress the Unas, even without the oversight of the
Goa'uld.

More details on the Unays can he found on page 140 and
in the Stargete SG-1 core rulebook. Stats for generic Unas
are on page 481 of the Stargate SG-1 core rulrhook.




CHAPTER Two: _

THOSE
WHO RULE

This chapter contains
the bulk of the infermation on
the System Lords and their maost
prominent resources and servants. [t is
broken down alphahetically by Goa’uld; each
section contains the following material;
Title and stats for the System Lord {A single set of
stats is presented, to berter reflect the System Lovds’ extreme
age and power).
History and Background. A description of the System Lord,
his or her personality, background, armies and resources, and other
pertinent infermarion.
Planets. A list of notahle planets which the System Lord centrols: each
planet contains a pertinent statistic block, as well as a description and back-
ground imfermation. These are intended as mission destinations for an SG team;
most centain hasic plot ideas which the GM ean easily flesh out into an adventure.
Underlings. A list of the System Lord’s notable underlings, who can serve as foes
{or in a few cases, allies) of the SCC. Most of them are triple-statted, ta better reflect the
particular experience levels of your ream. A few are designated as supporting NPCs, and
only carry asingle set of stats, Note thar all NPCgin this chapter are considered special NPCs.

- _ANUBIS

THE LorRD oOF THE UNDERWORLD
Specialty: Goa'uld Noble

Level: 10410

Strength: Dexterity:
Constitution: 2 Intelligence:
Wisdom: ! Charisma:

Vitality: 2 Wounds:

Defense: 22 (+12 class)

Initiative Bonus: +8 {18 class)

Speed: 30

Fort: +g Ref: +8 Will: +16

Special Qualities: +5 threat range (o Blutf and Innuende, assistance (% time), cross-cluss  ability
{ac ated healing, bockworm (12)), dominared body, gener se, improvise +3, inherit-

ad memory, know it all, lead (3/session), long life, purasite. PhD (Knowledge (Anc ). professer, radiation
fesistance, serendipity /s n, tactics (z 1), ve ile (Balance, Camputers, Cancentration,

ECultures, Electronics, Innuendo, Intimidate, Mechanics, Spoet).




Skills: Balance +n, Bluff +22 (threat 11-20).
Bureaucracy +17, Cemputers +zo, Concentration +22,
Cultures +18, Demolitions +15, Diplomacy +19, Electronics
+20, Inouendo +1g, Intinmidate +227+26, Knowledge
(Ancients) +29, Knowledae (Genetic Engineering) 22,
Languages +6, Listen +15, Mechanics +20, Search +i1z,
Fense Motive +15, Spot +17, Xeno-Languages +11,

Feats: Advanced Skill Mastery (Persuasive, Scholarly),
Anmnor Group Proficiency (Light, Medium), Command
Decizion, Grand Skill Mastery (Persuasive, Scholarly),
Haguadah Sense, Perfect Skill Mastery (Persuasive) Perfect
Skill Mastery (Scholarly), Persuasive, Political Clout,
Political Favors, Scholarly, Weapon Group Proficiency
(lHandgun, Melee, Rifle).

ATTACKS
Unarmed +13 1d3 {(subdual)
Kinetic blass +12 2d6 and 2d6 subdual

Gear: Kara kesh, sarcophagus, Mask of Anubis {see
sidebar).

HisTory AND BACKGROUND

Long ago, during the First Dynasty of the Goa'uld,
Anubis was one among many, and vet remained unique,
As with all Goa'uld, Anuhis struggled for power and pres-
tige among his brethren, and quickly gained the attention
of he whe ruled the First Dynasty, Apep. Apep believed
Anubis to he a powerful ally and stabilizing force among
the Gos'uld, one who would bring not destruction, but
dominion over the galaxy. He entrusted Anubis with his
nwi deepest secrets — and those of all Goa'uld — only to he
hetraved and murdered by his protdgé. Anubis declared
hirself preeminent among Gea'uld, and only through a
devastating war could the Goa'uld race cast him from his
places of power, seemingly for all time, Of his deeds, no
record remains, as they are too repulsive for even other
System Lords to discuss, even in private. (See Chapter One
for more information),

Thought destroyed, Anubis was
in truth only defeated, He retreated
to the dark corners of the galaxy, far
fram the eyes of those who cast him
out. As the Second Goa'uld Dynasty
rose, and the Goa'uld once more
exerted their power, Anuhis himsclf
sought the secrets ol the Ancients
and the azcended. For a brief time, he even managed to join
the ranks of the ascended — gaining untold powers —only to
once more be cast gut by his peers. Trapped between the
murtal world and that of the ascended, Anubis chose anoth-
er road to power: the path of the Ancients. For millennia,
he explored the galaxy - and perhaps beyond — seeking
secret= and ahilities to return to the Goa'uld and exert his
dominance.

It seems, at last, he has succeeded. Two years aso,
Anubis returned ta known space, with enigmatic and per
haps unstappable technology at his command. Whether
gatbered From the hidden vaults and secret strongholds of
the Ancients, or simply scoured from the ruins of lesser
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tallen civilizations, his technology gives him an indis-
putable edge in the struggle for dominance ameng the
Goa'uld — and the galaxy.

Initially, Anukis' return met with little fanfare. The les-
sens of his early defeats rersained with him and he was
determined not to repeat them. Rather than announcing
himself with sound and fury, he worked through intermedi-
aries: lesser Goa'uld eager te rise to power in his wake. The
first of these, Tanith, used the rescurces of his master to
engineer the destruction of Tollana. Though a young
Goa'uld, Tanith nonetheless accumulated great power
bifore his death at the hands of SG-1. His death, however,
proved only a mild incenvenience to Anubis. The rogue
Goa'uld had already accumulated massive vesources, and
recruited many Goa'uld Underlords to his banner. Further,
Osziris quickly replaced Tanith as Anuhis’ First Underlord,
and has since proven a far more durable servant than her
predecessor (see page 97 for more on Osirid).

At last, Anubis stood ready to reveal himself. After deal-
ing each of the System Lords a stinging hlow, he sent Osiris
as his emissary to a Goa'uld summit, where she declared his
reemergence as i dominant power, and his desire to once
mare join System Lords. In return for this privilege, he
offered a valuable prize: the destruction of the Tauri. With
Lord Yu the only dissenting vote, the System Lords recog-
nized Anuhis' ¢claim to the status of System Lord, en the
condition that he first destroy the Tauri, thus circumvent-
ing the System Lords' Protected Flanets Treaty with the
Asgard.

Subsequently, Anubis captured the Asgard Thor.
Though soon rescued by $G-1, the damage was done: using
a powerful mind probe device, Osiris downleaded Thar's
knowledge — the acenmulated knowledge of the Asgard
race — inta his mother ship’s computer, gaining a valuahle
new weapon in his struggle to regain dominance amongst
the Goa'uld,

As Anubis power grew, it became inereasingly elear he
presented a lethal threat to even the combined mizght of the
System Lords, When he moved to recover the Eyes of the

“YOoUR wonns MEAN NOTHING.

TAKE ACTION, IF YOU DARE.”

= ANUBIS

Gods in order to fae) an impossibly powerful weapon, Lord
Yu led an alliance of System Lords against the renczade.
Anubis completed his weapon in time to scatier the com-
bined feets of the System Lords before him like grain
before thresher, destroying many of the System Lords’
mother ships in the process. Finally, lie turned the weapon
on Abydos, wiping all life from the planet (though with the
assistance of Oma Desala, the populace ascended en masse
before their destruction). Though the Tauri subsequently
destroyed Anubis’ new weapon, the Systern Lords” floet was
crippled and his enemies had been dealt a staggering blow.

Unfortunately, the success of the Tauri was wminted by
Anubis’ capture of Jonas Quinn, from whom Anubis learned




FALLEN

When the ascended cast Anubis from their ranks,
they were not completely successful. He still retains
some measure of the power he gained. Further, he is
neither entirely physical nor ethereal, suspended
hetween pianes of existence. This state grants him the
following special abilities:

® So long as Anubis’ mask remains intact (see the
Mask of Anubis aidcbar on page 19), he is essential-
ly invulnerable to damage inflicted by both encrgy
and kinetic force. He suffers vitality damage nor-
mally, but never loses wounds. Should his mask be
destroyed (or he is otherwise separated from it), his
form hegins to lose necessary cochesion. He suffers
one wound point per successful melee, ranged, or
unarmed attack targeting him. Further, he must
make a Will save at the beginning of each round (DC
10 + wounds he has lost) or discorporate entirely,
and be destroyed.

* Anubis gains a +2 racial boriis to Will saves against
mind-affecting abilities and artacks. This banus
increases by +1 at and leve] and every 2 levels there-
after (50 he currently has a <12 bonus). He does not
gain this benefit against ahilities and attacks of
ascended beings.

s Anubis’ ascension magnified the power of the
naquadah in his bleed. The range and damage of all
naquadah-powered devices which he uses and his
Naquadah Sense feat are doubled.

* Thanks to his "enlightenment,” Anubis may gain
any number of core abilities for both core and
prestige classes,

This is only a sampling of the powers at Anubis’
command, Any numher of benclits are possible, from a
sixth sense warning him of danger (+z racial bonus to
Listen, Sense Motive, and Spot checks to avoid suvprise,
which increases hy +1 at and level and every 2nd level
thereafier), to the chameleon-like ability to rearrange
his classes and levels: Anubis may spend up to twenty
days in meditation; at the end of this peried, he may
select a new combination of classes and levels, He may
only change as many level selections as he spent days in
meditation,

Example: Anubis meditates for 6 days, Thereafter,
he may replace up to six of his Pointman or Scientist
levels with levels selected from any other class,

This essentially allows the GM to tailor Anuhis to the
serial at hand. In addition to the classes presented in
Stargate SG-1 line of products, we recommend utilizing
the rules for psion classes presented in the Shadowforce
Archer Worldbook as a means of representing the power
al Anubis’ disposal.

Regardless of the effects of these abilities, the GM
should remember that they are all derived from his
partially-ascended state, The ahilities should be myste-
rious, powerful, and usually frightening to behald.
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of the element naguadna, and the plemtiful supply en
Kelowna. Anubis’ mether ship laid siege to the planet, and he
demanded the Kelownan nations hand over their stockpiles
of naguadria, with which he Rhoped to restore the weagon
once powered by the Eyes of the Geds. Once again, however,
the Tauri foiled Anuhis, this time by convincing the System
Lords to strike at Anubis while he lay siege to Kelowna,
before he could harness the destructive power of naquadria.
The Goa'uld fleet arrived and laid waste ra Anubis’ mother
ship, though Anuhis himself ~ a3 he had so many times
hefore — fled ahoard a hyperspace-capable vessel.

Though deteated, Anubis is far from destroyed, and he
still commands incredible military might: enocugh such
that he prescats a very real threat to the assembled System
Lords. Further, he strives daily to increase this strength.
Most recently, ke has engineered a race of beings bred
specificaily For bartle, dubbed “Super Scldiers” by the Tauri.
With these, he hopes to destroy several minor System Lords
and subsequently absorb his victims' forces into his own,
thereby amassing an army against which net even an
alliance of the remaining System Lords can stand.

Meanwhile, he strives against the Tauri to locate
Atlantis, a lost city of the Ancients purported to hold the
most powerful secrets of the Jong-forgotten race. If he suc-
ceeds, there is no limit to the destruction he can bring to
the galaxy. As it stands, even the Asgard are hard pressed to
match his ships in a stand-up fight. Should he cammand
the Full might of the Ancients, not even they stand a chance
against him,

Flysically, Anubis still hears the scars of his failed ascen-
sion. Hiz hody is a mass of energy, and his “skin” ripples with
the fluidity of a Stargate’s event horizon, His mask - douht-
less based on Ancient technology — somehow maintains his
form despite an apparent lack of inherent cohesion. He
retains a staggering amount of knowledse, both of practical
matters and escteric secrets, and it can be assumed that
there is little in the universe that surprises him.

Anubis stands as one of the most mysterious "gods”
of the Egyptian pantheon. His parentage is shrouded in
mystery, and the etymelogical erigins of his name are
unknown. He is one of the oldest beings in the Egyptian
pantheon, worshipped from the inception of Egyptian civi.
lization, yet he is later supplanted by Osiris as Lord of the
Dead (and still later reappears in Egyptian mythology as
Osiris’ own son). Doubtless, this confusion stems from his
disappearance from the ranks of the System Lords, and
subsequent failed ascension, though just how this affected
the heliefs of the Tauri is unclear. Regardless, he still com-
mands massive resources, nuinerous planets, and an army
of siaves ready to do his bidding.

PLANETS
SEKH'DA (PX7-539)

Thermosphere: Cool (CR o; distant orbit; 2dza F).

Atmosphere: Thick (CR o; 1.7 atmaoaspheres; Auto 1d3
subdual: Exp. [nc: None; SV Fort {DC 15); Dmg 1d3 suhdual;
Recup 1 round.

Hydrosphere: Moist sub-humid {daily weather 1-85: none,
86-87: fleod idro MPH, B8-g7: rain 1d4-1 in. or snow 1d6-1in.,
94-96: thunder storm or snow storm, 97-98! hwricane or
blizzard, gg: wind 1dio MPH, 100 wind 1dio+10 MPH).



Geosphere: Very Stable tectonic activity {daily earth-
quakes none; no volcanoes close to Stargate).

Seasons: Scvere (1-25 spring, unchanged; 26-50 sum-
mer, +4d12” F; 51-75 autumn, unchanged; 76-100: winter,
-4d12" F).

Anthresphere: 1,000,000 natives; Copper Age {2 picks,
a RP); Mobocracy; Extremely Hostile (-3 with disposition
checks); Aggressive (oo soldiers, squad size 204 soldiers);
Harvid civil rights.

Origin: Indeterminate.

Stargate Location (equatorial region}: Qutdcor temple
in a valley; area once used for worship of Anubis (including
sacrificial ceremonies in which the victim was pushed
through the Stargate to a fate unknown by the people).

Sekh'Pais a world at the edge of thar which is known by
the System Lords and the Tok'ra beth. Long ago. it was the
seat af Anubis’ power, hidden away from the prying eyes of
his fellow System Lords. Here he prepared and hatched his
plans for domination of the galaxy, and held final congress
with, betrayed, and destroyed Apep. Even in the dark days
afier the fall of the First Goa'uld Dynasty, the System Lords
were all teo aware that Anubis' technological might far out-
stripped their own. After the traitorous System Lord was
defeated, each surviving System Lord sent a force of Jaffa
ta Anubis’ home to lay claim to this technology. None
returned. Most assumed these Jaffa had heen destroyed by
the forces of other System Lords vying for the same prize,
and sent further expeditions. Again, however, these expedi-
tionary forces were lost. It seemed the secrets of Sekh'Pa
would remain a mystery, for during the rise of the Sccond
Goa'uld Dynasty, and the struggle for dominance therein,
na System Lord could afford to throw good soldiers after
those who were lost. So Sckh'Pa was forgotten.

The truth of the matter is that even in defeat, Anubis
sought to inflict as much damage on his foes as passible.
He manufactured an enormous dynamo beneath the earth,
that drew electrical energy from any source that passed
within the orbit of Sekh'Pa’s only moon. This dynamo draws
electrical eurrent through the planet's highly conductive
mantle, charging the atmosphere with a low-level electro-
static charge at all times.

The result of this is that any powered device, from a
Tauri PDA t0 a Jaffa staff weapon to a ha'tak in near orbit,
is drained of energy in short order, and ceases funcrioning.
he bulks of dozens of crashed ha'taks litter the ground
acrass the planet, long forgotten evidence of the hatred the
Systemn Lerds of the First Dynasty bore for Anubis. Even the
Sekh'Pa Stargate cannot function in this environment,

as the dial heme device native to Sekh'Pa has long since
been drained of the energy required to dial out.
Unfortunateiy, Seki'Pa's Stargate can receive travelers
normally, leading unsuspecting starfarers 1o be stranded
on the planer.

In the tbousands of years since the last of the System
Lords' ha'tnks erashed upan the surface, a primitive society
has evolved among those stranded here, whether by gate
travel or hyperspace. This amounts to little more than
dozens of tribes warring for territory and influence
amongst each other, These tribes consist of the descendants
of a particular System Lord's forces (and eccasionally, the
descendants of a group that arrived through the Stargate).

Once the origin of the power drain is discovered, it will
be a relatively simple matter to disengage or sabotage the
dynarno. However, the lack of scientific training among the
invading Jaffa (to say nothing of their descendants), means
that none were able te determine the cause of the unsus-
tainable power drain. Likewise, thus far, any who traveled
through the Stargate to reach Sekh'Pa were not learned
enough 1o deduce the true cause of the Stargate’s failure to
dial out. Most who are stranded here simply assume the
gods have abandoned them. However, with Anubis’ return,
this conventional wisdem has been supplanted by the belief
that Sckh'Pa is some sort of hell for those unworthy of the
gods, and Anuhis its principal demon. His own ha'tak
shielded from the dynamo, he orhits the planet and
observes the struggles of its inhabitants. The strongest, he
selects @y subjects in his ongoing generic experiments.
Similarly, he recently turned leose several prototypes of his
Goa'uld super soldiers on the surface before turning them
against the Systern Lords. The results are quite pleasing to
his sadistic heart.

Thanks to its chilly, yet humid climate, Sekh'Pa is con-
stantly shrouded in a dull curtain of fog. What vegetation
exists is scrubby and sparse, and animal lite is similarly
stunted. The planet’s surface is divided evenly between land
and water, with the former being split among three conti-
nents. Two of these are roughly equal in size, while the third
is about half that of either of the two larger land masses.

The tribe in control of the Stargate {(which seems to
shift weekly — sometimes daily) maintains a constant vigil
for newcomers, and attacks any such arrivals without
hesitation or remarse. Such arrivals are considered prime
slave stock, not yet hardened by life on Sekh'Pa, and there-
fore emotionally malleable. 1t is easy to convince such new-
comers that they must depend on their new masters for all
of the necessities of life,

NEw ALIEN DEVICE: MAsSK OF ANUBIS

While the origin of the Mask of Anubis is unknown, it is presumably an artifact of the Ancients, though 1t is possible
Anubis designed it himself after his fall. The Mask provides Anubis’ body with necessary cohesion, by amplifying and
focusing his will into physical reality. Therehy, Anubis prevents his hody from discorporating entirely (see page 18).

Anuhis’ mask is considered a Diminutive target, so attacking it inflicts a -4 size penalty on the attack roll (which is made
against Anubis’ own defense), Further, such attacks may only be made from Anubis” front facing. The mask has a Hardness

of 25, and 50 wound points.
DM DR
N/A +2 -~

pICks

Mask of Anubis
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ToLLANA (UNDISCLOSED})

Thermosphere: Exotic (Frigid) (CR 1; standard orbit;
-1idioo F).

Atmosphere: Normal (CR o; 98. atmospheres; None;
Cxp. [nc: N/ZA; SV N/A; Dmig None; Recup N/A).

Hydrosphere: Arid (daily weather 1-84¢: none, g flood
1dro MPH or snow :d4-2 in., 91-9%: rain 1 in., 94-95: dust
storm, 9b-i00; wind 1dio MPH),

Geosphere: Unsrable tectonic activity {daily earth-
quakes 1-98: none, 99: minor, 100 moderate; 1 small, 1
medium volcano within 5 miles of Stargate).

Seasons: Normal (1-25: spring, unchanged; 26-50: sum-
mer, +2d20" F; 51~75: autumn, unchanged; 76-100: winter, -
2d2o F).

Anthrosphere: 250,000 natives; Cybernctic/Stone Age*
(1 pick, 1 RP); Pantisocracy; Hostile {~2 wita disposition
checks); Defensively Pacifistic (250 soldiers, squad size 1da
soldiers): Very Progressive civil rights.

Origin: Indeterminate.

Stargate Location (wasteland region): Buried in the
ruhble of Tollana's capital ciry.

*Exact technology depends on whether one aivives
befare or after Anubis’ attack.

(Noter this description is pertinent only for campaigns
set after the Season Five episode Betwoeen Two Firea.)

Once, Tollana was a lush, verdant world with relling
hills and a carafully controlied climate. [t was the adopted
homeworld of the Todan, a technologically advanced cul-
ture that fled to Tollana when their own planet became
uninhabitable. (For more on thia see the Stargate SG-i core
rulebook, page 74.) Then Tanith caine. The minion of Anubis
blackmailed and manipulated those in power to serve his
master’s needs, under threat of attack by his fleet. Though
the Tellan were previously able to fend off the Goa'uld,
Anubis’ shields proved too powerful for their planetary
defenses to penetratc, Uitimately, in choosing to aid the
Tauri, Tollana sealed its fate. The bombardments began
immediately, Goza'uld hataks raining fire and destruction
down upon the planet and its sale city. In a matter of hours,
the city was destroyed, the Stargate buried, and the Tollan
people scatrered to the winds.
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Though some escaped in persanal space vessels, most
were stranded on thebr adopted world - and the new Tollana
15 far from hospitable. The orbital boembardment continued
for days, and it did not ceasze when the ciry was reduced 10
rubble. Anubis’ ships targeted fault lines, volcanoes, and
other gealogical hot spo1s in an effort to wipe Tollana com-
pletely clean of life. Mountain ranges were shattered, and
the landscape split open with grievous wounds. Massive
amounts of dust. debris, and particulate matter were
thrown into low orbit, obscuring the sun. Quickly, the once
lush vegetation withered and died, and with its food sowrce
rapidly disappearing, the fauna fellowed suit.

The Tollan that escaped the helocaust retreated into
what shelter they could find. Natural caves that survived the
destruction provided some shelter from the newly inhos-
pitable weather patterns, and makeshift shelters built of
shartered stone replaced the super-modern city to which the
Tollan were accustorned. The inhabitants now live as primi-
tive hunters and gatherers, a far cry from the technalogical
powerhouse they once were. Though individual Tollans
retain a great deal of thejr racial knowledge, and much
survives in perscnal data units, the entire infrastructure of
Tollan society was shattered in only a few days. Now,
survival is a far more immediate concern than rebuilding.

Hope remains, however. Before the fall, the Tollan main-
tained several off-world colonies. When Tollana fell silent,
many attemnpts to re-establish contact were made. Failing
that, the closest colony to Tollana — Pellor — dispatched an
expedition to investigate the fate of Tollana. Though they
discovered great destruction left in the wake of Anubig’
fleet, they alse made contact with a few survivors planet-
side. This {irst expedition rescued over a dozen Tollana,
who had taken refuge near their fallen eapital.

Would that the Tollana had only to contend with the
elements, the remainder may have been rescued without
incident.

However, despite his own technological superiority,
Anuhis covets the knowledge of the Tollana. After the bom-
bardments ceased, he dispatched hundreds of battalions of
his Jaffa to scour the planet for survivers, and return any
prisoners for interrogation Anubis’ legions maintain a
strong presence in the fallen capital, with thousands of
Jaffa and dozens of death gliders ranging across the plan-
et's surface in a systematic search for the remaining Tollan.
Despite this, a small number of Tellan believe that reestab-
lishing contact with the Tauri is their best hoge for sur-
vival, They move in secret in the blasted ruins of the Tollan
capital, waging a guerilla war against the occupying Jaffa,
Though this band of desperate Tollan is routinely driven
into hiding by Anubis’ forces, they have begun the long task
of c:earing the rubble away from the Stargate, so they might
once more open a wormhole to Earth.

Unfortunately, the Tollan are used to their former
lifestyle, in which their technological advances made sur-
vival a thing te be taken for granted, rather rhan struggled
for. Since being forced to fend for themselves in the wilder-
ness, many Tollan have died, fallen victim to wild animals,
starvation, or simply the elements. The planet's current
harsh canditions make suvvival an even more difficult
struggle than it would otherwise be, and these Tollan who
endure are usually malnourished, poorly-prepared for the



elements, and paranoid. Yet despite the primitive lifestyle
the Tellan have been forced 1o adopt, many retain token
pieces of technology frem the planet’s more peaceful days.
These items are utilized in any fashion necessary for sur-
vival: a precision laser, once used for manicures and pedi-
cures, might be used to bone fish; while a portable enter-
tainment console, capable of displaying the latest in pre-
recorded holographic imagery and immersive sound, might
be used to scare hungry animals from a Tollan camp.

Though still extremely reluctant 1o share technology
with any other race, the Tollun now recognize thar survival
may trump principle. Most, given only a little convincing,
will gladly turn over their pozsessions and knowledge in
exchange for safe passage away from their destroyed home-
world. Simifarly, many Tollan would gladly surrender such
information in exchange for the chance to hurt Anuhis,
even if that chance is simply in the form of giving another
the toals with which to battle the System Lord.

UNDERLINGS
TANITH

Ayoung Goa'uld only recently emerged from Jaffa incu-
bation, Tanith quickly found a place in the service of the
System Lerds as a spy against the Tok'ra. He claimed sym-
pathy to their cause, and managed to betray sensitive infor-
mation to his trae masters on several occasions, He was
soon discovered — and used unknowingly as a double-agent
for a time, feeding false information back to his masters —
hut maraged to make his escape nonetheless, Thereafter,
he served Apophis for a short time. and following Apophis’
destruction, swore himself to Anubis. He was directly
responsille for the fall of Tollana, 2n act which earned him
great status amongst Anubis™ foes, but was eventually
destroyed by SG-1.

Low-LEVEL TantTH

Specialty: Goz'uld Noble
Rank: Underling
Class: Pointman

Level: 2

Strength: 1 Dexterity: 14
Constitution: 12 Intetligence: 12
Wisdom: 16 Charisma: 17
Vitality: 17 Wounds: 1z

Defense: 13 (¢1 Class, +2 Dex)
Initiative Bonus: +3 (+1 class, +2 Dex)
Speed: 30

Fort: +3 Ref: «4  Will: +6

Special Qualities: +1 threat range te Bluff & Innuendo,
aszistance (4 time), dominated body. generoms, immunity
to disease, inherited memory, long life, parasite, radiation
resistanee, versatility (Computers, Gather Information,
Languagzes, Listen, Search, Spot).

Skills: Bluff +10, Computers +4. Concentration +4.
Cultures +4, Diplomacy +7, Electronics +2, Gather
Informatjon +8, Innuendo +g, Intimidate +3/+6, Languages
+4. Listen +6, Search +5, Sense Motive «8, Spot +5,

Feats: Armor Group Proficiency {(Light, Mcedium), Field
Operative, Naquadah Sense, Persuasive, Weapon Group
Proficiency (Handgun. Melee, Rifle).

ATTACKS
Unarmed +1 1d3 {subdual)
Kinetic blast +3 zdb and 2d6 suhdual

Gear: Kara kesh.

MID-LEVEL TaNITH

Specialty: Goa'uld Noble
Rank: Underling
Class: Pointman

Level: 8

Strength: 12 Dexterity: 14
Constitution: 12 Intelligence: 12
Wisdom: 16 Charisma: 18
Vitality: 56 Wonnds: 12

Defense: 15 (+3 class, +2 Dex}
Initiative Bonus: +5 (+3 class, +2 Dex)
Speed: 30

Fort; +5 Ref: +6  Will: +g

Special Qnalities: +2 threat range to Bluff & Innuendo,
assistance (Y2 time), cross-class ability (sneak attack +1d6),
dominated body., generows, immunity to disease, inherited
memaory, lead (3/session), long life, parasite, radiation
resistance (+6), tactics (2/session {+2 bonus), versatiliry
(Computers, Gather Information, Languages, Listen,
Search, Spot, Surveillance, Xeno-Languages).

Skills: Bluff +15, Camputers +8, Concentration +4,
Cultures +4. Diplomacy +12, Electronics +2, Gather
Information  +14, Innuendo +13, Intimidate +4/47,
Languages +5, Listen +10, Search +g. Sensc Motive +12, Spot
+9. Surveitiance +7, Xeno-Languages r4.

Feats: Armor Group Proficiency (Light, Medium), Ficld
QOperative, Naquadah Sense, Persuasive, Silver Tonguc,
Symbiote (Shallow Breathing Trance), Weapon Group
Proficiency (Handgun, Melee, Rifle.

ATTACKS
Unarmed +7 1d3+1 (suhdual}
Kinectic blast +8 2d6 and 2d6 subdual

Gear: Kara kesh,

High-LEVEL TANITH

Specialty: Goa'uld Noble
Rank: Underling

Class: Pointman

Level: 14

Strength: 12 Dexterity: 14
Constitution: 12 Intelligence: ]
Wisdom: 17 Charisma: 18
Vitality: 102 Wonnds: 12




Defense: 18 (+6 class, +2 Dex)
Initiative Bonus; +8 {+6 class, +2 Dex)
Speed: 10

Fort: +8 Ref: vg  WIll: 113

Special Qualities: +3 threat range to Bluff & Innuendo,
assistance {¥% time), cross-class ability (finprovise +2, sneak
attack +rd6, uncanny dodge {Dex bonus)), dominated body,
generous, immunity to disease, inherited memory, lead
{6/sesston), long life, parasite, radiation resistance (+6),
serendipity 1/session, strategy 1/session, taclics 3/5ession
(+2). Concentration,
Information, Intimidaet, Languages, Listen, Search, Spot,
Surveillance, Xeno-Languages).

versatility (Computers,

Skills: Bluff +19, Computers +11, Concentration +7,
Cultures +4, Diplomacy +16, Electronics +3. Gather
[nformation Intimidate
Languages #7, Listen +14, Search +13, Sense Motive +16,
Spot #12, Surveillance +10, Xeno-Languages +5.

+19, Innuendo +17, +6/+4,

Feats: Avmor Group Profliciency (Light, Medium),
Career Operative, Field Operative, Naguadah Sense,
Persuasive, Silver Tongue, Symbiote [Shallow Breathing
Trance), Traceless, Weapon Group Proficiency (Handgun,
Melee, Riflel.

ATTACKS
Unarmed 11 1d3+1 (subdual)
Kinctic blast +12 2d6 and 2d6 suhdual

Gear: Kara kesh.

ZIDACNA

Zipacna was a Mayan deity who, according to legend,
took the form of a giant crocodile to torment those weaker
than he. His arrogance was unsurpassed, even for a
Goa'uld, but he had little success against his rivals. He
abandoned the Earth fairly early on after a pair of fellow
Goa'uld deliberately crashed a ha'tak into his territory, and
made a feeble attempt to establish an empire in the stars.
His military skills proved sorely lacking, however, and he
was soundly defeated by Apophis, who absorbed his territo-
ry. The Serpent God subjugated him, as he often did with
vanquished foes, and forced Zipacna to work as his servant.
[nitially resentful, the Mayan slowly became acclimated to
his new posifion, demonstrating an uncanny loyaity born of
a desire to see all others hrought low before Apoohis as he
had been. He displayed a knack for diplomacy and
Machiavellian politics that proved {ar more effective than
hisinept skills as a warrior, and soon hecame an invaluible
underlord in the Serpent God's service,

When Sokar struck Apophis down {see page 25 and the
Season Twa epiacde Serpent & Song), Zipacna was forced to
scramhle far his life, His host was killed by Sokar's under-
lings, but he managed to take anether one and slipped
unnoticed through the enemy ranks. He initially rallied te
the Serpent God’s son, Klorel, hut he could see the writing
anthe wall. If he were 1o survive, he would need a new mas-
ter. Soon thereafrer, he received a communiqué from
Anubis, who offered safety and protection in exchange for

Gather
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absolule ohedience. Zipacna accepred the offer gladly —
Anuhis held power which Apophis could only dream of -
and though he remained by Klorel's side, he secretly helped
1o orchestrate his new lord’s return.

He has since served Anuhis as a courtier and spy, using
his nuatural cunning to play havoe within the courts of vari-
ous System Lords, He lured Osiris to his master's side {aee
page roo). and has subtly planted dissent and confusien in
the ranks of Anubis’ enemies. His lord is pleased with hin
thus far, and Zipacna has responded with the same loyalty
he once showed Apophis, convinced that the fastest route to
power now lies At Anubis’ right hand.

Low-LEVEL ZIpAaCNA

Specialty: Goa'uld Noble
Rank: Underlord

Class: Peintman/Diplomat
Level: 2/2

Strength: 9 Dexterity: 12
Constitntion: 10 Intelligence; 16
Wisdom: 15 Charisma: 16
Vitality: »7 Wounds: 10

Defense: 13 (+2 class, +1 Dex)
Initiative Bonns: +3 (+2 class, +1 Dex)
Speed: 30

Fort: +2 Ref:+1  Will: +8

Special Qualities: +1 threat range 10 Bluff & Innuendo,
assistance (¥ time), dominated body, gereroics, immunity
to disease, inherited memory, long life, parasite, radiation
resistance, versatility (Bureaucracy, Cemputers, First Aid,
Gather Information, [Intimidate, Xenc-Languages).

Skills: Bluft +12, Bureaucracy +8, Computers +8,
Cultures +3, Diplemacy First Aid +G, Gather
Information +8, Innucndo +8, Intimidate +5/+g, Knowledge
{System Lords) +7, Languages +4, Frofession (Diplomart) +8,
Sense Motive +g, Xenu-Languages +7.

+11,

Feats: Advanced Technology, Armor Group Proficiency
{Light, Mcdium), Naguadah Sense, Persuasive, Undermine,
Weapan Group Proficiency (Melee, Handgun, Rifle).

ATTACKS
Unarmed J *1 1d3-1 (subdual)
Kinetic blast +3 2d6 and 2d6 subdual

Gear: Kara kesh.

MID-LEVEL ZIDACH A

Specialty: Goa'uld Noble
Rank: Underlerd

Class; Pointman/Diplomat
Level: 474

Strength: 9 Dexterity: 12
Constitution: 10 Intelligence: 16
Wisdom: 16 Charisma: 18
Vitality: 19 Wounds: 10



Defense: 15 (+4 class, +1 Dex) ATTACKS

Initiative Bonus: +5 (+4 class, +1 Dex) Unarmed +9 1d3-1 {subdual}
Speed: 30 Kinetic blast +1 26 and 2d6 subdual
Fort: +3 Rel:+4  Will:+n Gear: Kara kesh.

Special Qualities: +2 threat range to Bluff & Innuendo,
assistance (% timed, charmer, dominated body, generows,
immunity to disease, inherited memary, lead 1/session, long A_EQEH_I_S
life, parasite, vadiation vesistance, species feats, tactics

eession, yersatility (Bureaucracy, Compurters, First Aid,
Gather Information, Intimidate, Xeno-Languages).

THE SERPENT GOD
{(PRESUMED DECEASED)

Skills: Bluff +16, Bureaucracy +10, Computers +1o, Specialty: Goa'uld Noble
Cultures +7, Diplomacy +15, First Aid +7, Gather Information Rank: System Lord
#11, Innuendo +12, Intimidate +6/+10, Knowledge (System Class: Pointman
Lords) +8, Languages +5, Profession (Diplomat) «11, Sense Level: 15
Mafiveaty, Repo Languages +B. Strength: 8 Dexterity: 14
Feats: Advanced Technology, Armor Group Proficiency Constitntion: 10 Intelligence: 14
fLight, Medium), Charmer, Naquadah Sense, Persuasive, Wisdom: 1 Charisma: 20
U.ndermme-. Weapon Group Preficiency (Melee, Handgun, vitality: 9 Wounds: o
Ritle).
Defense: 18 (46 class, +2 Dex)
Initiative Bonns: +8 (+6 class, +2 Dex)
ATTACKS < d:
Unarmed 5 1d3-1 {subdual) peed: 30
Kinetic blast +7 2d6 and zd6 subdual Fort: +g Refl: +g  Will: +g
Gear: Kara kash. Special Qualities: +4 to Bluff and Innuendo threat

ranges, assistance (%4), cross-class ability, {bonus comhat
feat xz, damage reduction /-, uncanny dodge (Dex bonus)),
dominated body, generows, immunity to disease, inherited
memeory, lead 7/session, long life, parasite, radiation resist-
ance, serendipity 1/session, strategy 1/session, tactics
j/session (+2 bonus), versatility (Appraise, Compurers,

HIGH-LEYEL ZipAacHa
Specialty: Gon'uld Neble
Rank: Underlord
Class: Pointman/hplomat

Level: 4710 : : . : .

* Concentration, Cultures, Disguise, Gather Information,
Strength: 9 Dexterity: 12 Innuende, Intimidate, Listen, Sense Motive, Spot).
Constitution: 10 Intelligence: 1 3 ) .

\ . & ! Skills: Appraise +6, Bluff +21, Burcaucracy +i7,
Wisdom: 16 Charisma: 18 . | )

- ) Concentration +g. Computers +6, Cultures +7, Diplomacy +21,
Vitality: (6% Wounds: 10 e :

Disguise +8, Gather [nformation +19, [nnuendo +9,

Defense: 19 (+8 class, +1 Dex) Intimidate +17/+23, Knowledge (Replicators) +6, Knowledge
Initiative Bonus: +7 (+6 class, +1 ex) (Systern Lords} +16, Listen +10, Sense Motive +10, Spot +13,
Speed: 30 Xeno-Languages +10.
Fort: +g Ref: +6 will: 14 Faats: Advanced Skill Mastery (Persuasive), Armor

Group Proficiency (Light, Medium), Grand Skill Mastery
{Persuasive), Great Fortitude, The Look, Naquadah Sense,
Persuasive, Political Favors, Political Clout, Weapon Focus
(Kara Kesh), Weapon Group Proficiency (Melee, Handgun,

Special Qualities: +3 threat range to Bluff & Innuendo,
assistance (V2 time), charmer, dominated body, generous,
immunity to disease, inherited memory, lead 1/session, lin-
guist, long life, parasite, radiation resistance, species feats,

Rifle).

tactics \/session, versatility (Bureaucracy, Cemputers, First i
Aid, Gather Information, Intimidate, Xeno-Languages).

i ATTACKS

Skills: Bluff +22, Bureaucracy +14, Computers +13, T
) . ; Unarmed +10 1d3-1 (subdual)
Cultures +10, Diplomacy +21, First Aid +7, Cather ph
. L Kinetic blast +14 2d6 and 2d6 subdual

Information +15, I[nnuendo +15, Intimidate +6/+11,
Knowledye (System Lords) +8, Languages +8, rofession Gear: Kara kesh, sarcophagus {aboard ba'tak).
{Dipiomat) +14, Sense Motive +1g, Xeno-Languages +8. {Note: these stats have been updated slightly fram the

23 Season One sourcehbook.
Feats: Advanced Technology, Armor Group Proficiency son ¢ " )

{Light, Medium), Charmer, Clean and Polished, Extra
Supplies, Extra Support, Naquadah Sense, Persuasive,
Political Favors, Undermine, Weapon Group Proficiency
(Melee, Handgun, Rifle).

HisTorRy AND BACKGROUND
None can name the queen who spawned Apephis,
though it was rumored to be either Isis, or the same one
who gave life to Ra. Since Ra's progenitor is unknown, both
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rumors could be true, or neither. It has algo been whispered,
though never stated openly, that Apophis mav actually be
Apep, returning from whatever destruction was visited on
him by Anubis. Apophis’ strong hatred of all maitess could
be linked to Apep’s betrayal by his mest trusted underling.
In Jight of later events, it seems unlikely, but Apophis
was certainly content to allow the idea te stand, and rook
advantage of the fear and uncertainty it generared among
his fellow Goa'uld.

The Serpent God rose to prominence during the bloody
years of the Second Goa'uld Dynasty, making his name with
adetermination and ruthlessness that generated fear whenr-
ever be went. On the world of the Tauyi he became known as
a wicked god {both the Egyptians and the Greeks feared
him greatly), and indeed he deserved such a label, even in
comparison to other Goa'uld. His treatment of humanity
was so harsh that Ra was meved 1o send his queen Sekhmet
(later known as Hathor) to intervene. The myth of
Sekhmet’s slaughter of Apophis’ worshippers prohably does
not exaggerate when it chrenicles the Nile runaing red wirh
bload.

Soon after, the Tauri rose up against the Goa'uld and
buried their Stargate. Some claimed that Apophis’ cruclty
had contributed, but he countered that the others were
responsible by not instilling the proper tecror in the Tauri.
Regardless, the Goa'uvld had many worlds seeded with
humans, and the loss of the Tawri homeworld was of no
great importance any longer,

Apophis made good use of his strengths as the Third
Goa'uld Dynasty hegan, elaiming a place for himself in the
new arder that coalesced around his “brother.” With Ra and
Yu the most pewerful Goa’uld, and the onty System Lords fo
survive the transition from the Second Dynasty, most other
Goa'uld allied wirh them in two major (though disorganized
and distrustful) camps.

Apophis was one of few System Lords who did not com-
mit to one side or the other. He freely acknowledged that
the Goa'uld had no true loyalty or generosity in them, Some
claimed this was evidence thar Apophis was Apep, a legacy
of his betrayal by Anubis. In spite of his independent rheto-
ric, Apophis knew rhe power arrayed against him and mest
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aften brokered deals with Yu, gaining concessions or valu-
able fribute for his assistance against Ra. His brother
seemed unassailable, but Apaphis knew that the day would
come when Rawould be vulnerabie, and onthat day the Sun
God's power would be his. e was willing to wait millennia
if necessary.

War was the narm for the System Lords, and Apoephis
was very good at it. His unforgiving nature forced his faffa
to excel in everything they did. Apophis was never one to
show mercy to those who failed 1o dchieve his objectives,
no matter how impossible the odds or unreasonable the
request, Maore than ance his Jatfa pulled victory from a lost
battle by Fighting against overwhelming cnemy forces,
in the face of certain death. To die in battle was henorahle;
exceution under Apophis’ disappointed gaze didn't hold the
same appeal.

Selecting his First Prime was an ardeal Apophis became
used 1o, Sometimes he would go through a dozen in rapid
suceession, hut eventoally he would find ene who could
meet his [ofty expectations. These few he treasured and
rewarded greatly throughout their lives and beyond. A Firs:
Prime whe could turn raw troops into hardened warriors
and lead ther to crush his enemies was worth his weight in
naguadah, One who could not meet his god's standards
became an example to his troops.

Like his brother, Apophis traveled extensively, unwill-
ing to delegute oo much control ta any of his underlings.
His fleer crushed many werlds and subjugated them under
his divine rule. He cnjoyed the thrill of conguest, and
accepted nothing short of rotal victory. regarding any terms
of surrender as unacceptable. Worlds that hesitated too
long in their capitulation or faiicd to hail him with suffi-
cient zeal were punished with mass destruction. In the
wake of his sucress, he left shattered planets struggling to
scrape up the regular tribute required to appease his anger.
His Jaffa were mevciless in enforcing such tributes, know-
ing the fare they would Face if they returned empty-handed.
It was not uncoemmon for Apophis’ Jaffa to raze cities to the
ground in search of spoils for their god.

While it made him an effective conqueror, and few ever
rebelled azainst his rule, Apophis’ palicies did make the
resources he controlled somewhat less desirable. Some
planets had been depopulated entirely, while others held
only scattered pockets of human clinging to survival.
Because he could draw on the planet Chulak far veplace-
ment Jaffa, this was not of great concern te him, As long as
he maintained a sufficient stock of slaves for mining and
labor, and a reserve of suitable hosts for his servants,
he was satisfied with the soundness of his methods.

As time passed, Apophis became more jealous of Ra's
power. He began looking For ways to finally usurp his hroth-
er's hbeldings and claim dominance for himself, Several
plans seemed viable, but none were foolproof, and Apophis
had no wish to die. Like all Goa'uld, his avarice and hunger
for power could not overcome his ingrained cowardice. So he
rarned his ambitions upon cthers, honing his warriors and
waiting still longer for the chance to strike at Ra. During the
Second Dynasty, he clashed most often with Sokar, a power-
ful foe of Ra whose similar methods caused tremendous
losses on hoth sides. Many battles between them were “won”
with onuy a few Jaffa left on the victor's side.



He ultimately succeeded, defeating Sokar and elaiming
much of his foe's territory, bur it came with a cost. The twa's
seorched earth battle tactics made resources scarce for
Apophis ~ especially hosts for his underlings. He estah-
lishied a Fortress on Chulak where he began keeping a sup-
ply of hosts. Whenever suitable humans were captured in
bartle, they would be sent through the chagpa’ai and kept
there for the Serpent God's future needs. He would come
there when he needed 1o select a new host for one of his
servants (hos own host had proven quite durable). Alter the
hest had been selected, all of the remaining captives would
be slaughtered as a show of force ta the locals. (Prolonged
imprizonment would degrade rheir value as hosts, so there
was little point to leaving them alive).

Despite his power, Apophis still had no way 1o move
past the status quo until he found Amaunet. During a raid
on one of Heru-ur's worlds, his forces captured a Jaffa
woman, claiming that the symbiote she carried was a
Goa'uld Queen, hidden in this remote location by Hera-ur.
It was an amazing stroke of fortune for Apophis, who had
the larva transplanted to one of his own loyal Jaffa and slew
the woman slowly with his rihben device, savoring each
moment of the agonizing death of this traitor 1o her god.
The syrmbiote, which he named Amaunet, would be well
cared for until it matured.

Less than a year later, news came to Apophis that Ra
had been slain. He kept careful track of Ra's activities, so he
wis the first to know, and took advantage of the knowledge
with @ swift sevies of raids, capturing many of Ra's worlds
and much of his fleet. In so doing, he gained some under-
standing of whart had happened at Abydes. There was talk
that the Tauri were involved. He needed to learn niore,

with his First Prime, Teal'c, standing ready with a brace
of Jaffa, Apophis dialed the chaapa’ai from Chulak and
opened the wormhole to the supposedly lost heme of the
Tauri, Stepping through, he found himself in the gate room
ar Cheyenne Mountain, He was surprised to encounter
strangely garbed bumans wielding technological weapons,
hut it fit well with the rumors surrounding Ra's death. After
taking a female human prisoner, his Jaffa slew the rest of
the Air Force guards and they retreated back through the
chaapa'ai.

Another System Lord might have delved further into the
Tauri's resurgence, but Amaunet was rapidly maturing, and
Apophis had still not procured a suitable host for his
Queen. If the Tauri were really responsible for the death of
Ra, it could provide the distraction he needed to execute a
grand plan for forbidden power. And he still did not consid-
e the humans a real threat; if they caused him any harm,
he would utterly destvoy them. Soon after, he visited
Abydos once more, and took another pair of prospective
hosts hack to Chulak: Skarra (who became host to his son
Klorelk and Sha're {whe was selected as the first host for
Amaurniet),

Tii the coming year he used the chiaas of the Tauri resur-
gence 1o secretly fathee a human child between hishost and
that of Amaunet. Such a child, known in legend as a
Harsesis, would possess all the knowledge of hath Goa'uld,
without the undesirable genetic predispositions inherent
in their species. Decuuse of this, it was forbidden to con-
ceivie such a being, whose knowledge of them could be dev-
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FIRST PRIME OF ApopHiIs

Since the shol’va Teal'c betrayed him, Apophis has
employed at least two other First Primes. The first was
Shak’l, who served under Teal'c and later sought to
destroy the traitor. Though he was mare loyal than
Teal'e, he was not as skilled, and Teal’c kilted him on the
planct Cartago {in the episede Cor-af; see the Season
One sourcebook for more details).

Kintac hecame the new First Prime to Apophis when
he seized power as the Lord of Netu, while still impris-
oned on that moon by Sokar (in the episode The Devil
You Know). His first task on behalf of Apophis was to
barish every prisoner of Metu to the surface unless they
swore allegiance 1o Apophis. 300 immediately did so,
but many others died agonizing deaths in the toxic
atmosphere of the prison meon. When jack 0'Neill chal-
lenged his authority, Kintac had no compunctions
ahout shooting him dead. Had Kintac's orders not
specifically prohihited it, he would have Likely killed
O'Meill for his transgressions apgainst the god.
Fortunately, Kintac was still on Netu when the Tok'ra
caused the moen's core to detonate. Apophis managed
to escape on Sokar's ha'tak, but Kintae was killed in the
explozion along with rest of the inhahitants.

After so many disappointments, Apophis eventually
gave up on the role of First Prime, instead distrihuting
responsihility among a greater numher of |23s-empow-
ered Jaffa leaders.

astating. Apophis suspected there was a far more sinister
reason. Little-known ancient writings infer that the
Harsesis holds power beyond anything known. Apophis rea-
soned that if he coald possess such a being, he could wield
the powers of the host 1o elaim (or reclaim) his rightful
place as supreme ruler of all Goa'uld.

However, his scheme never caime to fruition. The Tauri
proved more of a threat than he first realized, and conflicts
with them guickly escalated. During a subsequent
encounter, e was betrayed from within by his First Prime
Teal'c, a blow which severely wounded his pride. He
responded by attempting to destroy the Earth with a Jaffa
army, hut the SGC countered his plan, ané destroyed the
ships which held his forces. The resulting blow weakened
him considerably, and he was unprepared for the atrachs of
his old enemy Sokar, His fortune was unpredictahly varied
after that as he died under the watch of SG-1, was revived
and imprisoned by his foe, and then was able to seize
control of a new fleet after SG-1 struck against Sokar
Subsequently SG-1 tangled with him again and again
emerged victorious, leaving Apophis ahaard a Replicatoi-
infested ha'tak mothership as it burned up on planetary
reentry, suppesedly killing him for good. (For detailed
information on Apophis’ activities after Stargate Command
was established, see the synopsis of the television series
beginning on page g of the Sramate SG-1 core rulebook, as
well as the Season One sourcebook.)

Apophis was a major System Lord, and a primary villain
of Stargare SG-1 through its first several seasons. As such,
he had a considerable army and fleet at his cornmand. At
the beginning of the show's first season, Apophis held a




fteet of no less than twenty ha'tak pyramid ships, perhaps
more. He was confident enough in his force numbers lo
detail two ha'tak to attack the technologically backwacrd
planet Earth, while still helding his considerable territory
against the constant incursions of his fellow System Lords.
Once he had added the fleets of both Sokar and Heru-ur te
his own, his power was unprecedented in the recent history
of the Goa'uld. He lost 1z ha'tak in the supernova explosion
of Vorash alone. [n addition, he possessed hundreds of
smaller vessels and death gliders, His Jaffa numbered near
ene hundred thousand at the height of bis power, though
those troops were scattered across many worlds.

Apophis' host was a handsome scribe from ancient
Egypr, lean and hardy, He himself had little need for schol-
arly pursuits, save how they could further his own power.
Grasping and arregant like all Goa'uld, he did show loyalty
te those who served him well. tle doted on his son Klerel,
and Amaunet provided a strange and abtding affection
which bloomed guickly upon their conception ef the
Harsesis. Teal'c, too, was well-rewarded, which made his
betrayal all the more difficult to bear. To his enemies,
Apophis was cruel and merciless — cunning, but preferring
to destroy his enemies in open conflict rather than stab-
bing them in the dark. In approaching a new world for con-
quest, Apophis was the quintessential Goa'uld: dramatic
and pretentious beyond the bounds of reason. He loudly
announced his arrival, and the impending destruction that
awaited all who did not immediately recognize him as their
god, It is presumed that his finai death was permanent,
but he has proven surprisingly resilient in the past. He may
yet return to trouble the SGC again.

PLANETS
SAQQARA {(D2Z2-275)

Thermosphere: Warm (CR o; close orbit; 2d2a+25" Fl.

Atmosphere: Normal {CR o: 1o atmospheres: Auto
None; Exp. Inc: None; SV None: Dmg. None; Recup None).

Hydrosphere: Sub-humid (CR o: daily weather 1-85:
none, 86-87: flood 1dio MPH, 88-973: rain 1d4 in., snow 1d6
in., 94-g5; thunderstorm or snowstorn, 96: hurricane or
blizzard, 97-98: wind 1d1o MPH, 9g: wind dio +i10 MPH,
100: wind 1d10 + 20 MPH).

Geosphere: Stable tectonic activity (daily earthquakes
1-gg: none, 100: Miner; ne volcanoes within 10 miles of
Stargate).

Seasons: Mild (spring 1-17, unchanged; sumiimner 43-50
+2d6°F; 51-g2: autumn, unchanged; g3-100: winter -2d6°F).

Anthrosphere: 400,000 natives; Bronze Age {3 picks,
RP); Theocracy; Neutral; Moderate {50 Serpent Guards,
squad size 1d4 soldiers): Poor civil rights.

Origim: Egyptian,

Stargate Location {flat region); Grassy plains near
some foothills, within sight of 2 massive pyramid,

Located deep in territory controlled by Ra, Saqqgara fell
inta Apophis' hands when he seized the Sun God's holdings.
The world is populated by humans of Egyptian descent,
much like Abydos, but in far greater numbers {owing to the
more hospitable climate). The largest concentration of
humans lies in the city near the Stargate, ruled over by Jaffa
priests and contingents of Serpent Guards. The laffa and
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their families reside in a sprawling village around the hase
of a wide, gently sloped hillock.,

Atap the rise In the terrain 1S an enorimous pyramid-
shaped building that the residents call the Serekh. The
structure is almost 1000 feet high {about as tall as the
Chrysler Building) and has a square base almost 1,500 Feet
on each side. Its dimensions are identical in ratio to those
of the Great Pyramid at Giza. Thirty-eizght stone pillars are
arranged in a huge semi-circie about the enfrance, each
sixty feet tall and bearing a single symbol from the
Stargate {omitting the poinr of origin symbael which varies
from gate to gate). In addition 1o the main symbol, the pil-
lars are also decoratively carved in staggering detail and
painted in bold colors. The main dears are the focus of this
semi circle, and appear built fer giants: mounted in an mas-
sive arch compnsed of precious metals and exotic elements
that seem Yo shimmer no matter the souwrce of amhiant
light.

The Screkh is the workplace of the priests. They main-
tain the Serekh in perfect conditian, for it contains the sum
of all knowledge collected by the great god Apep. indeed,
the Serekh was cnce heme to Apep, the greatest of all
Goa'uld, and is now essentially a vast library containing
tens of millions of Gea'uld tablet devices.

Presiding over this collection is the job of twelve
resident Goa'uld hibrarians, whose genetic memery is the
key to the Serekh’s organization. There is ne catalog system,
nor index for the knowledge contained in the building. The
location of every tahlet is part of the librarians’ genetic
memory, maintained through the ritual of bashrt, which
they practice each day. This group ritual, performed in
secret, involves the use of a device similar to the Goa’uld
healing device, and results in the synchrenization of the
genetic memory of all Goa'uld involved. {Savyy characters
who are aware of the Tok'ra and their plight might recognize
this as a potential way to injee! the unique Tok'ra genetic
memery into new Goa'uld larvae, thus increasing the num-
bers of Tok'ra.) However, the librarians will not, under any
circumstances, share their genetic knowledge of the
Serekh’s cantents with a symbiote outside of their circle.

LANGUAGE AND CULTURE
THE SEREKH

When the group's cultural expert hears the word
“serekh,” he may recognize it with a DC 15 skill check
for Langnage {Ancient Egyptian or Hieroglyphs) or
Knowledge {Mythology or similar). The word describes
a type of decorative construction used in the wails of
hames, which was also used on royal coffins to indicate
that the sarcophagus was the heme of the King for all
time. It later came to be associated with the latrer, and
might be transiated as "Eternal Home of the King® or
more succinetly, "Eternal Palace™ It could alsao refer to
the city in which the king dwelr.

BA'SHUT

This word requires a DC 20 Languages check on the
same skills noted above in order 1o interpret it. It is a
compound word which likely means “scribing.” or
“passing a message to the soul.”



The librarians are not in service to Apephis, buar they
serve as custodians of the Serekh under his protection.
They have served in the Serekh since the time of Apep,
whose fate they will not deign 1o discuss. It is obvious after
anly a short conversation that the librarians are nat normal
Goa'uld. They lack the rypical drive for self-aggrandize-
ment and competition, and work far too harmoniously with
ane another. Obviously their genetic predispositions have
been altered in seme way (perhaps in the same way that
Egeria, mather of the Tok'ra, secretly modified her off-
spring). The Serekh is all that matters te them and they will
go to great fengths to pretect it

The bu:lding i1s defended by a powerful technology sim-
ilar to the weapon-deactivating devices employed by the
Tollan. No Goa'uld or human weapons will function within
the building or inside the perimeter of the 38 columns
which form the semi-circular courtyard outside the main
entrance.

As grand a discovery as the Serekh is, theugh, it is
merely camouflage for an even greater sceret. You could
snend tens of thousands of years sifting through the infor-
miation available in the library — and far longer tnterpreting
and deriving a use for it all — and would never suspect that
this treasure of the ages is just a distraction to conceal the
real prize hiding right under your feet. Beneath the hill thar
supports the Serekh lies an unbelievably powerful starship
of Ancient construction — identical to the one which Anuhis
used to destroy Abydes (aee page 17 for more informarion),
Apep fearcd the use of such a planet-killer, even by the
Goa'uld, st he removed the irreplaceable {and indestructi-
hle) erystals, and hid them away from the other System
Lords. He then grounded the ship on Saqqara, buried it, and
kuiit the Serekk right on top of it. Fven the librarians do not
know of its ship, but they do know that the Eyes (wherever
they are) must never aver be brought there.

The sacred maditation chamher used by the librarians
for ba'shut includes disguised insertion points for the Eyes
among the carvings on the walls. The librarians are com-
pletely unaware of this, but they do know that the medita-
tion chamber is the most sacred place in the Serekh, which
is why they use it for the ceremony. All of the Eyes must he
present in ovder to activate a secret teleportation ring plat-
form, which sends the occupants of the roomi (and the Eyes}
to the primary eontrol center of the Ancient starship helow.
Once there, the positions ta insert the control erystals are
obvious, Replacing the crystals will raise the ship, utterly
obliterating the Serekh.

Apophis initially decided to use the world as his throne
planet, but eventually changed his mind and thereafter did
not grant Saqqara much in the way of attention or protec-
tion. Perhaps it was because he could not stand the idea of
being in a place where his ribbon device and his loyal Jaffa’s
weapons will not function. Or perhaps it was because, as
Apep, he already koew all the secrers. The gate address to
Secelch was a guarded secret of Ra's, but an SG tcam could
discover it in a place such as the repository af ancient
knowledge on Seket-Hetep (seen in The Torwment of
Tantalus and discussed in the Season One sourcebook). The
address could also be discovered in other suitably ancient
ruing, or uncoverad by a Tok'ra or shol've inside Apophis’
ranks. If anyone matches the extrapolated coordinates al
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the address against Tok'ra or Goa'uld Stargate charts, they
will find thar the world does not appear on the list of plan-
ets with Stargates. This indicates that it is either a planet
that the Goa'uld have never visited, or that the world was
purposefully lefi off the Stargate network map compiled by
the Goa'uld.

kKAA (P7A-885)

Thermosphere; Warm (CR o; clese orbit; ad2o+a5" F).

Atmosphere: Normal {CR o; 1.1 atmospheres; Auto
None; Exp. Inc: None; SV None; Dmg None: Recup None).

Hydrosphere: Semi-arid (CR o: daily weather 1-88:
none, 8g: flood 1dio, go-gz: rain 1d3-1 in or snow 1dG-z in.,
93 thunderstorm or snowstorm, 94: dust storm, g5: hurri-
cane or blizzard, 96-97: wind 1o MPH, g8: wind 1dio+10
MPH, 99: windidio+20 MPL], 100 wind 1dzo+30 MPI).

Geosphere: Unstable tectonic activity (daily carth-
quakes 1-98: none, 9y Minor, 100: Mmajor; no voleanoes
within 10 miles of Starzate).

Seasons: Severe (spring 1-25, unchanged; summer
26-50 +4d12" F; 53-75 autumn, unchanged; 76-100: winter
-4d12" F).

Anthrosphere: 8,000,000 natives; lron Age (2 picks,
o RP); Aristocracy; Neutral; Defensively Pacifistic (80 sol-
diers, squad size 1dz soldiers); Progressive civil rishts,

Origin: Unas,

Stargate Location (forested region):
expansc near a sparse farest.

Large flat

P7A-885 has a name in the Unas language, hut it's too
difficult for most humans to pronounce, The closest approx-
imation is “K'kaa.” During the First Goa'uld Dynasty, the
Unas were the chosen hasts and slaves of the Gea'uld. The
Tauri would not yet be discovered For thousands of years, As
with the Tauri after them, many Unas were taken from theiy
original home world and scattered throughout space using
the Stargate. Their resilient physiology made them durable
hosts, and excellent workers on the many mining worlds
that the Goa'uld used to procure naguadah. llowever, in the
coursc of time, and in the chaos of war. entire worlds may be
forgotten. P7A-B85 is such a world.

The original Unas slaves were brought to K'kaa by a
minor Goa'uld lord, who was subsequently destroyed in hat-
tle by a rival. Some of his holdings were seized by his ene-
mies, bul K'kaa somehow was missed. It remained unmo-
lested for many thousands of years, during which the Unas
society there hegan to mature. Because of their proximiry
to the richest and shallowest deposits of naquadah on the
planet, they were exposed to low levels of radiation over the
course of their history. Unas are far more resistant to radi-
ation than humans (though not as much as Goa'uld or
Jaffa), so they were not adversely affected by their exposure.
However, at some point, a random genefic mutation
occurred which enhanced their veasoning abilities and low-
ered their level of aggression.

Over the course of millennia the Unas of K'kaa devel-
oped a peaceful technological society with a global govern-
ment and an advanced philesophy. The naquadah on their
world enabled them to create wondrous technologies. They
understood the destructive capability of the mineral, but
had no need to develop such weapons. They had taken ten-




tative steps into space when they discovered the Stargate
and deduced how 1o operate it. Curious and peaceful, they
began exploring other worlds, lending assisrance to a few
more primitive races they encountered.

It was not long before they encountered stories of the
Goa'uld. From anthropological records on K'kaa, the Unas
understoed that they had net evolved there. Comhined with
ancient carvings which resembled Goa'uld symbols, they
deduced their origins as Goa'uld slaves. This hardencd
their resolve to fight the Gea'uld, but their technology was
not equal to the task, The battle ended when Apcphis came
to K'kaa with his fleet. He atracked without mercy, flatten-
ing their greatest cities and killing billions. They called
him the Dark God, the Bringer of Death. When his First
Prime marched up to the ruins of their capital to collect
praise to their ncw god, the Unas detonated a naguadah
gencrator that destroyed much of the city, including thou-
sands of Jaffa. Their Stargate facility was at the periphery
of the devastation, but was huried under a large volume of
debris, stranding the Unas who bad already left K'kaa for
other worlds.

The remainder of the K'kaan were enslaved and forced
to mine naquadah for their new god. Denied access to read-
ing, writing, or machines, over the course of centuries their
culture fell into a primitive state. When the naquadah
became too scarce to make mining worthwhile any longer.,
Apophis abandoned the planet and left the natives to their
own devices. Two centuries have passed since then, and the
K'kaan are beginning to develop their society once more.
They are tribal but nat aggressive, using their considerable
intellect to solve problems, They have a stable system of
agriculture and live in permanent settlements of approxi-
mately bronze age technology. K'kaan communities are
essentially city states, each with a separate government
that carries on trade and commerce with neighboring com-
munities.

The Stargate stands on the outskirts of what was once
the planet’s capital city. A series of carved stones surrounds
it, with a large U-shaped altar-like obelisk before it. The
Dial Home Device is sitoated in the nook formed by the
curved aitar. Runes carved on the obelisk might be inter-
preted by somcone with rudimentary knowledge of Unas
(or Goa'uld) linguistics, as the language is an odd mixture

The local K'kaan will not ke overly friendly at first,
because the characters are of the same race as the Dark Ged
and his minions {base Disposition is Unfriendly); but they
are naturally curicus and not inclined to violence. They will
be willing to talk, and once it 1s clear that the new arrivals
are enemies of the Dark God, their disposition toward the
characters will improve immediately by two full levels. 1f
needed, they will translate the writings on the altar, and
can explain that the Dark God came from the sky, not the
Stargate. K'kaan built the altar after the departure of
Apophis.

Nothing of the old capitai city remains on the surface,
but the K'kaan know of extensive underground ruins.
Cursory investigation will reveal mostly-collapsed infra-
structure of pipes, building sublevels, transport systems,
and other underground areas of a major metropolis. The
K'kaan do not like to venture into these areas, but a few
bold ones do. bringing back trinkets, metal cables, panes of
durable transparent material (formerly windows), and
other objects that should cause any SG team to look twice
when seen in the hands of a bronze age villager. Diligent
investigation of the undergreund areas could lead to lost
storage vaults that centain enough information to piece
tagether the history of Unas civilization on this planet.

‘The Unas stored a number of artitacts within the
Stargate altar, though the current K’'kaan do not under-
stand their significance. One of the items is a portable com.-
puting device whose storage media might still be good. A
character can power the device if he has an available power
source and makes a Repair check using Electronics (DC 20),
and a suhsequent Operate Device check (DC 15) The
device's memory contains information regarding the small
number of Stargate addresses the Unas deciphered and
used. It s organized in such a way that it can be discerned
vhich address was the last to be dialed. Could there be a
technologically-advanced Unas civilization out there some-
place? No further information ¢an be interpreted from the
device's display beyond the graphical Stargate coordinates,
since the alphabet used by the previous Unas civilization is
unfamiliar, Further study of the ruins might gain more ref-
erence documents, and allow an SGC team to attempt a
proper translation.

UNDERLINGS
MARTEEN/NYKLOS
(SUPPORTING NDPC)

of native Unas syntax and pidgin Gea'uld. No linguist, not
even at the SGC, has ever seen anything like it. It represents
the Unas adapting the langunage permitted to them hy their

masters to fit their inborn linguistic tendencies, with the
only available alphabet mapped across the mish-mash.
There's a logic ta the way it's constructed, but it requires a
Languages check at DC zo to make the connection that
enables translation to begin. A character may Take 10 on
this rall with an investment of one day carefully examining
the carvings, or may Take zo over the course of two days,

The carvings tell of the planet’s ancestors, laid low by a
cataclysm wrought by the “Dark God” (the symhol for this is
Apophis’ mark, which is unmistakable if the characters
have seen it before). Great heroes among the K'kaan ances-
tors were changed into stars and set in the heavens to
escape the Dark God, so that one day they might return to
bring light ta the planet, The text indicates that the remain-
ing natives pray for their return.

When the Goa'uld Queen Egeria began spawning the
Tok'ra, none knew of the treachery, Her offspring moved
into Goa'uld society quietly as new members of the race, and
merged with the mass of new symbiotes vying for power and
influence. During this carly period, Egeria made different
alterations to her offspring over the course of many years,
refining her modifications with cach spawning. Marteen is
a descendent of these early Tok'ra, stemming from a time
when the genetic memory was still closest ta the original
Goa'uld. He is no Goa'uld, and would bristle angrily with the
imphcation, but that anger also sets kim apart from the
larger majoriry of Tok'ra, whose more placid natures he
must abide. Marteen is committed to the destruction of the
Goa'uld, as are all Tok'ra, but he retains much of the schem-
ing, treacherous nature that characterizes those he despis-



es. This enables him te fit into Goa'uld society without
attracting notice, but it also separates him from the majori-
ty of Tok'ri, who he believes do not condene his nature.
He first came into Apaphis’ service through an act of treach-
ery, murdering another Goa'uld in secret and assuming its
identity as an Underlord to Apophis. This action, and others
[ike it. represent the lengths that Marteen is willing to go to
in erder to fight the Goa'uld, and the gulf of morality that
separates him from his fellow Tok'ra.

Hiz current host came to him in an unexpected
encounter during a slave revolt on a mining world. Apophis
had decimared the planet a year before, and enslaved the
tiny population of survivors. Marteen accompanied him as
he journeyed there to appraise the progress of the new
naquadah mine. When they arrived, they were attacked by a
band of humans who were still trying to fight their Goa'uld
oppressors. Marteen's host was fatally wounded hy a spear
while Apophis’ Jaffa slaughtered all of the rebels but one,
who was captured. The last man, Nyklos, spat at the Goa'uld
ged, and cursed his name even as Apophis forced him to the
ground with his ribben device. Marteen was impressed by
this young man's resilience, and in order to save him, asked
a Favor of his master. Apophis was suitably amused with the
idea that this human who dared defy the Goa'uld should
serve them against his will, He allowed Marteen to take him
as a host,

Nyklos fought against the symbiote with all his will, but
scon realized that Marteen hated the Goa'uld as much as he
did. He was now empowered to work toward the destroction
of not only the Goa'uld who attacked his world, but all of the
murderous creatures everywhere they spawned, Over the
years, their combination of brains and brawn has proven an
effective ool in their missions on hehalf of the Tok'ra.

Marteen is adept at using listening devices and person-
al Interaction 1o accumulate intelligence data, but his
greatest tatent lies in the creation of false orders, papers,
and other docuwmentation. By manipularing identities,

secretly chaaging orders 1o far-flung Underlords, and other

subterfuge, Marteen subtly reduces the elfectiveness of
Apaphis' forzes, When more drastic action is called for, he's
skilled with explosives, and has a knack for slipping
weapons and other necessary items past even diligent Jaffa,
The other Tok'ra dislike his methods = some murtter darkly
that he too closely resemhble the enemy — but none can
argue with his results,

MAaRTEEN/NykLOs
Specialty: Tok'ra Undercover Operative
Rank: Undertord to Apophis
Class: Scientisl

Level: 8

Strength: 16 Dexterity: 12
Constitution: 14 Intelligence: 16
Wisdom: 12 Charisma: 14
Vitality: 57 Wounds: 14

Defense: 17 (+6 class, +1 Dex)
Initiative Bonus: +4 {+3 class, +1 Dex)
Speed: 10

Fort: +4 Ref: +3  Will: +7

Special Qualities: +6 species bonus to Bereaucracy and
Gather Tnformation checks when dealing with Goa'uld and
their subordinates, immunity to disease, imprevise +4. inher-
ited memory, learned, long life, PhD. (Forgery), profeasor,
radiation resistance, research {Gather Information/Sleight
of Mand), shared body, species feats, symbiotic blending.

Skills: Appraise +7, Bluff +11, Bureaucracy +7,
Compulers +9, Concentration +10, Cryptography +g,
Demolitions +#10, Diplomacy +g, Forgery +24, Gather
Information +13, Innuendo +7, Knowledge (Apophis) +14,
Search +13, Sense Motive +8, Sleight of IHand +11,
Surveillance +12.

Feats: Advanced Skill Mastery (Master Fence), Armor
Group Proficiency {Light), Concealed Weapon, Master Fence,
Naquadah Sense, Scholarly, Surge of Speed, Traceless,
Weapon Group Proficiency (Melee, Handgun).

ATTACKS

Unarmed +7 1d3+3 (subdual)

Kinetic blast t5 2d6 and 2d6 subdual

Zat'nik'tel +5 3d6é  ({subdual, error 1-z,
threat zo, range 1o ft.}

Dagger +7 1d4+3 {normal, error 1,
threat 19-20, range 5 f1.)

Ring Weapon +5 2d6

Gear: Zat'nik'tel, forgery tools, cargo cases with secret
compartments, daggzer, ring weapon.

BA'AL

RIDER OF THE CLouDs

Specialty: Goa'uld Warmaster
Rank: System Lard
Class: Pointman/Scientist

Level: 12/5

Strength: 12 Dexterity: 12
Constitution: 12 Intelligence: 18
Wisdom: 13 Charisma: 16
Vitality: 109 Wonnds: 14

Defense: 20 (+g cluss, +1 Dex)
Initiative Bonus: +12 (+7 class, +1 Dex, +4 feat)
Speed: 30

Fort: +8 Ref: +8  Will: 115

Special Qualities: Assistance %4 time), cross-class
ahitity (honus combat feat, sneak attack +1d6, Toughness),
dominated body, immunity to disease, improvise +3,
inherited memory. lead 5/session, long life, parasite,
PhD {Knowledge (Terraforming)), prefesior, radiation
resistance, research (inspiration), serendipity 1/session,
tactics 3/s¢ssion (+2 bonus), versatility (Computers,
Concentration, Cryptography, Cultures, Electronics,
Intimidate, Listen, Mechanics, Sense Motive. Spot).




Balance Blutf
+17, Cryptography
Diplomacy +20, Elcctronics 418, Intimidate +20, Knowledse
(Tactics) +18, Knowledge (Terraforming) +27, Languages +7,
Listen +18, Mechanics +17, Sense Motive +16, Spot +17,

Skills:
Concentration

+11, +18, Computers

r1g, Cultures +18,

+19,

Xeno-Languages +17.

Feats: Advanced Skill Mastery (Persuasive, Scholarly),
Advanced Skill {Scholarly), Group
Proficiency (Light, Medium), Bloodthirsty, Emproved
Initiative, Naguadah Sense, Persuasive, Scholarly, Surge of
Speed, The Look. Stene Cold, Toughness, Weapon Focus
(Kara Kesh), Weapon Group Proficiency (ITandgun, Mclee,
Rifle).

Mastery Armor

ATTACKS
Unarmed +12 1d3+5 (subdual)
Kinetic hlast +17 2d6+4 and 2d6+4 subdual

Gear: Kara kesh.

HisTorRY AND BACKGROUND
Currently one of the most powerful System Lords, each

step in Ba'al's ascension to power was measured carefully
and taken cautiously. During the Second Gea'uid Dynasty,
Ba'al served as one of Ra's prominent underlords on Earth.
Among the Canaanites, Ba'al was believed to be the son of
El fwho, in reality, was the System Lord Ra). In this guise,
Ba'al oversaw the development of an agricultural infra-
structure ameng many of the peoples of the Tauri, includ-
ing the Canaanites themselves, and later, the Phoenicians.
Through these cultures, his influence soon spread across
the Mediterrancan hasin, and eventually much of rhe clas-
sical world. However, he was rarely a kind overseer. Indeed,
when the peoples he ruled failed to meet his strict food pro-
duction quetas, he often required mass human sacrifices in
order to punish those villages that failed to measure up.
Though these draconian measures |led to prosperity on the
whole, many suffered to that end. Ba'al was among the first
of the Goa'uld 10 encounter rebellion among his subjects,
though enly on a small scale, A few small villages aban-
doned his worship, and for their pride, Ba'al struck them
down. Tales of his harsh rule eventually led to his associa-
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tion with certain Judco-Christian figures. Among the
exiles, Ba'al was called Ba'alzebuh, and believed to serve
Sokar for Satan), rather than Ra. In truth, however, his loy-
alty remained with Ra.

With the fall of the Second Gaa'uld Dynasty, Ba'al was
one of the first to flee to the stars. This decision came not
fram cowardice, but pragmatism; he saw the writing an the
wall, and foresaw the success of the Tauri rebellion long
hefore Ra himself abandoned the planet. For his presump-
tion — and perhaps because he was correct — he gained the
enm:ty of Ra, and was cast out of the Sun God’s inner circle.
Despite this, he managed to maintain controt of a contin-
gent of Ra's Jaffa, and so carved our a small niche for him-
self within the hierarchy of the System Lords. These Jaffa
continued 10 serve Ba'al largely out of fear; while Ra's fury
would certainly be terrible should he bring Ba'al to heel,
Ba'al himself presented a much more immediate — and
therefore fearsome — threat 1o the Jaffa. Ba'al did not hesi-
tate to make an example out of those who would hetray him
to their farmer lord. Monetheless, hie knew his position was
precarious, at best. His tiny rebellion garnered a great deal
of Ra’s attention in the years following the loss of the Tauri,
and he suffered defeat after defeat at the hands of his for-
mer master,

Finally, in desperation, he turned to Sckar for aid,
unwittingly fulfilling the Tauri's belief that he was a soldier
of Sztan, Well aware of Sokar’s enmity toward Ra, Ba'al
offered the System Lord a contingent of his own JaFfa.
while Sokar's [affa were more than sufficient to contend
with R4 on the field of battle, many of Ba'al's Jaffa — once
servants of Ra themselves — possessed information that
could be turned against the Sun God, and thus proved
extremely valuahle to Sokar, In exchange, Sokar took Ba'al
under his wing for a time, and aided Ba'al in his struggle for
survival against Ra.

Far centuries, Ba'al toox good advantage of this
arrangement, using a combipation of his own Fforces, as
well as those an loan from Sokar, to earve out a significant
fiefdom among the stars. Since many of these gains were
made with the zssistance of his own Jaffa, Sokar considered
Ba'al’s territory his own, though he rarely pressed the issue.
His ongoing war with Ra occupied much of his attention,
and so long as Ba'al paid appropriate tribute and respect to
Sokar, the move powerful Systemn Lord was content to leave
Ba'al to his owndevices. This arrangement furtber benefit-
ed Sokar, as Da'al’s territory provided a buffer against Ra's
forces, protecting Sokar's flank and allowing Sokar to con-
centrate his forces along a narrower frontier.

Though this arrangement continued for centuries,
nothing lasts forever. Eventually, Ba'al’s true ambition and
ruthlessness came ta light. Over the course of centuries, he
gradually subverted the Jaffa Sokar had leaned him, even-
tually cammanding their loyalty — as well as the ships they
crewed. Finally content that he could contend with the
forces of Ra without Sokar's aid, Ba'al hroke off relations
with Sokar, and declared hims21f sovereign ever his sector
of space. Incensed, Sokar immediately attempted to recall
his ferces, to no avajl. Further, when he dispatched two
fleets to reclaim the territory he felt Ba’al had stolen from
him, Ba'al launched a daring gambit. As Sakar's attacking
fleets arrived in two systems contrelled by the upstart



System Lord, they encountered only two ha'tak mother-
ships, one in close orbit around each system's sun. Just as
Sokar’s fleets closed in, the ha'taks caused the stars to go
nova, dest-oying themselves along with Sokar’s invasion
force,

Sokar quickly decided that such a price was too high to
pay to grind the upstart beneath his boot. Ba'al agreed toa
peace treaty, eager for the opportunity 1o focus on his
prime opponent, Ra. For centuries thereafier, Ba'al and
Sokar both cbserved the fragile truce, just as both contin-
ued to struggle against the forces oF Ra. During this time,
Fa'al managed to parlay his power inte the position of
System Lard.

His war with Ra dragzed on until the rate of attrition
became urhearable for both. Though they remained ene-
mies, a mutually agreed upon cease fire confined their con-
Flict o covert raids and pelitical gambits against one
anither. Over a thousand years later, an apparently freak
accident near Abydos desiroyed Ra. With the dead System
Lord's farces in disarray, Ba'al seized much of Ra's territory
before Apophis was able to step in and take control of Ra's
holdings, vastty expanding his empire. He parlayed these
gains inte a preeminent position amongst the System
Lords, which he has retained te the present day.

Ba'al appears quiet and charming, unusual for a
Gea'uld. [t is only aFter time that the depths of his duplicity
and ambition become clear. As is usually the case, his host
body appears of Mediterranean or middle eastern descent,
doubtless chosen from one of the many worlds in his
dominion. Though he is bath powerful and ambiticus, his
military and political mancuvers are carefully measured
for maximum gain at rninimum risk. He has the patience to
wait for the most opportune moment to strike, and the
forces 1o ensure that he need not strike a second time.
Eyen with the recent rise of Anubis, and his threat to the
System Lords, Ba'al sees no reason to alter his tactics.
Unfortunately, he may have to. Though leery of Anubis’
return, Ba'al initially voted to allow the banished Gea’uld
back into the ranks of the System Lards, largely in an offort
to learn more about his potential foe. This drew the ire of
Lard Yu, and the enmity between the two, ance manifested
in only minor tension, erupted into epen hostility. His mis-
take soon becamne apparent, however, as Anubis turned
against his fellow System Lords in hid for ultirmate power.
How, Ba'al's forces fight alengside Yu's — and eceasicnally
even the Tauri — in an attempt to unseat the rencgade
System Lord.

PLANETS
ATRAXIA (P3X-559)
Thermosphere: Warm {CR o; Close orbit; 2dzo+25 F).
Atmosphere: Normal (CR 0:85 atmospheres, Auto
Nane; Exp, [nc: None; SV None; Dmg None; Recup None),
Hydrosphere: Humid (CR o; daily weather 1-79: nonc,
§0-51: Flood 1wd1o MPH, 82: flood 1dio+1ao MPH, 83-91: rain
16 in. or snow 1o in., g2-96: thunderstorm or snow-
storm, 97-g8: hurricane or blizzard, gg: wind 1dio MPH,
100! wind 1dio+10 MPH).
Geosphere: Stable tectonic activity {daily earthbquakes
1-gg: none, 1oo: minor; no voleanoes within 500 miles of
Stargate).
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Seasons: Normal (spring i1-25, unchanged; summer
26-50, +2d20° F; autumn 51-75, unchanged; winter 76-100,
-zdz20° F).

Anthrosphere: 1,000,000 natives; Early Medieval (g
picks, 2 RP); Theocracy; Suspicious (-1 with disposition
checks); Cautlous (10 seldiers, squad size 1wz soldiers)
Poor civil rights.

Origin: Christian.

Stargate Location (cquatorial region): Cleaving in
forest, called *The Devil's Door.”

Until recently, Atraxia was held in Sokar's fearsome grip.
its people convinced his soldiers were the spawn of hell.
They visited naught but fear and pain upon the Atraxian
people, and always arrived through the Stargate, leading the
people to call it “The Devil's Door.” The Atraxians believe the
Stargate is an apening to hell itself, and therefore any whoe
arrive through it (including an SG team) are soldiers of the
devil. That said, with the downfall of Sokar the people of
Atraxia have become complacent, believing the devil to be
occupied in a war against the heavens. Therefore, while
initial assumptions lean toward assessing outsiders as
Sokar's soldiers, ir takes little effart to convince them the
PCs are on the side of the angels. As such, they may become
objects of worship: deluged with requests to heal the ill and
infirm, nurture crops with heneficial weather, and other
such divine acts. Though Atraxia has historically been
heneath the notice of Ba'al, it soon will be the lrontier in the
fight against Anubis; once UKresha falls {aee page 32,
Atraxia is the next system en route to the seat of Baal's
pawer. Therefore, as Anubis draws closer, Bz'al is beginning
to send expeditionary forces to secure the world.

Atraxia is populated by dozens — perhaps nundreds — of
small fiefdoms, ruled by a clergy modeled closely after the
Catholic church. Its inhabitants are largely content, consid-
ering the state of Atraxian technology, which closely mir-
rors Earth's dark ages. In fact, PCs who casually display
Tauri technotogy are likely to be the target of witch hunts,
while those who wield more advanced gear, such as that of
the Goa'uld,
whether angel or devil. Each fiefdom is under the protec-
tion of the Crucian Order, a sect of knights not dissimilar ta
Earth's Templars. At least one such knight guards even the
smallest settlement, while larger towns support monastic
dormitories housing up to half 2 dozen knights. These
warrior clerics are remarkable for their nobility, and are

are labeled divine soldiers themselves,

usually willing to sacrifice life and limb for the welfare of
their charges, or in the name of God. Depending on when
the PCs arrive on Atraxia, dozens of such knights may have
already fallen in futile battle with Ba'al's Jaffa.

Though SG teams and the Crucian Order may fight side
by side, the Order is extremely reticent, and unwilling to
share their secrets with the Taurl. One secret, in particular,
15 incredibly sacred: the Order is led by members of Ba'al’s
Jaffa, whaoarrived on Atraxia millennia age tn order to infil-
trate the primitive society and drive off Sokar's forces.
Though the common pecple of Atraxia embrace the PCs
{provided they behave in accordance with the Atraxian's
Judeo-Christian angels), these Jaffa will attempt 1o elimi-
nate the interlopers covertly, without turning the Atraxians
against the Order,




L'KrRESHA {P3R-881)

Thermosphere: Warm (CR o; standard arbit; 2d20+25° F)L

Atmosphere: Normal (CR 0:.08: atmoespheres: Aute
None; Exp. Inc: None; SV None: Dmg None; Recup None).

Hydrosphere: Moist sub-humid (CR o: daily weather
1-85: none, B6-87: flood 1dio MPH, B8-93: rain 1dg4 in. or
snow 1d6 in, 94-96: thunderstorm or snowstorm, 97-98:
hurricane or blizzard, 9g: wind 1dio MPH, 100! wind
dio+1o MPH).

Geosphere: Very Stable tectonic activity {daily earth-
quakes 1-100; none; no volcanoes within 50 miles of
Stargate).

Seasons: Mild (spring 1-17, unchanged; summer 18-50,
s2d10” Fr autumn 51-83, unchanged; winter 84-100, -2d10” F).

Anthrosphere: 500,000 natives; Iron Age (3 picks, 1
RP); Republic; Neutral (+o with disposition checks);
Mederate {10 soldiers, sguad size 1dg soldiers); Moderate
civil rights.

Origim: Greek.

Stargate Location {tropical region): Worship site in
grassland, ravely visited by the Kreshan people.

To all appearances, L'Kresha is a pastoral world,
untouched by the conflicts of the System Lords for genera-
tions. Its people still pay respects to Ba'al as a god of fertil-
ity. and his worship is an integral part of Krezhan society,
That said, Ba’al himself has not visited this world since
seizing control the planet from Mot {sev Truakat, below. for
more on thia proceas). All good things, however, must come
te an end.

Unbeknownst to the Kreshan people, their world is soon
to fall under the shadow of Anubis. His forces advance
towards the planet with each passing week, and Ba'al 1s all
ton aware that his own fleet is spread too thin to make any
kind of stand against Anuhis here. Further, as 1'Kresha is
not strategically significant, Ba'al is willing to sacrifice the
system to strike a blow against Anubis. In fact, Ba%al
intends to pursue a strategy similar to that with which he
secured a truce with Sokar. When Anubis' forces arrive,
Ba'al intends to make L'Kresha an untenable position. His
forces have salted the ground with naquadah devices
intended to saturate the planet’s water table with radiation,
thereby undermining the viability of L'Kresha's ecosystem.
Though these devices are not bombs, they are more than
capable of wiping out the Kreshan civilization. The soil will
be rendered untenable, making agriculture (and thus sur-
vival) impossible.

Though Kreshan technology is not advanced enough to
detect these devices, an SG team performing a routine sur-
vey might easily stumble across one or more of them. In
fact, one such device is buried beneath the Stargate irself,
and once activated, the radiation emitted will disrupt
Stargate trave! by preventing the formation of an eutgoing
wormbole. The devices are situated in the heliest places of
the Kreshan peaple, sites considered sacred to Ba'al him-
self, As such, the Kreshans are loathe to allow an SG team
to approach most such sites, as they do not understand the
danger; in fact, their blind faith in Ba'al means that such a
betrayal by their god is nigh inconceivable. It is likely the
Kreshan peeple defend such holy places with their lives,
rather than allow the Taurid to appreach.
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Much of UEresha's susface area is covered in water, and
the planet’s two land masses occupy onby a scant Fifth of the
alobe. Most of it is arable land, filled hy thousands of
square miles of crops. Small farming settlements dot the
landscape between, only cocasionally replaced by Kreshan
cities, which resemble the Greek cities at the height of the
classical era (including such techneological, philosophical,
and social advances as aqueducts, mathematics, and a forin
of republican government). Tauri academics could easily
spend decades studying Kreshan society, and in the process
learn a grear deal about Earth's own classical cuitures.

TRUSKAT (P3Y-709)

Thermosphere: Cool {CR o; distany orbit; 2d2o" F).

Atmosphere: Thick (CR x 2.3 atmospheres; Auto -4
Int/Wis penalty: Exp. Inc: None; SV Fort {DC 15): Dmg 1d3
suhdual; Recupr round).

Hydrosphere: Semi-Arid (daily weather (-88: none, 8o:
flood 1d1a MPH, go-g2: rain 1d3-1 in. or snow 1d6-2 in., 93
thunderstorm or snowstorm, g4: dust storm, 95: hurricane,
96-97: winid 1dio MPH, 98: wind 1d10+10 MPH, 99: wind
idio+zo MPH, 100: wind 1dio+30 MPH).

Geosphere: Very unstable tectonic activity (daily earth-
quakes 1-go: none, g1-g5: minor, g6-99; moderate, 100!
major; 1 medium yolcana within g miles of Stargate).

Seasons: Yery severe (spring 1-25, unchanged; summer
26-30 +3d20” F; autumn 51-75, unchanged: winter 76-100,
~3d20' ).

Anthrosphere: 250,000 natives; Capper Age 2 picks, o
RP). Mabocracy; Hostile (-2 with disposition checks)
Aggressive (25 soldiers, squad size 2dg soldiers); Very Poor
civil rights.

Origin: Indeterminate.

Stargate Location fequatorvial region): Battle-searred
region in wastelands, occasinnally visited hy Truskati in
hope of the arrival of Ba'al.

Truskat i1s a dead world which serves as a training
ground for Ba'al's laffa legions, The world is ruled by Ba'al’s
underlord Mot, who was barn from the same clutch of
Goa'uld larvae as Ba'al himself, However, Ba'al's ambition
proved superior, and while he eventually ascended to the
position of System Lord himself, Mot came to serve his
brother as underlord.

Truskat is only the fatest of the worlds yuled by Mot.
Indeed, as the frontier of Ba'al’s territory continuaily shifts
with the ehb and flow of batile, so too does Mot's dominien.
Frequently, Mot’s legion of Jaffa trainees is the leading edge
of Ba'al's assault, as well as the oecupation force for con-
quered worlds. These farces serve in the harshest environ-
ments, frequently occupying planets ravaged by battle
hetween the technologically advanced Jaffa forces. On such
worlds, very little can be cultivated, and any indigencus
population — or transplanted Tauri — are hard pressed 10
survive, Frequently, this situation centinues for generations
until Ba'al considers a planet secure, at which point his own
Jaffa, already forged in the fires of battle, take control.
Thereafter, another Goa'uld underlord assumes control and
Maot moves on 1o Ba'al's newest frontier. Once Mot bas moved
on, a new underlord terraforms the accupied world, restoring
it to fertility, and bringing new Life to its population.



Truskat has a long way to go before it becomes the
promised land. Its people scrape by on subsistence farming
and scavenging in the blasted terrain, though Mot's Jaffa
hiave already spread word of Ba'al's coming. They promise
that when their Lord arvives, he shall bring fertility and life
to the shattered landscape, but only once the people have
demonstrated their devotion to their new god. lsolated
pockets of civilization have sprung up, devoted to the wor-
ship of Ba'al as a God of Fertility. These cults frequently
engage in orgies of human sacrifice in an effort to appease
their new deityv. The legends spread by the Jatfa indicate
that one day, Ba'al will come and slay Mot, frezing the peo-
ple fram his grip. Though this is not true in the slightest,
the propaganda paves the way for the arrival of Ba'al's occu-
pation force,

That said, it is not impossible for cutsiders — such as an
$G team — to sway the people from the worship of Ba'al. In
order for the Tauri to gain the trust of the people, they must
supplant Ba'al as the “savior” of the Truskati people. This
challesge is twofold: first, the Tauri must kill or drive off
Mot, fulfilling Ba'al's place in the prophecy of rebirth.
Second, and more impartantly, the Truskati must be shown
how tn work and nurture the land back te health. This
process 15 likely 1o take years, though once an SG team
clears the way by eliminating Mot and securing the planet
against Ba'zl’s forces, Stargate Command will deploy civil-
ian and military consultants to assist in rebuilding.

Potentially, the situation may be further complicated by
the arrival of Truskat's new underlord, Astarte, Worshipped
as a fertility goddess subservient to Ba'al himself by the
Truskari, she is Ba'al's choice to govern the world after
Moat's departure. It is entirely possible for an SG team to
arrive immediately before, during, or after, the changing of
the guard, thrusting the Taurt into an unpredictable situa-
tion (in which the Truskati helieve the Gods themselves
battle for dominion of the planet). Though the truth is
unchanged — Mot is surrendering control of Truskat fo
Astarte — the two Underlords are only too eager to turn the
Truskati against the infidels who interfere in their affairs.
Such interlopers, in fact, would be an ideal sacritice in
Truskath fertility rituals...

UNDERLINGS
ASTARTE

Semetimes known as Istar or Athtar, Astarte portrays
herself as a goddess of fertility and reproduction, As Ba'al's
underlord, she often serves as the first Goa'uld of the "new
order” when Ba'al begins terraforming a conquered world.
She rarely reveals her Goa'uld nature, instead preferring to
win ver the populace with her host body's beauty, which is
reflective of her assumed divine role. Only when a populace
preves unreceptive ta her influence does she resort to
harsher methods — Ba'al prefers such means be reserved
for himself, s as better to make a memorable impression
on his new subjects. She is unquestioningly loyal to her
lord, believing that the fastest route 10 power is on Ba'al’s
left hand.

Low-LEvEL ASTARTE
Specialty: Goa'uld Noble
Rank: System Lord
Class: Pointman

Level: g

Strength:; 1 Dexterity: 15
Constitution: 11 Intelligence: 12
Wisdom: 17 Charisma: 15
Vitality: 21 Wounds: 1

Detense: 13 {+1 class, +2 [Dex)
Initiative Bonus; +3 (+1 class, +z Dex)
Speed: 30

Fort: +2 Ref: +4  Will: +6

Special Qualities: +1 threat range to Bluff & Innuendo,
assistance (4 timel, dominated bedy, genercres, immumity
to disease, inherited memory, lead wsession. long life, par-
asite radiation esistance, versatility {(Computers,
Electronics, Intimidate, Listen, Spot, Xeno-Cultures, Xeno-
Languages).

Skills: Bluff -8, Bureaucracy +3, Computers +5,
Diplomacy +g, Electronics +3. Innuendo +7, Intimidate
+6+8, Knowledge (Terraforming) +6, Listen +5, Sensc
Motive +6, Spot +5, Xeno-Cultures +5, Xeno-Languages +7.

Feats: Armor Group Proficiency (Light, Medium),
Charmer, Naquadah Scnse, Persuasive, The Laok, Weapon
Group Proficiency ([landzun, Melce, Rifle).

ATTACKS
Unarmed +2 1d3 (subdual)
Kinetic hlast +4 2d6 and 2d6 subdual

Gear: Kara kesh,

MID-LEVEL ASTARTE
Specialty: Goa'uld Noble
Rank: System Lord
Class: Pointman

Loevel: g

Strength: 1 Dexterity: 15
Constitution: 12 Intelligence: 1z
Wisdom: 17 Charisma: 16
Vitality: 63 Wounds: 12

Defense: 16 (+4 Class, +2 Dex)
Initiative Bonus: +6 (+4 class, +2 Dex)
Speed: 30

Fort: +5 Ref:+6  Will: +g

Special Qualities: +2 threat range to Bluff & Innuendo,
assistance (% time), cross class ability (accelerated healing,
PhD - Knowledge (Terraformingl), dominated body, gerer-
ord, immunity to disease, inherited memory, lead g/ses-
sion, long life, parasite radiation resistance. tactics 2/ses-
sion (+2 bonus), versatility {Computers, Electronics, Handle
Animals, Intimidate, Languages, Listen, Spot, Xcno-
Cultures, Xeno-Languages).




Skills: Bluff +i10, Bureaucracy +7, Computers +6,
Diplomacy +11, Electronics +5, Handle Animal +7,
Innuendo +8, Intimidate +11, Knowledge (Terraforming)
+20, Languages +4. Listen +7, Sense Motive +8, Spot +7,
Xeno-Cultures +7, Xeno-Languages +7.

Feats: Armorv Group Proficiency (Light, Medium),
Charmer, Naguadah Sense, Persuasive, Silver Tonpue, The
Look, (Kara Kesh), Weapen Group
Proficiency (Handgun, Meles, Rifle).

Weapen Focus

ATTACKS
Unarmed +6 1d3 (subdual)
Kinetic biast £ 2d6 and 2dé6 subdual

Gear: Kara kesh,

41GH-LEVEL ASTARTE

Specialty: Goa'ulc Noble
Rank: System Lard
Class: Peintman

Level: 15

Strength: 11 Dexlerity: 15
Constitution: 12 Intelligence: 12
Wisdom: 18 Charisma: 16
Vitality: 102 Wounds: 12

Defeuse: 18 (+6 ¢lass, +2 Dex)
Initiative Bonns: +8 (+6 class, +z Dex)
Speed: 10

Fort: 10 Ref:+g  Will: +13

Special Qnatities: +4 threat range to Bluff & Innuendo,
assistance (% time), cross class ability {accelerated healing,
damage reduction 1, PhD - Knowledge (Terraforming)), scak
1/session), dominated body, generoms, immunity to disease,
inherited memory, lead 7/session, long life, parasite radia-
tion resistance, serendipity 1/session, stralegy 1/session,
tactics 3/session (+2 bonus), versatility (Computers,
Electronies, Handle Animals, Intimidate, Languages,
Listen, Spot, Xeno-Cultures, Xenc-Languages).

Skills: Bluff +16, Burcaucracy +14, Computers +11,
Diplomacy +18, Electrenics +g, Handle Animal +10, Innuendo
+15, Intimidate +13/+15, Knowledge (Terraforming} +20,
Languages +4, Listen #12, Sense Motive +14, Sper +12, Xeno-
Cultures +12, Xeno-Languages +7.

Feats: Armoer Group Preficiency (Light, Mediam),
Charmer, Great Fortitude, Naguadah Sense, Persuasive,
Siiver Tongue, The Leok, Toughness, Weapon tocos (Kara
Kesh), Weapon Group Proficiency (Handgun, Melee, Rifle).

ATTACKS
Unarmed +11 1d7 (subdual)
Kinetic blast +14 2d6 and 2d6 subdual

Gear: Kara kesh,
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MOT

Just as Astarte, Mot is unflinchingly loyal to Ba'al. He
serves as military commander of the Jaffa legions stationed
on the frontier, and is quite accustored to the rigors of com-
bat zones, In his guise as the god of death (Ba'al's opposite),
he sets himself up as a fiend in the eyes of conguered peo-
ples, so Ba'al and his other underlords become herces to the
people when they cast out the dark “god.”

Low-LEVEL MoT

Specialty: Goa'uld Warmaster
Rank: Underlord
Class: Guardian

Level: 4

Strength: 3 Dexterity: 10
Constitntion: 16 Intelligence: 12
Wisdom: 12 Charisma: 13
Vitality: 43 Wonnds: 15

Defense: 11 (+1 Jaffa armor)
Initiative Bonms: +2 {+2 class)
Speed: 30

Fort: +7 Ref:+1 Will: +5

Special Qualities: Dominated body, immunity 1o disease,
inherited memory, long life, parasite, radiation resistance,
soak (1/session). unbreakable.

Skills: Balance +4, Concentration +1o, First Aid +7,
Mide +3, Intimidate +g/+g, Move Silently 3, Pilot +5,
Spot +8, Survival {Forest) +6.

Feats: Armor Group Proficiency (Light, Medium Heavyl,
Enforcer, Far Shot, Naguadah Sense, Surge of Specd.
Symbiote {Healing Trance), Toughness, Weapon Group
Proficiency (Handgun, Hurled, Mclee, Rifle).

ATTACKS
Unarmed +5 g+ (subdual)
Kinetie blast e 2d6 and 2d6 subdual
Staff weapon +2 6dé (normal, error 1-2,

threat 18-20, range 4o f1.,
qualities and mods AP,
AK, T

Gear: Jatfa armor, kara kesh, staff weapen, 2 power cells,

MiD-LEVEL MoT

Spectalty: Goa'uld Warmaster
Rank: Underlord
Class: Guardian/Prime

Level: 5/5

Strength: 14 Dexterity: 0
Constitution: 16 Intelligence: 12
Wisdom: 12 Chavisma: 13
Vitality: 95 Wounds: 18

Defense: 11 (+1 Jaffa zrmor)
[nitiative Bonus: +5 (+5 class)
Speed: 30



Fort: +11 Ref: v4  Will: +8

Special Qualities: Accelerated healing, death sguad +1
attack/save & +2 damage, dominated bady. immunity to dis-
case, inherited memory, long life, parasite, prepared, radia-
tion resistance, ring of defense t/session, Sccond Prime,
saak 3/session, true warrior, uncanny dodge (Dex bonus),
unbreakible.

Skills: Balance «10, Concentration +16, Demolitions +7,
First Aid +4, Hide +4, Intimidate +16/+15, Pilot +11, Spot +14,
Survival (Farest) +12.

Feats: Armor Group Proficiency (Light, Medium Heavy),
Enforcer, Extreme Range, Far Shet, Naguadah Sense, Surge
aof Speed, Toughness, Weapon Focus (Staff Weapon),
Weapon Group Proficiency (Handgun, Hurled, Melee, Rifle).

ATTACKS
Unarmed +10 1d3+5 (subdual)
Kinetic hlast +8 2d6 and 2d6 subdual
Staff weapon +7 &d6 (mermal, error 1-2,

threat 18-20, range 30 fr.,
qualities and meds AP,
AK,. TD)

Gear: Jalfa armor, kara kesh, staff weapon, z power
cells,

HigH-LEVEL MoOT
Specialty; Goa'uld Warmaster
Rank: Underlord
Class: Guardian/Prime

Level: 6710

Strength: 14 Dexterity: 10
Constitution: 18 Intclligence: 12
Wisdom: 12 Charisma: 13
Vitality: 163 Wounds: 22

Defense: 11 (+1 |affa armor)
Initiative Bonus: +10 (+10 class)
Speed: 30

Fort; 16 Ref;+7  Will:+11

Special Qualities: Accelerated healing, battleficld rac-
tics, death scuad +2 attack/save/damage, dominated body,
First Prime, immunity to discase, inherited memory, long
life, parasite, prepared, radiation resistance, ring of
defense 2/session, Second Prime, soak 3/session, true
warrior (2 grades), uncanny dodge (cao't be flanked, Dex
konus), unbreakoble.

Skills: Balance +16, Concentration +23, Demolitions +11,
First Aid +5, Mide +5, Intimidate +33/+¢732, Listen +5, Pilot
+16, Spot +2¢6, Survival (Forest) +17.

Feats: Advanced Skill Mastery (Enforcer), Armer Group
Proficiency iLight, Medium Heavy), Enfarcer, Extreme
Fange, Far Shot, Increased Precision, Maquadah Sense,
Stone Cold, Surge of Speed, Toughness (X2), Weapon Focus
{Staff Weapon), Weapon Group Proficiency {Handgun,
Hurled, Melec, Rifle).

ATTACKS

Unarmed +17 1dy+1 {subdual)
Kinetic blast +173 2d6 and 2d6 suhdual
Staff weapon +11 6d6 {(normzl, crror 1-z,

threat 18-20, rangc o fi.,
qualities and mods AP,
AK, TD}

Gear: Jaffa armor, kara kesh, staff weapon, 2 power cells

THE PROTECTRESS

Specialty: Goa'uld Noble
Class: Poiotman/Predator
Level: 1175

Strength: 0 Dexterity: 18
Constitution: 13 Intelligence: 16
Wisdom: 18 Charisma: 18
Vitality: 121 Wounds: 13

Defense: 22 (+#8 class, +4 Dex)
Initiative Bonus: +11 {+7 class, +4 Dex)
Specd: 30

Fort: +q Ref: +13 Will: +12

Special Qnalities: +4 threat range to Bluff & Innuendo,
alpha hunter, assistance (Y4 time), cross class abilities
(accelerated healing, armor use +1}, dominated body. gener-
ows, immunity to disease, inherited memory, instincrual
{Dex bonus to defense, can't be Fanked), law of the pack,
lead 5/session, Tong life, parasite, predator’s sambit, radia-
tion resistance, serendipity i/session, survival of the
fittest, tactics 2/session (»2 bonus), vast grace +3, versatili-
ty (Balance, Concentration, Cultures, Gather loformation,
Intimidate, Listen, Soot, Survival, Xeno-Cultares).

Skills: Balance +io, Bluff +18, Bureaucracy +1g,
Concentration +g, Cultures +t2, Diplomacy +22, Gather
Information +11, lanuendo +16, Intimidate +19/+273,
Knowledge (Systern Lords) +15, Listen +t4, Mave Silently
#10, Sense Molive +16, Spot «18, Survival ([ungle) +21,
Tumble +g, Xeno-Cultures +10.




Feats: Armor Proficiency (Light, Medium), Bloodthirsty,
Kara Kesh Basics, Kara Kesh Mastery, Naguadah Scnse,
Persuasive, Stone Cold, Traceless, Track, Weapon Group
Proficiency (Handeun, Hurled, Melee, Primitive, Rifle),

ATTACKS
Kinetic blast ks 2d6& and 2dé subdual

Gear: Kara kesh, regal clathing.

Hi1ISTORY AND BACKGROUND
One of the more ohscure members of the Goa'uld hier-
archy, Bastet is a unique member of the System Lords who
was often seen 2% a friend of humans. Ancient Egyptian
mythology describes her as a henevolent goddess who was
the protector of women and children: this conception likely

the Goa'uld. In lact, the ancient Egyptian reverence for cats
as the animals most closely related to the gods likely stems
fromm Sekhmet warriors. By the time Ra discovered Earth
and the Goa'uld began taking hiumans as hosts, Bastet was
firmily in cantrol of many plancts and eagerly built up a
force of female Jaffa to expand the ranks of herarmy.

Bastet suffered a setback, however, during the Second
Goa'uld Dynasty. The upstart Sokar, intent on ruling all the
System Lords, seized much of her rerritory by force and
many worlds were lost in the ensuing conflict. She survived
by striking a bargain with another System Lord, Kali, who
helped balster her holdings in exchange for a pledge of aid.
The alliance helped Bastet regain her strength and outlast
Sokar's incursions. By the start of the Third Dynasty, she
was once more a power ameng the Goa'uld (for more on Kali,
Ace page 62).

“SOBEK LET HIS GUARD DOWN. RUMOR HAS IT THAT
HIS H EADSTII.I. DECORATES BASTET'’S PALACE..."”

arises from the fact that all of Bastet's servants, even her
faffa warriors, were women and that like Ra she kept a con-
tingent of children at her side at all rimes. At one fime,
Bastet was one of the most powerful System Lords in the
galaxy until she met defeat during the Second Goa'uld
Dynasty. Since that time, she has cultivated her resources
and once again become an influential System Lord capable
of standing tee-to-toe with most other Goa'uld

Bastet did not rise to power as sarly as many of her
Goa'uld compatriots, meaning that her place as a System
Lord is not as firmly established as older System Lords
such as Ra or Sokar, Bastet began her career as a minor
Goa'uld in the service of Ra, charged with caring for the
Sun God's queens. In the earliest days of the System Lords,
long before the discovery of the Tauri, a war raged between
Anubis and the future supreme ruler Ra. As the story has
been told for centuries, Anubis launched a surprise attack
against the forces of Ra, bringing to bear the entire might
of his fleet while feading the assault personally. Ra, whose
farces were outnumbered and outmatched, was prepared to
call a retreat when a second fleet arrived in the system.
Bastet herself had mustered the fleet and assaulted Arubis’
flank with such ferocity that he was forced to turn his fleet
hack and leave the battlefield. Though all three Fleets suk
fered heavy losses, it was universally agreed rthat Bastet's
defense of Ra's forces narrowly averted the wholesale
destruction of the Sun God.

Following the battle, Ra bestowed upan Bastet cansid-
erable wealth and resources, including the very fleet that
she had used to reinforce Ra in the battle with Anubis.
Eventually, Bastet broke away from Ra and used her
resources to declare herself a System Lord. Tn ancient
times, Bastet did not take an Unas as host bur instead
chose to inhabit the hody of a member of a feline race
known as the Sekhmet. These Sekhmet made up the bulk of
her forces and were well-respected warriors known to all
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[n recent years, Bastet has engaged in a bleody war of
attrition against the newly-returned System Lord Anubis.
After suffering heavy losses that threatened her ability to
stand against the forces of other Goa'uld, Bastet voted to
allow Anubis back into the ranks of the System Lords.
Though she remains an influential System Lord, it 15 her
cunming and creativity that keep her in her position rather
than the brute strength of her forces, Bastet is a fierce war-
rior among the Goa'uld and her fervor in battle has earned
her a reputation for being a dangerous foe and a talented
hunter.

Bastet is a beautiful woman with a distinctly Middle.
Eastern appearance. Her host body was maost likely taken
from Earth in the rime where the Goa'uld walked freely in
the lands of Egypt. She is both practical and relentless,
always striving to achieve her goals bur willing to concede
defeat in order to prevent further damage to her holdings.

In many ways Bastet is a benevolent leader who rules
with gentility and mercy. She favors childien and women,
and as such is prone to hear the cases of petitioners for
them on worlds she rules. Unfortunately, despite her benev-
olence she also has a darker side. When Bastet's ire is
raised, she becomes a fierce and bloodthirsty leader who
will hurl her full might against an enemy and settle for
nothing but their total annihilation. This darker side is
known as Sekhmet, frem whom the catlike species once
used as her hosts took their name. When her Sekhmet
aspect ts dominant, Bastet’s servants and worshippers
know to tread lightly or find themselves the target of their
coddess’ wrath.

Day to day life under Bastet is relatively peaceful com-
pared to that under other System Lords. Though she
demands utter devotion and servitude, Bastet also rewards
her faithful with celebrations and holy days in her honor.
Bastet makes sure that her pecple are well-fed and clothed.
particularly the women and children, and shows a greai



deal of generosity when helping out her less fortunate
worshippers. In exchange, she asks only for absclute obedi-
ence. As [ong as those under her centrol maintain a level of
servitude and devetion Baster is perfectly willing to lot her
people live in peace. She allows for no dissent and no rebel-
lion, however, and will wipe aut entire communities if she
suspects them of fostering rehels,

Unlike some of the other System Lords, Bastel is nov
itfraid 10 make alliances and henor treatics in order ro bene-
fit herself and her people. She has historically been & close
ally of Kali and has gone to great lengthis to strengthen that
alliance. An attsick on Kali is an attack on Bastet, and the 1we
of ther make a deadly combination. While alive, Ra was also
one of Bastet's closest wllies. Despite the fact that she even-
tually broke away from him, Bastet never openly challenged
Ra or any of his forces and joined in the alliance with Ra and
Apophis that drove Schar aut of power. Additionally, Bastet
has joined the alliance of System Lords led by Ba'al in an
attempt to thwart the pewer of Anubis, earning her several
new uneasy allies. Though she currently inhabits a human
liost, she still has a small and leyal contingent of Sekhmet in
communities scattered aecross the galaxy, and her female
fiuffa are as well-trained and loyal as any other group's.

Rastet does not make many overt enemics, but those
she targets should beware her wrath. There is no hetter
example of this than Sobek, who crossed her and paid for it
dearly. Hiz head adorns Bastet's palace wall in Bubastis,
atestament to her ferocity and willingness to emhrace bru-
tal measures whenever necessary. Though for a while her
conflicts with Anubis made the two of them enemies, his
acceptance into the ranks of the System Lords ended most
of their battles. Still, skirmishes between their forces break
uut from time to time as the remaining System Lords strugs-
ale against Anubis considerable mighr.

Bastet spent only a short amount of time on Earth, most-
Iy as the underford of Ra, but she left a considerable impres-
sion on the developing culture. Bastet and her Sekhmat
warriors were primarily responsible for the reverence shown
1o ¢ats in ancient Egypt. Additionally. Dastet acted as the
kenevelent servant of the sometimes-demanding Ra, earn-
ing her o labal as o friend of humanity She acted primarily
as an agent of Ra, moving from community 1o community
trying to keep the local populations loyal 1o their god. Any
slight against Ra was met with swift retribution at her
hands, Lbut loyal service was rewarded.

BAST GUARDS

Though not the enly System Lerd to make use of women
as Jaffa warriors, Bastet is certainly the enly one to limit her
warriors o women exclusively. Bastet has ne male Jafla in
her service as warriors, though sons of her women warriors
are allowed to live as servants, couriers, and messengers.
Each Bast Guard is trained in soveral forms of melee combat,
ranging from unarmed martial arts 1o using the staff weapon
in melee Additionally, most Bast guards use the hand claws
favered by the fackal Guards and have studied their use az a
combat form, giving them ap extra edge in hand-te-hand
conibat. The Bast Guards also wear specialized helmets that
resemble the head of a Sekhmet, an intimidating sight given
the ferncity with which they fight.
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The Bast Guards are encouraged to embrace the com-
passion Bastet shows for women and children. Though the
Bast Guards are equally as capable warriors as the male
|affa belonging to other System Lords, they are also agents
of a benevolence as well as wrath, In combart the Bast guard
will often appear to be a flarry of hand claws, kicks, and
staff weapon strikes accompanied by an almost other-
worldly howl. The screams of a Bast Guard send chills down
the spines ef most hardened soldiers and many Jaffa have
come to dread hearing their battle ¢ry at the outset of an

engagement.

SEKHMET

In the time before the discovery of humanity by Ra, the
Goa'uld typically took Unas as hosts. Bastet differed in that
she preferred a less brutish and more graceful species as her
chosen form. The Sekhmet are a species of humanoid felines
that she used as hosts (though it is suspected that Isis was
also fond of the species as well). Once humanity was discov-
ered, the Unas and the Sekhmet were left hehind and ignored
by most of the System Lords. Though a few Sckhmet still
serve Bastet, for the most part they have been completely for-
gotten in the millennia since the discovery of Earth. Many of
the younger System Lords do not even know of their existence.

The Sekhmet, who take their name from the violent and
dark aspect of BasteZ's nature, stand roughly six and a half
Feet tall and are covered with short soft fur, Their faces are
feline and almost resemble the common housecal, with a
pointed snout and triangular swiveling cars. Thin whiskers
protrude from their muzzles and stick put to either side.
Their mouths are fillzd with the pointed teeth of a carnivere
and they possess claws that resemble thin, razor-sharp
hooks an each hand. Much of the design of the Bast Guards
helmets and weaponry stems from the sight of the Sekhmet.

The Sekmet were a primitive species at the time of their
discovery by Basret, much in the same way that the Unas
and Taurt were in the carly s1ages of development when the
Goa'uld arrived. After they were ahandened, lHte is known
of their development and histary except that some primi-
tive trihes of Sckhmet still exist en fringe worlds under
Goa'uld control. Additionally, there are a fow reports of a
highly advanced species of feline aliens tucked away in
some far corner of the galaxy, though whether these beings
are Sekhmet or some offshoot species has yet to be seen.

PLANETS
BUBASTIS (P3X-619)

Thermosphere: Warm (CR o; normal orbit; 2dzo+25° F).

Atmosphere: Normal (CR o: 11 atmospheres; Auto
None; Exp. Inc: None; SY None; Dmg None; Recup None),

Hydrosphere: Moist Sub-Humid {daily weather 1-85:
none, 86-87: wind 1dio MPH, 88-93: rain 1dg ., g4-g6:
thunderstorm, ¢7-93: hurricane, 99: wind 1dio MPH, 100:
wind 1dio+v1o MPH]).

Geosphere; Stable tectonic activity {daily carthquakes
1-99: none, 100! minor; no volcanoes within 50 miles of
Stargate).

Seasons: Normal (spring :-25, unchanged; summer
26-50 #1dio’ F; 51-75 autumn, unchanged; 76-100: winter
-2d10” F).




Anthrosphere: 6,000,000 natives; Early Medieval (4
picks, 2 RP); Autocracy; Hostile (-2 with disposition ¢checks);
Agiressive (10,000 soldiers, squad size 2d6 soldiers)
Moderate civil rights.

Origin: Egyptian.

Stargate Location (plains region): Plains area 10 miles
from the edge of Rubastis.

The capital planet where Bastet makes her home,
Bubastis is a world covered by a sprawling primitive
metropolis. [t is not only Bastet's seat of power but is also
onc of the anly planets under Goa'uld control ta sport such
a large populatinn. Owing 1o the fact that living conditions
under Bastet are quite good, the humans and Jaffa on
Buhbastis can have families and build communities with Lit-
tle fear for their survival or an attack from their god.
Unfortunately, the city of Bubastis (which shares its name
with the planet itzell] also suffers from erime, overcrowd-
ing, disease, and poverty. Fortunately, Bastet’s generosity
belps keep the city clean, the poor fed and the diseases
under contrel. Though the city 15 far from utopian,
Bubastis is one of the few examples of a community that
prospers under Goa'uld control.

While the technoloay level on Bubastis is still primi-
tive, the city stretches for hundreds of square miles in all
direct.ons. Bubastis truly fits the definition of urban
sprawl, with the center of the city denoted by Bastet's
palace. Whenever overcrowding gets fo be a preblem, entire
families or even communities will pick up and relecate to
the edge of the city, simply expanding the urban area until
they no longer feel cramped or hurt for space. The planet
itself is covered by grasslands and forests, meaning thar
the populace has not had to fizht with nature in order to
survive, The planet does not hoast a significant supply of
nagquadah, whicli is one of the reasons it was chosen as
Bastet’s throneworld; without significant natural resources
to plunder, the planet is of little use to other System Lords
and makes it less of a target far attack.

The architecture in Bubastis is reminiscent of ofher
Jaffa cities comhined with the designs uf ancient Egypt.
Most homes are made of clay hricks and wooden support
structures, while a few buildings (particularly centers of
worsh p) are built out of massive stone slabs carved out of
a low mountain range just south of the city, Buhastis is dec-
crated with hundreds of thousands of statues and carvings
devoted to Bastet, making the city a beautiful place where
art is constantly on display, Most of these statues are mere-
ly images of the goddess meant 1o remind her followers of
her emnipresenee, though some tile murals and wall carv-
inas depict various scenes of benevolence on Bastet’s part;
some show her distributing food to the meek, others shel-
tering Jaffa famities from rain, but all depicting different
positive aspects of Bastet's reign and leaving out much of
the conflict and strife that the Goa’uld are so fond of bring-
ing down on traitors.

E PALACE OF BASTET

Bastet’s palace, where she makes her home, is a beauti-
ful place where the System Lord can feel at peace. The palace
itself 15 a marvel of architecture, with wide hallways, indoor
courtyards, sprawling gardens, and spacious living cham-

bers. Many visitors claim that Bastet has stelen a small slice
of paradise and placed it on Bubastis for her own personal
enjoyment. The sole dark sper in the entire palace is the din-
ing chamber, where the head of the System Lord Sobek
hangs on the wall as an ever-present reminder that while
Bastet may be a friend to her worshippers she is in fact a
brutal and vicious predator when it comes to her cnemies.

TARVIS (P3X-5UQ0)

Thermosphere: Hot (CR o; normal orbit; 2d20+50" F).

Atmosphere: Normal {CR o; 1.3 atmospheres; Auto
None; Exp. Inc: None; 8V None; Dmig None; Recup None).

Hydresphere: Humid (daily weather 1-79: none, 80-81:
wind 1dio MPH, 82: wind 1dio+10 MPH, 83-91: rain 1db in.,
92-96: thunderstorm, 97-98: hurricane, gg: wind 1dio
MPH, 100: wind 1dto+10 MPH).

Geosphere: Stable tectonic activity {daily earthquakes
1-gg: none, 100: minor; no velcances within 50 miles of
Stargate).

Seasons: Normal {spring 1-25 unchanged; summer
26-50 +1d10” Fi 51-75 autumn, unchanged; 76-100: winter
-zdio” F).

Anthrosphere: 5,000 natives; Stone Age (1 picks, o RP)
Pantisocracy; Hostile (-z with disposition checks);
Agpressive (100 soldiers, squad size 1d. soldiers); Very Poor
civil rights,

Origin: Nene.

Stargate Location {jungle region): Thickly overgrown
area 5 miles from Sekhmet settlement.

A wild planet with little civilization and a dark purpose,
Tarvis is known as Bastet's hunting greund. True to her
nature as a goddess of cats, Bastet possesses a hunter’s
instinct and can be a cunning and dangerous warrior when
provoked. Also like a cat, Baste! enjoys termenting {oes
that she has captured, and uses Tarvis as a vicious play-
ground to satisfy her crueler whims. Bastet frequently
takes prisoners, from rebel Jaffa to other System Lords, and
turns them loose in the jungles of Tarvis. Then the hunt
begins. She laughingly refers to such sport as giving her
enemies a fighting chance, but the truth of the marter is
thar if Bastet dees not capture her target then the planet
itself will do the job for her.

Tarvis is covered in thick jungles reminiscent of the
Amazon on Earth. Qccasional rainforests dot the area
around the equator, but for the most part the planet is com-
pletely wild and uniamed. Various dangerous forms of
wildlife have evolved on Tarvis, inciuding one of the
galaxy's only known carnivorous species of trees.
Mareowver, a wide array of poisonous insects and snakes
lurk under every bush while other large animals stzlk their
prey for days at a time before pouncing. Tarvis is ane of the
maost deadly naturally-occurring environments in the
galaxy thanks to its unique array of flera and fauna. It also
hoasts tribes of Sekhmet, who have earned themselvis a
home on the world by taming a small portion of its wilds.
The Sekhmet on Tarvis are few and scattered but unparal-
leled in their ability to navigate the jungles of the world.
Many fugitives attempting to escape from Dastet's wrath
have tried to find sanctuary with the Sekhmet, hur none
have yet succeeded.



Bastet hunting parties usually consist of herself, her
First Prime Relana, and a handful of other loyal Jaffa. Like
Apophis, Bastet is notorious for her hands-on approach to
certain tasks and enjoys the thrill of the hunt as much as
anyone. She typically dons a gold-plated version of the Bast
Guard helmet as well as her own personal set of hand claws,
then sets put with a staff weapon to find her prey. Though
she rarely uses it on such hunts, Bastet is also very careful

ATTACKS

Unarmed {claws) 6 16+ 1yt

Staff weapon +7 6d6 {rormal. error 1-2,
threat 18-20, range 30 ft.,
qualities and mods AP,
AK, TD}

Zat'nik’tel +7 3d6 (subdual, error 1-2,

threar zo, range 10 ft.)

o hring aleng a kara kesh te shield herself from ambush
and dead witk any fugitives that think they might turm the
taliles on her. She has carned the respect of her Jaffa by

Gear: JafTa armor, hand claws, staff weapon, zat nik'tel,

MID-LEvEL RELANA
Specialty: Jaffa Bast Guard
Class: Guardian/Prime

proving that she too can hunt and fight and does not nec-
essarily necd them to do her direy work for her.

UNDERLINGS Level: 574
ANA IRST PRIME OF BASTET
BELANA, F.. i p . F L Strength: 15 Dexterity: 17
For most Systern Lords, the First Prime is the most loyal > B .
. . . . Constitution: 13 Intelligence: 11
and devoted servan? in their empire. Relana is no excep- . .
. : . . Wisdom: 13 Charisma: 15
tion: the powerful right hand of her mistress, utterly obedi-
ent 1o both the light and dark sides of the Goddess of Cats. Vitality: 89 Wonnds: 15

Relana is an exotic-looking woman with tanned skin and
dark eyes, Bastet chose her as First Prime not only due to
her prowess in combat but also for her physical appearance;
when Bastet attends summits and meetings with ether
System Lords, she prefers that her attendant be attractive
encugh to make the other System Lords envious. Relana's
tened physigue and grace of movement speak to her
strength and nimbleness, a deadly combination in such a
well-trained warrior. Relana commands all of Bastet’s Jaffa
and sees 10 her mistress's wishes in all things. Tauri who

Defense: g (+2 Dex, +1 Jaffa armon)
Initiative Bonus: +6 (+4 class, +2 Dex)
Speed: 30

Fort: +g Ref: +7  Will:+7

Special Qualities; Accclerated healing, death squad +1
attack/save +2 damage, enforcer (basic), prepared, radia-
tion resistance, ring of defense i/session, =econd prime,
soak 2/session, unhreakable, uncanny dodpe (Dex bonus 1

. : Defense).
encounter her may be surprised to sec her tender side, as

she ministars a sick child, or protects a group of women
frem destruction, She will not hesitate to attack those who
threaten Bastet, however, and those who de bartle with her

Skills: Balance +7, DBureaucracy +6, Climb 45,
Cancentration +8, First Aid +6, Hide +7, Intimidate +12/412,
Listen +5, Move Silently +10, Sense Metive +35, Spol +5,

rarcly live to tell the tale, Tumhle +g.

Feats: Armor Group Proficiency (Light, Medium,
Heavy), Chi Strike, Enforcer, Hand Claw Basics, Hand Claw
Mastery, Martial Arrs, Symbiote (Healing Trance),
Toughness, Weapon Group Proficiency {Hurled, Melee.

Low-LEVEL RELANA
Specialty: Jaffa Basr Guard
Class: Guardian

Level: 4 Handgun, Rifle), Zat Resistance.
Strength: 15 Dexterity: 17
Constitution: 13 Intelligence: 11 ATTACKS
Wisdom: 17 Charisma: 14 Unarmed {clawsl  +10 1d6+rd4+2
Staff weapon 41T 6d6 (normal, error 1-2,
Vitality: Wounds: 5
i 37 oumas 5 threat18-z20, range 30 1.,
Defense: 13 (+2 Dex, +1 Jafla armor) gualities and mods AP
Initiative Bonus: +4 {+2 class, +2 Dex) AK,TD)
Speed: 30 Zat'nik'tel 11 3d6 (suhdual, error 1-2,
; threat zo, range 10 fi.,
Fort: +5 Ref: +4  Will +5 rng )

. P = . e ) Gear: Jaffa armor, hand claws, stalf weapon, zat'nik'tel.
Special Qualities: Enforcer (Basic), radiation resist- L

ance, soak vsession, unbreakable.

HigH-LEvEL RELANA
Specialty: jaffa Bast Guard
Class: Guardian/Prime

Skills; Balance +4. Concentration +8, First Aid +6,
Infimidate +12/+12, Move Silently +7, Spot +4, Tumble +8,

Feats: Armor Group Proficiency (Light, Medium, Level: 5/9
Heawvy), Enforcer, Hand Claw Basics, Martial Arts, Symbiote
! “.(J X e o ) )_ . Strengih: 15 Dexterity: 17
{Healing Trance), Toughness, Weapon Group Proficiency 2 i
. Constitution: 14 Intelligence: 11
{Hurled, Melee, Handgun, Rifle). . X
Wisdom: 13 Charisma: 15
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Vitality: 122 Wounds: 16

Defense: 13 {+2 Dex, +1 Jaffa armor)
Initiative Bonus: +g (+7 class, «2 Dex)
Speed: 30

Fort: +12 Ref:+g  Wilk +g

Special Qualities: Accelerated healing, battlefield tac-

tics, death squad +2 attack/save/damage, enforcer [hasic),
prepared, radiation resistance, ring of defense 1/session,
second prime, saak 2/session, true warrior (2 zrades),
unbreakable, uncanny dodge (Dex bonus to Defense, can't
be Flanked), voice of the masters.

Skills: Bafance +10, Bureaucracy +8, Climb +7,
Concentration =10, First Aid +7, Hide +10, Tmtimidate
+237+273, Listen+7, Move Silently +12, Sense Motive +7, Spot
+1a, Tumble +11.

Feats: Armor Group Proficiency (Light, Medium,
Neavy), Chi Strike, Enforcer, Hand Claw Basics, Hand Claw
Mastery, Martial Arts, Symbiote (Healing Trance, Ivnmunity
To Disease), Toughness, Weapon GCroup Proficiency
(Hurled, Melee, Handgun, Rifle), Zat Resistance.

ATTACKS

1dbridgen

6d6 (normal, errar 1-2,
threat 18-20, range 30 ft.,
yualities and mods AT,
AK, TD}

3d6 (subdual, error 1-2,
threat 2o, range 10 fr.)

Unarmed {claws)  +13
Stalf weapon +14

Zat'nik'tel +14

Gear: Jatfa armor, hand claws, staff weapon, zat'nik'tel.

CRONUS

LorD OF FATE
(PRESUMED DECEASED)

Specialty: Goa'uld Warmaster
Class: Soldier

Level: 15

Strength: 17 Dexterity: 14
Constitution: 16 Intelligence: 16
Wisdom Lo Charisma: 18
Vitality: 155 Wounds: 16

Defense: 18 («hclass, «2 Dex)
Tmitiative Bonus: +18 (+12 class, +2 Dex, +4 Feat)
Speed: 30

Fort: t70 Refi+7  Willi+g

Special Qualities: +4 species bonus to damage rolls,
accurate, armer use +3, damage reduction 2/-, dominated
body, immunity to disease, inherited memory, long lile, one
in & millien, parasite, portable cover, radiation resistance,
weapon specialization (ribbon device, staff weapon,
unarmed, zat nilk’tel).

Yo

Skills: Balance «10, Blull +15, Climb +12, Concentration
+12, Diplomacy +B, Intimidate +21/+22, Languages +4, Listen
+6, Search +8, Scnse Motive +7, Spot +10, Swim +11, Xeno-
Languages +8.

Feats: Alertness, Armor Group Proficiency (Light,
Medium, Heavy), Bullseye, Coolness Under Fire, Expertise,
Hard Core, Holding Basics, Tmproved Disarm, tmproved
Initiative, Martial Arts, Naquadah Sense, Perfect Stance,
Persuasive, Power Attack, Rapid Healing, Surge of Speed,
Talented {Bluff), Weapon Group Proficiency (Hurled. Meiee,
Handgun, Rifle, Tactical).

ATTACKS
Unarmed 1B 1d6+5 (suhdual)
Kinetic blast +17 2d6+2 and 2d6+2 subdual

Gear: Kara kesh, ceremaonial rohes.

HisTORY AND BACKGROUND

Youngest of the Titans and the father of Zeus according
te Greek myth, Cronus rose to power on Earth as underlord
to a Goa'uld whose name is lost to history and ruled those
tribes who would eventually rise to prominence as Greeks
and Trojans. Cropus betrayed his lord and took his title,
claiming godhood and rulership over both his tribes among
the Tauri and his planets scattered far throughout the
stans. From the inceptionof his rule, Cronus feared that one
of his underlords would betray him as he had betrayed his
master, and had subordinates keep a watchful eye on those
who governed ferritory in his name. His fears were well-
founded. Eventually Rhea, his bride, conspired with Zeus to
usurp Cronus’ hold over his slaves. Zeus seized many of
Cronus holdings — including these on Earth — sending the
System Lord into retreat and cutting off his supply of frosh
slaves from among the Tauri, Life under Cronus had been
harsh, and the people were all too willing to think ill of their
vengeful god. His time amnong the Tauri passed quickly, ang
he faded into the annals of history and myth as nothing
maore than & tale told te frighten children.

Cronus was not idle after defeat and, though Ra forbade
him to return to Earth, he had taken with him a stock of
slaves nboard his ha'tak fleet. These he dispersed across his
worlds, leaving wvaricus underlords fo govern them. He
trusted none of his subordinates, and dispensed justice
against any perceived wrongdoing in such a brutai and
heavy-handed fashion that his servants feared him as much
as rhe hapless humans he ruled. The Underlord Eurythion,
who administered a dozen worlds in the name of Cranus for
a rime, was killed slowly over a thousand years for a per-
ceived artempt at rebellion, While Cronus' legend drilted
intg obscurity on Earth, he tightened his grip on his realm
in the far reaches of the galaxy, even daring to seize worlds
from System Lords who were more concerned with ather
things, Throughout the Second Dynasty, Cronus worked to
ensure that his rule would endure in perpetuity throughout
the galaxy, thouh he had not forgotten Zeus and looked to
the day when he would show the upstart the Eate of those
who defied him.




The turmoil at the close of the Second Dynasty gave
Cronus the opportunity he craved. He sent his fleet out
against Zeus, and legiens of Jaffa warriors hattled against
each other with fanatical zeal. Acoup on Zeus’ throne world
of Delos {aee page 127) netled him the System Lord himself,
and after that, his foe's forces melted like gnow. In the hlink
of an eve, Cranus stood triumphant, and Zeus was at his
mercy. The victorious Systern Lord cast has would-be rival
into Tarterus, a desolate wasteland of a planer that Cronus
specifically shaped to imprison the upstart. The victory
also netied Cronus another boon —~ control of Zeus™ surviv-
ing fleets and worlds, which he integrated into his own
armaida and Empire. Zeus' Jaffa were trained with the same
merciless rigos that Crenus’ were, and ia time the Titan of
Fate had forged an army that was amenyg the most powerful
of any System Lord’s. Me set his sights high — one day. he
hoped to usurp Ra himself, and rule over the Goa'uld as a
merciless and terrible god. His fleet spread out across the
galaxy, bringing world after world to the service and wor-
ship of their master, Cronus had never believed in mercy or
subtlety, and kis armies crushed any resistance wirh over-
whelming force. Cronus would demand annual sacrifices to
his glory, and frequently arrived in perzan to cellect them.
Woe to the planet that did not previde what their god
demanded: more than one Stargate opens upon a ruined
world whose inhahitants” only erime was a bad harvest or
depleted nagquadah vein.

Cranus had many enemies, and he was not careful about
hew hie acquired them. A determined foe of the Tok'ra as well
as a rival to Apophis and Yu, he also fostered enmity within
his own ranks. During the Third Dynasty, Cronus became
steadily more powerful, keld in check only by the decrees of
Ra and his own expansionist skirmishes with Apophis, Yu
and Heru-ur. Millennia passed, and each year Cronus grew
steadily more arrogant, more headstrong, and mere con-
vineed of his own divinity and iminortality. As much as any
ather System Lerd, his ability to rule the worlds he subju-
gated rested on his claims of gedheed. A challenge ta the
divinity of 1the System Lords was a personal challenge to
Cronusz, and he would crush any whe dared guestien the
gods. His delusions of divinity grew, often with terrible con-
sequences for those who served him. Ronac, one of his First
Primes, failed to successfully conclude an impossible mis-
sion — a misston Cronus was convinced would succeed. as he
had ordained that it would. Cronus slew Ronac by crushing
his symbiote, ensuring a terrible and agonizing death for his
mast loyal servant. The move sent a wave of doubt through
Cronus' Jaffa legions, as well as eventually sealing the
Systemn Lords fate: he chose to exile. rather than slay,
Ronac's wife and infant san, Teal'c.

Cronns was one of the first System Lords to exploit the
chaos caused by the death of Ra, gaining much influence
amang his peers and coming to an uneasy truce with Yu
after an abortive invasion of that Lord's worlds. He was
ameng those System Lords who negotiated the entry of the
Tauri inta the Protected Worlds Treaty. He initially dermnand-
ed that the humans hand over their Stargates until Nirrti
betrayed him, leaving one of the Tauri to save his life faee
the Season Three episode Fair Game and the Stargate SG-1
core rulebook, page 18, for more detaily). He swore a dire
vengeance against hoth the traiter and any SG team caught
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off world befere leaving. Despite rumors that Cronus had
grown physically weak following Nirrti’s attack he lashed
out with increasing fervor against any perceived threat.
This fimally proved his undoing. He eame upon the unre-
marlible world of Juna while seizing what he could of the

assets of the fallen System Lord Heru-ur, and saw that they
had reneunced their god and buried their Stargate in a
Tauri-led insurvection. Cronus fell upen the world in a fury,
forcing the territied populace 1o worship him and remain-
ing aboard his ha'tak flagship while a new order was
reforged. The Tawri returned, however, and, with great
effort, convinced the people that Cronus, 100, was a false
god. Stripped of his worshippers and losing much of his
personal guard, Cronus feund himself on the losing end of
a tiny war for one insigmificant world. Rather than flee to
his sear of power and return with enough force to destrey
the planet, however, he sought out thnse who had defeated
him = convinced that they could not harm him. His thirst
for vengeance was so thoroughly ingrained in his nature by
then that he couldn't see his Tolly for what it was. Teal'e, son
of Ronac and his Altairan duplicate slew him as he blindly
artempted 1o strike down those who had thwarted his plan.
The armies of Crenus wete all but unequalled in size
and power, held in check only by the delicate balance of
power maintained by Ra, His ha'tak battleships spent mil-
lennia testing the defenses of his encmics, feinting and
riposting in a series of elegant gambits that spelled doom
lor countless warlds. Cronus was always aware of who he
faced and, regardless of the paranaia that gripped him, he
vemained an implacahle foe and a canny general. Against
lesser foes, Cronus would fall ameng them as the wvery
hammer of divine rage. cowing them into suhmission by
bringing his pyramid vessels te the world's surface and
slaughtering all those who dared defy him. Against his
rivals among the System Lords, he struck with care and
patience, matching his strength against his enemies’ weak-
ness and creating the impression that, within his worlds,
one could not lift so much as a staff weapon without
encountering the Guard of Ages or one of Crenus’ ha'taks.
Cronus’ hest was a huge bear of a man, with pale skin
and sparkling blue eyes, He wore his hair long, cascading
down his shoulders, and dressed in ceremonial armor rem-
iniscent of Ancient Greece. His arrogance anc overconfi-




dence were typical of most Goa'uld, and his tyranny
fostered an Orwellian fear on the worlds he Tuled. He never
cousidered the Tauri to he am appreciable threar, which led
to his grudging acceptance of the Protected Worlds Treaty.
SG teams who encounter him may be able to use that efo to
their advantage.

PLANETS
KalyooN (p5C-982)

Thermosphere: Warm (CR o; zdzo+25* F).

Atmaosphere: Normal (CR 0; 1.2 atmospheres None; Exp.
Inc: N/ZA; SV N/A; Dmg None; Recup N/A).

Hydrosphere: Humid (CR o; 60-80 in. annual vainfall;
daily weather 1-79: none, 80-81: floed 1d1o0 MPH, 82: floed
id1o+10 MPH, 83-91: rain 1d6 in, or snow 1he in., g2-96:
thunderstorm or snowstorm. 97-98: hurricane or blizzard,
g9: wind 1d1o MPH, po: wind 1d10+10 MPH.)

Geosphere: Stable tectonic activity (dzily earthguakes
1-3g: mane, 00: minor, ne volcanoes within 50 miles of
Stargate].

Seasons: Mild {1-17: spring, unchanged; 18-50: summer,
+2d10° F; 51-83: autumn, unchanged; 84-o0: winter, -zd16* F).

Anthrosphere: 5,000,000 natives, Bronze Age (3 Picks,
1 RP): Aristocracy: Suspicious {-1 with Disposition Checks);
Sensitive (100 soldiers, squad size 1dy seldiersk Poor civil
rights.

Origin: Greek.

Stargate Location {(temperate region): Forest in rolling
terrain, clearing in a large forest held sacred to Cronus.

Much of Kalydon is covered in thick forests. Warm and
humid, the world is otherwise similar in climate to Earth.
Despite this similarity, it is sparsely populated, with only a
few millien natives living in gated villages situated in the
largest clearings. Each of these villages is ruled by a King
or Queen and bears no relation to any other save through
trade and alliances. Wars are rarely fought, for their god
does not approve of mortals spilling their blood for the sake
of their own ambitions.

Cronus is worshipped as the sole god and protecter of
the pecple of Kalydon, and is known as the Hunter, an
aspect never atributed to him in any extant mythology or
intelligence on the System Lord. The reason for this
becomes clear when one wanders any distance from the
areas held sacred by Cronus’ priests, The forests are home
to monstrous beasts held at bay only hy electromagnetic
energy fields that run around the sacred sites.

Culled en masse from the Greck mainland during
Cronus” hasty flight from Earth, the inhabitants of Kalvdon
have turned their strange exodus so many thousands of
years ago into their Creation myth, They ciaim that, in the
time of Fire and Lightning, Cronus saved them from extine-
tion, and that they are alone in an unfriendly universe save
for the company of their often-harsh protector. The forests
of Kalydon are regarded as one of the finest training
grounds for Cronus’ armies, and at least one division of his
warriors are training on the planet at any time. The impor-
tance of the world in honing combat skills means that,
aside from the small militias created by the natives to
defend themselves, the Titan's armies here are usually gov-
erned by someone close to, and trusted by, Cronus himself.
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Usually, this is the job of his Second Prime, but underlards
have been known to hold this position. After the revolt of
the underlord Eurythion using troops from the Kalydonian
wilds, the presence of an underlord has become increasing-
ly rare as anyone who could lay claim to godhood could hold
sway over Cronus’ most precious resource — his army.
Currently the underlord Atalanta, who gained her posi-
tton at the recommendation of Cronus’ Oracle, Ja'din, holds
Kalydan in his name. She is a fierce warrior — among the
strongest of Cronus’ generals — and has spent centuries
training alongside the finest Jaffa in the Guard of Ages. She
and her troops are testec to their limit during the time of
the Great Hunts, when Cronus demands that beasts from
deep within the forests be unleashed upon worlds that have
incurred his wrath. After the fall of Cronus, Atalanta has
maintained her hold on Kalydon with the assisiance of the
Guard of Ages. She is eager to strike a bargain with either
Zeus or another pewerful System Lord for protection, but
she knows she will be unahle to do o without losing the loy-
alty of her Jafta and thus ber only bargaining chip.
Though the planet remains as yet undizcovered by the
SGC. it has not been entirely free of Tauri contact. A rogue
NID team arrived on Kalydon some while ago with the intent
af seouting it for useful resources. While the team was
stalked and kitled by a Kalydonian beast before they could
return to Earth, one member, a Dr. Abraham Weiss,
survived, [le has since made a life for himself as a wander
ing mystic and gained some small renown in several of the
fort-towns on Kalydon's vast continent. He has slowlv begun
questioning the autherity of Cronus and using kis own
expertise and philesophies to bring the people out of their
enforced bronze age. Mis small resistance is beginning to
gain him a cult following, and it remains to be seen whether
ke intends to destroy the worship of Cronus or replace it

THE HUNT OF CRONUS

Under the guidance and command of Atalanta the
Huntress, Cronus’ Guard of Ages train on Kalydon during
the long summer months, hunting beasts and the occa-
sional fugitive native. Any SGC teams arriving during the
summer are in for a nasry surprise — almest three hundred
Jaffa warriors patrol the forests at this time, alert and
learning how to track prey through a hostile environment.
The hunt is at its most active during summer, but they are
also afield in late spring and autumn.

NEpHELE

The walled fart of Nephele is the closest settlement to
the Stargate lying less than a mile distant. At the behest of
Atalanta, King Aeclus has posted his finest warriors to
guard the Gate, which stands near a large wocden shrine
near the edge of the sacred area encompassing the city,
Unknown to the underlord's agents, the old King has spo-
ken at length with Dr. Weiss and has slowly begun to accept
the doctar's philosophies. if Atalanta were to learn of the
existence of Weiss and his proximity to the city of Nephcle.
Aeolus would be slain and the city would most likely be
razed. Of course, agents of other kingdoms covet the lofry
position that Acclus holds, and would eagerly betray the
King to Cronus’ agents it they could.



TARTARUS (P3W-924)

Thermosphere: Broiling (CR 1; Clese orhit, dzo+100" F).

Atmosphere: Thin [CR o; 0.5 atmospheres, -1 Int/Wis
penalty, 1 hour exposure imcrement, Fort Save DC 15 if
performing strenuous activity for 10 or more rounds. 1d3
subdual damage, 1 round recuperation),

Hydrosphere: Desert (CR 1; legs than 4 in. annual rain-
fall; daily weather 1-g2: none, g3: Tainor snow (less than 1
in.), 04-95: dust storm, gé-100: wind 1dio MPH.)

Geosphere: Unstable tectonic activity (daily earth-
quitkes: 1-68: nene, go: minor, 10o: moderate, major only if
demanded by story: volcanoes 1-99: nore, 100: small, medi-
um only if demanded by story).

Seasons: Severe (1-25 spring, unchanged; 26-50 summenr,
+3d12° F: 51475 autumn, unchanpged; 76-100: winter, -4d12* F).

Anthrosphere: 100,000 natives, Goa'uld {7 picks, 6 RP);
Thescracy; Hostile (-2 with disposition checks); Aggressive
(1,000 soldiers, squad size 1dy soldiers); Horrid civil rights,

Origin; Indeterminate.

Stargate Location (arctic region) Underground in
wasteland, in purpose-built ¢hamber within main prison
complex.

The crumbling halls and barren, desolate reaches of
Tartarus stood long before the rise of Cronus, and the wind
wore the ruirs of an ancient civilization down te smooth
staones leng before the System Lord claimed them for his
own. Biting winds and scouring dust clouds ream the sur-
face of this world, unimpeded save by the racky outcrop-
pings around the North polar region — the only surface
indication of the vast maze of tunnels that lie beneath.
There is only ane ocean on Tartarus, a brackish and peison-
ous lake near the equatar, surrounded on all sides by sul-
furous springs and dormant volcanoces. Rain falls rarely
fere in thick, dirty, ashen drops that vanish hissing into
rivers of lava. Thoze cast out from the tunnels beneath
Tartarus die a slow and merciless death in the bitter ashen
deserts af this world.

Nene can say what wiped out the native population,
though their remaining records in the tunnel complex indi-
cate that survivors moved the Stargate here in the hopes of
discovering its purpose. They succeeded when the Jaffa
warriors of Cronus’ predecessor marched through and put
them to death. Whatever grudge that System Lord bore
against them, he did not want the people of Tartarus alive
to tell of it, and the fall of their civilization was swift and
merciless, The tunnels beneath Tartarus snaked far
heneath the surface of the world, sometimes spiraling
down for miles into the darkness. The complex was almost
immediaxtely converted to a prison, and used te torment
those who fell out of favor with Cronus' master. After
Cranns ascended, the prison was quickly filled to capacity
a5 more and more underlings were condemned for conspir-
ing against their lord. Rumors persisted for centuries rhat
the crazed inmates included his former Master, lost to the
reaches of history and time.

Cronus always feared an uprising among the popula-
tion an Tartarus, so he took steps to ensure its security. He
deployed the cutting edge of Goa'uld technology to ensure
that if anyone approached the Stargate from within the
complex they would be struck down. Teleportation rings
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allowed Jaffa to travel in the blink of an eye throughout the
main sections of Tartarus, snuffing any rebellion before it
began. Crenus made sure that all priscners knew the folly
standing against him and, pleased with his wark, delesated
alezion of his most loyal Jaffa to stand guard over it.

Despite his efforts, however, the prison of Tartarus was
less than perfect. Quase after quake tore at the foundations
of the wast tunmel network, crushing whole sections
beneath the weight above them and the pressure helow. In
the deeper sections, fissures bled lava into the tunnels,
turning sections inte superheated death traps. The Jaffa
left behind by Cronus grew gradually unhinged by the envi-
ronment, believing rthemselves the tormentors of those
gods who had been judged unworthy by the Titan of Fate,
The sporadic irratienality of the guards counled with the
unstable nature of the prisen itself helped Zeus make zood
his escape from the clutches of Cronus {see page 126 for
mare information},

Today, Tartarus is still within the dominion of Zeus,
though he cares little for those first Jaffa to cast Cronus
aside for him and has yet to find a useful purpose for the
storm-wracked ruin of a planet.

THE GATE ROOM

Almost directly under the North Pole, the Gate Reom is
the one mexus of transportation on Tartarus for off-world
travel and transport to the world's blasted surface. The
large room is lined with bronze relief carvings of Cronus
iaflicting torment upon his enemies, and is Hanked by two
sets of stairs that sweep upwards arcund the curving walls
of tha room, These stairs travel for some four hundred feet
and lead to a tower on the surface, from which a traveler
can exit ta the palar region of Tartarus. The Stargate lies
directly hetween the top of the s1airs, guarded by a pair of
columns bearing a Tac apiece. These are designed to fire at
anyone entering from the doors that is neither Cronus nor
a Jaffa. The door is electronically locked and coded 1o the
DNA of the guards, but can be circumvented and is in poor
repair (Electronics check, DC 25 to bypass).

LEkANOS (P3X-808)

Thermesphere: Cool (CR o; 2d20° F).

Atmosphere: Normal (CR o; 1 atmosphere; None; Exp.
Inc: N/A; SY N/A: Dmg None; Recup N/A),

Hydrosphere: Sub-humid (CR o: 25-47 in. annual rain-
fall; daily weather 1-85: mone, 86-87: flood 1dia MPH,
88-g3:raim 1dg-1in. er snow 1d6-1 in., 94-94: thunderstorm
or snowstornl. g6: hurricane or hlizzard, 97-98: wind 1d1o
MPH. g9: wind idio+10 MPH, 100! wind 1dio+20 MPH,)

Geosphere: Very Stable (No earthquakes or volcanoes
unless called for by story).

Seasons: Mild (1-17 spring, unchanged; 18-5¢ summer,
+zd10" F; 51-83 autumn, unchanged; 84-00; winter, -zd1o” F).

Anthrosphere: 5000000 Natives, Early Medieval (4
picks, 2 RP); Qligarchy; Friendly {+1 with disposition
checks); Cautious (250 soldiers, sguad size 1dz soldiers);
moderate civil rights.

Origin: Greek.

Stargate Location (eqnatorial region): Rocky prairie
near eoastal fjord, overlooking a stormy sea.




Lekanes is much like Earth, though the chmate is more
predisposed toward cold weather. The bulk of the world's
land mass consists of scattered archipelagos that spread
along the equator and stretch as far as the upper reaches of
the planet’s temperate regions, where they eventually give
way to large expanses of tundra bound together by slowly
shifting ice floes. These become more solid toward the
poles, and the arctic regions of the planet encompass an
unusually large area. The predominant industries on
Lekanes are fishing and agriculture, with the larger islands
shouldering most of the agricultural burden of the popu-
lace. There is usually at least one town on any island large
encugh ta support it, though the fishing villages in partic-
ular are often left empty For extended periods of time when
the beats follow a big shoal. The weather is universally cool,
and the seasons have little impact on Lekanos. Mare than
80% of the planet’s surface lies beneath the oceans,

The pecple of Lekanos were brought from the islands of
Rhoedes, Samos, and Mikenos by Cromus, and bear na mem:
ory of their god’s actions. They helieve Cronus to be the God
of Fate, and worship him as he was worshipped ameng the
Tauri hefore the rise of Zeus, They know their god to be a
terrihle and vengeful force, and whisper of a time when he
smote one of their most papuleus islands into the ocean’s
depth for failing to produce the proper sacrifices.

Crenus rarely made an appearance on Lekanos.
Frequently his underlings would appear in his name in
order to collect supplies for the Lord's armies, using the
natural resources of Lekanos to feed Cronus' legions.
Recognizing the importance of Lekanos, Cronus made sure
that at least one ha'tak was in orbit around the world at all
times, protecting it should it fall under the scrutiny of
another System Lord,
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Before the fall of Cronus, Lekanos is populated entirely
by Farmers and =ailors ruled over by the most respected
family on each island. War is a rare occurrence, and each
island's warriors earn their living as fishers, keeping a
spear near to hand in case they have need of it. Faralism
prevails amid the populace, with only a few dissidents
believing that they hawve any control over their own fate, yet
the people are lively, animated, and seemingly unconcerned
with theirlat in life. Afrer Cronus’ fall, the people of Lekanos
suffered under an increasingly harsh regime driven by the
System Lord's priesthood —~ who have heard nothing from
their god — and the Guard of Ages at their command.
Believing that the silence of Cronus is the fault of their
charges, they have whipped the people to exhausrion and are
ever watchful for troublemakers, who are swiftly arrested
and taken away to the Black Isle {see below).

THE TEMPLE OF FATE

Situated twelve miles from the Stargate at the end of a
ceremonial road that is forhidden to all save Cronus and his
priesthond, the Temple of Fate is the stronghold of the
System Lord's cult on Lekanos. It houses five priests, twen-
ty-five acolytes and oracles who are usually drawn from
armong the most beausiful daughters of the nearky vil-
lagers, and thirty members of the Guard of Ages. After the
fall of Cronus, the priests here have attempted to govern as
he would, with disastrous censequences. They lack the pow-
ers of their god, and thus his autherity, earming hatred and
enmity where he would have inspired fearful ocbedience. It
is only a matter of time hefore the peaple’s rage overcomes
their fataitsm and they rise up against their oppressors.




THE BLACK ISLE

Mere miles from the ice floes and surrounded hy dan-
gerous and stormy seas, the Black [sle s only safely acces-
sikle by teleportation rings kepr secret in the Temple of
Fate. During Cronus’ time, those who disagreed with any of
his divine commands were sent here to mine the planet’s
only source of naquadah. Cronus never told his pears that
Lekanos holds a naguadah mine, and his use of the planet
as @ food supply has ensured that his enemies think it is
nething more. Since Cronus' death, the stockpile of
nagquadah on the Black Isle is growing ever higher in an
attempt o garner the attention and blessing of their god. [n
time, {t may carn one of the other System Lords” attention...

Special Qualities: Enforcer fhasic), radiation resist-
ance, soak {(I/session), wnbreakable.

Skills: Climb +6, Concentration +6, First Aid «5, Hide +5,
Intimiclate +87+7, Jump »4, Languages +3, Listen +35, Move
Silently +4. Pilot #3, Spot +6, Survival (Forest) +6.

Feats: Armor Group Proficiency (Light, Medium,
Heavy}), Enforcer, Iron Will, Power Attack, Symbhiotc
{Healing Trance), Toughness, Weapon Group Proficiency
([urled, Melee, Handgun, Rifle, Tactical).

ATTacks
Unarmed +6 1dy+2 {subdual)
Staff weapon +5 6d6 (normal, error 1-2.

UNDERLINGS
SINDAR, FIRST DRIME OF CRONUS
(DRESUMED DECEASED)

threat 18-zo, range 10 It.,
qualities and mods AP,
AK.TD)

Sindar was noet the first Jaffa to held the position of
First Prime since the death of Ronac. He was not even the
second. Five befare himn held the title, five competent faffa
wirriors who could lead the legions of Cronus loyally. Each
of them died ar the hand of their ged, or in hattle against
terrible enemies such as the legions of Apophis. Sindar
knew In his heart that Cronus was unbalanced, but ke con-
vinced himself that his predecessors were tested and their
faith in Cronus was found lacking. By nature a mere sol-
dier, he was promoted through the ranks on the merit of his
long years of Taithful and fanatical service, and served
Cronus as First Prime for ten years.

In teuth, Sindar was terrified of his god, and his subor-
dinates knew i1, Though a competent warrior and capable
leader, Sindar's underlings had less faith in him than they
had in his predecessers, and would sometimes hesitate
befors following his orders. Though those who served in the
same Legion as him did not doubt his abilities, many who
saw themselves as more able to serve Cronus as First Prime
wonder why he, and not they, held that henaor,

Like Cronus himself, Sindar died on Juna when the pop-
ulace rose up against their new master. He was tricked into
believing Darian, a prominent member of the Juna commu-
nity, had captured Col. Jack 0"Neill, and was slain by Darian
when he let his guard down.

{See the Season Four episode Double Jeopardy for maore
information.)

Llow-LevEL SINDAR

Specialty: Jatta Guard of Ages
Class: Guardian

Level: 4

Strength: 15 Dexterity; 12
Constitution: 15 Intelligence: 14
Wisdom: 15 Charisma: 13
Vitality: 41 Wounds: 7

Defense: 12 (+1 Dex, +1 Jatfa armnr)
Initiative Bonus: +5 (+2 class, +1 Dex, +2 species)
Speed: 30

Fort: +6 Ref: +2 Will: 48

us

Gear: Jaffa armor, staff weapon.

MiD-LEVEL SiNDAR

Specialty: Jaffa Guard of Ages
Class: Guardian/ Prime
Level; 574

Strength: 15 Dexterity: 12
Constitution: 16 Intelligence: 14
Wisdem: 15 Charisma: 13
Vitality: 93 Wounds: 18

Defense: 12 (#1 Dex, +t Jaffa armor}
Initiative Bonus: +5 (+4 class, +1 Dex, +73 species)
Speed: 30

Fort: v1o Refi+q  Willi+10

Special Qualities: Accelerated healing, death squad +1,
enforcer (basie), prepared, radiation resistance, ring of
defense 1/session, second prime, soak 2/session unbreak-
abie, uncanny dodge (Dex bonus),

Skills: Balance +4, Climb +11, Concentration +11, Hide
+7, Intimidate #11/410, Jump +6, Languages +3, Listen +8,
Move Silently +9, Pilot +g, Spot +12, Survival {Forest) +8,
Xeno-Languages +1.

Feats: Armor Group Proficiency (Light, Medium,
Heavy), Enforcer, Iron Will, Point Blank Shet, Power Attack,
Symbhiore (Healing Trance), Toughness (X2}, Weapon Group
Praficiency (Hurled, Melee, Handgun, Rifle, Tactical), Zeo
Focus.

ATTACKS
Unarmied +10 1dy+2 {subdual)
Staff weapon 0 6d6 (normal. error -2,

threat 18-20, range 30 {t.,
qualities and mods AP,
AR, T

Gear: Jatfa armor, staff weapon,




High-LEVEL SINDAR

Specialty: Jaffa Guard of Ages
Class: Guardian/ Prime
Level: 777

Strength: 16 Dexterity: 12
Constitution: 16 Intelligence: 14
Wisdom: 15 Charisma: 13
Vitality: 142 Wounds: 18

Defense: 12 (+1 Dex, «1 Jaffa armor)
Initiative Bonus; 173 (+8 class, +1 Dex, +4 specics)
Speed: 30

Fort: +13  Ref: +6  Will +12

Special Qualities: Accelerated healing, death squad +1,
enforcer (basic, advanced), prepared, radiation resistance,
ring of defense 1/session, second prime, soak z/session,
species feats, wunbreakable, uncanny dodge (Dex bonus),
veice of the masters.

$Skills: Balance +8. Climb «18, Concentraticn #16, Hide +8,
Intimidate +25/+24, Jump +10, Languages +3, Listen +11, Move
Silently #106, Pilot #10, Spot +14, Survival (Forest) +12, Xeno-
Languages +1.

Feats: Advanced Skill Mastery (Enforcer), Armor
Group Proficiency iLight, Medium, Heavy), Enforcer, Iron
Will, Point Blank Shot, Power Attack, Symbiote (Healing
Trance, lmmunity to Discase), Toughness (X3), Weapen
Group Profliciency (Hurled, Melee, Handgun, Rifle,
Tactical), Zen Facus.

ATTACKS
Unarmed +5 1d3 +73 (subdual)
S1af( weapon +12 6d6 (normal, error 1-2,

threar 18-20, range 10 1.,
qualitics and mods AP,
AK, TD)

Gear: Jaffa armor, staff weapon.

Major Samantha Carter inta detonating the power cell of a
defunct duplicate while examining it, thus killing herself.
Her master was slain shortly thereafter, at the hands of
Carter’s teammate Teal'c. (See the Seasen Four episodr
Double Jeapardy for more information.)

JA'DIN

Specialty: Goa'uld Spy
Class: Scientist

Level: 4

Strength: 10 Dexterity: 12
Constitation: 10 lutelligence: 16
Wisdom: 14 Charisma: 15
Vitality: 25 Wonnds: 10

Defense: 14 (+3 class, «1 Dex)
Initiative Bonus: +3 (+2 class, +1 Dex)
Speed: 30

Fort:+ Refv2 Willi+6

Special Qualities: Disguise and Xeno-Cultures are
always class skills (+3 to Threat Ranges), dominated hody,
immunity to disease, improvise ¢z, inherited memory,
learned, long life, parasite, PhD (Cryptography), professon,
radiation resistance, research (Bluff/Intimidation),

Skills: Appraise +4, Bluff +12, Computers +1o0,
Concentration +7,
Diplomacy +g9, Electronics +8, [Intimidation +11, First

Cryptography +13. Cultures «5,

Ald +5, Forgery +7, lide +5, Knowledge {(System Lords) +10,
hMechanics +8, Move Silently +6, Search +4, Sense
Mbotive +5, Spot +3, Surveillance +8, Xeno-Languages +4.

Feats: Armor Group Proficiency (Light), Grease
Monkey, Naquadah Sense, Persuasive, Scholarly, Stealthy,
Weapon Group Proficiency (Melee, Handguu),

ATTALCKS
Unarmed +2 1d3 (subdual)
Zat'nik'tel +3 3d6 (subdual, errer i-z.

threar 20, range 10 ft.)

JA'DIN, ORACLE OF CRONUS
(SUPPORTING NPC)
Attaining her position as oracle and advisor to Cronus
through a combination of treachery, intimidation, and lies,

Gear; Zat’'nik’tel, ceremonial rohes, incense,

ATALANTA, MISTRESS OF KalLYDON

Ja'din made herself invaluable to her master while system-
atically ridding him of all Coa'uld underlings whom she
mistrusted. She played thbe game of politics well, and was
the only Goa'uld Cronus trusted. It fell to Ja'din to examine
any minton whom Cronus considered promoting and deter-
mining whether or not they were loyal, a task she relished
as she probed their minds and interrogated them at great
length. To her, loyalty matteved little. What Ja'din scught
was a peculiar gquality that could give her the edge over
them. She foresaw a time when Cronus would be naught but
a figurehead, ruled by fear and suspicion, and the ha'taks
and slave-worlds and Jatta legions would answer ta her.
Ja'din was also required to research any new technalo-
gies unearthed by Cronus’ conquests, a task the Systemn
Lerd had me patience for. It was in pursuance of this that
she was undone: she was tricked by an Altairan duplicate of

4s

The Goa'uld Atalanta is a living contradiction — brought
te life and given position and respect at the command of a
master she was covertly encouraged to undermine. At the
behest of Ja'din, Cronus’ aracle and chief advisor, Cronus
brought a symbiote with his own genetic mater.al to
Kalydon and gave it a host. The symbiote was brought forth
to govern Kalydon in Cronus’ name, the first Underlord to do
s0 in over a thousand years, Training alongside the Guard of
Ages and learning the ways of war from Crenus, Atalanta
soon grew into a capable soldier and scout, and knew the
forests of Kalydon better than any who lived a mortal life
could ever hope to. When Aralanta tock command of the
world in Cronus’ name, she won the loyalty of his Jaffa < her
Jaffa-— almost instantly. While Cronus’ gambit had worked —
he gained a subordinate who would govern in his name and
be unable to claim godhood over him — Ja'din's gambit had




suceeeded beyend her wildest dreams. Atalanta owed Ja'din
everything — fer position, her power, her very life — and the
Guard of Ages were ferociously loyal to Atalanta, more so
perhaps than they were ta Cronus.

Atalanta kriew of Ja'din’s plan, and followed it with zeal,
hungry for power regardiess of how she came by it. Among
the pharachs, -t is said, the greatest challenges come not
from their rivals, but from their sons, Atalanta was almost
as a son to Cronus, trained by him and honed through
centuries of war inte the perfect hunter, Yet there is no
douhit that the Oracle Ja'din had just as much invested in
Afalanta az Cronus, and just as litde idea that the Hungress
had deceived ker. When Cronus was weakened by Ja'din's
illusions of betrayal and the spectre of Zeus' treachery,
Atalanta planned to slay the Oracle and take command of
the fleels, leading them to glory and taking her to her place
among the System Lords. It was only when Cronus® hatak
did not appear to take on a legion of trained Jaffa warriors
that Atalanta surmised something was wrong. it was not
long befere she learned of Juna, and the demise of her lord
and all his closest advisors. Suddenly. all thar she had wait-
ed for was gone, swept up in the grasp of the newly-freed
Zeus, and she found herself alone on Kalydon with no allies.

Atalanta his yet to swear her legions to another System
Lard, and ghe finds as time goes by that she may be unwilling
ro div s0. While she has no regard for the people of Kalydon
and rules them as harshly as Cronus, she has learned to
respect the Jaffa she fights alongside, and fears thar they will
rebel against her if she asks them to serve a new god. A< time
goes on, her edicts become harsher to keep the peaple loyal
and the philosophies spread by a rogue NID agent cause even
Jaffa under her command 10 question Cronus’ divinity.

Low-LEVEL ATALANTA

Specialty: Goa'old Warmaster
Class: Pointman

Level: 5

Strength: 17 Dexterity: 16
Constitution: 13 Intelligence: 12
Wisdom: 13 Charisma: 16
Vitality: 37 Wounds: 13

Defense: 15 (+2 class, +3 Dex)
Initiative Bonus: +5 (+2 class, +3 Dex)
Speed: 30

Forti+y Ref:+b6  Willi+g

Special Qualities: Assistance {¥2 time), dominated body,
gengrows, immunity to disease, inherited memory, lead
2session, long life, parasite, radiation resistance, tactics
vsession, versatility (Balance, Hide, Intimidate, Listen,
Move Silently, Survival, Xeno-Cultures).

Skills: Balance«1o, Bluff +10, Diplomacy +4, First Aid
+g, Hide +11, Intimidate +g/+g, Knowledge (Tactics) +5,
Listen «b, Mowve Silently #10, Sense Motive +5, Spot +4,
Survival (Forest) +7, Xeno-Cultures +4.

Feats: Armor Group Preficiency (Light, Medium), Forest
Training, Naquadah Sense, Surge of Speed, Track, Weapon
Group Proficiency (Melee, Handgun, Rifle).

yz

ATTACKS

Zat'nik'tel +6 3dG+2 [subdual, error 1-z,
threat zo. range 10 fr.))

Staff weapon +6 6d6 =2 (normal, error 1-2,
threar 18-z0, range 30 ft.,
qualities and mods AP,
AK, TD}

Unarmed +6 1dy+5 {subdual)

1dB+g (accuracy =, errer r,
threat 18-20, range -—
qualities and modes: th)

Medium sword +6

Gear: Zat'nik'tel, staff weapon, hunting roga, sword.

MiD-LEVEL ATALANTA

Specialty: Goa'uld Warmaster
Class: Pointman

Level: g

Strength: 17 Dexterily: 16
Constitution: 13 Intelligence: 13
Wisdom: 13 Charisma: 16
Vitality: 65 Wounds: 13

Defense: 17 {(#4 class, +3 Dex}
Initiative Bonus: +7 (+4 class, +3 Dex)
Speed: 30

Fort: +5 Ref: +7  Will +7

Special Qualities: Assistance (¥ time), cross-class abil-
ities (bonus combat feat xXz), deminated body, generonua,
immuniry 10 disease, inherited memory, lead 4/session,
long life, parasite, radiation resistance, tactics z/session,
(+2 bonus), versatility (Balance, Climb, Hide, Intimidate,
Listen, Move Silently, Survival, Tumble, Xeno-Cultures),

Skills: Balance+io, Bluff +yo, Climb +11, Diplomacy +4,
First Aid +9, Hide #10, Intimidate +9, Knowledze (Tactics)
+8, Listen +10, Move Si.ently +10, Sense Motive 48, Survival
{Forest) 12, Spot +4, Tumble +y, Xeno-Cultures +6,

Feats: Armor Group Proficiency {Light, Medium),
Clockwork Tactics, Endurance, Expertise. Forest Training,
Improved Equilibrium, Naguadah Sense. Surge of Speed,
Track, Weapon Group Proficiency (Melee, Handgun, Rifle}.

ATTACkS

Zat'nik'tel +g 3d6+2 (subdual, error 1-2,
threat 2o, range 1o ft)

Statf weapon £ 646 +2 {normal, error 1-z,
threat 18-20. range 30 ft.,
qualities and mods AP, AK,
TD)

1d3+5 (subdual)

1d8+5 (accuracy -, error 1,
threat range -

qualities and modes; 1h)

Unarmed +Q
Medium sword  +g
18-20,

Gear: Zat'nik'tel, staff weapon, hunting toga, sword.




HigH-LEVEL ATALANTA

Specialty: Gea'uld Warmaster
Class: Pointman/ Scaut
Level: 1273

Strength: 17 Dexterity: 16
Constitution: IR Intelligence: 13
Wisdom: 14 Charisma: 16
Vitality: 101 Wounds: 13

Defense: 21 {+6 class, +3 Dex, +2 rough living)
Initiative Bonus: +11 {+8 class, +3 Dex)
Speed: 30 ft.

Fort: 510 Ref:410 Will: 1

Special Qualities: +4 Species bonus to damage rolls,
assistance (¥ time), cross-class abilities (bonus combat feat
X34, dominated body, gererows, immunity o disease, inher-
ited memory, lead 5/5ession, long life. parasite, radiation
resistance, rough living 2, serendipity 1/session, stalker,
tactics 3/session, +2 bonus, versatility {Balance, Climb, Hide,
Intimidate, Listen, Move Silently, Open Lock, Survival,
Tumble, Xeno-Cultures).

Skills: Balances+11, Bluff 12, Climb +10, Concentration
+6, Cultures +6, Diplamacy +5, First Aid v10, [landle Animal
+4, Hide +12, Intimidate «g, Jump +8, Knowledge (Tactics)
+10, Listen +12, Move Silentiy +12, Search +8, Sense Motive
+10, Survival #18. Spot 13, Tumkble +10, Xeno-Cultures +10.

Feats: Armor Group Proficieney (Light, Medium,
leavy), Clockwork Tactics, Endurance, Expertise, Forest
Training, Improved Equilibrium, Martial Arts, Naguadah
Sense, OQutdoarsman, Surge of Speed, Tarewing Basics,
Track. Weapen Focus (Medium Sword), Weapon Group
Praficiency (Melee, Handgun, Hurled, Rifle).

ATTACKS

Zat'nik'tel *14 34d6+4 (subdual, error 1-2,
threat 2o, range 10 )

Staff weapon *14 6d6 +4 (normal, error 1-2,
threat 18-20, range 3o ft,
qualities and mods AP, AK,
TD}

Unarmed +14 1d6+7 {subdual)

1dB+7 (accuracy —. error 1,
threat 18-20, range -

Medium sword 15

qualities and modes: 1h)

Gear: Zat'nik'tel, staff weapon, hunting toga, sword,

Department. On his squad’s first night on Kalydon, Weiss
left the team, disappearing in the forest and leaving the
MID behind forever. The decision saved his life, as the
Guard of Ages fell upon his squad immediately therealter,
killing them all. Through sheer luck, Dr. Weiss eluded his
pursuers and came to the fort town of Nephele, where the
old King questioned him at great length on his strange
manner of dress and how he came to Kalydon.

Weizs spoke with King Aeolus for a week. Many of the
cancepts he referred to fascinated the King and his court,
The doctor soon found himself traveling From town to town
under a guard of Kalydon's finest hunters, quietly spreading
dissent against Cronus. He has since taken on the role of o
radical preacher. Llis status as an icon of revolution coupled
with the naturally dungerous environment of Kalyden and
the Guard of Ages who hunt him tirelessly fuve combined to
make Dr. Weiss more than a little agitated, and he is begin-
ning te lose touch with reaslity. Depending on when an SG
team catches him, the runaway could be their greatest ally
or their bigmest problem,

DR. ABRAHAN WEISS

Specialty: NII) Roguc Stargate Team Member
Class; Explorer
Rank: Grade 1 Specialist

Level: 5

Strength: 8 Dexterity: 10
Constitution: 9 Intelligence: 15
Wisdom: 13 Charisma: 15
Vitality: 24 Waounnds: 9

Defense:! 15 (+3 class, +2 specialty bonus)
Inttiative Bonus: +4 (+4 class)
Speed: 30

Fort: +4 Ref: +4  Will: +4

Special Qualities: All over the world (basic), bockworm
1% research time), direction sense +3, obaeasive, uncanny
dodge.

Skills: Balance +4, Boating +5, Climb +5, Cryptography
+5, Cultures +8, First Aid +6, Gather Information +5, Handle
Animal +8, Jump +3, Knowledge {Philosophy) +8, Knowledize
(Kalydan) +6 Languages +5, Listen +8, Survival (Forest) +8,
Xeno-Languages +4.

Feats: Armor Group Proficiency (Light}, Charmer,
Flawless Identity, Great Fortitude, OQutdonrsman, Starpate
Explorer, Weapon Group Proficiency {Melee, Handgzun).
World Traveler.

DR. ABRAHAM WEISS,
PHILOSOPHER AND Spy

ATTACK
(SUPPORTING NpPC) ot ,
. i Unarined +2 1d3-1 (subdual)
Recruited by the NID as a cultural advisor to an . .
e ; . - . Survival knife w2 1d6-1 {accuracy —, error 1,
unspecified intelligence project, Dr. Weiss socon found ,
himself seconded to the Department’s growing Stargate threat r7-20. range 5 ft.)
se sec (o] e 2 S g ol dar’ .
) P i ke i 8 FN Five-seveN 3 o+t (normal, error 1,

project as a translator and scientific consultant. He never
really agreed with the methoeds of the N1, and the only
thing keeping him from quitting was the "friendly” advice
of his commander. Fearing for his life, he dialed through to
P5C-982 on what was to be his last mission with the

threat zo, range z5 ft,
qualities apd maods AP)

Gear: Survival knife. FN Five-seveN, 2 remaining clips,
tocal clothing, sceuting bundle (nan-perishable items only).

bs




_HATHOR

(HAT-UR, SEKHMET) GODDESS OF
LoveE, DRUNKENESS, AND Music;
"EYE OF RA"
(PRESUMED DECEASED)

Specialty: Goa'uld Queen

Rank: N/A

Class: Poimman/Scientisi

Level: 152

Strength: 12 Dexterity: 15
Coastitution: 14 Intelligence: 16
Wisdom: 5 Charisma: 20
Vitality: 18 Wounds: 14

Defense: zo (+8 class, +2 Dex)
Initiative Bouus: +g (+7 class, +2 Dex)
Speed: 10

Fort; +g Ref: 1o Will: w14

Special Qualities: +4 threat range to Bluff & Sense
Motive (14}, class abilities faccelerated healing, all around the
world, damage reduction 1/, sneak attack +1d6), dominated
body, generows, immunity to disease, inherited memory, lead
7/session, learned, long life, parasite, radiation resistance,
PhD. (Knowledge (Biochemistry)), serondipity, strategy
Vaession, tactics 3/session {+3 bonus), versatility (Cultures,
Gather Information, Innuendo, Intimidate, Languages,
Listen, Perform, Search, Spot. Xeno-Cultures, Xeno-

Languages).

Skills: Appraise 3, Bluff Bureaucracy +8,
Computers +5, Concentration +6, Cultures w16, Diplomacy
«28, Electronics +4, First Aid 10, Gather Information +17,
Innuendo +19, Intimidate +17/+21, Knowledge (Biochemistry)
+17, Knowledge (Pheromones) +1g, Languages +11, Listen +g,
Perform {Dancing) +17, Scarch +8, Sense Motive +18, Spoi +g,

17,

Xeno-Cultures 18, Xeno-Languages +14.

Feats: Advanced Skill Mastery (Persuasive), Advanced
Technology, Armor Group Proficiency (Light, Medium),
Charmer, The Look, Mark, Persuasive, Naquadah Senseg,
Schelarly, Silver Tongue. Weapon Group Proficiency
(Handgun, Melee. Rifle), World Traveler.

ATTACKS
Unarmed +173 1d3+1 {subdual)
Kinetic blast 412 2d6+2 and 2d6+2 subdual

Gear: Kara kesh, nish'ta.

HisTory AND BACKGROUND

Hell hath no fury like a goddess scorned, no matter how
long her vengeance has been delayed. An ancient Goa'uld
who taok on the identity of the soddess of love {as well as
fertility, inebrinty and music), Hathor's personal history
with Stiargate Command made her one of Earth's most tena-
cious foes, despite the apparent benevolence of her Egyptian
identity. The lesaer-known face of Hathor is closer to her true
personality: Sckhmet, Eye of Ra, devourer and destroyer.

Uo

Historically, Hathor was supposed to be the daughrter of
Ra, and her name also refers to being of the House of 1lorus,
suggesting a relation to Heru-ur. She was the Egyptian
consort-daughter to Ra in mythology as well as in reality.
Her cult of personality and Charismatic impact may have
spread to Greece, Italy, Mesopotamia, and beyond
[Aphrodite, Venus, Ishtar may have heen modeled on her) as
a “love poddess” and figure of feminine beawty — and
accompanying feminine rage.

Hathar's host for the last few thousand years is partial-
Iy responsible for the Greek myth of Andromeda, a princess
who was fed to a serpent in order to pay for her mother's
vanity. Reportedly, the mother of Hathor's host, a queen in
Asia Minor. refused to pay tribute to the Goa'uld during a
festival in Hatho's honor, claiming that her own militia
could defear Hather's Jaffa, After the queen's army was
summarily defeated, Hathor required the lite of the
woman's daughter as payment for the outrage. Despite an
attempt by the princess's betrothed to rescue her, Hathor
still took the princess as a host, and ultirnately made the
girl's lover one of her many consorts.

Representations of her can be found throughout much
of ancient Western culture, and her impression on the
ancient mind was complex, While she was well-loved, her
other face as Sekhmet (also associated with Dastet, which
has led to some confusion regarding responsibility for her
crimes). was supposedly sent by Ra to destroy mankind,
and was fearcd and avoided when possible. Whether she
decided not to carry out a mandate of destruction, or
whether Ra reversed his decision, is apen 1o some debare;
what is known, is that their disagreement led to an
estrangement that left Hathor outside the power structure
of the Goa'uld, and ultimately stranded on Earth far 20 cen-
turies.

Alter her disagreements with Ra {(and persistent
rumeors of a thwarted coup attempt) Hathor either trans-
perted herselt, or was eusted {rom Egypt, ending up in pre-
Mayan Mexico. Images of the gaddess of the moon, [xal,
correspond with Hathor's Ffirst appearance in Meso
America, and for a time, her worship flourished. However,
several years later, another coup, this time aimed at Hathor
herself, left her in the equivalent of cryogenic suspension
inside a sarcophagus for many cepturies. One of her priest-
esses in Mexico grew fearful of Hather's influence on the
population, and concocted a scheme to supposedly save the
goddess from threats, leaving her worshippers distraught
but unable to find her resting place. This priestess sabe-
taged the sarcophagus mechanism, which may have
prevented worship of Hathor from spreading throughout
the continent and altering the course of human history.

When the pyramid which housed her imprisoned body
was finally discovered in 1998, she immediarely killed the
archacologists who awakened her. Uncertain as to the
status of Ra and the other System Lords, she determined to
find the Stargate and return to her place with the Goa'uld.
Using Goa'uld technology to lecate the nearest source of
concentrated naquadah, she trekked more than 1,000 miles
across Mexico and then seduced or tricked her way across
the U.S. border. She finally arrived at Cheyenne Mountain,
where she then infiltrated the SGC.




Claiming to be an enemy of Ra, and thus of a friend of
man, Hathor showed up on the front doer of the complex
and demanded to be taken to the gate, Since she surfaced
very early in the Stargate program, the overall character
and strategies of the Goa'uld weren't well-known, and her
claims were treated with more serious consideration than
they might have been at a later point in time. By the time
her story was cismissed, she already had a significant num-
ber of male SGC personnel under her control threugh the
use of nish'ta pheromones.

After gaining undue influence over key officers, she
imprisoned the female SGC personnel whe objected to her
increasing acquisition of classified intelligence and influ-
ence over policy suggestions, including then-Captain
Carter and Dr. Fraiser. She went om to drug and seduce Dr.
Jackson, using his DNA to spawn a new generation of
Goa'uld symbiotes, She also used the “Jaffa-making” device
on Colonel O'Neill before attempting te implant him with a
juvenile symbiote, prior to making him her First Prime.
Fortunately, Captain Carter and Dr. Fraiser staged a hreak-
out of the secure lack-up, took control of a weapons stock-
pile, and managed to free Colonel O'Neill before implanta-
tion could take place, using Hathor's sarcophagus to heal
the physical damage. A second raid was staged, and
Hathor's infant larvae were exterminated, ending the
threat to Earth; her sarcophagus was also destroyed during
the conflict.

However, Hathor herself managed to escape the SGC
through the Stargate. Returning to words where her wor-
ship had been previously established, she slowly built up
her intelligence and resources. She went on 10 seduce and
steal away Jaffa from remaote bases that belenged to Heru-
ur, Apophis, and other System Lerds, continuing to build up
her own arnmy, and spawning again. These worlds are suffi-
ciently outside the System Lords control as to not draw
attention to her efforts. After centuries out of the loop,
[lathor vemained cautious, and not about to make any
immedtiately challenging mowves 1o the current hierarchy.
While delighted in Ra's death, she held too many grudges
against the SGC to ever consider becoming allies with
Earth., Her recent theft of personnel from Heru-ur and
Apephis canceled cut any Family loyalties that might come
into play, and her theft of resources From other Sysfem
Lords (like Nirrti and Yu) likewise inade her other enemies
who she attempted to avoid.

That left her alone and vulnerable, which the Tauri were
ultimately akle to take advantage of. During her attempt to
coerce information out of SG- through the use of fake
Stargate Command, Hathov instituted the usce of liquid
nitregen (cryogenic) storage in order ta .end weight to the
idea that the team was 7o years in the future. During a
hand-to-band confrontation with one of the Tok'ra and
Captain Carter, Hathor was surprised by Colonel O'Neill,
seized, and thrown into one of the liquid nitrogen baths in
order to prevent her fram murdering both Carter and the
undercover Tok'ra. The average temperature of these baths
being well below -70 degrees contigrade, she was unable to
escape from the pool, and subsequently died of massive
shock.

Hathor controlled her enemies and potential friends by
the use of the pleasure principle - give the people what they
want, and they'll follow you anywhere. On a macro-level, she
usually encourazed celebrations, sparts competitions, and
festivals in her honor and the honor af her beloved hests
when she arrived on a planet, using them as a cover for her
intelligence-gathering activities. On a personal level, she
reqularly controlled the human men around her by use of
body-gencrated nish'ta, rendering them extremely sug-
cestible and willing to trust her with vital resources and
infermation — but only in addition to her own abilities asa
liar and fabricaror, telling her audience exactly what they
wanted to hear.

Hathor was extremely Charismatic and beautiful, used
1o seducing Jaffa and personnel away from other System
Lords. and using her diplematic skills 1o gather informa-
tion not availabie to others. Adventureus and not lacking in
nerve, she arrived on many different planets, scounted for
resources, and spirited away the people and things that
could be most useful 1o her. Many Jaffa became exiles from
their home sacieties for her sake. She actively scught the
means ta obtain her own ha'tak and weapons, exploring the
Stargate system on her own and with the assistance of
small groups of Jaffa.

Hathor's view toward other females was often dismis-
sive, underestimating either their importance or their abil-
ities. This weakness proved ber downfall more -han once:
she didn’t notice the last Tok'va infiltrator in her retinue
because, as Mingala has noted, she doesn't pay enocugh
altenticn to her female personnel. She also failed to
account for the threat posed by the female personnel at the
SGC until it was almest too late, and never bothered to use
nish'ta on them, preferring to imprisen them instead.
Hathor was a product of her culture and conditioning; used
1o getting her own way through personal charm and ruth-
lessness, she concentrates on those she perceives as a
threat first, and all others second.

Hathor, like many System Lords, has a well-documented
record of punitive actions. She also mastered layered and
highly intricate deceptions — witness the Patemkin-strate-
gy for deceiving SG-1. However, her vanity and blind spots
leave her vulnerable to direct attack, and her impatience
with being thwarted can lead to reckless actions. Her thirst
for vengeance — against the Tauri, the Tok'ra, and any whe
have wronged her — led to emotional decisions thar were
not tactically sound.

Extremely beautiful and curvaceous, Hathor's use of
nish'ta as an attractan: was redundant given her physical
appeal. The last host which Hathor took was rumored to be
aGreek princess, and possibly one of the inzpications of the
Perseus and Andromeda myths (another can be found in the
“Fous” Aection on page 128). Deceptively fragile-looking,
pale-skinned and startlingly red-haired, she did not fir the
pbysical stereotype of the ancient Egyptians, but the
rumors of royal blood or Greek background cannot be con-
firmed. Hathor, like many of the System Lords, favored old
Egyptian court dress with the maximum amount of jewels,
decoration, precious metals, and eye-catching designs. She
dressed to seduce, to intimidate, and to impress, and was
never seen wearing armor or other accoutrements of battle.



PLANETS
Eskal {pU4z-326)

Thermospheye: Coal (CR o; standard orbit; ad2o F).

Aunosphere: Normal (CR o: 0.9 atmesphores: Auto
[Nonel; Exp. Imc: None; SV None: Dmg None; Recup None).

Hydrosphere: Moist sub-humid (CR o; daily weather
1-85: none, 86-87: flood 1dio MPH, §8-g3: rain/snow,
94-96: thunderstorm or snowstorm, 97-93: blizzard, gg:
idro MPH, 100: 1d10+10 MP11).

Geosphere: Very Stable tectonic activity (daily carth-
guakes: none).

Seasons: Severe {(spring 1-25, unchanged: summer
26-50 +4c12” F; 51-75 auwtumn, unchanged temnp; 76-100:
winter -4diz" F}.

Anthrosphere: 20,000
fiva'uld; {7 picks, & RF); Theocracy; Hostile
-2; {-4/-8 Human/Goa'uld interaction with
dizposition chesks); Expansionistic {20,000
soldiers, squad size 2dg soldiers); Horrid

residents;

civil rights.

Origin: Exotic {recently imported troops
1o staff base).

Stargate Lecation {prairie region): Flat
terrain in prairie near forest. The Stargate is
located on an open plain, 5.000 feet from the
nearest treeline, within line-of-sight of four
armed guard towers.

This is the |acation Hathor chose for her
filse Stargate Ccmmand set-up, a
"Potemtan” (false image) village used 1o fool
membees of SG- into helieving they wers
back at the Cheyenne Mountain Complex,
among 3GC personnel. She used the facade
in an attempt to get them to unknowingly
divulge classified information via a debrief-
ing with the Tok'ra memory devices.

There are no natives on this planet:
Hathor expressly chose it for its isolated
location and lack of interference or interest
from other System Lords. It was originally a
mining planet ruled by Ra, bui the mines
prived unproductive and the Sun God aban-
doned it shortly thereafier. The land around
the Stargate was terrafenmed to evergreen
forests and grasslands. 200 miles in any
direction, the climate begins ro fall away
into undifferentiated swampland, incapable
of hesting life more complex than hirds and
fish. Most of the planet is chilly and uninvit-
ing, and there is nothing of interest to draw
the atrention of other System Lords.

Beneath the incredibly derailed complex
- which is contained within a larger,
Ezyptian-style Goa'uld base — lie a series af
twisting crystal tunnels initiated by rhe
Tok'ra. These tunnels are organically
“prown” from crystals, and extend beyend
the perimeter of the hase. Guard towers with
pulze cannens stationed around the perime-
ter of the Stargate are ready 1o repel attack
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through the Stargate, and a powerful energy Field sur-
rounds the entire complex, keeping it safe from attack.
Within the core of the base lies a fabrication of the SGC,
approximately 10 levels, in a style meant to suguest the
vear 207¢. Fabricated advances in technology can be seen
throughout, supposedly the result of an alliance with the

Tok'ra. However, several key details are left unfinished —
doors lead nowhere, some devices do not work, and the wal)
hehind the false Stargate allows access ta the Goa'uld basa
outside of {t. Hathor's photographic memory recreated
most of the details correctly, but for those portions of the




base she did not see, or could not build. she subsrituted
dead ends and mazes.

Hathor's Jaffa on the planet are backed by a coinmea-
surate scientific and construction support staff. Most foad
and minerals supplies are being transported through the
Stargate from Javabli and Neone. No death gliders or ha'tak
are available to her here as yet, bul some are on their way:
her slaves are building new ones and stealing a few from
other System Lords.

HATHOR'S SHIELD

The shield in use on Eskal is an effective barricade
against all forms of harm. Weapon fire of any sort sim-
ply bounces off of it, and vehicles or characters will be
unable to pass through it while it is activated. This pro-
tection includes bombardment from space as well. The
shield can be shut off by destroying the power genera-
tors inside the base (Hardness 15, 75 wound points
needed to disable). Though the sphere of protection
extends to the Tok'ra tunnels beneath the base, a few
may be uncovered, giving a damng team a chance 1o
infiltrate the base and sabotage the shield,

JavaBsLl (P3X-111)

Thermaosphere: Hot (CR o; standard orbit; hase temper-
ature 3d20+507 F)L

Atmosphere: Normal (CR o; 1.1 atmospheres; Auto; Exp.
Inc: 0; SV o) Dmg (None) Recup {(Nene)

Hydrosphere: Super humid (CR o; daily weather 1-72:
none; 73-75 flood: 1dio MPH, 76-77: flaad 1dio 1o MPEHL, 78:
flood 1dio+zo MPH; 79-88: rain 2d4in. 8g-95: thunder-
storm, gb-g8: hurricane; ggr wind 1dio MPI1 100: wind
idio+io MPEH),

Geosphere: Unstable tectonic activity (daily ecarth-
quakes 1-98: none, g9g: minor, 100: moderate: 1 small
volcano within 30 miles of Stargate).

Seasons: jungle (spring 1-17, +2d16” F; summer 18-50
+qd12” Fy auturm, 51-83 unchanged: 83-100: winter,
unchangzed).

Anthresphere: 50,000 natives; Stone Age (1 picks, o
RP); Theocracy; Suspicious (-1 with dispesition checks),
Expansionistic {10,000 soldiers, syuad size: 2d4 soldicrs);
Meoderate civil rights.

Origin: Amazonian,

Stargate Location {jnngle region): Within 4,000 feet
on a medium-sized river — crossable with rope hridges and
boats — flowing through a jungle, with a small volcano 30
miles upriver from the location of the Stargate.

Prior to the burying of the Srargate aon Earth, Hathor
transplanted the local culture 1o Javabli frem Mesoamerica,
primarily az= a slave labor force for mining naquadah and
other minerals used in starship design. During her
absence, worship of her flourished, thanks to the local
priests who retained power through her religion. With her
release from stasis, Javabli provided a welcoming planet
from which to gather her resources and plot Further forays
into the System Lords’ territories.
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The total number of native humans on the planet is
unknown, but approximately 50,6000 members of the prim-
itive tribes in the region live within a week's walking dis-
tance of the Stargate. This local population used to ke rouch
smaller, but with Hathor's return and demeznds for
naguadah and metals, more have either immigrated
the region, or been capiured and brought to the mines as
prisoners.

Hather's main interest in the planet is her worshippers,
whoem she has either heen converting to Jaffa or using as
cannon fodder in her covert farays ngainst ather System
Lords. The limited experience and low technological
sophistication of the inhabitants made their submissien
relatively straightforward, and most of the population iz
unguestieningly loyal to her. It currently houses her
sarcophagus, combat weapons, and invisibility device.

The river and the volcano near the Stargate both pres-
ent special hazards. The volcano is still active, and its cyrle
of eruption results in major fava flows and dust clouds on
an average of abhout once every five years. Groundquakes
and rumblings typically precede a major eruption, but i
cccasionally explodes with little warning, The “Child of the
Sun” is regarded with superstitious awe by the locals, and
Hathor's use of Gea'uld technolagy to pradict quakes wont
a long way 10 convincing the population of her divinity.

The river, on the other hand, floods at least every three
manths, bringing neceszary soil downstream to the ecosys
tems closer to the ocean. The cycle of storms in the region
guarantees that the river remains at its highest point for an
entire month during the summers wet season. There are
rapids downstream of rhe Stargate (approxima-ely 1oo
miles), but during milder seasons, the river does not pres
ent a significant challenge to experienced swimmers.
Should a flash fload coeur, however, it is advised that the
SGC team leave the region via the gate until the river
becomes passable again.

NEONE (P6X-098)

Thermosphere: Warm (CR o; standard orbit; 2dzo+25"

Atmaosphere: Thick {CR n; 1.6 atmospheres; -2 [nt/Wis
Penalty; Exp. Inc: None; SV [Forl DCio); Dmg 1d3 subdual;
Recup | round).

Hydrosphere: Semi-arid (CR o; daily weather 1-88:
none, Bg: floed 1dio MPH, 9a-gz: rain/snow rain, 1d5-1 in.
or snow, 1d6-2 in., g% thunderstorm, 94: dust storm, g5
hurricane, 96-97 wind who MPH, 98 windidiornio MPH,
g9g: wind 1dio+20 MPLH, 100: wind wd2g+30 MP().

Geosphere: Hills. Stzhle tectonic activity {daily earth-
quakes 1-gg: none, 10o: Tinoer).

Seasons: Mild (spring 117, unchanged; summoer 18-30
t2dlorlo® Fi autumn 5i-g2, unchanged. 93-100t winter
-2dro” F.

Anthresphere: 1,000,000 natives: Industrial (5 picks,
1RP); Oligarchy; Open (+2 with disposition checks),
Moderate {1,000 soldiers. sguad size 1d4 soldiersk
Moderate civil rights,

Origin: Hindu.

Stargate Location (coastal region): Open parkland in
warm scrub, with the Stargate in a small memortal park
area in the middle of the capital city.



Ineontrast to Hathor's takeover of the SGC. her stand-
ing strategy of "arrive, be charming, be diplomatic, and
make everyone like you” worked guire well on Neone
Ancther planet abandoned by the Goa'uld, the Neoneans
were originally transplanted here by Nircti, who lost inter-
est when the population failed to adapt to her genetic
experiments. A persisient vulnerability to toxins made
thein useless for her purposes, and so they were left to their
nwn devices approximately 300 years ago. However, Nirrti
left behind a legacy which Hathor was quick to take advan-
tage of: a history of a healing and rechnologically advanced
“goddess” whe only wanted to help the population develop
ils potential.

Hathor re-established control casily, due to a prevailing
religious culture which still held the Goa'uld in reverence
falbeit more 25 a myth than a reality) and Lttle interferance
by nearby System Lords. Afier undermining a number of
high officials in the planet’s ruling oligarchy, she instigated
recruiting measures for her army and the paying of rribute
to fier in the form of fuel and raw materials for the con-
struction of her secret base. Dy establishing a series of
sports and music festivals (supposedly celebrations of pros-
perity] she has managed to keep the remaining pepulation
from objecting too strenuously to her new influence on their
lzaders. Her custom of taking “pharanhs” fram the winners
of some of the competitions has earned her the censure of
a minority of the population, while inspiring others to join
hir armies.

Yechnologically, the Neoneans are relatively sophisti-
cated, and much of the canstruction work of her faux-SGC
base ook place through their 1abors. Their style of archi-
tecture and dress is consistent with late Hindu, and they
have develeped their science into a late industrial 1echnol-
ugy period, with trains, factories, and motorized cars just
oeginning to make an appearance, Hathor's emergence as a
force on the planet has sped up their technelogical sophis-
tication with the addition of key Goa'uld devices to assist
i her ship building and design, but has set them back
socially with thewr unquestioning belief in a higher power.

Hathor obtained food, raw materials, and recruits from
the Meoneans, but she didn't keep a close eye on their inter-
agtion with the Stargate. A single squad of Jaffa was enlis1-
zil to watch the comings and poings through the gate,
supplemented by the local autharity. The gate is located in
the center of the capital city of Yitaal, in a public parkland.
If the SGC or the Tok'ra wish to infiltrate the planet,
it would be risky but by no means impossible. Any who
arrive after Hathor's death will be questioned about the
goddess and, depending upon their answers, either find
reaty allies or implacable enemies.
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UNDERLINGS
TROFSKY, FIRST PRIME OF HATHOR
(DRESUMED DECEASED)

Trofsky's main weakness is that he adores Hathor. Most
generals are not in love with their sovereigns at the risk of
compromising their military judgment, but unfortunately
for Lathar, her Charisma has rendered Trofsky's effective.
ness utterly inert. His extreme loyalty often leads him to
making tactical mistakes since he rarely questions
Hathor's orders, no marter the military reality of a given sit-
uation. When 1eft to his own initiative, he is a very compe-
tent Prime, but his belief in Harhor as a goddess does not
allow him 1o see any flaws in her strategies or goals, nor to
adapt to new circumstances very well,

AJaffa formerly in the service of Heru-ur, Trofsky failed
10 accumulate significant victories in the service of his god
and thus was exiled 10 distant outpost of Heru-ur's domain.
A decade of reutine service without action, honor, or
change left him ripe for subversion by Harhor, After explor-
ing several other worlds in Heru-ur's territory, she deter-
mined that Trofsky was the most competent officer who
would not be missed, and offered him the opportunity to
became the First Prime in her new regime. Overwhelmed
with gratitude {and Hathor's mesmerizing Charisma)
Trofsky immediately pledged his allegiance to her, as well
az 5,000 of his troops, who were equally ready to defuct for
the chance of regaining glory and honor.

Trofsky's military education is typical of most jaffa of
his generatien. He is 110 years old, and would be approach-
ing the end of his military career and usefulness, had he
remained in Heru-ur's service. A skilled (albeit uninspired)
tactician, Trefsky relizs heavily on armaments and
weaponry rather than new maneuvers or 1rickery to gain
him victories. In situations where his treops are outnum-
bered or out-maneuvered, he will dig in and order his Jaffa
ta fight to the Yast man, fle truly believes he is participating
in the slorious building of a new empire, and wil) support
Harhor over all dissenters. He was slain by clements of SG-
1 shortly after the death of his beloved queen.

Lcw-LEVEL TROFSKY

Specialty: Jaffa Horus Guard
Class: Soldier

Level: 4

Strength: 14 Dexterity: 14
Consitutiou 12 Intelligence: 10
Wisdom: 13 Charisma: 13
Vitality: 40 Wounds: 12

Defeuse: 14 (12 Dex, +2 Jaffa armer)
Initiative Bonus: +6 {+2 class, +2 Dex, +2 species)
Speed: 30

Fort: +3 Ref; +3 Wilk 5

Special Qualities: Acenrate, armor use +1, damage
reduction /-, radiation resistance.

Skills: Balance +5, Comcentration +5, Diplomacy +2,
Intimidate +6/+5, Jump +5. Listen #2, Spoal +4. Survival
(Dresert) <4, Xeno-Languages +2.




Feats: Armor Group Proficiency (Light, Medium, Skills: Balance +6, Concentration +6, Diplomacy 4,
Heavy), Blind-Fight, By the Baok, Symbiote (Immunity 1o Intimidate +7/+8, [ump +6, Listen +6, Spot +6, Survival
Discase, Long Life), Weapon Focus (Dagger), Weapon Group (Desert) +5, Xeno-Languages +2.

Proficiency (Hurled, Melee, Handgun, Rifie, Tactical). ] : r
roficiency (Hurle eree gun, Riffe, Tactical) Feats: Armor Group Proficiency (Light, Medium,

Background: At Risk 1, Exile 1. [leavy), Blind-Fight. By the Book, Far Shert, Point Blank
Shot, Symbiote (Inmuniry to Disease, Long Life), Weapon
Focus (Dagger), Weapon Group Proficiency (Hurled, Melee,

ATTACKS
Handgun, Rifle, Tactical).
Unarmed +H 1d6+2 (subdual) andgun. Rifle, Tactical
Staff weapon +4 6db {normal, error 1-2, Background: At Risk 1, Exile 1.
threat 18-20, range 3o ft.,
alities and mods AP,
i;z( ;[;()s and mods 2 ATTACKS
' Unarmed +8 1d6+2 {subdual)
Gear: JutFa armor, staff weapon. Stafl weapon +8 6d6 (normal, error 1-2,
threat 18-20, range 30 f1.,
alities and mods AP,
Mio-LEVEL TROFSKY ?\L}:_II_L;(;\ ne mods 4
Specialty; Jaffa Horus Guard e
Class: Soldier/Prime Gear: Jaffa armor, staff weapon.
Level: 671
Strength: 14 Dexterity: 14 HIGH-LEVEL TROFSKY
Consitution: 12 Intelligence: 10 Specialty: Jaffa Horus Guard
Wisdom: 13 Charisma: 13 Class: Saldier/Prime
Lo Lavel: B/
Vitality: 60 Wounds: 12 ,[\C 3 .
Strength: 15 Dexterity: 14
Defense:r 14 (+2 Dex, +2 Jaffa armaor) Consitution: 12 [utelligence: 10
Initiative Bonus: +10 {+6 class, +2 Dex, +2 species) Wisdom: 13 Charisma: 13
Speed: cy
peed: 30 Vitality: 9o Wounds: 12
Forl: +t Ref: Will: +7
e = e Defense: 15 (+2 Dex, +3 Jaffa armor)
Special Qualities: Accurate, armor usc +1, damage Initiative Bonus: +13 (+8 class, +2 Dex, +3 species)
reduction 1/-, death squad +1, prepared, radiation resist- Speed: 30
ANCE, WL specialty (danger). . .
ince, weapon specialty (dagger) Fort:+6  Ref+6  Will: +g
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Special Qualities: Accurotfe, armor use +2, damage
reduction 1/, death squad +1, prepared, radiation resistance,
ring of defense 1/session, Sccond Prime, soak 1/session,
weapan specialty ([dagger).

Skills: Balance +8, Concentration +g, Diplomacy +7,
Intimidate +11/¢10, Jump +8, Listen +8, Spot +8. Survival
(Desert) +7.

Feats: Armor Group Proficiency (Light, Medium,
Heavy), Blind Fight, By the Book, Extreme Range, Far Shot,
Lay Down Fire, Point Blank Shot, Symbiote {(Immunity to
Disease, Long Life), Weapon Focus (Dagger), Weapon Group
Proficiency (Hurled, Melee. Handgun, Rifle, Tacticalk

Background: At Risk {1), Exile (1).

ATTACKS
Unarmed +1z 1d6+6 {normal, threat zo)
Staff weapon +H1o 0d6 (normal, error 1-z,

threar 1820, vange 30 It.,
qualities and mods AP,
AK, TD)

Gear: Jaffa armor, staff weapon.

MiNgaLa/THINA (AKA "DR. RaullLy"),
TOK'RA SpY AND SCIENTIST
[PRESUMED DECEASED)

One of the more mighly-placed Tok'ra spies in recent
venrs, Mingala infiltrated Hathor's growing simy from a Far
outpost of Bastet's, claiming she wanted more prestige and
recogriition for her scientific abilities. Inserted when the
Tok'ra realized that Hathor was building her troops, Mingala
acted as a medical technician and scientific advisor to
Hathor. She was one of the leading inspirations behind the
“cryogenic freeze” ruse, using a true cryogenic process which
can sifely keeo a person in stasis for several hours.

Upon her arrival on Eskal, she helped establish the
underzround Tok'ra tunnels and outgoing message relay to
the Tok'ra network. Three other Tok'ra remained in hiding
on the planet in these tunnels, relaying information which
Mingala left for them on data crystals left in the air shafts.
With carefully coded downleads once every three days, she
gave the Tok'ra regular information which they sent out to
operatives on ather planets.

Mingala and her host had been joined For approximate-
ly Tifty years, since Thina joined with the Tok'va in order to
honar the meynory of her slain Tok'ra husband. Thina had
previously been a botanist from one of Ba'al’s worlds, and
met and married her husband while he was undercover
there. His sudden death — and the necessity of passing
alang the information he'd obtalned = put her in contact
with the Tok'ra network, and eventually her partnership
with hier symbiete. Mingala herself was approaching four
hundred years old, and originally began her work under-
mining the Goa'uld on her own within Kali's domain,
sabntaging treep transports and staging other difficulties
for Goa'uld in the area.

Years of study made Mingala a skilled and emparhetic
doctor, whose fields of study included Goa'nid and Tok'ra
biclomy a3 well as human medicine. Her main focus, as dic-

tated by Hathor, was new methods of synthesizing nish'ta to
increase its efficacy and range, but she carefully sahataged
this project and stalled its completion, She also fermenting
discontent between Trofsky and certain select personnel,
trying to inspire a coup which would have left Hathor with-
out a First Prime or competent general.

Mingala and Thina had their disagreements, but on one
issue, they are in complete ngreement: Hathor was despica-
ble. Despite her purported claims of interest in promoting
women within her ranks, the Goa'uld queen by and large
ignored the existence of human, Jaffa, and Goa'uld females,
concentrating her attentions and persuasion on the males
in her vicinity. This made Mingala's job much easier, but
her growing disgust with Harhor became more difficult to
hide as time has gone on. Finally, with the arrival of $G-
into the goddess's cJutches, she had had enough. She
helped free the team menshers and prevented Col. O'Neill
from being pessessed by a Gea'uld symbiote. Unfortunately,
she was killed by Hathor's ribben device in the process,
when evidence of her treachery came to light, Her sacrifice
was not in vain, however; shertly after reviving, O'Neill
slew the upstart goddess, ridding the galaxy of Mingala's
hated foe.

Low-LeveL MINGALA/THINA

Specialty: Tok'ra Undercover Ament
Class: Scientist

Level: 5

Strength: 1 Dexterity: 1
Constitution: 10 Intelligence: 16
Wisdom: 13 Charisma: 12
Vitality: 24 Wounds: 10

Defense: 14 (+4 class)
Initiative Bonus: +2 {+2 class)
Speed: 10

Fort: +1 Ref: 1 Will: +5

Special Qualities: Improvise +3, immunity to disease,
inherited memory, learned, long life, profzaser, PhD
{(Knowledse (Chemistry)), radiation resistance, research
{BluffGarher Information), shared bedy, symbiotic hlending.

Skills: Bluff «11, Burcaucracy +5, Computers +10,
Concentration +8, Cryptography +11, Diplomacy +9, Gather
Information +10, Innuendo+8, Knewledge (Chemistry) +17,
Search +7, Sense Motive +1o, Spot +8, Surveillance +g.

Feats: Armor Group Proficiency {Light, Medium), Field
Operative, Flawless Identity, Mathematical Genius,
Nagquadah Sense, Scholarly, Traceless, Weapon Group
Proficiency (Handgun Melee).

Background: Lone-term assignment {1).

ATTACKS
Unarned +2 1dq {subdual)
Kinetic blast +2 2d6 and 2d6 subdual

Gear: Kara kesh.




MID-LEVEL MINGALA/THINA

Specialty: Tok'ra Undercover Agent
Class: Scientist/Field Analyst

Level: 811

Strength: 1 Dexterity: 1
Constitution: 10 Intelligence: 17
Wisdom: 14 Charisma: 12
Vitality: 49 Wounds: 10

Defense: 17 (+7 class)
[nitiative Bonus: +3 {+3 class)
Speed: 30

Fort:+2 Reb:+4  WIll: +7

Special Qualities; Brilliant +1, evidence analysis (ana-
lyst), eye for detail, improvise +4. y)mmunity to disease, inher-
ited memory, learned, long life, profeasor. PhD (Chemistry),
radiation resistance, research (Bluff/Bureaucracy/Gather
Information/Innuendo), shared hedy, symbiotic blending,.

Skills: Bluff #16. Bureaucracy +a, Computers =11,
Concentration +14. Cryplography +11, Diplomacy +10,
Gather Information 415, Innuendo +1o. Knowledge
{Chemistry) +17, Listen +5, Search +37, Sense Motive +14,
Spot +14, Surveillance +18,

Feats: Advanced Technology, Alertness, Analyst, Armor
Group Proficiemcy [Light, Medium), Field Operative,
Flawless Identity, Naguadah Sense, Scholarly, Traceless,
Weapon Group Proficiency {(Handgun, Meloe, Rifle).

Background: Long-term assignment (1),

ATTACKS
Unarmed +4 1dg [subcdual)
Kinetic blast +4 2d6 and 2d6 subdual

Gear: Kara kesh.

HigH-LEvEL MINGALA/THINA

Specialty: Tok'ra Undercover Agent
Class: Scient st/Field Analyst
Level: 12/5

Streugth: 1 Dexterity: n
Constitution: 10 Intelligence: 19
Wisdom: 14 Charisma: 14
Vitality: g1 Wounds: 10

Defense: 24 (+14 class)
Initiative Bonus: +7 (+7 class)
Speed: 30

Fort: +5 Ref: +8  Will: +11

Special Qualities: DBrilliant +3, evidence analysis
(Analyst, Advanced, Grand), eye for detail. favor for a favor
wsession, improvise +6, immunity to disease, inherired mem-
ory, know it all w/mission, leap of logic 1/session, learned,
lang life, professor. PhD (Knowledge (Chemistry, Genetics)),
radiation resistance, research {Bluff/Bureaucracy/Gather
Information/Innuendo), shared body. shutterbug, symbiotic
blending.
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Skills: Bluff +22, Bureaucracy +17. Computers +24,
Concentration +18, Cryptography +19, Diplomacy +17,
Gather Information «25, innuendo+r6, Intimidate +g/+11,
Knowledge (Chemistry) +33, Knowledge {Geneties) 32,
Listen +5. Search #25 Sense Motive +17, Spot +16,
Surveillance +20, Xeno-Languages +10.

Feats: Advanced Skill Mastery (Analyst), Advanced
Technology. Alertness, Armor Group Proficiency {Light,
Medium), Field Operative, Flawless Identity. Grand Skill
Mastery  (Analyst, Persuasive), Naquadah Sense,
Persuasive, Scholarly, Traceless, Weapon Group Proficiency
(Handgun, Melee. Rifle).

Background: Long-term assignment {1).

ATTACKS
Unarmed +g 17 (subdual)
Kinetie blast +Q 2d6 and 2d6 (subdual)

Gear; Kara kesh,

LEVAN, JAFFA CAPTAIN

Levan, like Trofsky, was also in love with Hathor... and
thoroughly jealeus of her First Prime, all consorts, and any-
one else near her. Whether it rose frem a foxic rezction to
nish'ta, or whether he was simply obsessed, he wanted to be
Jathor's First Prime in every way possible. As such,
he schemed against Trofsky in order to 1ake his position.
e locked upon all new recruits as rivals for her arrention,
and despite his lack of experience, he tried to pur together
aviable cadre of suppariers in order to challenge Trofshy
for his position, He didn't bave much success; zlthough
some Jaffa believed another general would be better quali-
fied to lead them, they didn't see anything from Levan to
convince them af his worthiness.

Levan was previously a human on Neone, working his
way up the military. When Hathor came calling nn his out-
post near Neone's Stargate, Levan was the first officer she
drugged, using him as a means of obtaining access to high-
er officers and convincing them to join her cause. After
bringing him and several others to Eskal, she made him a
Jaffa, and implanted him with the first symbiote from her
latest spawning. As such, be should have been immune ta
her chemical attractions now, but this was apparently not
the case.

Levan, however, being both proud and rather pig-head:
ed, did not believe that his feelings to Hathor are either
exaggerated or unjustified. His feelings for her are much
less those of worshipper to idol than they are of stalker to
obsession. Hathor Found him amusing, and occasionally
teased him about his love for her, mocking him on oceasion
and then praising him later.

To say he took her death hard is an understatement.
He went wild, slaying soveral nearby Jaffa and swearing
vengeance against the Taurl. He has since traveled to sov-
eral planets in her forme: domain, trying to raise troops for
a massive attack against Earth. His efforts have largely met
with failure — he rightfuly comes across as a lunatic - bot
a few Jaffa have rallied to his side. While attacking Earth
would be suicide, the same cannot he said for attarking an



eff-world SG 1eam. Naturally, he saves his greatest anger
for Col. O'Neill and SG-1, put any Tauri will do in a pinch...

Low-Level Levan
Specialty: Seraent Guard
Class: Soldier

Level: 4

Strength: 12 Dexterity; 17
Constitulion: 14 Intelligence: 14
Wisdom: 10 Charisma: 12
Vitality: 41 Wounds: 14

Defense: 13 (+1 Dex, +2 Jaffa armor)
Initiative Bonus: +4 (+3 class, +1 Dex)

Speed: 30
Fort: «4 Ref: 2 Will: +4

Special Qualities: Accurate, armor use +1, damage
reduction /-, radiation resistance.

Skills: Balance +6, Bluff «4, Climb +6, Concentration +3,
First Aid +2, Innuende +2, Intimidate +7/+7. Spot +6,
Survival (Mountain) 6.

Feats: Armor Group Proliciency (Light, Medium,
Heavyl, Hard Core, Naguadah Sense, Symbiote (Immunity
1o Dizease, Long Life), Stone Cold, Weapon CGroup
Proficiency (Exoric, Hurled, Mandgun. Mclee, Rifle,
Tactical).

Background: Ambitious [1).

ATTACKS
Unarmed 3 1d3#1 (subdual)
Staff weapon +3 646 {normal, crror 1-3,

threat 18-z20, range 3o f1.,
gqualities and mods AP,
AK, T

Gear: Jaffa armor, statt weapon.

Mip-LEvEL LEvan
Specialty: Seipent Guard
Class: Soldier

Level: 6

Strength: 12 Dexterity: 13
Censtitution: 14 Intelligence: 14
Wisdom: 16 Charisma: 12
Vitality: 59 Wonnds: 14

Defense: 13(+1 Dex, +2 Jafta armor)
Initiative Bonus: +10 (+5 class, +1 Dex, +4 feat)
Speed: 30

Fort: +5 Ret: +3 Will: +5

Special Qualities: Accirate, armor use +1, damage
rediction 1/-. radiation resistance, weapon specialization
{staft weapon).

Skills: Balance +8, Bluff +4, Climb +8, Concentration +5,
First Aid +a, Innucnde #2, Intimidate +11/+11. Spot +8,
Survival (Mountain) #10.

Feats: Armor Group Proficiency {Light, Medium,
Heavy), Combat Instincts, Hard Core, Improved Initiative,
Naguadah Senze, Quick Draw, Symbiote {(Immunity to
Disease, Long Life), Stone Cold, Weapoen Group Proficiency
[Exotic, Hurled, [Tandgun, Melee, Rifle, Tactical).

Background: Ambitious {3).

ATTACKS

Unarmed +7 1d3+1 (subdual)

Stalf weapon +5 6d6+2 {normal, errer 1-2,
threat 18-20, range 30 1.,
qualities and mods AP,
AK, TD)

Gear: Jaffa armor, sta2ff weapon

HigH-LEVEL LEvAN

Specialty: Serpent Guard
Class: Soldier/Bodyguard

Level: 872

Strength: 12 Dexterity: 14
Constitution: 14 Intelligence: 15
Wisdom: 10 Charisma: 12
Vitality: 95 Wounds: 14

Defense: 15 (+2 Dex, +3 Jaffa armor)
Initiative Bonus: +14 (+8 class, +2 Dex, +4 feat)
Speed: 30

Fort: +8 Ref: +7  Will: +8

Special Qualities: Accurate, armor use +2, damage
ceduction 1/-, radiation resistance, aafequard, ward
ilnitiative, Defense), weapen specialization (staff weapon).

Skills: Balance +11, Bluff +3, Climb +g, Concentration
+7, First Aid +3, Innuendo +z, Intimidate +137/413, Listen +3,
Search +5, Spot +12, Survival {Mountain) +12,

Feats: Alertmess, Armor Group Proticiency (Light,
Medium, Heavy}, Combat Instincts, Glint of Madness, 1dard
Core, Naquadah Sense, Symbiote (immunity 10 Discase,
Long Life}, Quick Draw, Stone Cold, Weapon Focus (Staff
Weapon), Weapon Group Proficiency (Exotic, Hurled,
Handsun, Melee, Rifle, Tactical}.

Background: Ambitious (3).

ATTACKS
Unarmed +g 1d4e1 (subdual)
Staff weapon +10 6d6+2 (normal, crror 1-2,

threat 18-z0, range 3o {t.,
qualities and mads AP,
AK, TD)

Gear: Jaffa armor, staff weapon.




THE AVENGER
(PRESUMED DECEASED)
Specialty: Goa'uld Warmaster
Class: Peintman/Congueror

Level: 1275

Strength: 17 Dexterity: 16
Constitution: 16 Intelligence: 14
Wisdom: 7 Charisma: 15
Vitality: 157 Wonnds: 16

Defense; 21 {+8 ciass, +3 Dex)
Initiative Bonns: +1z (+g class, +3 Dex)
Speed: 30

Fort: 13 Reb: 1o Will: 414

Special Qualities: Assistance (34 time), conqueror's
stratagem, cross-class abilities (accelerated healing, honus
combat feat X1, enforeer (hasic)), dominated body, genteroiis,
immunity to disease, lead 5/session, long life, order of hat-
tle 2'session, parasite, radiation resistance, rigid disci-
pline, serendipity v/session, spoils of war, tactics 3/session
{(+2 bonus), training regimen, vast might, versatility
{Conceniration, Demolitions, Gather Information, Hide,
Intimidate, Listen, Pilor, Search, Spot, Xeno-Cultures).

Skills: Bluft «18, Bureaucracy +14, Concentratien +17,
Demolitions +g9, Diplemacy +14. Gather Information +12,
Hide +13, Intimidate +25/+24, Knowledge (Tactics) +22,
Listen+13, PMilot +12, Search 10, Sense Motive +18, Spot +17,
Xeno-Cultures +8.

Feats: Armor Proticiency (Light, Medium, Heavy),
Command Decision, Enforcer, Naguadah Sense, Personal
Lieutenant, Point-Blank Shot, Precise Shot, Rapid Healing,
Stone Cold, Surge of Speed, Weapon Focus (kara kesh),
Weapon Group Proficiency (Handgun, Hurled, Melee, Rifle),
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ATTACKS

Kinetic blast +18 2d6+4 and 2d6+4 subdual

Gear: Kara kesh, regal clothing.

HisTory AND BACKGROUND

As a member of the royal family. Heru-ur was not afraid
to use and abuse his power while Ra dominated the galaxy.
The ancient Egyptians said that he was the son of Ra and
Hather, which likely means that he was the offspring of
Hathor who was given a host body by Ra, and Heru-ur
enjoyed a position fer a time as an ally to the supreme
System Lord himself and used his position and powesr to
build up his own resources. Ra gave Heru-ur a sizeable fleet
and control over much of his own domain, using him first
as mevely an underlord but eventually elevating him 1
System Lord status. Throughout the reign of Ra. Heru-ur
continually rcaped the benefits from his position art the
right hand of the supreme System Lord. Though the two
occasionally fought, Heru-ur and Ra were relatively solid
allies, ar least as far as the Goa'uld are concerned.

From the beginning, Heru-ur found himself in power
aud strove to stay that way throughout his career as a
System Lerd. As Ra's ally, he fought ofl any threat to his
father's power hecause it was also a threat to his own. His
fleet sutfered heavy losses in battles against Apep and,
when the time came to form the alliance of Goa'uld that
ousted Sokar from his position of power, Heru-ur was
amang the first to join. Ia fact, Heru-ur was so tightly
aligned with Ra that many ancient Egyptians wershipped
him as the god of the east and of the sunrise — essentially,
the god that brought the sun {Ra) into the sky. When Ra was
slain hy the Tauri and the fighting between the System
Lords enveloped the galaxy, Heru-ur became the sworn
enemy of Apophis and the two feught bitterly until Apophis
finally vanquished Heru-ur in the Tobin System.

As Ra's ally, Heru-ur proved to he a brilliant tactician
and a solid manager of military forces. In fact, he was 5o
oood at directing troops and commanding his fleets that Ra
often called upon Heru-ur to act as the sword that lashed
out at any foe. Heru-ur brought revenge ro those that dared
artack Ra's empire, or the holdings of those whae were loyal
to Ra, Due to this, Heru-ur was associated with the zoncept
of vengearce and retribution in many Egyptian societies,
Though it was not until later that Heru-ur himself wielded
enough power to be a recegnized and dominant force, many
Goa'uld dreaded sesing the ships helonging to his feet
[whose death glider contingent features some of the most
well-trained and capahle silots in the galaxy) for fear that
they had unintentionally for even intentionally) brought
the wrath of such a powerful military leader down on them-
selves.

For a time after Ra's death, Heru-ur poszessed one of
the most powerful fleets in the galaxy. Though other
System Lords claimed small chunks of Ra's empire, Hegu-ur
controlled one of them and warred constantly with Apochis
over many territories and planets, He was a cunning and
devious System Lovd who could he hoth ruthless and bril-
liant when engaged in batzle, He seized many of the planets
and starships belonging to the dead System Lord and made
them his own and was capable of bringing to bear enough



“You DARE CHALLENGE ME 2"
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might to ward off almost any attack. In fact, it toek a trap
and trickery for Apophis to destroy him. Progosing a truce,
Apophis lured the System Lord's ha'tak into a huge mine-
field, then detonated them, destroying the ship and pre-
sumably Hero-ur in the process. He has not been seen since
rhat incident and the SGC believes him destroyed... though
as with all Goa'uld, death may he less permanent than the
Tauri would prefer,

Heru-ur inhabits the body of a lean human male with a
bald head and a =andy-brown goatce. He wears earrings in
gach ear and ig rarely found without his kara kesh on his
hand. Additionally, Heru-ur is one of the few gods that
enjavs wearing the armor of his Horus Guards and is fre-
quantly seen in the golden chain and helmet similar to that
of his Jaffa. Like many of the System Lords, he helieved that
ruling with an iron fist was the most effective means of
keeping a populace under control. His
Horus Guards constantly patroiled the
streets of any planet he rufed. Heru-ur
wlerated no rebellion or heresy, and
was prone te make examplas not only
of traitors but alse of traitors’ fami-
lies, friends, coworkers, and semetimes aven enemies. The
people living under Heru-ur were at least as oppressed as
those who lived under any other System Lord, if not more so,
and Heru-ur’s paranoia and temper frequently resulted in
senseless violence against his own people,

LANETS
ETOpOLIS (P3X-H23)

Thermesphere: Warm {CR o; normal orbit; 2dzo+25° F).

Atmosphere: Normal (CR o; 1.2 atmospheres); Exortic
{surface, inhospitable).

Aydrosphere: Sub-Humid (daily weather 1-85 none,
86-87 wind 1dio MPH, 88-g93: 1dg-1 inch of rain, 94-g5:
thunderstorm, ob: hurricane, g7-98: wind 1dio MPH, gg:
wind 1dio+10 MPH, 100: wind 1d1o+z0 MPHj.

Geosphere: Stable tectonic activity (daily earthquakes
1-09: NoNe, 100 minor).

Seasons: Normal (spring 1-25, unchanged; summer
26-50 +1dhi0” F; 51-75 autumn, unchanged; 76-100: winter
-2d1o™ F).

Anthrosphere: 100,000 natives; Goa'uld (7 picks, 6 R);
Autocracy; Hostile (-2 with dizposition checks); Aggressive
(10,000 soldiers, squad size 2d6 soldiers); Poor civil rights,

Origin: Egyptiau.

Stargate Location {urban region): Floating platform in
the city of Letopolis

One of the most wondrous sites in the entire galaxy is
the planet Letopelis. a major center of power for Heru-ur and
an amazing piece of engincering, Driginally, the planet was
@ lush and fertile world that housed incredibly rich deposits
of trinium. Unfortunately, a natural disaster transformed
the once-idyllic rainforest into an unlivzhle wastelund
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where a thick layer of toxic fogs and noxious gases covers
the ground up to an altitude of 100 yards. When the crust
cracked and released the fog over the world's surface, all of
the natural wildlife was killed and the inhahitants — wha
were at the time followers of Bastet — were forced ta flee.
Most of the Goa'uld regarded the planet as completely off-
lirits and removed it from their tactical planning and star
charts. One System Lord did not, however, and was unwill-
ing te give up the trinjum-rich world as lost.
Heru-ur needed the resources to halster his
already-impressive forces and did so by control-
ling the sizeable deposir of valuahle minerals.

In order to regain control over the mines,
however, he was forced to enlist the assistance
of a numher of Goa'uld scientists, The result of their work
was the creation of the city of Letopolis, from which the
planet eventually took its name. It was constructed on a
grant floating platform that hovered above the toxic fogs
released on the world's surface, The city is, in truth, an
interconnected group of smaller platforms that make use of
the same anti-zravity technology that power the Goa'uld
spacecraft.

““1 WAS THINK' NG ABOUT IT.”

- COL. JACK O'NEILL

In order 10 keep up the mining of the trinium deposits,
Heru-ur had a number of special vehicles created that could
travel along the now-toxic surface of the planet and contin-
ue the mining that was once dene by hand. These vehicles
are the mainstay of the entire Letopalis operation and with-
out them the whole process would not he possible, After col-
lecting the trinium from the underground mines, the vehi-
cles transport large depaosits of the waluable mineral to the
surface where they are carried to the floating city. Dnce
inside the city, the trinium is precessed at one of the many
manufacturing plants and is then sent to waiting cargo
ships that transport it 1o whatever destinatien Heru-ur
commands. Over the years, the miners have hecome very
cfficient and are able to refine the trinium in a fraction of
the time it took to do the mining hy hand.

Letopolis started as a mining cperation hut as the
novelty of the world grew so did the demanc for more
attractlive architecture. Buildings rise fram the hovering
platferms and reach well inte the clouds high in the atreos-
phere, giving thase at the top a magnificent view usually
only seen from an aireraft, Several suspension bridges were
constructed to provide access between the tallest buildings
and have formed a spiderweh network of bridges that move
fromone end of the ¢ity to the other. In addition te the min-
ers (who are mostly human slaves) and 1he Goa'uid nobles
that live on Letopolis, many of Heru-ur's most honored
Horus Guards and religious servants received estates here
as a reward for their loyal service.

Despite Heru-ur's apparent death, no System Lord hax yet
moved to claim Letopolis. It is sufficiently deep within his
territory to make seizing it an expensive operation, and —
with Anubis still 2 huge concern and no guarantee that Heru-
ur will not return, no one wishes fo expend the resources.




THE HORUS GUARD ACADEMY

Many of Heru-ur's famed Horus Guards receive their
training on Letopelis at a special academy designed to
instruct the Jaffa in defensive tactics. Unforrunately For the
trainees, the training regiment makes it more of a trial by
fire than the dedicated instruction implied by the word
"academy” Many co not survive the training as they are pit-
ted against one another in a grueling competition to see
whi will emerge 2= the more powerful Jaffa. Many gradu-
ates go on to become First Primes {(or at least trusted gen-
erals) of minor Goa'uld, further improving the reputation of
the Horus Guards. The trainees at the Letopolis academy
are forced to learn everything from melee and ranged com-
bat 1o the finer points of death ghder tacrics. Like other
Systemn Lords, Ileru-ur wiss not afraid te waste resources —
or lives — in order to produce the most valuable soldiers
available 1o the Goa'uld,

HORUS GUARDS

The Horus Guards are often calted the personal
bodyguards of the royal family due to their association
with Ra and all of his followers. Unlike the Jackal
Guards that Ra confiscated from Anubis, the Horus
Guards were originally created by Ra fto act as the
agents of his charges. When Ra granted Heru-ur the
position of System Lord, he turned over the training
and management of the Horus Guards fo bhim. From
thar point on, the Horus Guards would be associated
with Heru-ur even to the point where many of the
natives on Earth confused the System Lord with his
own Jaffa warriors.

The Horus Guards are, by and large, defenders of
their masters more than generic shock troops. The
Horus Guards are capabie combatants but work best as
bodyguards, They are alzo renowned For their abilitics
as death glider pilots, an aspect of their training that
Heru-ur demands be emphasized in order to ensure that
his agents be well-rounded. Often System Lords that
cannot manage a significant complement of death glid-
er pilats will recruit Horos Guards to act as both body-
guards and pilots for their space fleets.

SomMa-Kesh (P3X-865)

Thermosphere: Warm (CR o; normal orhit; 2d20+25" F).

Atmesphere: Normal {CR o; 1.2 atmospheres).

Hydrosphere: Moist Sub-llumid {daily weather 1-85
none, 86-87 wind 1o MPEHL 88-93:1d4 inch of rain, g4-96:
thunderstorm, a7-98: hurricane, 99: wind 1die MPH, 100
wind tdiorio MPH).

Geosphere: Stadle tectonic activity {daily earthquakes
1-0g; none, loo: minor).

Scasons; Normal (spring 1-25, unchanged; summer
26-50 +1d10* F; 51-75 autumn, unchanged; 76-100: winter
-2d10” F).

Anthrosphere: 60,000 natives; Goa'uld (7 picks, 6 R
Autocracy; Hostile (-2 with dispositien checks); Aggressive
{z.000 soldiers, squad size 246 soldiers); Peor civil rights.

Origin: Egyptian.

Stargate Location (plains region): Plains area 2 miles
from death glider manufacturing plants.

The System Lords arz known for their massive space
fleets and their ability te transport themselves almast any-
where in the galaxy. Few stop to think of where these ships
and weapons come from, however. The planet of Soma-Kesh
is one of the few Goa'uld shipyards known throughout the
System Lord hierarchy, Here, the death gliders and other
comhat starships of many Goa'uld are produced, only to
fater be sold to the highest bidder. Soma-Kesh's shipyards
are one of the largest sources of profir for Heru-ur and only
these who are openly engaged in war with him are prohibit
ed from purchasing the starships manufactured on the
world. As such, dozens of Goa'uld both major and minar
have purchased portions {or, in some cases, entiretiesj of
their space fleets from Heru-ur,

Soma-Kesh itself is a relatively unremarkable planet,
chesen more for its central location in Heru-ur's empire
than any other reazon, The planet contains a few minar
deposits of naquadih and trinium but for the most part the
metals used in the manufacturing process are shipped in
from other worlds (including Letopolis) rather than werry-
ing about trying to mine the already thin natural resources.
In fact, since the world has no natural resources it makes it
significantly less valuable, allowing the manufacturing
facilities and orbital shipyards to be transported to aneth.
er world on shert notice without the significant loss of
resources. The world is mostly temperate grasslands and
forests with mild seasons, a peaceful living environment
for the human worshippers and Jaffa warriors that call
Sema-Kesh their home.

Neru-ur himself frequently visited Soma-Kesh 1o over
see the production of starships and to ensure that every
thing continued on schedule. Since many minor Goa'uld
depended on the starships provided by Heru-ur te protect
their small holdings, the System Lord often pushed his ser-
vants to their limits in order te justify his reputation asa
reliable provider of military might. The small cities on the
planet’s surface all housed temples to Heru-ur that the
System Lord used as temporary accommodarions when vis
iting the world on inspections. Additionally, the world was
also used in the festing of prototypical designs and has &
large swath of apen terrain perfect for low-altitude flying
and weapons testing.

The planet was seized by Apophis upon Heru-ur's death.
He immediately eliminated all signs of his rival and
demanded the populace switch allegiance to him. The
orbital shipyards escaped before the Serpent God could
seize them, however, making the world useless for his pur:
poses. With Apophis’ dearh, the shipyards returned to their
traditional locatien, and now wait for their "true”™ gmd 1o
reclaim his lost heritage. Should another Systern Lord
attack, they are prepared to exercise the same tactics again,

ORBITAL SHIDYARDS

A modular group of connected space platforms, the
orbital shipyard is capahle of producing everything from
small transport vessels to the massive motherships mast
Goa'uld use as the flagships of their fleet. Like the manu-
facturing plants on the planct's surface that produce death
gliders, the orbiral shipyards provide not only Heru-ur him-
seif with starships but also serve to create space-faring ves:




sels for a number of other Gea'uld. In case of an emergency, Knowledge (System Lords) 48, Listen «10, Pilot +4, Search
the orbital shipyards can separate from one another and +9, Sense Motive +10, Spot +10.
make aFzster-than-light jump inorder to escape any incom-

Feats: A Gr roficie Light, Medium),
ing attacks by other System Lords. e ko LSl Ct I (o Mot

Naguadah Sense, Stone Cold, Surge of Speed, Track,
Weapen Group Proficiency (Melee, Handgun, Rifle).

UNDERLINGS
HEKORT THE PREDATOR
Heru-ur's fondness for his image of a vengeance-exact- ATTACKS
ing deity Yed him to recruit a particular follower highly suit- Kinetic blast +5 2d6+1 and 2d6+1 subdual
ed to his task. While most ashrak are cold, calculating
killers, the one known as Hekort is a ghoulish sadist that
revels in torturing his enemies, Heru-ur selected Hekort as

Gear: Kara kesh, mission-specific gear.

nis personal assassin after saving him from the vengeance MiD-LEVEL HEKORT
of another System Lord, and made sure the ashrak knew Specialty: Goa'uld Warmaster
whiat would happen if his protection ever vanished. Clags: Peintman/Ashrak
Hekort inhabits the body of a human mate who is ane of Level: 6/3
the most stunningly attractive specimens of the species. .
; 2 oo ol P e P Strength: 16 Dexdierity: 14
His physical heauty belies the blackness in his heart as he T )
i s - Constitution: 18 Intelligence: 14
takes great pleasure in inflicting even greater pain. Hekort . .
Wisdom: 17 Charisma: 19

rot enly makes his targels pay for whatever they have dane
1o raise the ire of the System Lords, he makes them beg for Vitality: a4 Wonnds: 18
death far hours er days on end before Finally ending their
[lves, Additionally, Hekort has been known to target other
System Lords (alheit minor anes) for randem attacks, which
iz what got him put on trial in the first place.

Heru-ur kept Hekort on a tight leash but loved 1o use Fort: +o Refi+7 Will: +g
the azhrak to deal with enemies that he found heneath his
natice. Hekort is personally responsible for the deaths of at
least one SG team and numerous Tok'ra that have heen fer-

Defense: 16 (+4 class, +2 Dex)
Initiative Bonus: +7 (+5 class, +2 Dex}
Speed: 10

Special Qualities: Assistance {2 1ime), cross-class abil-
ity [bonus combat feat x1}, dominated body, generows, hand
cf shadow +2, immunity to disease, imperceptible 1/session,

reted out from thz ranks of Heru-ur’s forces. On at least onc . : ; L 5
lead 2/session, long life, parasite, radiation resistance,

accasion, he attempted to infiltrate Earth and attack the

leaders of the Tauri, but his plot was discovered and the

assaualt was averted harely in time to save countless lives,
His status following the reported death of Heru-ur is

Alayer, tactics 1/session, the chosen +1, wversatility
{Concentration, Gather Information, Intimidate, Listen,
Pilot, Search, Spot).

unknewn, but even with the number of enemies he has Skills: Balance +6, Bluff +14, Bureaucracy «10, Climh +5,
made, he has survived roe long and too well to be consid- Concentration +11, Diplomacy +10, Disguise +g, Gather
ered permanently out of action, Informatien +11, Intimidate +r2/¢13, Knowledge (Systern

Lords) +1a, Listen +13, Mave Silently +6, Pilot 46, Search +11,

BB Level HekarT Sense Motive +12, Spot +13, Survival (Desert) +q.

Specialty: Goa'uld Warmaster Feats: Armor Group Preficiency (Light, Medium),
Class: Pointman Bloodthirsty, Kara Kesh Basics, Naquadah Sense, Stone
Level: 4 Cald, Surge of Speed, Track, Weapon tocus (kara kesh),
Streugth: o Dexterity: " Weapon Group Proficiency (Melee, Handgun, Riflz),
Constitution: 13 Intelligence: 14

Wisdom: 16 Charisma: 19 ATTACKS

vitality: i Wounds: 8 Kinetic hlast 410 2d6+2 and 2d6+2 subdual.

Gear: Kara kesh, mission-specific gear.
Defense: 14 (+2 class, +2 Dex) ! &

Initiative Bonus: +4 {(+2z class, +2 Dex}
Speed: 30 High-LeEveEL HEKORT
Specialty: Goa'uld Warmaster

146 Ref: ill;
Fort: + elzeq  Williay Class: Peintman/Ashrak

Special Qualities: Assistance (32 time), dominated Level: 678
body, generows, immunity to disease, lead 1/session, long . B
R 3 ! . . = Strength: 17 Dexterity: 14
{ife, parasite, radiation resistance, factics 1/5ession, versa- . . .
20 : . - Constitution: 18 Intelligence: 14
tility (Concentration, Gather Informaron, Intimidate, . .
! : - Wisdom: 17 Charisma: 19
Listen, Pilot, Search, Spot).

, . Vitality: 1 Wounds: 18

Skills: BIuff +10, Bureaucracy +8, Concentration +8, R4 44

Diplomacy +6, Gather Infermatien +7, Intimidate +11, Defense: 19 (+7 class, +2 Dex)
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Initiative Bonus: +10 (+8 class, 2 Dex}
Speed: 30

Fort: +11 Ref:+g  Will: 10

Special Qualities: Assistance (Y2 time), cross-class abil-
ity (bonus combat feat x1), detect symbiote. dominated
bedy, generows, hand of shadow +6, immunity to disease,
imperceptible a/session, lead assession, long life, mantle of
feasr, parasite, radiation resistance, shroud of night, sfayer,
tactics 1/sesston, the chosen +3, versatility (Cencentration,
Gather Information, Intimidate, Listen, Pilct, Search, Spot).

Skills: Balance +6, Bluff +16, Bureaucracy #12, Clirnb +8,
Concentration +13, Diplomacy w10, Disguise +12, Gather
information +11, Intimidate +16/+17, Knowledge (System
Lords) +12, Listen +14, Move Silently +11, Pilot +8, Search
+13, Sense Motive «13, Spot #15, Survival (Desert) +9.

Feats: Armor Group Proficiency (Light, Medium),
Bloodthirsty, Cambat lustinets, Coolness Under Fire, Glint
of Madness, Kara Kesh Basics, Nagquadah Sense, Stone
Cold, Surge of Speed, Track. Weapan Focus {kara kesh),
Weapoan Group Proficiency (Melee, Handgun, Rifle).

ATTACKS

Kinetic blast +15 236+3 and 2d6+3 subdual

Gear: Kara kesh, mission-specific gear.

KALI

THE DESTROYER

Specialty: Goz'uld Spy

Rank: System Lord

Class: Pointman/Scout/Ashrak
Levek: 6/7/5

Strength: 13 Dexterity: 16
Constitution: 12 Intelligence: 15
Wisdom: 20 Chariswa; 14
Vitality: 12] Wounds: 12

Detense: 23 (+8 class, +3 Dex, +2 natural)
Initiative Bonus: +15 (+12 class, +3 Dex)
Speed: 30

Fort: +12 Ref: 13 will: 113

Special Qualities: Assistance (% time), cross-class
ability {sneak attack »1d6), detect symbicte, dominated
body, generows, hand of shadow +6, hunter (keen senses),
immunity to disease, imperceptible 1/session, inherited
memory, lead 2/zession, long life, parasite, radiation resist-
ance, rough living +2, slayer. sneak attack +1d6, tactics
1/session, the chosen +2, versatility (Dluff, Gather
Information, 1lide, Innuendo, Listen, Move Sitently, Xeno
Cultures, Xeno-Languages),

Skills: Balance +11, Bluff +13, Climb +6, Concentration
+12, Cultures +10, Diplomacy +12, Disguise +10, Driver +7,
Escape Artist +8, First Aid +6, Gather Information +12,
lHandle Animal +5, Hide +17, Innuendo +15, Intimidate +12,
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Jump +g. Languages +3, Listen +16, Mcve Silently +17,
Search +10, Sense Motive +12, Sleight of Hand +6. Spot #17,
Survival iMountain) +13, Swim +7, Tumble +8, Xeno-
Cultures +12, Xeno-Languages +6.

Feats: Armor Group Proficiency (Light, Medium,
Heavy), Assassin, Blind-Fight, Combat Instincts, Darting
Weapoen, Expertise, Master Assassin, Mountain Training,
Naguadah Sense, Outdoorsman, Sidestep, Stealthy, Stone
Cold, Surge of Speed, Track, Weapon Group Proficiency
{Handszun, Hurled, Melec, Rifle).

ATTACKS
Combart knife +17 161 (accuracy -, error 1,
threat 17-20, range 5 ft)
Kinetic blast 417 2d8 and 2d8 subdual

Gear: Kara kesh, combat knife, other weapons as appro-
priate.

HisTORY AND BaAckGRoOUND

Kali's rise to power began during the second Goa'uld
Dynasty, shortly after tae discovery of the Tauri by the
Goa'uld. In fact, Kali was one of the first symbiotes 1o take
a human host. At the time, she was a close ally to the
Goa'uld Shiva, and served him as ashrak. Though not a
Systern Lord in his own right, Shiva held a small dominion
a1l the time, and was granted access ta the Tauri by Ra.
During this period, Kali eliminated elements opposed to
Shiva's rule, including many amang the Tauri — particular
ly those who refused to recognize Shiva's alleged divinity.
Thus did she establish her role in the Hindu pantheon asa
destroyer of ignorance.

Unfortunately, Shiva's behavior made it difficult for
Kali to fulfill her role to his satisfaction: he refused to sur
render his Unas host, which led the Tauri to frequentiy
believe him a demon rather than a Gad. Though this satis-
fied Shiva, Kali recognized the potential for unrest in this
situation far in advance of herlord, and pleaded with him to
take a human host. Ra shared her concern, and demanded
that so long as Shiva continued 10 nake use of the Tauri, he
must take a human host. When Shiva refused, Ra demand-
ed an audience. Shiva balked, and Kali instead appeared
befare the supreme System Lord, secking a way 1o divert
rhe biooady conflict she knew would be the result of Shiva’s
defiance. Ra offered an alternate solution. Shiva would die
at Kali's hand.

Though loathe to destroy her master, Kali had little
rheice. Ra was the maost powerful of the System Lords and
defiance would lead only to her death. Further, she knew
*hat Shiva would simply be destroyed by other means
should she refuse. Finally, Ra sweetened the deal: he would
seize control of Shiva's territory following the rebellious
Goa'uld’s death, and Kali would be granted daminion over
it, subordinate to Ra himself. Kali agreed; she struck down
Shiva, and — as Ra had promised - assumed control of her
victim's territory. In exchange for her service, Ra alse
granted Kali access to a small group of Taurd, in a region
known today as Hengal, She then systematically eliminated
subjects that remained loyal to the fallen Goa'uld, further
cementing her positign among those who worshipped her



as the destroyer of ignorance. At the same time, she quick-
ly premoted those who were loyal to her, beth within her
Tauri subjects and her dominions on other planets.
leonography depicting her as a redeemer, standing over the
fallen form of her spouse, soon became common among her
wirshippers,

Despite her rise to power, she chafed under the thumb of
Ra, who treated her as little more than a mistrusted lieu-
tenant. When the Tauri threw off Ra's dominion, and the Sun
God's troubles with the Asgard continued, Kali seized her
chance. She withdrew to a few tightly controlled planets, and
carved out her own empire. Though Ra was displeased, the
chaotic state of the Goa'uld empire drew the lion's share of
his attention away froin her activities, By the time order was
restored, Ra concluded that reclaiming the small part of his
empive seized by Kali was simply maore frouble than it was
worth, and dictated terms for her continued independence.

Fearful of Ra's retribution, Kali was in no pesition to
refuse. She accepled his offer, but was not yet satisfied.
Rather than struggle against Ra, she instead focused her
efferts on neighboring System Lords cleser to her own
strength. She struck quickly, seizing many worlds belong-
ing to Gea'nld such as $hak'ran and Sohek. Her attacks on
Shak'ran Further secured her own territory, as Ra approved
of her attacks on his minor foe,

As Kali's power waxed, another System Lord’s was on
the wane. The goddess Bastet was overthrown during the
same chaotic pericd in which Kali rose to power. Hard
pressed to defend her new acquisitions, Kali recognized an
opportunity to gain @ much needed ally. Likewize, Bastit
hoped to use Kall in order to buttress her crumbling demin-
ion. Together, the pair became a force to be reckoned with,
and each of their territories expanded exponentially by the
close of the Second Goa'uld Dynasty. (See page 35 for more
on Haatet.)

By the rise of the Third Dynasty, both were major pow-
ers among the Gea'uld, and founding forces among the new
System Lards. Though Kali was powerful, her forces were
still dwarfed by Ra's. As such, she tended to defer to his
wishes during System Lord gatherings. Nonetheless, she
maintained her alliance with the more independent Bastet,
despite the occasional border dispute, Each recognized that
despite their pewer, any of the mightier Goa'uld - Ba'al and
Ra particularly — could crush them at a whim, Together,
they stood a better chance of fending off their rivals.

With Ra's destruction, Kali scrambled with the rest to fill
the power vacuum he left hehind. Her forces frequently
clashed with those of Apophis, who felt that the worlds grant-
e her by Ra millennia ago were his to rule. She alse suffered
lossas at the hands of Ba'al, and eventually sued for peace in
order to focus her efforns against Apephis. This conflict
centinued for several years, until Apophis’ destruction at the
hands of the Tauri. She quickly moved to reclaim her lost
territory, eliminating the remnants of Apophis’ forces and
consolidating her empire. The destruction wrought by
Apophis, however, crippled her forces, and she now struggles
t rebuild her empire by any means necessary.

Currently, Kali is predominantly occupied with main-
taining her territory against the depredations of Ba'al
Though she holds no love for the Tauri, neither does she
hate them with the fire of many System Lords. This is due
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largely to the destruction of Apophis at their hands. They
are a possible resource to be turned against her foes among
the System Lords ~ a dangerous, unpredictable resource, to
be sure — but one to he considered if necessary. Though she
acquiesced to Anubis' return, she still bears him il will for
the recent destruction of her forces, Though Anubis did not
accupy the planet — which is Kali's own base of operations
— she recognizes that he could have, and therefore fears his
wrath. With the advent of open war against Anubis, her
forces joined those of the System Lords arrayed against the
powerful renegade.

Kali’s host is a lovely young woman of Hindu ancestry.
The goddes: dresses in extravagant clothes and usually
covers her face with a veil. Her ego is massive, as with any
other Goa'uld, but strangely quiet. She rarely rants and
raves, and affronts to her divinity are greered with a stony
silence. She prefers to let her actions speak for her, and
rarely wastes time with idle words. When she strikes, her
blows are swift and terrible, leaving her foe alive just long
encugh to realize their folly. Despite her aspect as the
Destroyer, she treats her subjects with a moedicum of fair-
ness. Only those who defy her need fear her... and for those
her destructiveness is terrifying indeed.

PLANETS
CERADOR (P8C-LYy1)

Thermosphere: Hot (CR 1; medium orbit; 3dzo+50° F).

Atmosphere: Normal (CR o 1.1 atmospheres),

Hydrosphere; Semi-Arid (CR o: daily weather 1-88:
none, 8g: windstorm 1dio MPLH, go-g2: rain 1d3-1 in., g3
thunderstorm, 94: dust storm, 95: hurricane, g6-g7: wind
tdio MPH, 98: wind 1dio+10 MPH, 99: wind 1d1o+20 MPIL,
100 wind 1dzo+30 MPH).

Geosphere: Very stable tectonic activity (daily earth-
quakes none; ne volcanoes within 100 miles of Stargate).

Seasons: Mild {spring 1-19, unchanged; summer 18-50
+2dto” Fi 51-83 autumn, unchanged: 84-100 winter -2d1o” F).




Anthrosphere: 50,000,000 natives; Late Medieval (4
picks, 2 RP): Theocracy; Hostile (-2 with dispesition checks);
Aggaressive (25,000 soldiers, squad size 2d4 soldiers); Horrid
civil rights.

Origin: Hindu.

Stargale Lecation {equatorial region): heavily guarded
plaza in urban area, Kali's capital city.

Cerador is a dry world, dominated by flora and fauna
that thrive in such an environmenr. Large land masses
occupy mast of the planet’s surface, leaving roughly a Fifth
of the world covered by seas and oceans, It is approximate-
ly half again the size of earth, though its lower core density
means its gravity is roughly on par with Earth's. Its days are
long, as the world spins slowly; a day on Cerador iz ahout
forty Earth hours. On the whole, Cerador's atmosphere is
drier than that of Earth, though the vast majority of the
planet's fand mass remains habitable. Despite this, most of
the papulation is focused in a few urban areas, leaving
much of the planet undeveloped. These population centers
are tightly controlled by Kali's Jaffa legions.

Considering its starus as a System Lord's homeworld,
the humans of Cerador are surprisingly advanced from a
technolpzical and social standpoint. Like many System
Lords, Kali learned from the mistakes of the Tauri uprising,
but unlike others, she elected to grant more freedom to her
people rather than crush their spirit. The technological
level of Cerader is roughly comparahle to Earth’s Late
Medieval period, though inventions that present a threat to
Kali's rule are ruthlessly destroyed by her Jatfa legions, and
their creators executed. Similarly, excursions to Ra's fallen
temples and cities are prohibited by Kali; each such temple
is puarded by a host of her soldiers.

Much of Cerador's history has passed beyond the mem-
ory of its inhabitants, and few have any idea rhat the planet
was once ruled by Ra. Such knowledge contradicts the
assertion of Kali's priesthood, which posits that Cerador
has always been - and shall always be — Kali's domain, laffa
are forbidden to speak of such matters, for fear of the
natives discovering their true history, and eventually the
true nature of Kali herself,

Kali rarety takes a divect hand in the rule of Cerador,
instead leaving such matters in the hands of her Jaffa
priesthood. When she does choose to appear before her sub-
jects, it is invariably at one of her Palaces of Rebirth, one of
which exists in each of Cerador’s cities. Such events usual-
ly serve either to make an example of ane spurned her laws
through invention or exploration, or to offer a reward 1o
those who exalt her. Generatly, this reward comes in the
form of Goa'uld implantation, who then scrves Kali as an
underiing. That said, the process of implantation is not for
the eyes af her subjects. Instead, a ceremony of much pomp
and circurnstince is held before the Stargate, which lies in
the courtyard before her Palace of Rehirth in Colcrarta
(Cerador's capital city). The new host is escorted through
the Stargate by Kali's First Prime, Kel'Ry, whereupon the
candidate is seized by her Jaffa on the far side and implant-
ed, Generally, only the most loyal subjects are selected for
this "henor,” but occasionally, Kali implants dissenters in
secret, then releases the now-controlled host back into the
population in order 10 ferret out any networks of resistance
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to which the dissenter may have belonged. This tactic has
proven effective many times, though Kali does not use it
unless she has reason to believe such a network exists.

As Cevador is also the home of Kali's Fleets, death glid-
ers arc a common sight above the planet, and only augment
the population’s awe. Glider patrols supplement Kali's Jaffa
ground forces, and help ensure that the people do not sivay
too far into the wilderness {and stumble across one of Ra’s
lost cities).

The remnants of Ra's rule, though maore or less intact.
have been largely stripped of any useful technalogy.
Nonetheless, secret passages and hidden chambers abound
— as well as lethal traps for the unwary ~ and valuable tech
nology and information may yet ke discovered there. Ea
even secreted several artifacts of the Ancients away an the
planet and Ra's daughter, Anat — known as a warrior deity
in Egyptian mythology — is imprisoned here as well, secret-
ed away in an wn much like that which held Osiris on
Earth. The reasons for her imprisonment are unknown,
though it is likely she angered her father in some way.
Should she be freed, she will doubtless attempt te reclaim
her father's territory from Kali.

Cerador is Far from the border of Kali's domain. With
the return of Anubis, however, if is clear that the planet is
not impervious 1o atlack. Two maotherships were stationed
in Cerador’s orhit, and they were recently attarked and
destroyed by the resurgent Goa'uld. He did not claim
Cerador, but he might have.. and the reality of that eats
away at Kali. Now, ne less than four Goa'uld mother ships
arhit Cerador at any given moment, and more are availahle
should the situation merit.

Despite Kali's efforts to stymie technological develop-
ment, discoveries are being made in secret with increasing
regularity. Recently, a small cabal of intellectuals doveloped
gunpowder. Though they have not yet made the leap to the
development of simple firearms, it is only a matter of time
hefare they do. Thus far, they have managed to keep this
development secret, and have yet to be infiltrated by one of
Kali's Goa'uld “turncoats.” If Tauri or Tok'ra agents can
make contact with this group twhich is hased in Coleratta
itself) they could be a valuable asset in operations against
Kali on her own ground.

PoLiGRA (pP85S-292)

Thermosphere: Warm (CRR o; merdium orbit; zdao+zs F.

Atmosphere: Normal (CR o; 1.o atmospheres).

Hydrosphere: Moist Sub-Humid (CR o; daily weather
1-85: none, 86-87: flood 1dio MPLL, 88-973; rain 1d4 in. or
snow 1d6 in., 94-96: thunderstorm or snowsrorm, 97-g:
hurricane or hlizzard, g99: wind dio MPH, 100: wind
1dioa10 MPH.

Geosphere: Stable tectonic activity (daily carthquakes
1-g9: none, 100: minor: no volcanoes within 1 mile of
Stargate).

Seasons: Normal (soring 1-25, unchanged; summer
26-50 +2d20” F; 51-75 autumn, unchanged; 76-100 winter-
2dzo F)

Anthresphere: 150,000,000 natives; Renatssance |5
picks, 3 RP)/Stone Agz (1 picks, o RP); Aristocracy/
Pantisocracy; Hostile (-2 with disposition checksy



Suspicious (-1 with dispesition checks); Moderate (3,000
saldiers, squad size 1dg soldiers); Horrid civil rights.
Origin: Ilindu.
Stargate Locatien (nerthern region): Hilly, Torested
terrain outside of Laikem, a city occupied by Kali's [affa.

Phy:

smaller, its core is denser, so gravity and atmospheric pres-

iically, Poligra is similar to Earth, Though slightly

sure is identical to Earth's. Poligra's surface is roughly two
thirds water, with the remainder occupied by a single large
continent. This land mass stretches from one polar region
16 the ather, and is similarly broad in lengitude. Poligra’s
terrain is therefore quite diverse, featuring both coniferous
and deciduous Fforests, plaing, hills, mountains, and
deserts. The inhabitants of Poligra have seen a great deal of
death and destruction recently. They were on the frantier of
Kal's war against Apophis, and later, Ba'al. Previously
made vp of several pre-industrial nations, the hartles
between the System Lords' forces have guite literally
hombed the Poligrans back to the stone age. Only remnants
uf their cities survive, and the inhabitants have retreated to
the wilderness,

!
f
!
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As Poligra is Far from central to Kali's domain, she is
aencrally cantent to ignore its development, so long as it
docs not present a tareat to her order. Therefare, the
legions of Jaffa that swarmed aver the planet during its
recent troubles were foreign to the Poligrans: Kali's forces
had not visited the planet in generations. Nonetheless, they
quickly learned fear for the alien warriors. The Paligrans
knew no distinction hetween the Jaffa of Kali, Apophis, or
Ba'al. They knew only that the invaders brought death on
great wings, and later, in the fire staves they carried.

For their part, the itvading Jaffa are lirtle concerned with
the natives. Poligran citles and villages provide convenient
strong points and fortresses, so the Jaffa whe fight across
the planet’s surface take pains to cccupy such locations.
Other than subjugating the citizens of these locations, the
Jaffa have no interest in the Paligrans as a whole. Therefore,
smaller and more remete villages carry on life as hest they
can, though they are cccasionally inundated with refugees
from the more sophisticated areas af the planet.

The vast majority of the ptanet is curvently occupied
hy Kali's and Ba'al's forces, in roughly equal measure. The




frontier between the occupied ciries is a ne man's land of
blasted forests, shattered mountains, and ruined villages
with no stone standing on another. Further, several battal-
tons of Apaphis’ Scrpent Guard still occupy a few isolated
scttlements. In some cases, the Jaffa of Kali and Ba'al
atrempt to recruit these desperate Jaffa to their own cause,
though their success rate is slim. Usually, wben discovered.
these Serpent Guard enclaves are simply bombed into cbliv-
ion with an orbital hombardment.

Though the natives worship Kali in a fashion similar 1o
most ather conquered planets, she is a remote goddess.
Most warship is disorganized and casual, but even those
who have fled their homes and taken refuge deep in the
wilderness maintzin at least token faith. Kali's Jaffa are
peginning to capitalize on this remnant of faith, recruiting
the Poligrans in a holy crusade against the forces of the
“demon” Ba'al. Such recruits are considered little more
than cannon fodder, and dje by the thousands in each
engagement.

The Poligrans are ill-prepared to mount any kind of
organized resistance to the invaders, A fow have tried, only
to b ruthlessly put down, The rest learned that it is far bet-
ter toremain hidden, miserable yet alive, than te Fight hack
and be killed. Further, though some villages accept as many
refugees as they can, such desperate souls are often furned
away in order ta aveid taxing already-strained resources or
angering the invaders,

Interestingly, Anubis ignored Poligra in bis drive
toward Kali's forces at Cerador. Nonetheless, his presence
is felt even here. With Kali's withdrawal back towards
Cerador, her presence on Poligra is weakened a great deal.
In only the Few years since Anubis' return, Kali's [affa have
lost much ground, and are now reduced to holding roughly
a quarter of the planet's surface area, In response, her ships
have stepped up their orbital bombardment of Bz'al's posi-
tions, further scarring the Peligran landscape.

At long last, the Poligrans may be desperate enaugh to
mount a resistance effort. That said, even those who man-
aze to stand up to the Jalfa invaders have little more than
sticks and stones at their disposal, A few such desperate
kands have allied themselves with the remaining Serpent
Guard; Apophis’ jaffa were surprisingly open to this
alliance, and many cities held by the Serpent Guard now
host a combined population of Peligran natives and
Serpent Guard, working toward mutual survival
Nonetheless, the Poligrans recognize they are working with
the least of three evils, and would be eager to explare other
options. An SG team offering alliance would be welcomed:
while the Poligrans are eager to hear the Tauri's offer, they
are generally wary of empty premises for support. In order
to sway the Poligrans, an §G team will need to not only offer
equipment and training, but demonstrate that they are
capable of combating the Jaffa invaders effectively.

Alternately, some villages would welcome the chance to
simply escape their world and start anew somewhere else.
Unfortunately, the Stargate is within Kali's territory, and
gelting a group of more than a dozen or so through it is
likely to be difficult.
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UNDER[IMGS
KEL'RY

Kel'Ry is Kali's First Prime, and has served her loyally
since his Prim'ta. He will continue 1o do 50, even unto his
death, for his belief in her divinity is unshakable, Kel' Ry
remains close by Kali's side, often serving as much as a per-
sonal assistant and bodyguard as a field marshal for her
faffa legions,

Low-LeEvEL KEL'RY

Specialty: Jaffa Brahma Guard.
Rank: First Prime
Class: Guardian

Level: 3

Streagth: 16 Dexterity: 1
Constitution: 14 Intelligence: e
Wisdom: 12 Charisma: 12
Vitality; 31 Wounds: 14

Defense: 11 (+1 Jaffa armor)
Initiative Bonus: 3 (-3 class)
Speed: 30

Fort: +4 Ref: +0  Will:+2

Special Qualities: Enfarcer (basic radiation resist-
ance (+3), soak 1/session, nrbreakalle.

Skills: Balance +1, Climb +5, Concentration 6,
Demalitions +4, Escape Artist +1, First Aid +2, Hide «,
Intimidate +6/+4, lump +5, Move Silently +1, Pilot +2, Spot
+3, Survival (Urban) +2, Tumble «1.

Feats: Armor Group Proficiency (Light, Medium,
Heavy), Explosives Basics. Symbiore (Healing Trance,
Power Attack, Wedapon Focus {Staff Weapon), Weapon
Group Proficiency (Handgun, Hurled, Melee, Rifle).

ATTACKS
Unarmed + 1d3+3 {subdual)
Staff weapon +2 646 (normal, error 1-2,

threat 18-20, range 3o fi.
qualities and mods AP
AK, TD)

Gear: Jaffa armor, stalf weapon,

MiD-LeEvEL KEL'RY

Specialty: Jaffa Brahma Guard.
Rank: First Prime
Class: Guardian/Prime

Level: 5744

Strength: 17 Dexterity: 1
Constitution: 12 Intelligence: 10
Wisdom: 12 Charisma: 11
Vitality: 76 Wounds: 14

Defense: 11 (+1 Jaffa armor)
Initiative Bonus: +6 [+0 class)
Speed: 10




Fort: +10  Refi+y  Will: +g

Special Qualities: Accelerated healing, death squad +1
attackssave, enforcer (basich, prepared, radiation resist-
ance, ring of defense 1/5ession, Second Prime, soak 2/ses-
sion, unbreakable, uncanny dodge {Dex henus).

Skills: Dalance +3, Climb 7. Cencentration +g,
Lemolitions +7, Escape Artist +2, First Aid +4. Hide +5,
Intimidate +10/48, Jump +7. Move Silently +4, Pilot +4, Spot
+g, Survival (Urban) +5, Tumble +3.

Feats: Armor Group Proficiency (Lisht, Medium,
Heavy). Enforcer, Explosives Basics, Iron Will, Power
Attark, Symbiote (Healing Trance}, Toughness, Weapon
Focus {Staff Weapon), Weapon Group Proficiency
{Handgun, Flurled, Melee, Rifle).

ATTACKS

Unarmed +11
Staff weapon

1d3+3 (subdual)

+7 6d6 (nermal, error 1-2,
threat 1820, range 10 t.,
qualities and mods AP,
AK, TD)

Gear: Jaffa armor, staff weapon.

High-LEvEL KEL'RY

Specialty: [affa Brahma Guard.
Rank: First Prime

Class: Guard:an/Prime

Level: 5710

Strength: 17 Dexterity: 12
Constitution: 14 Intelligence: 10
Wisdom: 12 Charisma: 13
Vitality: 174 Wounds: 14

Debense: 12 («1 Dex, +1 Jaffa armor)
Initiative Bonns; +g (+8 class, +1 Dex)
Speed: 30

Fort: 113 Refi+6 Will: +12

Special Qualities: Accelerated healing, hattlefield tac-
tics, death squad +2 atrack/save/damage, enforcer (basic),
First Prime, prepared, radiation reststance, ring of defense
2/session, Second Prime, soak z/session, true warrior (2
grades), unbreakable, uncanny dodge (Dex bonus, can't be
Hanked), voice of the masiers..

Skills: Balance +7. Climb +10, Concentration +11,
Demalitions +14, Escape Artist +6, First Aid +7, Hide +7,
[ntimidation +z141g, Jump +10, Meve Silently +7, Pilot +8,
Spot 12, Survival (Urban) +7, Tumble +6.

Feats: Armor Group Proficiency (Light, Medium,
Heavy), Enforcer, Explosives Basics, [ron Will, Power
Attack, Symbiote (Healing Trance, Immunity to Disease),
Toughness, Weapon Focus (Staff Weapon], Weapon Group
Proficiency (Handgun, Hurled, Melee, Rifle).
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ATTACKS
Unarmed +15 1d3+3 (subdual)
Staff weapon 11 6d6 (normal, error 1-2,

threat 18-20, range 30 i1,
gualitiez and mods ADR,
AK,TD)

Gear: Jafta armor, staff weapon.

ANAT

Worshipped as a warrior deity in ancient Egypt, Anat
was imprisoned by her father Ra for some long forgolten
offense. Ra secreted her urn deep beneath the surface of
Cerador. When Kali seized the planet shortly after the Tauri
rebellion, Ra abandoned his daughter's prison, confident
that should she return, her lust for battle and power would
set her against Kali. Should an 5GC team discover Anat's
resting place and free her, she could he a valuable — if
unpredictable — ally against Kali. Once freed from her
prison. she will try to seize the First available hest; the sta-
tistics presented here assume that host is human. Further,
Anat is presented without gear, as her available equipment
depends on what she can attain after gaining a new host.

Low-LEVEL ANAT

Specialty: Goa'uld Warmaster
Rank: Underlord

Class: Soldier

Level: 3

Strength: 13 Dexterity: 16
Constitution: 14 Intelligence: 13
Wisdom: 14 Charismna: 11
Vitality: 39 Wounds: 14

Defense: 15 (+2 class, +3 Dex)
Initiative Bonus: +6 (+3 class, +3 Dex)
Speed: 30

Fori: +4 Rek: +4  Will: +6

Special Qualities: Accwrate, armor use +1, damage
reduction 1/-, dominated body, immunity to disease, Inher-
ited memory, long life, parasite, radiation resistance.

8kills: Balance +4, Climb +3. Concentration +6,
Demolitions +3, Driver +6, First Ald +4, Intimidate +6/+5,
Jump #5, Languages +3, Spet +6, Survival (Desert) +5, Swim
+3, Tumble +4, Xeno-Languages +73.

Feats: Armor Group Proficieney (Light, dMedium,
Heavy), Martial Arts, Naguadah Sense, Stone Cold, Rapid
Healing, Surge of Speed, Warrior's Grace, Weapon Group
Proficiency (Handgun, [Hurled, Melee, Rifie, Tacticafl).

ATTAaCkS

Unarmed +5 1d6+2 (subdual)

Gear: As host.




MID-LEVEL ANAT

Specialty: Goa'uld Warmaster
Rank: Underlord
Class: Seldicr

Level: 10

Strength: 14 Dexterity: 16
Constitution: 14 Intelligence: 13
Wisdom: 14 Charisma: 1
Vitality: 90 Woeunds: 14

Defense: 17 (+4 class, +3 Dex)
Initiative Bonus: +15 (+5 class, +3 Dex, +4 feat)
Speed: 30

Fort: +7 Ret: ¢6  Will: +9

Special Qualities: Accurate, armor use +2, damage reduc-
tion /-, immunity dominated body, to disease, inherited
memory, lang life, parasite, partable cover (4 cover), radiation
resistance, weapon specialization (harehanded, kara hesh),

Skills: Balance +10, Climb 7, Concentration 48,
Demolitions +6, Driver +g, First Aid +7, Intimidate +10/+8,
Jump +g, Languages +3, Spot +g, Survival (Desert) +8,
Swim +5, Tumble +8, Xeno-Languages +3.

Feats: Armor Group Proficiency {Light, Medium,
Heavy), Bloodthirsty, Improved Initiative, Martial Arts,
Naguadah Sense, Ready Stance, Sidestep, Stone Cold, Rapid
Healing. Surge of Speed, Warrior's Grace, Weapon Group
Proficiency (Handgun, Hurled, Melee, Rifle, Tactical).

ATTACKS

Unarmed +12 1d6+7 (subdual)

Gear: As host.

High-LEVEL ANAT

Specialty: Goa'uld Warmaster
Rank: Underlord
Class: Soldier

Level: 16

Strength: 16 Dexterity: 16
Constitution: 14 Intelligence: 13
Wisdom: 14 Charisina: 11
Vitality: 130 Wounds: 14

Defense: 20 (+6 class, +3 Dex, +1 Sidestep)
Initiative Bonus: +20 (113 class, +3 Dex, +4 feat)
Speed: 30

Fort: +g Ref; +8  Will: +12

Special Qualities: Accurate, armor use +4 damagereduc-
tion 2/-, deminated body, immunity to disease, inherited
memory, long life, one in a million, parasite, portabhle cover
(4 cover], radiation resistance, weapon specialization {bare-
handed, kara kesh, staff weapan, zat' nik'tel),

Skills: Balunce +12, Climb +i1, Concentration +11,
Demaolitions +g, Driver +12, First Aid <10, Intimidate +14/+11,
Jump +12, Languages +3, Spot +12, Survival (Desert) +11.
Swim +y, Tumble +11, Xeno-Languages +3.

Feats: Armor Group Proficiency (Lighs, Medium, Heawvy),
Gloodthirsty, Combat Instincts, Confident Charge, Coolness
Under Fire, "Keep Your Head Down!®, Glint of Madness,
Improved Initiative, Martial Arts, Naquadah Sense, Rapid
Mealing, Ready Stance, Sidestep, Stone Cold, Surge of Speed,
Warrior's Grace, Weapon Focus {staff weapon), Weapon
Group Proficiency (Iandszun, Hurled, Melee, Rifle, Tacticall

ATTACKS

Unarmed +19 1d6+g (subdual}

Gear: As host.

MANANNAN MAC LIR

Lorp oF THE caulprod LEGgioNs

Specialty: Goa'uld Noble
Rank: System Lord
Class: Pointman

Level: 15

Strength: 11 Dexterity: 12
Constitution: 15 Intelligence: 14
Wisdom: 17 Charisma: 19
Vitality: 124 Wounds: 15

Detense: 17 {+6 class, +1 Dex)
Initiative Donus: 7 (+6 class, +1 Dex)
Speed: 10

Fort: +g Ref: +8  will: +12

Special Qualities; +4 rhrear range to Bluff & Innuendo,
assistance (%4 timel, crossclass ability (basic skill fear xa,
research {feat), sneak attack +1d6), dominated body, gonerows.
immunity to disease, inherited memary, fead 7/%ession, long
life, parasite, radiation resistance, strategy 1/5es58i0n, Lactics
3/session {+2 bonus), versatility {Appraise, Computers,
Concentration, Cultures, Forgery, Gather Information,
Intimidate, Listen, Spot, Xeao-Cultures).

Skills: Appraise +g. Bluff +26, Bureaucracy +22,
Computers +8, Concentration +10, Cultures +8, Diplomacy
+26, Forgery «11, Gather Informarion +21, Innuendo 415,
Intimidate +11/414, Listen +10, Sense Motive #15, Spat +3,
Xenn-Cultures +17.

Feats: Advanced Skill Mastery (Field Operative,
Persuasive), Armor Group Proficiency (Light, Mediuml,
Career Operative, Field Operative, Grand Skill Mastery
(Persuasive), Master Fence, Naguadah Sense, Perauasive,
Political Favors, Sidestep, Silver Tongue, Weapon Group
Proficiency {(Melee, Handgun, Rifle).

ATTACKS
Unarmed +11 1y (subdual)
Kinetic blast +12 2d6 and 2d6 subdual
Short sword +13 1d8 (accuricy —, errer 1,

threat 18-20, range -
gualities and modes: 1h)

Gear: Kara kesh, short sword.




THE BLACk CAULDRON

With this one-of-a-kind invention, Arawn has
ensured that the Jaffa who serve Manannan have no
freedom even in dearh. Although it looks like an
immense cylindrical vat rather than a stone coffin, the
Cauldron's design is based on that of the sarcophagi
that the Goa'uld use to restore the dead to life. What it
restores can hardly be called "ife” however. While
attempting to medify a sarcaphagus to use less power,
Arawn discovered that it was possible to revive a num-
ber of basic brain functicns — all autopomic activities,
plus the ability 1 receive and (to a limited degree} inter-
pret sensory data — without having to reinstate the
higher brain Functions. Furthermore, he also deter-
mined that it was possible to “imprint” rhe minds of
those resurrected with the voice of another individual,
such that any commands issued in that voice would
b cheyed without question. These “Cauldron-Born™
saldiers acknowledged no fear or pain, but suffered
from one strange drawback: theugh they were able to
understand verbal commands, they could not speak.

Armed wirth this discovery, Arawn set out to estab-
lish an army of warriors who would never turn from the
battlefield. He first deployed the Cauldron-Born during
the uprising against Balor, and was not disappointed.
The Cauldron has been in nearly constant use since
then. and Cauldron-Bern troops make up the lien's
share of any ground force that Manannan sends into
battle. He keeps it on the planet of Anwn (aee page 71}
and puards s secrets jealously. To date, no other
Ges'uld has mastersd the technology, and Manannan’s
servants on Annwn have orders 1o destroy it rather than
let it fall inte an enemy’s hands.

HisTory AND BACKGROUND

Evers within Goa'uld society, Few are familiar with the
activities of Manannan mac Lir, easily one cof the most
reclusive of the System Lords. MHe prefers it this way.
Fatience, cunning, and near-anomymity have served him
well in situations that have brought brasher System Lords
Lo,

Like Morrigan (aee page Eo), Manannan is the spawn of
quaen Danu {see page 8q), g distant Goa'uld whose ohedi-
ence to Ra was 1acit at best. ber brood was far too engaged
in their own machinations to trouble the Sun God, at least
initially, and they bent their knee mainly ta gain access to
the stock of Taurion Earth. The young Manannan mastered
the art of staying low on the radar during the centuries of
infighting that have plagued the family. When his more
warlike brethren initiated conflicts, he effered tacit sup-
port — even going 50 far as to offer strategic and logistical
advice — bur mever sending any of his persenal resources
into the fray. Fe willingly allowed others to take the glory of
victary: he was far more interested in the spoils, and even
mece 50 in the negotiations which fallowed.

It was in exactly this manner that Manannan developed
the most important alliance of his existence: the Goa'uld sci-
entist Arawn. During Manannan's sojourn as an underlord,
a war leader named Gwydion stole several valuable artifacts
from Arawn, who at the time was trying to huild up his own
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power base ourside the auspices of the System Lord Balor’s
empire. Arawn retaliated by sending an army of cyberneti-
cally modified Jaffa against Gwydion, who rallied his family
and destroyed the army by force of everwhelming nambers,
Afterward, Manannan —who had carefully reviewed the bat-
tle. and was maost intrigued by the moditications the enemy
soldiers sported — contacted Arawn and, offering him a
hidden base from which to continue his experiments, forged
a pact which has only strengthened over the centuries.

The treaty remained a secret until Manannan finally
saw fit to tip his hand. during a revolt against Balor led by
another underiord, Dagda. The upsiart troops spearheaded
the attack, softening up Balor’s Fomorian hordes, while
Manannan mancuvered his picces into place. By this time,
Arawn fiad set aside his experiments in cybernetic modifi-
cation and had begun experimenting with direct manipula-
tion of his test subjects’ mental Faculries, using a modified
sarcophagus which came to be known as “the Black
Cauldron.” Wave after wave of “Cauldron-Born”™ shock
treops — engineered to be immune to pain or fear and
unable 10 disobey any order given to them by their con-
noller = descended upon Baler's armies, providing an
allicd underlord named Lugh with the opportunity he need-
ed to deliver a faral blow. This left Dagda and Manannan in
joint control of a vast empire, which they divided between
themselves. Both petitioned to join the System Lords, and
though the request initia.ly met with murmurs of surprise
— Dagda they had heard of, but Manannan was a mystery —
both ¢learly held the necessary resources and military
might to enter the highest ranks of the Goa'uld.
Manannan's new status allowed him to take on Lugh as his
warmaster, but also afforded him an cven more important
asseiz his queen, Morgause,

For several hundred years, Manannan had drawn most
of his Tauri slaves from treland, Britain, and the isle of
Man. Fastering discord among the warlike clans there was
absurdly easy — especially for a Goa'uld who had spent
centuries capitalizing on his own relatives’ infighting —
and provided an effective means of natural selection for the
best breeding stock, Furthermare, he had fostered the
belief that Emain Abhlach — his hase of cperations — was
the magical Otherworld where powerful warriors spent
their afterlives, leaving hinmi with no shortage of worship-
pers ready to kill and die for the chance to serve their ged
in paradise. Not long after Balor's demise, though, one man
threatened to destroey this efficient system which
Manannan bad set up: a local war leader by the name of
Arthur, Fhrough a combination of charisma and military
skill, Arthur managed to unite the clans, forging them info
a powerful, cohesive unit. Worse yet, the persuasive efforts
of Arthur's cousin 1ityd, slowly began to won the formerly
fanatical Irishmen away from their devorion to Manannan.

But the Svstem Lord had cncountered cults of personal-
ity pefore. This one would fall like any other.

Morganse already had access ta excellent genetic mate-
rial from the slaves Manannan had previously acquired, but
Arthur seemed toc good of a prize to pass up. Intending to
kiil two birds with one stone, Manannan sent Morgause to
Arthur's court with arders 1o seduce him, gather informa-
tion, and kill him if possible. She sucreeded in all but the
|ast; before she had the opportunity to murder Arthur,




Morgause realized that her host body had become preg-
nant, and returned to Emain Abhlach to bear the child.
Manannan was briefly disappointed, but counted the
mission a success nonetheless — after all, his queen had
just brought him a new weapon. She hore a hoy, who she
named Mordred, and as soon as he was old enough, he
Glended with one of Morgause's own larvae.

Mordred spent the next several years at Lugh's side,
training in the arts of war. The boy took after both his host
and symbiote parents in cunning, and did not get on well
with the rash, agpressive Lugh: still, he learned much, and
when Manannan sent him back to [reland at the head of an
army of Finnna warriors, he broke Arthur's hold over the
clans in o marter of weeks. Mordred met Arthur in hattle
and broke the Tauri using his kara kesh. e brought
Arthur's dead body hack to Emain Abhlach as tribute to
Manannan, giving rise to the legend that the mortally
wounded King Arthur was removed to Avalon, from which
he will one day return in Britain's greatest hour of necd.

Not long afterward, the then-underlord Morrigan
hrought forth evidence that Lugh was plotting to destroy
Danu (see page 81). Manannan secretly suspected the evi-
dence was fabricated, but allowed the charges to proceed
unchallenged; he and Lugh had disagreed repeatedly on the
conducet of military operations, and now that Mordred had
proven himself a worthy leader, Morrigan’s allegations
proved the perfect means of putting Lugh out of the way,
This may yet prove dangerous for Manannan, as Mordred is
both ambitious and patient, and will not put up with being
an underlord ferever = but for now, their lord-and-vassal
relationship holds.

Currently, Manannan is content to remain on the
fringes of Gea'uld pelitics, preferring to expand his power
base through colenizing new planets and supporting
Arawn's research rather than sparring over cxisting sys-
tems and resources. He recently suffered a sethack when
his longtime queen Morgause inexplicably became barren,
hut his rank among the Goa'uld affords him the right to the
larvae of other gueens, so he does not count it a serious
blow. Many of the worlds under his sway are extremely far
apart, and a considerable porticn of his assets goes into
maintaining his empire — but his organization has passed
the point of becoming self-supperting, and when he finally
leverages the power at his command, the other System
Lords will have no choice but te give him the respect and
glory he has passed up for so long.

PLANETS
EMAIN ABHLACH (PYM-702)

Thermosphere: Warm (CR o; standard orbit; 2d20+25" F.

Atmosphere: Normal
Penalty None: Exp. Inc None; SY None; Dmg None; Recup
MNone).

Rydrosphere: Moist sub-humid (daily weather 1-8s:
nong, 86-87: floodidio MPH. 88-93: rain tdg-1 in. or snow
1d6-t, 94-95: thuncerstorm or snowstorm, 96; hurricane or
blizzard, y7-08: wind 1dio MPH, gg: wind 1diorio MPH,
100: wind 1dio+20 MPH).

Geosphere: Stable tectonic activity (daily carthguakes
1-gg: nane, 100 miner; no active volcanoes within 5,000

{115 atmospheres; Int/Wis

miles of Stargate).
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Seasons: Mild (spring 1-17, unchanged; summer 18-50,
+2d10" F; {all 51-83, unchanged; winter 84-100, -zd10" F}.

Anthrosphere: 140,000 natives; Iron Age (3 picks, 1 RFj;
Stratocracy; Suspicious (-1 to disposition checks);
Sensitive {7500 soeldiers, squad size 1dg soldiers):
Moderate civil rights,

Origin: Celtic.

Stargate Lacation (hills region): Nestled in a grove not
far from Manannan's Fertress, surrounded by a ring of enor-
mous basall stones.

Emain Abhlach = literally, *the [sle of Apples™ — holds a
place in Celtic lore as one of the Islands of the Blessed, where
bold warriors could at last find rest from all sorvow and
fatigue, and where the sea-god Manannan mac Lir ruled in
splendor. The tales are half right. Over the course of severl
hundred years, Manannan culled Britain and lreland for its
genetic stock, occasionally sending a brainwashed Tauri
sack with some minor but impressive technological toy fase
New Equipmient and Techinology) in order to fuel the humans’
desire to visit the Blessed Isles. Of course, none ever returned
“or good.

The inhabited territary is organized into counties,
each with its own lord; most peopie live on family farms
surrounding a village or small town, nestled among rolling
hills and vast termnperate forests, High King Cormac mac Art
— Manannan's First Frime — rules over the lards, and alss
commands the all-male Fianna, which can be considerad
Emain Abhlach’s army. Membership in the Fianna 1s deter-
mined through contests of physical and bardic skill, and
loyalty to the Flanna supersedes loyalty to one's local lord.
laffa society on Emain Abhlach is best described as a weak
military dictatorship: the First Prime's word is law -
backed by the strength of the Fianna — but the military
does not often play a direct vole in people’s lives unless
called in to mediate or put down disputes. All Jaffa under
Manannan bear z forchead tattoo of a triskelion; the
Fianna recolor their tattoos blue by making incisions into
the tattooed area and rubbing a plant-hased dye inta the
wounds.

SPEAKING THE TONGUE
Comrmunicating with the natives will prove diffi-
as the primary language is descended From
Goidelic, the ancestor of Oid Irish; even a skilled lin-
guist will have difficulty with both voeabulary and
accent. (Old Trish is considered Obscure/Specialized
(DC 30}, and Goidelic only exists today as a reconstruct-
ed language — there are no written records of it. 5 or
mere ranks in Old Ivish, er 7 or more ranks in Modern
Irish, confar a +2 synergy honus to Xeno-Languapes
checks in this instance) Written records are kept in
Ogham, a z5-character alphabet made up of angled
lines which meet or cross a central line. Reading and
writing is the province of priests (known as druids)
alone, though inseriptions frequently adorn trees and
stonework. Ogham is read frem bortem to top; if a char-
acter fails in an atterapt to decipher an Dgham rext
before learning this fact, a suecessful Inspiration check

culs,

will allow a recall.




Emain Abhlach’s Stargate ocegpies the center of a circle
of stones in a weooded grove that the planet's inhabitants
consider sacrad ground., not far from the main population
center, The area is regularly patrolled by roving bands of
Fianna warriors; any activity at the gaie, whether a MALP
or an SGC team, will attract immediate attention, and if ne
soldiers are present at the time something comes through,
i sguad will show up within 2d4 rounds. OQutsiders are dis-
frusted, and cven the most Bitter rival clans are quick to
unite against a perceived external threat, An approaching
SGC team will not be attacked on sight, but if the charac-
ters respond to a first contact situation with violence, they
will find it extremely difficult 10 establish friendly rela-
tions with any of the natives thereafter.

Manannan maintains his headguarters in the capital
city, primarily as a communicatiens center. The edifice is
weell guarded, ringed in a double wall in a styte externally
zimilar to that of a preemedieval castle but built of far stern-
er stuff. Ar one time, it housed a spawning pool for
Morganse, but now it is merely a stronghold and retreat for
Manannan and bis favered underlords. Mordved also main-
tains a residenee in Manannan's castle, but spends most of
his time on other worlds, furthering the expansion of his
master's empire.

ANNWN (P9D-278)

Thermosphere: Cool (CR o: distant orbit; adao™ F),

Atmosphere: Thick (CR 1; 2.2 atmoespheres: Int/Wis
Penalty -4: Exp. Inc. None; SV Fort {DC 15) afrer 1o+ consec-
utive rounds of strenuous activity; Dmg 1d3 subdual; Recup
1round).

Hydrosphere: Exotic {wet) (daily weather 1-72: none,
71-75: {load 1dho MPI1, 76-77: floed 1dio+ 1o MPH, 78: flood
ihio+20 MPI, 79-88: rain 1d6 in. or snow 1dio in., 89-95:
thunderstorm or snowstorm, gb-g8: hurricane or blizzard,
ag: wind rdie MPH, 100: wind 1dio+10 MPH).

Geosphere: Stable tectonic activity (daily earthquakes
1=Gg: NeRE, 100! Minor).

Seasons: Very Mild (spring 1-42, unchanged: summer
4350, +2d6" F: fall 51-92, unchanged; winier g3-100, -2d6* F).

Anthrosphere: 250,000 natives: al! but a few hundred
are Cauldron-Born; Autocracy (ruled by Avawn); Extremely
Hestile {-3) all Cauldron-Barn are seldiers (squad size 2d4
soldiers); Homid givil rights.

Origin: Celtic.

Stargate Location {(mountain region): Set into a sheer
rack face in the middle of a nerwork of winding mounzain
trails, severa. miles away from one of the cave entrances
which lead into Arasn's underground lahoratories.

The dim, mist-enshrouded world of Annwn is Arawn's
private domain, ceded to him hy Manannan in exchange for
an endless supply of Cauldron-Barn warriors. It erbits a
large M-class star, and although the planel is distant
enough that the its surface is cool, the heavy cloud cover
always bas a hellish, furnace-like cast from the red-erange
light thar Filters through.

[ts most important feature is the immense laboratory
which lurks benecath the mountain range that splits
Carmarthen, the northernmost of Aanwn's three conti-
nents, from north to south. Arawn is no fool; although his

strongheld is well-hidden, Annwn's Stargate is located far
enough frem Arawn’s lair, and in sufficiently confusing
terrain, to present a real challenge to any inderlopers, A
MALP arriving through the Srargate is unlikely to discover
any sipns of senrient life. A functional DIID is present, but
it appears to have beern unused for hundreds of years.
{Arawn rarely leaves Anrewn himself, and it's more efficient
to transport Cauldron-Born via ha'tak.) The DHD is situated
beneath a stone ledge which is rigged with sensors and
explosives; if anyons arrives through the Stargate, a signal
is transmifted to Arawn’s headguarters, where a surveil-
lance ream may choose to detonare the trap. burying the
DHD bencath a mountain of rock in order to prevent the
intruders from using the gate again. {Afrer all, they can
always send Cauldron-Born to excavate the DHD once the
threat has been dealt with) Rules for rockslides can be
found in the Stargate SG-1 core rulehook.

The Cauldron-Born themselves are housed in grim,
utilitarian underground barracks with no amenities 1o
speak of, There iz one Jaffa present for every 5o Cauldren-
Born, 5,000 all told. Mast of them act as commanders for
the Cauldron-Born, hut many take care of the massive
underground hydroponic Farms or maintain the power
generators and laberatory facilities. A select few assist
Arawn in his experiments, but these typically number no
more than four or five.

Most of the animal life on Annwn is either tree-dwelling
or airbarne. Many tree-dwelling animals are also gliders,
like the biljagh, a large sguirrellike creature. The rich
atmosphere allaws trees to grow extremely tall, with a
dense cannpy that blocks out a great deal of sunlight,
g0 many animals which have nocturnal cousins on other
plancts behave diurnally here. Ourside of the mountain
ranges, most of the terrain varies from hills to swamps,
even af the equator, The only true deserts are in the polay
regrions, where it is teo cold for precipitation.

Over many generations, the inhabitants of Annwn have
adapted to the dense atmosphere, and do not suffer the
usual [at/Wis penaltics, nor do they need to save when per-
forming strenuous activity, Cauldron-Born do not possess
the higher brain functions that are impaired by nitrogen
narcosis, and the process which reanimates them makes
them resilient to environmental effects. (See Cauldran-
Born, page 149.}

UNDERLINGS
ARAWN

Arawn styles himself the Skull Lord of Annwn, and on
first appraisal, one might cenclude that he has deliberately
surrounded himself with the regalia of leadership. The
receiving chambers of his fortress are adorned with tapes.
tries and gold and silver ernaments; lush red carpeting
winds through the hallways of the underground castle; his
noen-Cauldron-Born servants dine on fresh hydropenically
grown fruits and veaetables and livestock raised in vast,
artificially climate-controlled caverns below rhe planet's
surface, giving the appearance of a decadent reproduction
of a medieval feast hall,

However, Arawn generally absents himself from these
festivities. e prefers 1o keep to the spartan glass-and-stegl
iahoratories where he researches, designs and tests the




technological devices which keep Manannan's empire run- ATTACKS

ning smoothly. Like any other Gea'uld, he lusts for power, Unarmned +2 13 (subdual)

and is known to revel {if infrequently) in the trappings of Kineric blast +3 2d6 and 2d6 subdual
luxury that his favored-underlord status affords him, Short sword 2 1d8 (accuracy —, crror 1,
Secretly he acknowledges that he does not possess the gift threat 18-20, vange -
for holding the reins of leadership. He knows all tee well gualitics and modes: 1h}

that hiz position in Manannan's good graces — and there-
Fore, his safety — depends on his ability 1o provide useful
technology fo suppert the System Lord's ambitions, and

Gear: Kara kesh, short sward, tools.

while he has earned enough Favor to feel that he’s no longer MiD-LEVEL Arawn
considered "only as good as his last project,” he's unwilling Specialty: Goa'uld Spy
ta rest om his laurels. Rank: Ruler of Anmwn
What Arawn admits o himself does not necessarily Class: Scientist
match what he's willing to admit to the rest of the universe, Level: 8
however. To his own underlings and even his fellow under- .
e Strength: 12 Dexterity: 11
lords, he keeps up a sinister, even malevolent mask. When T .
forced to attend social garherings, he makes 2 point of men- Constitution: " Intelligence: 19
SR 5 e Wisdom: 16 Charisma: 10

tioning the most unpleazant details of his latest experi-

ments — not toa far a streteh, given that he genuinely Vitality: 50 Wounds: 12
enjoys the cruelty he inflicts upon so-called "lesser races” —
and goes out of his way to be as curt and intimidating as
possible. He is a petty tyrant who is guite aware of his pet-
tiness, and dees all he can to hide his awareness from
everyone else. Fort: +3 Ret: +1  Will: +g

Defense: 17 (+6 class, +1 Dex)
Initiative Bonus: +4 (+3 class, +1 Dex)
Speed: 30

Special Qualities: Brilliant +1, dominated body, immu-

Low-LEVEL ARAwWN nity to disease, improvise «4, inherited memory, learned,
Specialty: Goa'uld Spy long life, parasite, PhD (Elcctronics), profeaser, radiation
Rank: Ruler of Annwn resistance, research {inspiration).
Class: Scientist . . . o
Level: 4 Skll]s: C(m(‘ont‘ranon +173, Diplomacy +11, Disguise +11,

Electronics +25, Hide +6, Knowledgze (Physics) +17, Listen

Strength: 1 Dexterity: 13 +14, Mechanics +18, Move Silently +6, Profession
Constitution; 12 Intelligence: 18 (Technician) +14, Search »14, Sense Motive +13, Spot +13,
Wisdom: 16 Charisma: 10 Survival (Mountain) +12. Xeno-Cultures +11.
Vitality: 25 Wounds: 12 Feats: Armar Group Profliciency (Light), Advanced Skill

Mastery (Grease Monkey), Electronic Warfare Basics,
Electronic Wirfare Mastery, Grease Monkey, Naguidah
Sense. Scholarly, Stealthy, Weapon Group Proficiency
{Melee, Handgun).

Defense: 13 (+2 class, o1 Dex)
Initiative Bonus: +3 (+2 class, +1 Dex)
Speed: 10

Fort: +2 Ref:+2  Will: +7

Special Qualities: Dominated body, immunity to ATTACKS
disease, improvise +2, inherited memory, learned, long life, Unarmed +5 1d3+1 (subdual)
parasite, PhD (Electronics), professor, radiation resistance, Kinetic blast #5 246 and 2d6 subdual
research (inspiration). Shert sword +5 1d8+1 (accuracy —, error |,

threat 18-zo0, range — quali-

Skills: Concentration +8, Diplomacy +7, Disguise +7. :
P Y 7 2 7 ties and modes: 1h)

Electronics +20, Hide +6, Knowledze (IPhysics) +8, Listen +g,
Mechanics #33, Move Silently +6, Profession (Technician) Gear: Kara kesh, short sword, tools.
+8, Search 411, Sense Motive +10, Spot +10, Survival

Mountain) #g, Xene-Cultures +10.
( 9 b High-LEvEL ARAawWN

Feats: Armor Greup Proficiency (Light), Electronic Specialty: Goa'uld Spy

Warfare Basics, Greasse Monkey, Naguadah Sense. Rauk: Ruler of Annwn

Scholarly, Stealthy, Weapon Group Proficiency [(Mclee, Class: Seiontist

[Tandgun). Level: 14
Strength; 12 Dexterity: 14
Coustitution: 12 Intelligence: 20
Wisdom: 16 Charisma: 10
Vitality: 82 Wounds: 12
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Defense: 21 (#11 class, +2 Dex)
Inttiative Bonus: +8 (+6 class, ¢2 Dex)
Specd: 10

Fort: +5 Ref: +5  Wilk +12

Special Qualities: 10-second solution session, bril-
liant 53, dominated bedy, immunity to discase, improvise
+7, inherited memory, know it all 1/mission, learmed, long
life, pavasite, PhD {Electronics, Mechanics), profeasor, radi-
ation resistance, rescarch (inspiration).

Skills: Concentration +22, Diplomacy +15, Disguise +15,
Electranics +33. Hide +6, Knowledge [Physics) +25, Lisfen
+21, Mechanics #33, Meve Silently +6, Search +21, Sense
Metive +20, Spot +21, Survival (Mountain} +18, Xeno-
Cultures +20.

Feats: Advanced Skill Mastery {(Grease Monkey,
Scholarly), Alertness, Armor Group Proficiency (Light),
Elecrronic Warfare Basics, Electronic Warfare Mastery,
Grand 3kill Mastery (Grease Monkey), Grease Monkey,
Naguadah Sense. Scholarly, Stealthy, Traceless, Weapon
Croup Proficiency (Melee, Handgunm).

ATTACKS
Unarmed 3 1d3+1 (subdual)
Kinetic blast +y 2d6 and 2dé subduai
Short sword +8 1d8+1 (accaracy —, error 1,

threat 18-2a, range — quali-
ties and modes: 1h)

Gear; Kara kesh, short sword, 1ools.

MORDRED

Though Marannan himself provides the divection for
the expansion of his empire, it is Mordred who sees cach
bartle through, Ambitious yet patient, caleulating but capa-
ble of Blinding speed when necessary, Mordred has watched
ome of his superiors act too rashly and another — he is con-
vinced — af acting too slowly. Soon, he believes. it will he
time for him to show the System Lords how best ta manage
OTE'S FOWET.

Although he manages to hide it from those who are not
terribly perceptive, Mordred oozes arrogance and self-sat-
isfaction, even more than the average Goz'uld. When in the
prezence of those superior to him, he works hard 1o place
nimself in their good graces in the hepes of eliciting useful
infermation from them, though he also looks for weak-
nesses to exploir in order to strengthen Manannan’s power
hase, since he expects it 10 be his some day. He is not guite
as good at being secretive as he thinks — he revels in his
mwn hidden treachery far too much - and while no ene has
yet guessed that he plans to overthrew Manannan, cannier
System Lords may very well suspect that Mordred has plans
up his sleeve.

Mordred's lust for power is, in part, hereditary. The
mother of his human host was at the time the host of
Morgause, the Goa'uld Queen who spawned him. His host's
father was merely human, so there was ne danger of con-
ceiving a Harsesis child, but it is suspected that a fow frao-
ments of the Goa'uld genetic memory passed info the host's
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acnome. As achild, Mordred's hast was especially cruel and
merciless toward others; his later blending served only to
reinforce this tendency, Because of this, Mordred's sym-
biote allows its host a slightly greater degree of freedom
than most, for the simple reason that they think alike and
can work well together. However, having spent his first
eighteen years internalizing the shorier temporal perspec-
tive that humans have, Mordred's host does nct have as
solid a grasp en the long-range outlook of the Goa'uld; as a
result, several of Mordred’s command decisions have been
made in haste, and his power-madness may very well lead
him te strike against Manannan before the time is right.

Low-LeEveElL MORDRED

Specialty: Goa'uld Warmaster
Rank: General
Class: Pointman

Level: 5

Strength: 16 Dexterity: 12
Constitution: 16 Intelligence: 14
Wisdom: 13 Charisma: 12
Vitality: 47 Wonnds: 16

Defense: 13 (+2 class, +1 Dex)
Initiative Bonus: +3 (+2 class, +1 Dex)
Speed: 30

Fort: +6 Rel: +4  Will: 45

Special Qualities: Assistance (%2 time), cominated
body, generons, immunity to disease, inherited memory,
lead 2/session, leng life, parasite, radiation resistance,
tactics 1/session, versatility (Concentration, Gather
Information, Innuende, Intimidate, Move Silently, Perform,
Spot).

Skills: Bluff «11, BDureaucracy +0, Concentration +10,
Diplomacy +10, Gather Information 3. Innucndo ¢y,
Intimidate #1371, Knowledge (Tactics) <16, Perform +8,
Sense Motive +g, Spot +6, Survival (Ferest) +6.

Feats: Armor Group Proficiency (Light, Mediumi,
Naguadah Sense, Persuasive, Schelarly, Surge of Speed,
Weapon Group Proficiency {Melee, Handaun, Rifle).

ATTACKS
Unarmed +h 1d3+4 (subdual)
Kinetic blast +4 2d6+1 and z2d6er subdual
Short sword b 1d8+4 (accuracy -, error 1,

threar18-20, range —, guali-
tics and modes: th}

Gear: Kara kesh, hand-and-a-half sword, any bundles as
needed.

MiD-LEVEL MORDRED

Specialty: Goa'uld Warmaster
Rank: General

Class: Pointman/Scldier
Level: 673




Strength: 16 Dexterity: 12
Constitntion: 16 Intelligence: 14
Wisdom: 14 Charisma: 12
Vitaliry: 43 Wounds: 16

Defense: 14 (43 class, +1 Dex)
Initiative Bonns: +6 (+5 class, «1 Dex)
Speed: 30

Fort: +8 Ref: +5  Wilk: +10

Special Qualities: Assistance (Y2 time), cross-class ahility
(uncanny dedge {Dex bonus)), damage reduction 17—, domi-
nated hody, generows, immunity to disease, inherited memory,
lead 2/session, long life, parasite, radiation resistance, tactics
i/session, versatility (Conecentration, Gather Information,
Innuendo, Intimidate, Move Silently, Perform, Spot).

Skills: Bluff +16, Burcaucracy +9, Concentration +14.
Diplomacy +15, Gather Information +3. Innuendo +g,
Intimidate +16/+14, Knowledge (Tactics) +13, Perform +8,
Sense Motive +13, Spot 10, Survival (Forest) «i0.

Feats: Advanced Skill Mastery (Persvasive), Armer
Croup Proficiency (Light, Mediurn, Heavy), Naquadah
Scnse, Persuasive, Point Blank Shot, Precise Shot, Scholarly,
Surge of Speed, Weapon Focus (short sward), Weapon Group
Proficiency (Melee, Handgun, Hurled, Rifle, Tactical).

ATTACKS
Unarmed +10 1d3+5 (subdual)
Kinetic blast +8 2db+2 and 2d6+2 subdual
Short sword 411 1d8+5 {accuracy —, error 1,

threat 18-20, ranges —, quali
ties and medes: 1h)

Gear: Kara kesh, hand-and-a-half sword, any bundles as
needed.

HiGH-LEVEL MORDRED

Specialty: Gea'uld Warmaster
Rank: General

Class: Pointman/Soldier
Level: 9/6

Strength: 16 Dexterity: 12
Constitntion: 16 Intelligence; 14
Wisdom: 15 Charisma: 12
Vitality: 130G Wounds: 16

Defense: +7 (+6 class, +1 Dex)
Initiative Bonus: +10 {+g class, +1 Dex)
Speed: 30

Fort: t10  Ref:+7  Will: «13

Special Qualities: Armor use +1, assistance, cross-
class ability (sneak attack +1d6, uncanny dodge (Dex
bonus)), damage reduction 1/—, dominated body, generous,
immunity to disease, inberited memory, lead g/session,
long Iife, parasite, radiation resistance, tactics 2/session
(+2 bonus), versatility (Concentration, Demaolitions, Gather
[nformation, Move Silently,

[nnuendo, Intimidate,

Perform, Soot, Survival).
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Skills: Blufl #20, Bureaucracy +17. Concentration «1f,
Demolitions +5, Diplomacy +21. Gather Information +5,
Innuendo +6, Intimidare «21/+19, Knowledge (Tactical +18,
Move Silently 4, Perform +7, Sense Motive +18, Spat +14,
Survival (Forest) «14.

Feats: Advanced Skill Mastery (Persuasive), Armor
Group Proficiency (Light, Medium, Heavy), Grand 5kill
Mastery (Persuasive), Improved Weapon Focus (short
sword), Naguadah Sense, Persuasive, Point Blank Shaof,
Precise 8hot, Scholarly. Surge of Speed. Weapon Focus
(short sword}, Weapon Group Proficiency (Melee, Handgun,
Ilarled, Rifle, Tactical), Weapan Master (short sword},

ATTACks
Unarmed +13 1d+7 {cubdual)
Kinetic blast +11 206+4 and 2d6+4 subdual
Short sword +15 1d8+11 (accuracy —, error 1,

threat (8-z20,

qualitics and modes: 1h)

range -

Gear; Kara kesh, hand-and-a-half sword, any bundles as
necded.

CORMAC, FIRST DRIME
OF EMAIN ABHLACH

Manannan mae Lir rules Emain Abhlach, but High King
Cornac mae Art is the instrument of his will. Cormac is
a gruff, middle-aged man who rules by might rather than wis-
dom ar cunming. His lieutenanis in the Fianna are respansinle
for filtering information up to him, bat he is a hands-on leader
at heart. Aryy strange happenings — such as an SGC team’s
arrival — will be brought to bis attention immediately. He
prefers 1o deal with problems directly as much out of pridein
his own capabilities as fear of the Systern Lord's retribution,

Low-LEvEL Cormac

Specialty: Jaffa Fianna Wanrrior
Rank: First Prime
Class: Guardian

Level: 4

Strength: 18 Dexterity: 1h
Constitution: 15 Infelligence: 12
Wisdom: 10 Charisma: 10
Vitality: 42 Wounds: 17

Defense: 15 {(+2 class, #3 Dex)
Initiative Bomns: +5 (+2 ¢lass, #3 Dex)
Speed: 30

Fort: +6 Ref: +4 Will: +4

Special Qualities: Enforcer (basich soak 1/session, radi-
ation resistance, nnhreakable.

Skills: Concentration -6, Craft (Poetry) «5, Intimidate
11747, Move Silently +10, Spot +6, Survival {Forest) +7.

Feats: Armoer Group Proficiency (Light, Medium,
Heavy), Enforcer, Great Fortitade, Symbiote (Long Life,
Healing Trance), Toughness, Track, Weapon Group
Proficiency (Murled, Melee, 1landgun, Rifle).



ATTACKS Strength: 18 Dexterity: 16

Unarmed +8 1d3+4 (subdual) Constitution; 16 Intelligence: 12

Short sword +3 1d8 (accuracy —. error 1, Wisdom: 0 Charisma: 14
?hreat 18-20, ramas Vitality: 155 Wonnds: 18
increment qualities and
maodes: 1h) Defense: 22 (+g class, +3 Dex)

Short how +7 1d6 (accuracy —. error 1, Initiative Bonus: +14 (+7 class, +3 Dex, +g species)
threat 20, range -40 R/ Speed: 10

increment, qualities and ;
! Fort: +16 Ref: +9 WALl +10
modes: 2h)
Special Qualities: Advanced healing X2, death squad 1
attack/ssave and +2 damage, enforcer (basic, advanced),

prepared, radiation resistance, ring of defense 1/session,

Gear: Crown, short sword, short bow.

Min-LEVEL CORMAC Second Prime, soak 2/zession, superior conditioning, supe-
Spediaity: [affa Fianna Warrior rior metabolism (no damage wirh save), unbreakable,
Rank: First Prime uncanny dedge (Dex bonus),

Class: Guardian/Prime

Level: 73 Skills: Concentration +13, Craft {Poctry) +o, First Awd

+8. [ntirmidate +21/1g, Listen +8 Move Silently +zo, Spot +17,
Strength: 18 Dexterity: 16 Survival {Forest) +17.
Constitution: 16 Intelligence: 12

Wisdom: o Charisma: 5 Feats: Advanced Skill Mastery (Enforcer), Armor Group

Proficiency (Light, Medium, Heavy), Cleave, Enforcer, Great
Vitality: 105 Wounds: 18 Cleave, Great Fortitude. Power Attack, Stene Cold, Symbiote
(Long Life, Healing Trance, Immunity to Disease),
Teughness (%2}, Track, Weapon Group Proficiency (Hurled,
Melee, 1landgun, Rifle).

Defense: 19 (+6 class, +3 Dex)
Initiative Bonus: +11 (+5 class, +3 Dex, +3 species)

Speed: 30
Fort: +13  Ret:+7  Willi+y ATTACKS
Special Qualitics: Accelerated healing, death squad +1 Unarmed +17 1d3+4 (subdual)
attack/save, enforcer (basic, advanced), prepared, radiation Short sword 117 1dB+4 {accuracy —, error 1,
resistance, ring of defense 1/session, soak a/scssion, threat 18-20, wange —,
unbreakabie. qualities and modes: 1h)
Short bow 116 1d6 (accuracy -, error 1,

Skills: Conczntration +13, Craft (Poetry) +6, First Aid +5,
Intimidate +20/+15, Listen +5, Move Silently +16, Spot +10,
Survival {Foresth +10.

threat 2o, range -4o0 [t/
increment qualities and
modes: zh)

Feats: Advanced Skill Mastery (Enfarcer), Armor Group
Proficiency {Light, Medium, Heavy), Cleave, Enforcer, Great
Fortitude, Power Atrack, Symbiote (Long Life, llealing

Trance), Toughness {x2), Track, Weapon Group Preficiency
{Hurled, Meler, Handaun, Rifle). M

Gear: Crown, shart sword, short bow.

ATTACKS THE BULL OF THE Sun
Unarmed vy 1d3+4 (suhdual) (PRESUMED DECEASED)
Short sword +13 1d8+4 f{accuracy —, error i1, Specialty: Goa'uld Srrangman
threat 18-20, range -, Rank: N/A
qualities and modes: 1h) Class: Guardian/Ashrak/Predator
Short bow +12 106 (accuracy —, errer g, Level: 107474
threat 20, range -40 ft./ .
e ge Strength: 20 Dexterity: 17
increment qualities and T .
) Constitution: 18 Intelligence: 1
modes: 2h) . .
Wisdom: 12 Charisma: 13
Gear: Crown, short sword, short bow. I
ear: Crown, short sword, sho oW vitality: 204 Wouuds: 20

Defense: 24 (#11 class, +3 Dex)
Initiative Bonns: +12 (+g class, +3 Dex)
Speed: 30

HigGH-LEVEL CCRMAC
Specialty: jaffa Fianna Warrior
Rank: First Prime
Class: Guardian/Prime Fort:+15  Ref; +12 Will: +12
Level: 10/
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Special Qualities: Accelerated heating. alpha hunter,
detect  symbicte, dominated hody, (basic,
advanced), hand of shadow +2, imperceptible 1/session,

enforcer

immunity to disease, inherited memory. instinctual (Dex w
det), law of the pack. long life, radiation resistance. slayer,
soak 1/session, superior conditioning, superior metabelism
(no damage on save), survival of the fittest, the chosen #1,
mnbreakable, vast grace 2.

Skills: Balance +g, Bluff +11, Bureaucracy +4, Climb +8,
Concentration +12, Disguise +7, Escape Artist #12, Hide +12.
Intimidation +267¢21, Juinp +9, Knowledge (Goa'uld) +7.
Listen +7, Move Silently +10, Open Lock +10, Pilot +6, Search
+11, Sense Motive #12, Sleight of Hland 5, Spot +7, Survival
+12, Tumhle +5.

Feats: Absorbed Memory (X2 — Burcaucracy, Knowledge
{Goa‘uld), Open Lock, Sense Motive), Advanced Skill
Mastery (Enforcer). Armor Greup Proficiency (Light,
Medium, Heavy), Bloedthirsty, Enforcer, Tron Will, Martial
Arts, Naquadah Sense, Phase Sense, Power Attack, Stone
Cold, Surge of Speed, Traccless, Toughness (xz2), Track,
Weapon Group Proficiency (Handgun, Hurled, Melee,
Primitive, Rifle).

ATTACKS
Unarmed +23 16+ [subdual)
Dagrer 422 1dg+s {normal. crror 1,
threat 1g-20, range 5 ft.)
Kinetic blast P20 2d6 and 286 {subdual)

Gear: Kara kesh, dagger.

* Noter These stats reflect Marduk's powenr in his final
host, Major Sergei Vallarin of the Russian $G team.

HistTory AND BACkGROUND

His original designation unknewn, Marduk took that
name, meaning “bull of the sun,” after Ra sent him to kill
Asarluhi, the Gea'uld ruler of Eridu, in whar is now seuthern
Irag. At First little more than an ashrak, he quickly rose to
become one of Ra's greatest — if not most trusted — generals,
and in a prime position to benefit when the great queen
Tiamart launched a revolr. Driven mad by the constant war
and slaughier, determined to wipe out the Goa'uld and start
aver, she openly threatened to destroy Earth's population of
hosts. Marduk pledged to remove the mad queen if the
System Lords would give him a free hand te do so — and
acknowledge him as one of them. A few wanted him killed
out of hand for his presumption, but most readily agreed,
hoping the hloodthirsty warrior would either succeed or die
in the attempt. Either outcome would benefit them,

Taking command of their combined Feets, Marduk
executed several attack feints, drawing Tiamat's forces into
a few key star systems, He then destroyed those stars in con-
cert, taking the vazt majority of the encmy Fleet with them.
From Tiarnat's position on Earth, it would have appenred as
the winking out of an entire constellation — if she had lived
to see it. Always the skilled assassin, Marduk had infiltrated
her cowrt and engaged her in person while his distraction
played out in space. Even withoeut the mighr of her Fleet, the
formidable queen nearly killed Marduk wirh her bare hands.
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He saved himselt by triggering a trap he had prepared with
ring transporters, which literally cut her in two, leaving one
half in ber temple and the other on her flagship in orbit.

To celebrate his victory, Marduk expanded on an
ancient tradition and ritually prepared and ate the body of
his fallen foe. Unexpectedy, this meal gifted him with most
of Tiamat's knowledge and memaries. In this way he
learned that she planned to create an army of "monster
Goa'uld” to replace the squabbling System Lords. The mem-
ories also led him 1o Qingu, the Ohnes-hosted son/consorn
to wham Tiamat had entrasted the Eve of Tiamar — a pow-
erful artifact which had once powered Anubis’ super-
weapon [see page 17). Capturing Qingu alive, Marduk took
him before the assembled System Lords. To seal the pac
naming him a System Lord and master of the Eye of Tiamat
and all her possessions, Marduk decapitated and ate Qingu
before their eyes.

From the seat of his new empire, Marduk expanded his
following through the queen Zarpani, a daughter of Tiamat
he had spared. Te suit his high opinion of himzelf, he wan::
ed nothing less than physical perfection in his subordinates,
If he was to deal with them day after day for eternity,
he wanted to ensure they were pleasing to the eyve as well as
strong in hody: it was not uncemmon for Marduk to person-
ally chaose hosts for Goa'uld servants of even the lowess
stature. If a symbiote rejected its selected host, it was killed
and served to the others as a reminder. Zarpani was kept
busy creating replacemenis

Though they acknow cdged their debr to him. most
System Lords did not welcome Marduk's rise 1o power. He
took over the territeries of his neighbors as if he knew them
intimately, while enemy spies sent 10 his court revealed all
they knew to him instead of reporting his actions back tn
their masters. His continued use of cannihalism and other
terror tactics to shock and intimidate his enemies united
them in denunciation of this barbarian. But many of the
weaker Lords feared that in open conflict they too would e
cevoured before he could be faken down. Meanwhile, as
long as he continued to be useful to them, powerful Lands
such as Ra and Cronus blocked any attempt to rally sopport
against him. Soan Marduk counted over a hundred Gea'uid
kills, not a few Lerds amang them. Sometimes, he did not
kill his prey. But when he did, the hunger to consume them
and their memories grew with every conguest, eventually
becorning his primary focus, Occasionally, he would absorh
the memaories of one, as he had with Tiamat, Towards the
end, the Mood of athers’ memories was a cocophony of vioic
es in his head. He killed not only enemies, hut any whe suit:
ed his increasingly bizarre whims. His erstwhile allies
among the Lords no longer had reason ro support him, and
worse, his own priesthood began to balk, Any one of them
cauld he on the menu next.

Seizing this opportunsty, another Gea'uld named Bel -
one of Marduk’s sons — encouraged their vebellion and sup:
plied a fitting punishment. During a prolonged bout of i
tional behavior, the priests finally had enough. They sealed
their master inside a sarcophagus, with a Flesh-eating crea-
ture to keep him company. This would continually eat his
host body while the sarcophagus kept him alive, perpetual-
ly suffering the torment of his victims. In Marduk's
ahsence, his Goa'uld servants tried to hold on to his power




base, but were outmatched as other System Lords carved up
his territories, Some of the most loyal remain active, seek-
Ing some means of regaining their previous glory. A few
entered the service of athers, though many were rejected as
being trinted by Marduk's madness. Even the ritual canni
halist of infant Goa’uld at Summits was suspended for a
time as the whole society attempted to forget everything
ahout Marduk,

for thousands of years Marduk was trapped with the
FHesh-enting creature enduring unspeakable torture. At last
he gathered enough wits 1o switch bodies with the creature
and end his torment. He passed the time tarturing his old
host until i1 eventually died despite the power of the sar-
cophagus, leaving him alone until a team of Russian
Stargate explorers released him. Unable 1o control his ani-
mal instincts aftes his long imprisonment, he hunted down
and devoured them all, leaving himself trapped without an
adequate host he could use to escape,

When SG- and a second Russian team arrived, he
regained control of himself long encugh to possess one of
theiv number, Major Vallarin. Once again able to employ
technology, Marduk attempted to retrieve the Eye of
Tianiat, but was trapped in an explesion set off by the
pseaping $G-1, and presumahly destroyed.

Al the height of his power Marduk commanded over a
tozen ha'tak mortherships, and countless other support
rraft. His planets included several naquadah mines, trini-
um production facilities as well as two shipyards. His
armies numbered in the hundreds of thousands, and grew
aher each victory as he absorbed the forces he defeated. [He
realized rhat his real strength lay in the name he had made
for himself, and the awe he could inspire in his ailies and
the terror in his foes, As such, whenever possible, Marduk
personally commanded his attack fleets, He believed thar
ultimately his ships and rroops were easily replaceable.
Without compunction he would order maneuvers cevtain to
cripple or destroy multiple ships in order to achieve the
chiective. Once completed, the captured pepulation and its
respurces would Be incorporated into his worship, and req-
uisitioned for replacements to serve their new god,

Though he did not hesitate to commit his forces 10 the
death, he never oversnmmitted them, even in his last days
of madness. A shrewd general, he picked his battles wiscly,
and attacked rargets that his lightning-strike tactics could
sibdue, This was especially true for primitive planets that
were valuable for their human reseurces only. He could
crash in, convert, and take what he needed with a minimum
of fuss, Once suceessful, he would personally address the
populations, making extensive use ef teleportation rings 1o
insure he was never exposed as a target for long,

For battles where brute force from outside would not
sutfice, he was known 1o still make use of iransport rings,
but secretly, te insert his fForces into key areas. He could
take years building up a fifth column inside a foe of near-
equal stature {such as the Goa'uld Sin, whose Empire of the
Moan felt to him afrer a lot of preparatory groundwork).
Typically his foe would not know the blow was coming until
Marduk himself appeared vii concealed rings re deliver the
fatal stroke,

Warriors joining his forces quickly got vsed 1o his
tactics, as he was often among them practicing the same
icssons. I that was not enough to instill loyalty; these war-
riors were constantly reminded of hig past succeszes and
most glorious battles. The peltaks, engine rooms, and other
vital areas of his ships and temples were secured with a
unique affecration of Marduk's — cuneiform representa-
tions of his defeats of Tiamat and others. To effectively da
their jobs, his warriors and priests had to read legends of
his exploits {which the Tauri would recegnize as Babylon
creation myths) several times daily. Like a comhination
lock, parts of the myth would be out of order, and only a
foilower who knew the stories by heart could correctly
unlock the doors by identifying the incorrect sequences.
Even outside transport heams wauld have 1o key in some
form of the myths in order to activate the receiving stations
within Marduk’s stronghalds. With this constant repetition
as a form of brainwashing, Marduk thought he had identi-
tied the ultimate means of securing the loyalty of his fol-
lowers. He was wrong,

PLANETS
MARDUK'S Z00O {(PR7-632)

Thermosphere: Deathly Cold (CR 3; standard orbit; -
-(2d20+200)° F).

Atmosphere: Thin {CR 0; 0.5 atmospheres; Auto -1 Exp.
Inc: 1 hour: SV Fort (DC1g) Y2 Dmg 1dy subdual; Recup
round;.

lydrosphere: None (CR o; daily weather 1-65: nene,
B6-go: dust storm, 91-94: wind 1dio MPH. 95-96: wind
1d10+10 MPPH, 97-98: wind rdio+z0 MPH, 9g: wind 1dio+30
MPH, 1o wind wdio+so MPI).

Geosphere: Cataclysmic {daily earthquakes 1-50: none,
51-75 minor, 76-95: maderate, gb-100: major; 1 medium
velcano within 6 miles of Stargate).

Seasons: No scasons (spring 1-25. unchanged: summer
z6-50 unchanged; 51-75 autumn, unchanged; 76-100
winter unchanged).

Anthreosphere: 75 natives; Exotic (- picks. — RP);
Anarchy: Extremely Hostile (-3 with disposition checks);
Extremely Sensitive (75 soldiers, squad size 1dg soldiers):
Horrid civil rights.

Origin: Indeterminate.

Starpate Location f{arctic region): Rocky terrain in
fundra, deselate plateau near mountain range.

P7-632 should by all rights be adead planet. Originally
a breeding ground for Tiamat’s new army, it nearly died the
day Marduk commanded nagquadab-filled motherships to
plunge into its star, The resulting mini-nova immediately
wiped out the small human papulation, as well as Tiamat’s
remaining orbital facilities. Yet lite clung on to that barren
rock in the form of packs of wild animals genetically
enhanced to house Tiamat's symbiotes. And after the flares
died dewn, radiation-resistant lichens and other simple
plants that could tolerate the greatly reduced heat and light
emanating from the ruined sun began ta flourish. And so a
new, bratal, lifecycle began,

The Stargate occasionally brought in fresh mear for
the beasts in the Form ef trayvelers, and there was no escape
for these unfortunates — the DED had alse perished in the




firestorm, As the months dragged on, however, even this
respite dwindled away, and for the next few years the
survivors had to prey on cach ather. Eventually Marduk
returned during an inspection of his new holdings, and
was pleased to see that the harsh conditions had produced
some fruly terrifying creatures. Setting up the world as a
preserve for breeding monsters, he delivered just encugh
food through the Stargate to keep the population steady
and supply his campaigns with warbeasts and his recre-
ation with exetic creatures to hunr,

When Marduk disappeared, Bel claimed the world, and
turned it back to its original purpose: army Formation.
Instead of breeding his warriors there, he gathered the like-
liest candidates from her other worlds and sent them to
this ene to underge an ordeal of survival. He relocated the
Stargate necar the southern pole to allow for access to the
minimal water left trapped in that frozen wasteland. Those
who faced the envirenment and beasts and survived were
destined 10 become the hardiest and craftiest of his troops,
and were eventually picked up by ship and indoctrinated
into her corps. Those who completed the training some-
times tell of organized bands of scemingly intellizent crea-
tures stalking them. This has lead to the speculation that
Marduk never completely wiped out Tiamat's monster
Goa'uld spawn, hut instead kept samples in perpetual
imprisonment here tor his own amusement, or against the
day he might need to unteash them on a vival. Whether or
not this is true, Bel's soldiers are routinely checked for
Goa'uld implantation upon their retrieval from the world,

just in case.

Z1GARA (P7K-135)

Thermosphere: Warm (CR o: close orbit; 2dzo0+25" F).

Atmoesphere: Normal (CR o; o8 atmospheres: Auto
Nene; Exp. Inc: None; SV None; Dmg None; Recup None).

Hydrosphere: Sub-humid (CR o; daily weather 1-85:
nane, 86-87: flood 1dio MPH, 88-g93: rain 1d4-1 in., snow
1d6-11n., 94-95: thunderstorm or snowstorm, 96: hurricane
or blizzard, 97-98: wind 1d1o MPFH, 9¢: wind 1dio+10 MPH,
10 wind 1dio+2zo MPH).

Geosphere: Stable tectonic activity {daily earthquakes
1-9g: none. 100: minor; no volcanoes within 10 miles of
Stargate).

Seasons: Mild 1-42: spring, unchanged; 43-50: summer
+2d6°F 51-g2: autumn, unchanged; g3-toa; winter -2d6* F).

Anthrosphere: 275000000 natives; Exotic Nuclear
(5 picks, 4 RP} Republic; Suspicious (-1 with disposition
checks); Extremely Cautious (4.000,000 saldicrs, squad
size 1d4 soldiers): Moderate civil rights.

Origin: Assyrian,

Stargate Location {lower region): Exotic terrain under-
ground, large caverns amidst archeological dig.

P7K-115 is home 1o a human community going through
its First greal electronics boom. It is similar to mid-z2oth
century Earth as envisioned in pulp stories, and the explo-
ration of space has progressed to small manned bases on
the largest of its three moons. Once one of Marduk's treas-
ury planets, this world contains large narural deposits of
aold, naquadah and the various crystals and gems used in
Goa'uld technology.
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After Marduk’s overthrow, an underling named
Sarconis tried to grab the planet for himself. His claim of
acting on behalf of their lord was met with suspicion by the
local priesthood, especially given Marduk's habit of appear-
ing divectly to his people via transport rings. Since speak:
ing Tor their lord was traditionally their job, the priests
attempted to confirm this story with the "home office”
They were shocked to learn the truth of Marduk’s demise;
that he could have been so easily captured and that the plat
was orchestrated by the high priests! This inconceivable
situation caused the Zigarans to accept the truth that had
been whispered for generations — the Goa'uld were nof
gods. Secretly they spread the word throughout Zigara, and
Sarconis soon had a fuli-scale rebellion on his hands.
Tf their lord was not a god, then his servant was even lesy
worthy of their respect.

After a shent battle, in which many Jaffa who had
remained Joval 10 Marduk helped the people to overthrow
and kill Sarconis, the Stargate was buried and the Zigarans
waited for what they felt would be inevitable retaliation
from space, but that never came. Marduk kept the Stargate
address of his prized planets a secret to all but a select few,
and none knew their physical location, After two genera-
tions, the people thought they had seen the last of the
Systemn Lords, and turned to reconstructing their lives.

Thousands of years later, the Zigarans have prospered
techniologically, and gradually Forgotien the truth abonmt
their past. They do net believe in gods, and their legends
tell tales of false ones claiming to be gods, coming through
a shimmering gate. The actual knowledge of the gate and
Marduk slipped away in the ensuing millennia. Knowledge
of the Goa'uld did survive, though, atter a fashion. The
descendants of those Jaffa who threw their lot in with the
Zigarans kept the oral traditions geing. if incompletely, The
original warriors and priests all died within a few years,
when their symbiotes matured. The last actions they took
were invariably to insure their symbiotes preceded them 1o
oblivion. in that time, however, some had taken wives, and
there were children, and so the stories were passed down
generation after generation. Tt was these “jaffs™ — descen-
dants of the original Jaffa who retain only trace elements of
their ancestors’ characteristics — who knew nothing but
trouble would come when an archaeclogical dig uncovered
the Stargate a few decades ago.

The jaffs. after unsuccessfully lobhying to have the
Stargate rehuried. were successful in getting the govern-
ment to significantly expand the funding an the military's
research infe the weapons and other items discovered at
the digg. So by the tinwe the Zigarans began sending offworkd
expeditions through the gate, their weapons technology
waz far in advance of their other fields, Unfortunately one
of the first worlds they explored (the address of which thiy
discovered decorating an ancient ruin in a nearby cavern)
belonged to Bel. Interrogating captured Zigarans, the
Goa'uld realized the importance of their hameworld and sef
about to reclaim it.

The initial surprize attack led to swift control of the
caverns surrounding the Stargate by Bel's forces. It was
only when the army broke out the new experimental eneray
weapons that the enemy advance was checked. Bel's forces
were rebuked, but they retained control of the Stargate and




rontinue to hold it to this day. A stalemate has been main-
rained for over a year, the Zigarans cut off from any outside
help viz the gate, and Bel limited to bringing his forces
through the caves.

The Zigarans know that eventually the invaders will
break through their defenses, or deduce their stellar loca-
tion and send ships. Redoubling their efforts to crack the
technolozy salvazed from the ruins, the military recently
set up ring fransporters to their moon base. That is just o
prelude to the massive expansion of the base planned to
turn it into the new hulwark of their defenses against any
amtacks that come from deep space.

UNDERLINGS
BEL, SON OF MARDUK

Oviginally named Hamar, Bel was hut the last in a long
Yine of offspring te become Marduk's Favorite; he held the
title Bel Merodach, or the Lord of Marduk. Marduk’s forces
alwavs included a large number of Jaffa, but he often
eschewed the use of Jatfa Primes in favor of appointing one
of 1iis sons 1o the equivalent role,

Follawing the priests’ revolr (which he had helped engi-
neer), Bel escaped to Ra-controlled space with a few trusted
associares, He drooped the Marduk part of the title, and
began a slow crawl up the political ladder. His father’s
reputation still fresh, Bel was maostly left alone by other
ambitious Goa'uld, which meant his efforts to build
rontacts of his own were mostly thwarted. He succeeded in
erabhing a few worlds — mostly from his father's old terri-
rory — and occasionally he was able to recruit Marduk's
former underlings. but nene remained in his service for
leng. Even the beautiful Surpanakha, in whem hoth he and
his father placed much trust, was lost to him once she grew
restless and unwisely chose to seek the secrers of Cimmeria
as @ path to glory. (Iler host, Kendra, was freed of her
see the Season One sourcehook and the episode Thors
Hawmer for more detaits.)

Hiz ascension through Ra's ranks stalled, his salvation
came from an unlikelv scurce — Earth. When Ra was killed,
Bel chose quickly, and defected with as much of Ra's forces
as he could to the banner of Apophis. While he was not as
importait as in his father’s court. Apophis recognized his
worth, and he became a minor lieutenant. It was in that
pasition that he sensed the enmity of & fellow underting,
Zipacna {ee page 2z) who thought that Del had not truly
earned position in the same way he had. A rivalry resulted,
which remains unresalved until this day.

Then, when Apoephis’ forces were all bur destroyed in
the nova around Vorash {see the Season Five episode
Bietiveen Two Fires), Bel seized this new opportunity.
Familiar from his fathers training with the signs of an
imminent supermova, Bel was able to escape the area with
only minimal damage 10 his ha'tak. Making his way to the
worlds he controlled (nominally under Apophis’ name}, he
Bided his time, repairing the ha'tak and awaiting word tha
Apophis was truly dead this time. Through his control
af Marduk’s zoo and several other planets, he was in a
position to react wnen the Zigarans appeared through the
Stargate. He believes that seizing the planet will consoli-
dare his power, and eventually allow him to become
a System Lord 1n his own rizht.
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Low-LevelL BEL

Specialty: Gog'uld Warmaster
Rank: N/A
Class: Seldier

Level: 3

Strength: 14 Dexterity: 16
Constitution: 13 Intellipence: 17
Wisdom: 11 Charisma: 12
Vitality: 13 Wounds: 13

Defense: 14 (+1 class, +3 Dex)
Initiative Bonus: +10 (+3 class. v3 Dex, +4 teat)
Speed: 30

Fort: +3 Ref: +4  Will: 43

Special Qualities: Accurate, damage reduction 1/—,
deminated hody, immunity to disease, inherited memaory,
long life, parasite, radiation resistance.

Skills: Balance +7, Bluff «3, Climb +5, Concentration +4,
Dlemolitions +5, Intimidate +87+7, Jump +4, Knowledge
{Goua'uld) +5, Move Silently +5, Search 4, Spot +5, Survival
(Arcticd +5. Tumble +7,

Fears: Armor Group Proficiency {Light, Medium, Heawy),
Blind-Fight, Improved Initiative, Martial Arts, Naguadah
Sense, Speed Trigger, Surge of Speed, Weapon Group
Proficiency (Handszun, Hurled, Melee, Rifle, Tactical).

ATTACKS
Unarmed +5 1d6+3 (subdual)
Zat'nik'tel +6 3641 (subdual, ervor 1-2,

threat zo, range 10 ft.)

Gear: Zat'nik'tel, dagger,

Mio-LEvEL BEL

Specialty: Goa’uld Warmaster
Rank: N/A
Class: Soldicr

Level: 6

Strength: 14 Dexterily: 16
Constitution: 13 Intelligence: 17
Wisdom: 11 Charisma: 13
Vitality: 63 Wounds: 13

Defense: 15 (+2 class, +3 Dex)
Imitiative Bonus: +12 (+5 class, +3 Dex, +4 feat)
Speed: 10

Fort: +4 Ref: +5  Will: +5

Special Qualities: Accurate, armor use +1, damage
reduction 1/—, dominated hody, iinmunity 10 disease,
inherited memory, long life, parasite, radiation resistance,
weapon specialization (knife).

Skills: Balance +10, Bluff+5, Climh +5, Concentration +5,
Demolitions +s, First Aid +3, Intimidate 117410, Jump +8,
Knowledge fGoa'uld) «6, Move Silently +5, Scarch +4, Spot +7,
Survival (Arctic} +g, Swim +3, Tumble +g.




Feats: Acrebatic, Armor Group Proficiency (Light,
Medium, tHeavyl, Blind-Fight, Far Shot, Improved
[nitiative, Martia Arts, Naguadah Sense, Speed Trigger,
Surge of Speed, Weapon Group Proficiency (Handgun,
Hurled, Melee, Rifle, Tactical).

ATTACKS
Unarmed +8 1d6+g (subdual)
Dagaer +8 1d4+6 (normal, error 1,
threat 19-20, range 5 ft.)
Zat'nik'tel +g 1d6+2 (subdual, error 1-2,
threat zo, range 1o 1.
Kinetic blast +g 2d642 and 2d6+2 subdual

Gear: Kara kesh, zat'nik'tel, dagger.

High-LEVEL BEL

Specialty; Goa'uld Warmaster

Rank: N/A

Class: Soldier/Prime

Level: 6/9

Strength: 14 Dexterity: 16
Constitation: 14 Intelligence: 17
Wisdom: n Charisma: 13
Vitality: 63 Wounds: 13

Defense: 17 (+4 class, #3 Dex)
Initiative Bonns: +12 (35 class, +3 Dex, +4 feat)
Speed: 10

Fort: +8 Ref: +7 0 Will: +7

Special Qualities: Accurate, armor use +1, damage
reduction 1/—, death squad +1 attack/save, deminated body,
immunity to disease, inherited memory, long life, parasite,
prepared, radiation resistance, ring of defense 1/5ession,
soak 1/session, weapon specialization (knife),

Skills: BBalance +10, Bluff +7, Climb +5, Concentration
+7, Demolitions +3, Diplomacy +5, First Aid +4, Hide +7,
Intimidate +14/+13, Jump +8, Knowledge (Goa'uld) +6, Move
Sitently +7, Search v4. Senze Motive +4, Spot +7, Survival
(Arctic) 412, Swim +7, Tumble +9.

Feats: Acrobatic, Armor Group Proficiency (Light,
Medium, Heawvy), Blind-Fight, Far Shot, Impreved Initiative,
Martial Arts, Naguadah Scnse. Speed Trigger, Stealthy,
Surge of Speed, Weapon Group Proficiency {Handgun,
Hurled. Mclee, Rifle, Tactical).

ATTACKS
Unarmed +10 1d6+4 {subdual)
Dagger +10 +81d4+6 (normal, efror 1,
threat 1g9-20, range 5 1)
Zat'nik'tel 411 3d6+2 (subdual, error 1-2,
threat zo, range 1o ft.)
Kinctic blast +11 2d6+z and 2d6+2 subdual

Gear: Kara kesh, zat'nik’rel, dagger.

THE PHANTOM QUEEN
Specialty; Goa'uld Queen
Rank: System Lord
Class: Pointman/Manipulator

Level: 1274

Strength: 12 Dexterity: 14
Constitution: 14 Intelligence: 17
Wisdom: 18 Charisma: 15
vitality: 147 Wounds: 14

Defense: 22 (+8 class, +2 Dex, +2 natural armor)
Initiative Bonus: +10 {+«B class, +2 Dex)
Speed: 30

Fort: +g Rel: +12 Will: +16

Special Qualities: +4 rhreat range to Bluff & Sense
Motive, assistance (% time), cross-class ability {research
(inspiration /session), rough living +z, soak 1/session,
dominated bady, fatal ruse, generowes, immunity to diseasy,
inherited memory, lead siession, Jong life, master's bless
ings, parasite, play to win, preduce larvae, radiaticn resist
ance, serendipity 1/5ession, tactics +3/5ess5i0n (+2 bonus),
vast cunning =2, versatility (Concentration, Gather
Information, Hide, Innuendo, Intimidate, Move Silently,
Perform, Search, Spot, Survival), web of lies +5.

Skills: Bluff 20, Bureaucracy +19, Concentration 4,
Cultures 48, Diplomacy +18, First Aid +12, Forgery +8,
Cather Informatlion +14, Hide +10, Innuendo +i3.
Intimidation +15/416, Knowledge (Goa'uld) +17. Languages
+4, Listen +7, Move Silently +11, Perform +7, Pilot +4, Search
+15, Sense Motive +12, Surveillance «6, Spot +13, Survival
(Forest) +12, Xena-Cultures +30, Xeno-Languages +6.

Feats: Armor Group Proficiency (Light, Medium),
Command Decision, Mark, Naquadah Sense, Persuasive,
Stargate Explorer, Stealthy. The Look, Undermine, Weipin
Group Proficiency (l1landgun, Hurled, Mulee, Rifle).



ATTACKS
Linarmed 13 1d3+1 (subdual)
[agger +17 14+ {normal, error 1,
threat 19-20, range 5 ft.)
Kinetic blast t14 2d6 and 2d6 subdual

Gear: Kara kesh, dagger.

From the beginning, the “Phantom Queen” distin-
guished herself among the offspring of the queen Danu as
much by her capricious temperament as with her cunning
mind. When Danu's spawn stopped squabbling amongst
themzelves Jong enough 1o overthrow the System Lord
Balor, Lugh struck the fatal blow, and Dagda and
Manannan mac Lir divided the spoils {aee pages 65-70), but
it was Morvigan who planned the battle. For a time she
appeared content to remain a power behind the throne, the
faithiul advisor that Dagda could not do without. This in
itzelf began to sway the allegiance of many in the court in
ner favar.

She alse positioned herself as Danu's protector, gaining
additional influence through her expanding control over
access to the queen. From there it was relatively easy 1o
remove a primary obstacle ta her ambitions: Lugh, the
staunch advocate of Manannan and Dagda's alliance.
Cencocting apparently incontrovertible evidence that Lugh
was hent on destroying Danu and her vulnerable young,
Morrigan then demanded the right to punish him on the
queen's behalf. She stripped him from his hest, and rumor
has it he remains imprisoned in stasis in her private apart-
ments to this day.

In his place, Dagda and Manannan, their partnership
already deteriorating into an uneasy truce, each promoted
a new general from among his own underlerds. Dagda’s
choice, the ambitious young Cuchulainn, was very nearly
Morrigan’s undoing. His bost had first been chosen 1o seed
the queen, and thus he knew that Morrigan was herself a
queen, a secret she guarded by mingling her own larvae
with her mother's at birth, She atrempted to turn this [ia-
bility to her advantage by recruiting him in her scheme
agiinst Dagda, premising him far broader power than the
mere command of a war fleet. Cuchulainn refused, scorning
her as a “phantam queen” lacking the power te make good
on her affer. When he hegan openly mocking her with the
epithet and privately threatening to reveal her secret, she
arranged for the sabotage of his flagship during a eritical
battle. Once again deployed according to Morrigan's strate-
gv Dagda's forces won the day, but Cuchulainn did not live
to see it

The threat had been eliminated, but if she was to
became more than a phantem, Maomigan knew that there
was one blow she must strike directly: the death of Dagda
himself, Even her supporters were taken aback when she
turned on him without warning in the midst of a council of
his leading underlords, With three blasts from a zat'nik'tel,
the System Lord Dagda ceased to exist, and Morrigan
declared herself ruler of his realm. Though the long years of
scheming and manipulation had guaranteed her a critical
mzss of support from his underlords, Morrigan Fully
expected the assassination to throw Dagda's empire inta
temporary chaos, and perhaps cost her a portien of it. She
had not, however, reckoned on Heru-ur launching a multi-
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front assault against her at the same time. Morrigan sur-
vived the assault, but was left with a fraction of the territa-
ry she had thought she had. barcly enough to call herself a
ruler. A place among the System Lords was further cut of
her reach than ever,

Learning this lesson well, the Phantom Queen — a title
she now wore with perverse pride, te spite the memory of
the ungrateful fool whe might have ruled beside her — took
full advantage of every opportunity presented by the inces-
sant strife among the Goa'uld, while jealously guarding the
resources she already had. For centuries this meant aggra-
vatingly slow expansion of her domain, until emergence of
the Tauri threat ereated a sudden power vacuum. Most sat-
isfying hy far — though she would have preferred a far more
agonizing death at her own hands — was the demise of
Heru-ur. At last taking back what he had stolen frem her,
Marrigan could no lenger be denicd. The title of System
Lord was hers.

The proximity of her territory to other System Lords ~
unlike the rest of Danu's brood — made her a de focro
spokesperson, representing her kin before the other
Goa'uld. The pesition helped increase her power, and of
those she spoke for, only Manannan had the strength to
appese her. He, of course, was content to let her take the
forefrant, while remaining hidden in the shadows as he
always had {see page 68 for more on Manannan mac Lir),
Morrigan's fortunes tock another dip, however -- along with
the cther System Lords — with the reappearance of Anubis.
Seeing few alternatives, she voted for his reinstatement,
but soen regretted the maove when she learned that be had
recovered the Eye of Balor from her own planet of
Magtireth, over which it had been believed destroyed with
Balor's ship. She does not know how Anuhis' agents found
the jewel, but she added her ha'taks withour hesitation to
those gathered against him over Abydas.

To the humans who live under her authority, knowing
little of these matters, their goddess is the object of adora-
tian and fear, her passions and her very form as changeable
as the wind. Many arve descended from the Celtic tribes of
western Europe and the British lsles — where Balor and
then Dagda and Manannan held sway on Earth — and
regard her as the Mother of all things, sovereign of life,
dearh, and rebirth. On worlds taken from other System
Lords, her prepaganda paints the previous god as an erring
child she had to punish.

Inspired by existing legends of the primitive goddess
whose identity she assumed, Marrigan has added a layer of
mystery to the typical modus cperandi of estahlishing
divine status through dazzling technology. She maintains
several hosts, kept in stasis in sarcophagi hidden through
out her emnpire. With her human subjects already expecting
her to appear in varying guises, she also posts underlords
to impersonate her on worlds where she wishes ta have a
constant presence. This also allows her to demonstrate an
ability to be seen in more than one place at a time.

With her rising status has come increasing scrutiny,
and the rumor thar the Phantam Queen is an actual queen
has spread 100 widely to stamp out. She is more reluctant
than ever to confirm it, feaving that the other System Lovds
would curiail her autonorny in the face of the dwindling
number of queens. For the moment she has no solution hut




to cloud the issue as she always has, by keeping Danu close
by. Not even their most trusted personal slaves know the
whole truth: the elder queen has not produced a brood in
years, and all of “Danu’s’ larvae that now make their way
into the world under her name are in fact Morrigan's own.

While still considered something of an upstart by her
fellow System Lords, the depth of Morrigan's sirategic
experience surpasses that of some with much greater raw
power ar their disposal. She carefully selects targets for
which she has the most reliable intelligence, then lays traps
to cut them off from support and take advantage of their
vulnerabilities. These elaborate plans generally require her
tostrike at precizely the right instant, a point on which her
volatile temper is known to sabotage her. She learned early
and well to avoid committing 00 many resources to any one
action, no matter how certain the outcome might seem, and
thus to minimize che setbacks she suffers when things de
nat gro as planned,

The Jaffa warriors bearing the mark of the raven are few
incomparison to the armies fielded by powerhouse System
Lords such as Baal, hut Morrigan wields them with the
sume economy and precision as she does her ships. Lang
centuries of building an empire from scraps have left her
with no tolerance for the waste of typical Goa'uld ways,
a lesson hest learned quickly by underlings who hope to
advance in her service. While her highest-ranking Jaffa are
aware of her pragmatism, far more believe that their god
values their lives more highly than the gods served by other
Jaffavalue theirs,

Though she delights in appearing in multiple guises,
Morrigan's favorite and most recognizable hast presents
her as the Celtic ideal of beauty and power. None can pre-
dict whether the regal redhead with the robust figure will
favor them with honeyed promizes or venomous fury.
Either way, the encounter will not be forgotten.

PLANETS
GLEaNAvar (P8H-725)

Thermosphere: Warm (CR o; close orbit; 2dae+25° F).

Atmosphere: Normal (CR o; 0.8 atmospheres; Aute
None; Exp. Inc: None; SV None; Dmg None: Recup None).

Hydrosphere: Sub-humid (CR o; daily weather 1-85:
none, 86-87: flood, 88-g73: rain 1d4-1 in. or snow 1d6-1 in,,
9.4-95: thunderstorm or snowstorm, 96: hurricane or bliz-
zard. 97-98: wind 1dio MPH, g9: wind 1dio+10 MPI, 100!
wind 1d1o+20 MPE), :

Geosphere: Stable tectonic activity {daily earthquakes
1-99: nane, 100: minor; no volcanoes within 10 miles of
Stargate).

Seasons: Mild (1-42: spring, unchanged; 43-50: summer,
+2d6° F: 51-g2: autumn, unchanged; g3-100: winter -2d6" F).

Anthrosphere: 5,000 natives: Copper Age (2 picks,
o RP): Theocracy; Open (+2 with dispasition checks);
Cautious (40 soldiers, squad size 1dz seldicrs); Poor civil
rights,

Origin: Celtic.

Stargate Location (lower region): Rolling tervain in
grassland. large clearing near edze of forest.

a2

Among the first planets claimed by Morrigan in her rize
o power, Gleanavar was once a busy mining colony with
rich deposits of naquadah. To the humans beneath her
dominion, it was a punishing place, an exile that wore diwn
unruly slaves through relentless labor. They dubbed their
nrison Glean-ra-Bodhar, “Valley of the Deal,” where a slave
would hear nothing of the world he left behind, and it waulit
sever again hear of him. Their amused ruler adopted the

name officially,

Though it was key in earlier stages of Morrigans
scheming, Gleanavar's importance waned as the naguadah
cesources were depleted and more strategic lecations
demanded her attention. She has maintained her claim
over the last several centuries through a succession of
regent underlords. Due to Gleanavar's isolation, the
Phantom Queen must trust the Goa'uld in this positicn .
rule in her name with little supervision, One recent
appointee, Sholred, turned out to be a particubarly poor
choice when she was revealed as a Tok'va infiltrator who
had spent nearly a decade secretly sowing rehellion among
aoth the human pepulation and the Jaffa of her temple
guard, for whom the assignment was one of low status and
henor,

The naquadah mine is located about four kilometers
southwest of the Stargate, with several excavations delvid
into low cliffs of chalk and limestone that mark the begin
ning of a range of hills, The same soft stone is found
beneath the thin topseil of the boreal forest region whers
the inhabitants have settled in a scattesing of farms and
villages. The capital (if 15 can be called suchj is Ladyhaven,
the single large town centered on Morrigan's temple, found:
ed near the edge of the forest, about three kilomerters due
south of the gate, The Stargate itself is situated in a large
clearing nf the forest, overlaoked by a low rise to the north.
Numerous trails and woodland streams connect the vart:
ous farms and small settlements. The climate and terrzin
of the rest of the planet oceur in cycle similar to Earths.
A few far-flung communities have been established in the
prairie grasslands to the south and southeast, but for the
most part human habitation remains limited to the ferest-
ed areas within a few days walk of the Stargate.

The peaple of Gleanavar are a hardy breed, descended
from those whe survived the backbreaking labor of the
naguadah mines. Most are subsistence Farmers with little
to spare for luxuries, especially after reserving the finest
portion of any crop for the temple. Like her warshipers else- .
where, they aseribe to their gaddess the power to aspear in
many forms, and a degree of emnipresence. They believe
the regent is an aspect of Morrigan herself - to whom they
refer simply as “the Lady” in whatever guise she appears -
thus avoiding any Fracturing of their loyalty.

A few meager veins of the naquadab mine near
Ladyhaven remain workable. and Morrigan's Jaffa sill
round up strong backs from throeughout the countryside to
work it. A troublemaker is more likely to he taken, but for
the mast part the selection is randem, and the hardshipit |
imposes on families is considered a necessary sacrifice in
service of the Lady. Once conscripted into the mirnes, 4
worker remains there until injury, illness or age makes him
unfit to work, at which time he is returned te his family
Relatives are permitted brief visits, and may bring food and



clathing to augment the barest necessities allotted to the
miners. All ore extracted from the mine is immediately sent
through the Srargate to Morrigan's homeworld of Eriu.

The current regent, Evnith, has clamped down hard,
increasing the tributes ro the temple, restricting travel, and
ronting out Sholred's former handmaidens and those to
whim they have passed the dangerous knowledge of the
Goa'uld's true nature. These caught are executed and puh-
licly denounced as traitors to the Lady, an irony not last on
the remaining few who know that this Lady is not the same
one who taught them the truth they now whisper to their
children. The brief uprising they inspired to cover Sholred's
eseipe [she fled with an SG team through the Stargate) may
not be repeated in their lifetimes or their children’s, but
they remain convinced that someday the people of
Gleanavar will he free.

MAGTIRETH (P9K-U429)

Thermaosphere: Warm (CR o; close orbit; 2d20+25" F).

Atmesphere: Thin (CR o; 0.5 atmospheres; Aute -1; Exp.
[ne: 1 hour: Y Fort (DCis) Ye: Dmig wdy subdual; Recup 1 round).

Hydrosphere: Arid {CR o; daily weather 1-8g: none, go:
flood wlio MPIL gi-g3: rain 1 in. 94-95: dust storm,
g6-100: wind 1dio MPIT).

Geosphere: Unstable (daily earthquakes 1-98: none, gg:
minar, 100: moderate; no volcances within 10 miles of
Stargate),

Seasons: Milc {1-17: spring, unchanged; 43-50: summer
+2d6” F; 51-g2: aurumn, unchanged; g3-100: winter -2d6° F).

Anthresphere: 27,000 natives; Goa'uld (7 picks, 6 RD);
Theocracy; Suspicious (-1 with disposition checks): Extremely
Cantious (20,000 soldiers, squad size 14 soldiers)y; Very Poor
civil rights.

Origin: Celtic.

Stargate Location (upper region): Rocky terrain in
wasteland, desolate center of a multi-mile crater.

A scarred planet with a turhulent history, Magtireth is a
cornerstone of Morrigans military might, as it was for
Balor and Dagda befare her. Here generations of Jaffa have
arrived ag wide-eved boys, Moerrigan’s raven mark fresh on
their brows, and left as skilled warriors ready to fight for
her glory. [t is also the location of one of several orhiting
shipyards for the building and repair of her battle fleet. The
Stargate, once located in a mere hospitable region, was
Jater moved at Morrigan's command to the center of an
enormaus impact erater, formed by a piece of debris from
the destruction ef Balor's mothership. The barren waste:
land that greets those arriving through the gate gives the
impression of a world devoid of life, While this is not entire-
ly accurate, the pockers of hahitat left 1o a handful of hardy
species represent barely a thind of the planet’s surface, and
are slowly but steadily disappearing. Already all the food
and supplies required by the apprentices and warriors
quactered on Magtireth must be imported; in another cen-
tury or two the armosphere will not be breathable without
artificial raintenance.

When Morrigan first laid eyes on it thousands of years
azo, Magtireth was a very different place, with fruitful
farms to feed Balor's armies. From heve his empire had been
built on the strength of those armies and backed by the
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destructive power of the Eye of Balor. 1t was here, or
nowhere, that his power must have been broken. The victory
cost the better part of the challengers’ fleet and laid waste to
the surface of Magtireth, hut in the end Balor’s mothership
was outflanked and destroyed.

Despite the inconveniences presented by the planet’s
desolation, Magtireth remains valuable for its strategic
pesition, and Morrigan has held tightly to it through times
when she had litile else. Large numbers of troops can be
transported relatively guickly hy ship to several hotly con-
tested Frontiers, and the forces stationed here are a key
first-line defense against incursions into the Phantom
Queen’s territory. In light of this. the region is heavily
patrolled by her fleet, and the erbiting shipyard is heavily
armed inits own right.

when the surface is not in use as a staging arca. it is
aenerally left entirely in the hands of the Jaffa masters and
their young charges. For them the harsh environment is
an advantage, weeding out the weak links before they can
jeopardize a battle, and tempering the strong, Never one fo
discard a good idea, Morrigan has continued the tradition.
established under Balor, of identifying hoyswith promise and
gathering them here shorely after they undergo the Prim'ta,
sct apart from playmates not destined for the same honor.

Unknown to Morrigan, the rebel Jaffa movement has
penetrated even here, carried like a disease by traitors
among her seasoned troops as they pass through on the
way to battle. For the mament 1t 1s only an adolescent
whisper in the night, but = like the whisperers rhemselves
— itis growing.

ErRIU (PUF-0286)

Thermosphere: Warm (CR o; close orbit; 2d20+25" F),

Atmosphere; Norma! (CR o; 0.8 atmospheres; Auto
None; Exp. [nc: None; SV None; Pmg None; Recup None).

Hydresphere: Meist sub-humid (CR o; daily weather
1-85: none, 86-87: flood 1dio MPH, 88-g4: rain 1d4 in. or
snow 1d6 in., 94-96: thundersterm or snowstorm, 97-98:
hurricane or blizzard, g9: wind o MPH, 100! wind
1d1o+10 MPH).

Geosphere: Unstable tectonic activity (daily carth-
gquakes 1-08: none, 99: minor, 100: moderate; 1 small
volcano within 10 miles of Stargate).

Seasons: Mild (1-42: spring. unchanged; 43-50: sum-
mer «2d6° F; §1-g2: autumn, unchanged: g93-1000 winter
-2d6" FL

Anthresphere: 5,000,000 natives; Gea'uld (7 picks, 6
RP); Theocracy; Suspicious (-1 with disposition checks);
Extremecly Cautious (200,000 soldiers, squad sizeidg
soldiers); Very Poor civil rights,

Ongin: Celtic,

Stargate Location (equatorial region): Hill terrain in
grassland, stone cirele at base of temple hill,

In sharp contrast to the training ground for her troops,
Morrigan’s primary homeworld is an idyllic paradise. Like
Chulak, it is a eréche world, housing rhe mingled offspring
of various Goa'uld queens prior to their implantation with-
in Jaffa. The splendid white temple stands on a hill over-
looking the Stargate, which is surrounded by a circle of
upright stenes in the same white marhle. On the opposite




side of the hill, the sepulchre sheltering the aewborn larvae
is set apart in a grove of oak trees, planted in a circle
mirrering the stones around the Stargate.

The temple complex stands eminous and lonely on an
island in a small archipelago off the coast of the largest of
the three continents, Eriu's Jaffa population ranges over the
remaining islands, and is much smaller than that of
Chulak. To be born here carries considerable prestige
amang the Jaffa in Morrigan's service; most of her highest-
ranking warriors are natives of Eriu, and it is a requirement
for priesthood in the temple. A warrior originating else-
where mary he rewarded for exceptional service with a home
here, thus ensuring that any similar aptitude shown by his
sons will be acknowledged and cultivated.

On the mainland are more utilitarian facilities, including
warehouses for commodities such as naguadah, gathered for
distribution through her empire. She also maintains three
private retreals, one on each continent, in addition to her
apartments in the lemple. These are staffed at all times by
Fuil complements of human slaves and Jaffa guards. . They
are usually occupied by underlords to whom Morrigan lends
thern as either a reward or as a convenient means of keeping
them under her thumb. Visiting System Lords may cccasion-
ally accept her hospitality in one of these palaces also,
though they are far more likely te be housed in opulent quar-
ters within the temple.

Beyond these settlements, the remainder of the planct
is wilderness, primarily given over to tropical or temperate
forest. While none of Eriu's vast array of indigencus life is
acknowledged as sentient, an inquisitive and sociahle
species of mammal native 1o the smallest continent has
shown itself capable of learning simple tasks such as open-
ing doors and turning on lights, Resembling a ferret three
1o four feet high on its hind legs, this creature was dubbed
the prke by Morrigan's human slaves, who lost no time in
domesticating it. The little animals’ popularity guickly
spread as the entourages traveling with Morrigan and her
underlords were introduced to them, and pet pukas can
now be found fetching small objects and carrying messages
on planets Far front Eriu.

While the créche worlds, including Chulak, have fallen
under the control of individual System Lards at various
times, Morrigan’s outright claim on Eriu as her own home-
world is not without risk or controversy. Thus Far her pecrs
are satisfied that she is playing by the rules. But as larval
symbiotes grow increasingly scarce, she knews she may be
faced with a choice: relinquish her claim or fight for it in
defiance of them all.

unnerves) Morrigan, it also facilitates the masquerade she
has maintained for se long. She can happily pass her own
spawn off as Danu’s, and thus remain secare in her status.
So long as the unpredictable Danu does not speak the truth
at some inopportune moment, all will be well.

DaNU
Specialty: Goa'uld Queen
Rank: N/A
Class: Goa'uld Dilettante
Level: 4
Strength: 8 Dexterify: 12
Constitntion: 10 Intelligence: 10
Wisdom: g Charisma: 16
Vitality: 20 Wonnds: 10

Defense: 14 (+3 clasy, +1 Dex)
Initiative Bonns: «3 (+2 class, +1 Dex)
Specd: 3o

Fort: +3 Ret: +3 Will; +2

Special Qualities: Child of the gods, dominared hody,
immunity to disease, inherited memory, long life, radiaticn
resistance, specialty (bureaucracy).

Skills: Bluft 10, Climb
Concentration +1, Diplomacy +7. Gather Information +7,
Intimidate +3/+7, Knowledge (Goa'uld) +2, Listen +1, Move
Silently ¢3, Scarch +z, Sensc Mative +1, Spot +1, Survival 41,

+7. Bureaucracy +1,

Swim +1.

Feats: Athletic, Armor Group Proficiency (Lightl,
Charmer, Naguadah Sense, Persuasive, The Look, Weapen
Group Proficiency (Hurled, Melee).

ATTACKS
Unarmed +1 1d3-1 {subdual)
Dagoer tl 1dg-1 (normal, epror 1,
threat 19-20, range 5 it}
Kinetic blast +3 2d6 and 2d6 subdusl

Gear: Kara kesh, dagger.

Note: Danu has lost her produce larvace quality.

EvNITH, LADY OF GLEANAVAR
The current regent governing Gleanavar is humorless,
eruel, suspicious to the point of paranoia, and not excep
tionally intelligent. In short, she is the perfect antidnre to

her predecessor, a highly capable ruler who {unforiunately
for Morrigan} was also a Tok'ra operative. Aware that the
System Lord will be closely monitoring her progress, Evnith

UNDERLINGS
DANU, THE DREAMING QUEEN
(SUPPORTING NpCQC)

It Morpigan is the Phantom Queen, Danu has become a
real queen hearing phantom young. Ona of the most
ancient queens still living, she is also quite mad, genuinely
helieving herself immune to the infertility plaguing other
guecns, when in fact she has been unahle to spawn for
years, Often she forgets entirely that the crisis exists, or
cven that the Goa'uld were driven from Earth millennia ago.
In her mind she reigns in timeless splendor, her every
whim attended ta. While this fantasy irritates (and
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has set out to reverse the damage done by Sholred's sedi-
tion and demonstrate how a true Goa'uld rules: through
awe and terror. If she has an inkling that her manipulative
mistress intends, once the slaves of Gleanavar are sutfi-
ciently cowed, to recall her ta court and replace her with s
kindlier aspect, she is sure that Morrigan will be impressed
enough by her regent's success to change her mind.. or.
perhaps, even reward Evnith with a positian of more power.




Low-LevelL EvHNITH
Specialty: Goa'uld Spy

Rank: N/A

Class: Explorer/Pointman

Level: 2/2

Strength: 13 Dexterity: 15
Constitntion: 15 Intelligence: 1
Wisdom: 13 Charisma: 14
Vitality: 39 Wonnds: 15

Defense: 14 (#2 class, +2 Dex)
Initiative Bonus: +5 (+3 class, +2 Dex)
Speed: 10

Fort: +6 Ref: +7  Will: +6

Special Qualities: All over the world (basic), agsistance
fla time), bookworm (%4), direction sense +2, dominated
bedy, immunity to disease, inherited memory, long life,
absessive, parasite, radiation resistance. versatility
(Dalance, Bluff, Hide, Mave Silently, Open Lock, Pilot}.

Skills: : Balance +5, Blufl +4, Cultures +4, Disguise +7,
First Aid +4, Gather Infavmation +6, Hide +5, Intimidale +4/+5.
Jump +6, Knowledge (Goa'uld) +4. Languages +5. Listen +3,
Mechanics «2, Move Silently +6, Open Lock +4, Pilot +3, Search
+2, Spot #3, Survival +5, Swim 4z, Tumble +6, Xeno-Cultures +4.

Feats: Acrobatiz, Armor Group Proficiency (Light),
Naquadah Sense, Sidestep, Stealthy, Weapon Group
Proficiency (Ilandgun, Mclee), World Traveler.

ATTACKS
Unarmed +3 td3+1 (subdual)
Dagper +3 1d4+1 {normal, error 1,

threat 19-20, range 5 1)

Kinetic blast +4 2d6 and 2d6 subduat
Gear: Kara kesh, daoger.

MID-LEVEL EvNITH
Specialty: Goa'uld Spy
Rank: N/A
Class: Explorar/Pointman
Level: 474
Strength: 13 Dexterity: 15
Constitntion: 15 Intelligence: il
Wisdom: Ik Charisma: 14
Vitality: 59 Wounds: 15

Defense; 16 (+4 classg, +2 Dex)
Initiative Bonus: +12 (+6 class, +2 Dex, +4 feat)
Speed: 30

Fort: +6 Ref: +7  Will +5

Special Qualities: All over the world {Basic), book-
worm (%), direction sense +3, dominated body, immunity
to disease, inherited memory, lead 1/session, long life,
abseasive, parasite, radiation resistance, uncanny dodge
(Dex bonuas), versatility (Balance, Bluff, Hide. Move
Silently, Gpen Lock, Perform, Pilot).

Skills: Balance +5, Bluff +5, Cultures +5, Disguise +8,
First Aid +5, Gather Information +11, Hide +7, Intimidate
+7/48, lump +6, Knowledge (Gea'uld) +4, Languages +6,
Listen #3, Mechanics +2, Move Silently 6, Open Lock 45,
Perform +3, Pilot +3, Search +2, Sense Molive +2, Spot +4,
Survival +5, Swim +3, Tumble +6, Xeno-Cultures +4.

Feats: Acrobatic, Armor Group Proficiency (Light),
Improved Initiative, Naguadah Sense, Point Blank Shot,
Sidestep, Stealthy, Weapon Group Proficiency (Handgun,
Melee), World Traveler.

ATTACKS
Unarmed +6 1d3+1 (subdual}
Dagger +6 1dg+1 (normal, crror 1,
threat 19-zo, range 5 ft.)
Kinetic blast +7 2d6 and 2d6 subdual
Zat'mik'tel +7 3d6 (subdual, error 1-2,

threat 20, range 10 ft))
Gear: Kara kesh, zat'nik'tel, dagger.

HigH-LEVEL EVNITH
Specialty: Goa'uld Spy
Rank: N/A
Class: Explorer/Pointman
Level: 674

Strength: 13 Dexterity: 15
Constitution: 16 Intelligence: 11
Wisdom: 13 Charisma: 14
Vitality: 99 Wonnds: 18

Defense: 18 (+6 class, +2 Dex)
Initiative Bonus: +13 (+7 class, »2 Dex, +4 feat)
Speed: 30

Fort: +8 Ret: +11 Will: +7

Special Qualities; All over the world (Basic, Advanced),
bookworm (1), directior. sense +3, dominated body, immu-
nity to disease, inherited memory, long life, obaeasive, par-
asite, radiation resistance. tactics i/session, uncanny
dodge (Dex bonus).

Skills: Balance +6, Bluff +7, Cultures +6, Disguise +8,
First Aid +6, Gather Information +11, Hide +7, Intimidate
+8/49, Jump +6, Knowlaedge {(Goa'uld) +7, Languages +7,
Listen +5, Mechanics +4. Move Silently +8, Open Lock +7,
Perform +4, Pilot +5, Search +4, Sense Motive +3, Spot +5,
Survival +5, Swim +3, Tumble +6, Xeno Cultures +4.

Feats: Acrobatic, Advanced Skill Mastery {(World
Traveler), Armor Group Proficiency (Light), Improved
Initiative, Lightning Reflexes, Naguadah Sense, Point
Blank Shot, Precise Shot, Sidestep, Stealthy, Weapon Group
Proficiency (Handgun, Melec), World Traveler.

ATTACKS
Unarmed +8 wdy+1 (subdual)
Dagoer +8 1dg+1 (novymal, error |,

threat 1g-20, range 5 ft.)

as




REL'NAR, JAFFA MASTER
OF MAGTIRETH
Once First Prime of Morrigan, Rel'nar lived to see that
honor pass ta his son Mek'nar. If he is no longer the great-
cst of her warriors, though, he is still acknowledged ws the
wisest, and has been entrusted with shaping the next gen-
eration, To be selected as Rel'nar’s apprentice all bur guar
antees an exemplary career; he also oversees the training
conducted by others. His ears are not so old that they do ni

2d6 and zd6 subdual
3d6 (subdual. error -2,
threat zo,range 10 ft.)

Kinetic blast
Zat'nik'tel

9
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Gear: Kara kesh, zatr'nik'tel, dagger.

CATAIN N1 DONALL,
GLEANAVAR SUBVERSIVE
(SUPPORTING NpC)

A humble farm girl, Catain was surprised when, in
return for healing her baby daughter of a deadly fever dur-
ing the fall Festival, the Lady commanded that Catainenter

bear the winds of change, or the murmurs ameng the boys.
Perhaps they are true; perhaps these young warriers will
never die in the name of any Goa'uld. For new, thaugh, the

dresn of freedom remains only a dream. Rel'nar will coge
tinue to teach them to live with honer in the enly reality he

the temple as one of her handmaidens. Entrusting her chil-
dren o her own mother's care, the young weman obeyed.
There were more shocking surprises in store, and ar First
she thought Sholred’s fantastic assertions — that the Lady
was not orre, but many, and all of them false gods — were
simply a test of her Faith. Eventually, though, she came to
believe the truth nfwhat her mistress taught. She remained
in the temple for eight years, nearly all of Shalred’s reign.
and witnessed the strangers’ defiance of Marrigan herself

has ever known.

Llow-LEVEL REL'NaAR
Specialty: [affa Raven Guard
Rank: N/A
Class: Guardian

f : Level: 6
on the last day of that reign. Inspired by their example. ¢
she helped to spark the festival riot when word came that Strength: 16 Dexterity: 12
her beloved Lady and the warriors of the Tauri needed a Constitution; 15 Intelligence: 12
diversion to cover their escape. So far no one has Wisdom: 14 Charisma: 12
denounced her to the harsh new Lady. If they do, she hopes -
" ! R Y U X P Vitalily: 65 Wounds: 17

anly that her young son and daughter will escape with the
secret knowledge she has given them. Defense: 15 (+4 class, +1 Dex)

Initiative Bonus: +3 {+2 class, 41 Dex)

Speed:
Cataid NJ DONALL peediae
Specialty: Primitive Society Near Human Fort: +7 Ret: +3 Will: +7
Rank: N/A . L . 3
o . Special Qualities: Accalerated healing, enforcer (hasic,
Class: Native Off-Worlder L i : :
advanced), radiation resistance, scak 1/session, unhreak-
Level: 5
able.
Strength: B Dexterity: 11 . . .
gt . ey Skills: Balance +4. Concentration +6, Escape Artist +2,
Constitution: 10 Intelligence: 12 ‘ ‘ S
i .. Garther Information +6, Hide +5, Intimidation +13/+11,
Wisdoin: 15 Charisma: 14 , ) . ;
Knowledae {(Goa'uld) +2, Move Silently +4, Pilot +4. Spot +4,
Vitality: 20 Wounds: 10 Surveillance +5, Survival «6, Tumble +4.

Feats: Advanced Skill Mastery (Enfercer), Armor Group
Preficiency (Light, Medium, Heavy), Enforcer, Mark,
Martial Arts, Rapid Healing, Symbiote {Immunity to
Discase, Lnny Life), Toughness, Weapon Group Proficiency
{Handgun, Hurled, Melee, Rifle).

Defense: 12 (+2 clasy)
Initiative Bonus: +2 (+2 ¢lass)
Speed: 30

Fort: +4 Ref:+31  Will: +5

Special Qualities: Primitive.

Skills: Bluff +5, Climb +2, Craft (Pottery) +7, Listen +5, ATTtacks
Profession (Farmer) +9, Search +6, Spot #7, Survival +7. Unarmed +9 1d6+3 (subdual)
Dagg d ‘mal, error |,
Feats: Advanced Skill Mastery (Ordinary Past), Avmor aseer " :l? (d'l 1;32:)”'::':1 SE;THIH '
s . reat 19-20, Tang :
Gr Proficie Light), Ordinary Past, Wea Grou .
roup ency (Tight) tnary Fast, Weapon Hroup Staff weapon +5 6d6  (normal, error |2

Proficiency (Hurled, Melee),
threat 18-20, range 30 [t

qualitics and mods AP, AK.

ATTaCKS b
Unarmed 2 1d3- bdual
narme * 371 (subdual) Gear: Staff weapon, dagger, robes.
Dagger +2 1dg-1 {normal, error 1,

threat 19-20, range § ft.)

Gear: Dagger, robes.
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MiD-LEVEL REL'NAR
Specialty: Jaffa Raven Guard

Rank: N/A

Class: Guardian

Level: 9

Strength: 16 Dexterity: 12
Constitution: 15 Intelligence: 12
Wisdom: 14 Charisma: 13
Vitality: 91 Wounds: 19

Defense; 16 {+5 class, +1 Dex)
Initiative Bonus: +5 {+4 class, +1 Dex)

Speed: 40

Fort: +8 Ref: 14 Will: +8

Special Qualities: Accelerated healing (x2), enforcer
{Basic, Advanced), radiation resisiance, soak 1/session,
superior metabolism {na damage with save), wnbreakable.

Skills: Balance +5, Climb +6, Concentration g, Escape
Artist +3, Gather Information +7, Hide +5, Intimidation
#167414, Jump +5, Knowledge (Goa'uld) +3, Move Silently +5,
Pilot +5, Spot +6, Surveillance +6, Survival +6, Tumble +4.

Feats: Advanced Skill Mastery (Enfarcer], Armor Group
Proficiency (Light, Medium, Heavy), Enforcer, Mark,
Martial Arts, Rapid Healing, Symbiote {Immunity to
Disease, Long Life, Shallow Breathing Trance), Toughness
(xz), Weapon Focus (Staff Weapon), Weapon Group
Proficiency (FHlandgun, Hurled, Melee, Rifie).

ATTACKS
Unarmed +12 1d6+3 (subdual)
Dagger +12 1d4+3 (normal, error 1,
threat 19-20, range 5 ft.}
Staff weapon +10 6d6 (normal, error 1-2,

threat 18-2o, range 30 ft,,
gqualities and mods AP,
AK.TD)

Guar: Staff weapon, dagger, robes,

High-LEVEL REL'NAR
Specialty: [affu Raven Guard
Rank: N/A
Class: Guardian/Prime
Level: g7

Strength: 16 Dexterity: 12
Constitution: 16 Intelligence: 12
Wisdom: 14 Charisma: 13
Vitality: 127 Wonnds: 20

Defense: 18 (+7 class, +) Dex)
Initiative Bonus: +7 (+6 class, +1 Dex)
Speed: 10

Forl: +12 Ref: 46 Will: 110
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Special Qualities: Accelerated healing (<2). death
squad «1 attack/save, enforcer (Basic, Advanced), prepared,
radiation resistance, ring of defense 1/session, scak 2/ses-
sion, superior metabolisin (no damage with save), inbreak-
able.

Skills: Balance +5, DBureaucracy +4, Climb +5.
Cencentration +g, Demelitions +4, Diplomacy +4, Escape
Artist +g, First Aid +4, Gather Inflormatien +8, {lide +5,
Intimidation +17/#15, Jump +5, Knowledge (Goa'uld) 3,
Listen +6, Move Silently «5, Pilot +6, Spot +6, Surveillance

+7. Survival +8, Tumble +4.

Feats: Advanced Skill Mastery (Enforcer). Armor Group
Proficiency (Light, Medium, Heavy), Enforcer, Mark,
Martial Arts, Rapid Healing, Symbiote {Immunity to
Disease, Long Life, Shallow Breathing Trance], Stene Cold,
Toughness (%), Weapon Focus (Staff Weapon), Weapan
Group Proficiency (Handgun, Hurled, Melee, Rifle).

ATTACKS
Unarmed 414 1d6+7 {subdual)
Dagger tig 1d4+3 (normal, error 1,
threat 19-z0, range 5 {1.)
Staff weapon ¥ 6d6 (normal, errer 1-2,

threat 18-20, range 30 ft.,
qualities and mods AP
AK, TD)

Gear: Staff weapen, dagger, robes.

NIRRTI

GODDESS OF DESTRUCTiION
(PRESUMED DECEASED)

Specialty: Goa'uld Schemer

Rank: N/A

Class: Scientist

Level: 16

Strength: 10 Dexterity: 14
Constitution: 16 Intelligence: 24
Wisdom: 12 Charisma: 14
Vitality: 133 Wounds: 16

Defense: 25 {+13 class, +2 Dex)
Initiative Bonus: +8 {+6 class, +2 Dex)
Speed: 30

Fort: +8 Ref: +7  Will: +11

Special Qualities: 10-second solution 1/session, bril-
liant +4, dominated body, immunity to disease, improvise
+8, inherited memary, know it all 1/mission, long life, para-
site, PhD) (Knowledge (Biology), Knowledge (Medicine)),
radiation resistance, research (biology, inspiration 1/ses-
sion, Gather Information/Move Silently).

Skills: Appraise +8, Balance +12, Blufl +1g, Computers
«18, Conceniration +20, Cryptography +11, Cultures +g,
Demolitions +14, Diplomacy +3, Electronics +19, Escape
Artist +4, First Aid +11, Forgery w10, Gather Information +173,




Hide +5, Innuendo +7, Knowledge {Biolagy) ¢35, Knowledgae
(Goa'uld) +19, Knowledge (Medicine} +34, Languages +11,
Listen +g, Mechanics 16, Move Silently +10, Open Lack w11,
Pilot +8, Search +13, Sense Motive +15. Spot +11,
Surveillance +19, Survival +11, Xeno-Cultures +16, Xeno-
Languages +14.

Feats: Advanced Skill Mastery (Scholarly), Armor
Group Proficiency [Light), Biclogy Prodigy, Field Operative,
Grand Skill Mastery (Schelarly), Martial Arts, Nagquadah
Sense, Phase Sense, Rapid Healing, Stealthy, Talented
(Bluff), Weapon Group Proficieney (Handgun, Mclee), Xene-
Studies.

ATTACKS
Unarmed «8 1d6 {subdual)
Dagpger +8 1dg  (normal, errov 1,

threat 19-20. range 5 f1.)

Kinetic blast +10 2d6 and 2d6 subdual

Gear: Healing device, invisibility device, kara kesh,
dagger.

In the tangue of the land where she once walked, her
very name means destruction. For those who have encoun-
tered Nirrti — human or Gea'uld — there is no need to ask
why. While her peers built empires and peopled them with
devout human slaves. Nurti wasted countless lives, even
entire civilizations. pursuing her research.

In the days of Goa'uld dominion over Earth, Nirrti had
little interest in the turbulent politics of the System Tords,
preferving to keep to herself as she tested the limits of
these “perfect hosts” they had discovered. Humans repre-
sented a leap forward from other species they had inhahit-
ed in the past, but te Nirrti's mind they were far from per-
tect. Technology and fragmentary records diseovered on
long-ahandoned worlds offered tantalizing slimpses of
what they could be, sparking a line of inquiry that would
become an obsession.
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Just as the needs of her experiments were growing, the
System Lords' claims over territory on Earth pushed Mirri
ever farther in search of human test subjects, untii she
faund herself limited totke southern tip of the Indian sub-
continent, her presence harely tolerated by Kali and her
autonomy severely eurziled. Faced with these constraints,
she realized she had no cheice but to play their game, carn:
iag out an empire of her own where she would be free 1o
work as she saw fit. The question of how to begin was
answered when Olukun propesed a partnership, seeking
her expertise and offering the slaves of his smail sphere of
influence in western Africa in pursuoirt of whar he saw as
their common goals. The outcome of the collaberation was
disastrous for Olukun, who was forced to retreat from
Earth entirely; but Nirrti gained valuable insights inta bath
her ongoing genetic work and the dynamics of the System
Lords whose society she had largely ignored up to that
point.

Suspending her experiments for the moment, she
turned her attention to matters of war, She did not com:
mand the vast armies with which the System Lords harried
one another, but she could cripple them with enginesred
bioweapons that debilitated even the vaunted Jaffa war
riars for critical hours or even days before their symbiotes
could heal them. She moved first against Kali, taking con-
t-ol of a substantial holding in India as well as key rechno-
legical resources in the stars that would allow her to
expand her dominance. She aiso learned the value of nego-
tiation for acquiring other resources, such as the larval
Goa'uld needed for cortain aspects of her research, which
she obtained from the ambitious queen Hathor in exchange
for an carly version of a device rendering its wielder nearly
invisible.

Once regarded as an inconvenience, Nirrti steadily
estahlished herself as a force to be reckaned with, By the
time of the Tauri revolt, she had earned recognition as a
Systern Lord in herown right, partly through domination of
a number of planets, where she set long-term evolurionary
experiments in motian, but also with sheer blackmail. It
ook several demonstrations in which she wiped our entire
populations of slaves and rendered the food and water sup-
plies of Jaffa armies usetess, hut eventoally they conceded
that she possessed sufficient pewer — however unconven-
t.onal — to be numbered among them. That most of them
despiscd her even more than they did each other barely con
cerned her, so long as they left her alone. For the maost part
they did, at least for a time.

Retorning to her neglected research, she was surprised
to discover that in her absence the test group inhabiting
one of the first worlds she had populated were surpassing
all her expectations, More individuals in each of the last
several generalions had manifested advanced traits previ-
ously unseen in humans, reminiscent of the tantalizing
cloes she had encountered in the ruins across the galagy.
They also died young and painfully from a variety of con-
genital defects, and nore were able to bear children.
Selecting several outwardly perfect specimens, she took
them to Chulak and contributed thern te the pool of poten
t:al hosts for the next choosing, ostensihly as = peace offer:
ing to her Fellow System Lords. Two were taken as hosts by

newly mature Goa'uld, but even with the aid of the sarcaph



agus they were unable ro repair the deep flaws, and they too
seon died. These were not the perfect hosts Nirmti sought,
and in twe more generations they were extinct. Still, the
experiment had brought her a step closer, and she meticu-
lously recorded the particulars of the genelic anomalies for
future reference.

Even as the auman colontes sceded throughout the
galaxy expanded and multiplied, Nirrti once agzin began to
teel constrained by the limits of her own territory. Rather
than waste time and resources in a bid to expand her
empite, she returned te her old habit of surreptitiously
experimenting on slaves belonging to others. Despite the
adept concealment of her movements, the marks of her
meddling were unmistakable. A special Summit was con-
vined at the command of Kali and Bastet, and the System
Lords voted unan mously for Nirrti's expulsion.

Undererred, she pressed on with her research, a task
that grew easier as the System Lords los? track nf many
worlds in their empires, This state of affairs allowed her
to work largely unhindered, but alse cut her off from some
resources to which she had grown accustomed. The
destrucrion of Ra prompted a flurry of power grahs, allow-
ing Nirrti to reassert control ever much of the tevritory that
she haid lest, and ber hid for reinstatement was accepted by
i TIArToW mMArgin.

Since then, however, her fortunes steadily worsened,
due in no small measure ta the upstart Tauri. After they out-
smaited her plan to destroy them by means of a bomh
implanted in an orphaned child, she demzanded a place in
the negotiations to include Earth in the Frotected Planets
Treaty with the Asgard. There, she attempred to slay anoth-
¢7 Goa'uld delegare — Cronus ~ and arrange for the Tauri to
take the blame, thus ridding herself of a hated rival and the
irritating Terrans in one fell swoop. Her duplicity was
gposed, however, and the misadventure ended with the
lnz= af all the concessions the Gea'uld had demanded. Once
again she was stripped of her rank; this time she also
endured more than a year as Cronus’ prisoner for her
attempt to kill him. She might have remained in his cluteh-
es for eternity — tortured by countless unspeakabile meas-
ures — but the Titan's death at the hands of the Tauri
allowed her to escape. Returning to her research, Nirrti
twice came tantalizingly close to achieving the advanced
human host she had sought for so long. On the first occa-
sion the Tauri again snatched her viclary away; on the
second, prompted hy their exposure of her lies, her own
creations turned their newfound talenis against her, and
ended her trail of destruction ar last,

Nirrti's strengtly was never in force of arms, though at
times she commanded up 1o a half-dozen ha'tak mother-
ships at once. She made up for it in the exotic naturce of her
tactics and her troops, of which a greater proportion than
usual were made up of humans. These humans were prima-
rily recruited from the worlds she had originally seeded or
claimed over the years, with a small percentage liherated
from worlds under the contral of her fellow Lords. This ted
to a small but diverse ftighting force, with specialized
squads of two to six soldiers with unusual talents bred or
otherwise awakened inthem for their tasks.

The Jaffa wearing the Nirrti's Sanskrit symhol on their
forcheads were few in number, and not particularly loyal,
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for Jatfa. Nor did they have reason 1o he, as Nirrti had little
regard for them — even less than a typical Goa'uld would.
She just wasn't interested in such matters, hut her eyes
were always looking over their heads rowards her ultimate
goal. Until that was reached. however, she did have to deal
with the mundane tasks occasionally.

This schism has caused some to defect to the rebel Jaffa
army, taking valuable weapons and other resources with
them, Not admitting to her own complicity in this hetrayal,
Nimrti instead focused on the inferiority and lack of trust-
worthiness inherent in 2ll Jaffa. This relationship had not
changed significantly in some time, and as such, she had
not had a Jaffa Prime for over a thousand vears. Her gener-
als were medified humans, generally the most genetically
promising of the lot. Occasianally she would take them as
lovers, trying to get closer to that perfection she couid
almast see in them. Invartably. though, a prelenged exami-
nation always revealed the flaws, and she would then quick-
Iy tire of therm.

when worlds centained resources she felt she needed
for her researches, she had no reservations about going to
war to ehtain them, but open battles weren’t her style. If she
could nat covertly recover what she was interested in under
the cover of her invisibility device, she much preferred to
achieve victory by more insidious means, such as releasing
a tailered hacterium, or virus, into a biosphere that she
knew an enemy would be visiting. She had no qualms with
destroying entire ece-systems as a means to reach a certain
end, as long as the necessary resource wasn't endangered
in the process,

Sometimes, if there was little hope of success, she
would act to prevent the resources from heing available to
anyone. This tactic drove bher to develop the biological
bombs that have on occasion takenout the Stargates on the
worlds of her rivals, as well as a significant portion of the
world in question, With a planet temporarily cut off from
outside assistance, Mirrtt would swoop in and take what
she wanted, if possible, or sample what she could before
destroying the object of her attentions. This tactic become
widely known towards the end. however, and her enewmies
learned te guard against it, just as the SGC did.

Nirrti's host was a beautiful woman of unknown
descent, often garbed in Hindu clothing. She rarely
changed hosts, as this one had heen suhjected te various
minor modifications and impravements over the years. She
spoke with harely coneealed contempt and made ne secret
of her dupliciteus nature. In her mind, peliticking was best
teft 1o “lesser” Goa'uld, and thus she saw no need to dis-
guise her true feelings.

LANETS

ANDARA (PV2-502)

Thermosphere: Hot (CR o; ciose orbit; 3d2o+50% F.

Atmosphere: Thick [CR o; 1.8 atmospheres: Auto -z:
Exp. Inc: None; SV Fort (DC 15) ¥4; Dmg 1d3 subdual; Recup
1 round).

Hydresphere: Super-humid (CR o; daily weather 1-72;
none, 73-75: flood 1d1o MPH, 76-77: flood 1dio+10 MPH, 78:
[lood 1dio+20 MPH, 79-88: rain 2d4 in. or snow 2d6 in.,
89-95: thunderstorm or snowsterm, 96-98: hurricane or
blizzard, 9g: wind 1dio MPH, jo0: wind 1dio+10 MPLL).




Geosphere: Stable tectonic activity (daily earthquakes
1-99: none, 100: minor; no volcanoes within 10 miles of
Stargate).

Secasons: Mild (1-42: spring, unchanged; g3-50: summer
+2d6° F: 51-g2: autumn, unchanged; g3-100 winter -2d6° Fj.

Aunthrosphere: 2,500 natives; Stonc Age (1 picks, o RP};
Meritocracy: Extremely Open (+3 with disposition cheeks);
Absolute Pacifistic (N/A, N/A); Very Progressive civil rights.

Origin: Babylonjan,

Stargate Location {equatorial region): Marsh terrain
in junale, ziggurat ruins in jungle-surrcunded city.

One of the populuted worlds Nirrti acquired in the
course of her rise to System Lord, Kandara is also one of the
many civilizations she has destroyed, The ruins of its glori-
cus capital city, once dedicated to the worship of Marduk,
now stand forsaken and lifeless around a lonely Stargate.
Or rather, nearly lifeless. Small bands of scavengers - the
tattered remnant of Kandara's once-vibrant cultare = have
begun to venture Furtively back inte the city. Curiosity has
begun 1o replace the Fear that ruled them for millennia, Fear
of a nightmare whose form none now recall. They do ner
know that gods once walked here, They do not know that
one went mad and lost his kingdom, or that the other =et
loose a terrible plague thar killed all hut a handful of those
who dwelled in the city. They de net know that she meant to
return, 1o see what the survivors would become. They do not
know that their ancestors had a language ¢f sounds made
by the breath and throat, and could not see as well by
starlight as by day, and often lived to sce their children have
chiidren of their own.

of the broadest tree trunks: & few brave souls have also
sought refuge in the deserted city. What they know of the
past is codified in stories and poewms, transmitted io an elo-
quent and tully developed sign language, While the details
have been lost, they have a strong sense that too greai a
gathering will bring the evil of the past back down upon
them.

It is impossible to tell whether Nirrti’s virus infected
species other than human, The rain ferest teems with life in
avaried and highly sustainable ecosystem. A weak strain of
the virus permeates that ecosystem, but all the fauna
presently inhabiting it are unaffected. Like the natives of
cur own rain farests, the Kandarans have extensive knowl-
cdge of the Food and medicinal value of the plant Life
arcund them. They have remained isolated from other
human contaet since Nirrti's departure and would be per
plexed by the strangeness of offworld visitors., However,
due to cultural norms which include hospitality and com:
munal use of the envircniment, they would share food, shel-
ter, and knowledge without a second thought.

Engineered to he neutralized in the body by the genes
Nirrti wished to cultivate, the virus has managed te survive
well beyond its intended span, albeit in a strain unlikely w
prove lethal. Any offworld visitors whe drink the water or
2at fresh fruit or other plant matter will contract it, experi
encing fever, vomiting and dehydrarion, and sensitivity to
light and sound. Tt is only necessary to treat the symproms;
vickims will recover after a few days. However, the visitors
would have to discover this for themselves. as the
Kandarans' isolation has allowed them no oppaortunity 1o
observe this illness, to which rhey are themselves immurne

«“} REALLY pDON'T LIKE THAT WOMAN.”

The wirus Nirrti released in Kandara's water supply
thousands of years ago killed 95% of the planet's human
population in a matter of weeks, sparing only those who
carried certain recessive genes she wished 1o cultivate.
Their descendants can detect sound and light well putside
the wavetengths to which normal humans are limited, are
remmarkably adaptable to extremes of temperature, and suf-
fer no ill effects from going a week witbout water or twoe
weeks without food. Along with these traits, however, have
come other, less desirable ones. They possess anly the most
vestigial residue of a larynx, and in some members of
recent generations the structure is entirely absent. More
seriously, congenital hearr disease {(usually manifesting as
valve defects) places the average life expeclancy at twenty-
5ix.

The natives lead a semi-nomadic hunter-gatherer exis-
tence in the rain forest surrounding the ancient city. They
sucialize in extended family groups of fifteen ta twenty,
with leese associations between groups with overlapping
migration parterns. Lean-to arrangements consuructed of
whatever is available near a chosen campsite are usually
sufficient shelter. Qccasionally there are severe storms,
which the Kandarans ride out as well as they can in the lec
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Any visitor possessing the appropriate recessive gefes
{GM’s discretion) will also be immune. More information on
the discase can he found on page 149.

Beyond the rain forest, a full range of terrains and chi-
mates covers the planet’s four continents. Apart from the
imported human population, development of life on
Kandara approximates that of the early Cenozoic era oj
Earth, with native mammalian species ranging from small
vodents to medium-sized hoofed crearures,

JARDIA (PTU-28Y4)

Thermosphere: Cool (CR o: distant orbiy; 2dzo® F).

Atmosphere: Normal {CR o; 0.8 atmospheres; Auto
MNone: Exp. Inc: None; SV Nonc; Dmg None; Recup None.

Hydresphere: Semi-arid (CR o; daily weather 1-BS:
nene, 8g: floed rdio MPH, 9o-92: rain 1d3-1 in. or snow
1d6-2 in., g3 thundersterm or snowstorm, g4: dust starm,
95 hurricane, 96-97: wind 1dio MPI, g8: wind 1dieso
PMPH, g windidio+20 MPIL oo wind 1dio+30 MPH),

Geosphere: Unstable tectanic activity (daily earth
cuakes 1-98: nene, gg: minor, 100: moderate: no volcances
within 10 miles of Stargate).



Seasons: Wild (1-25: spring, unchanged; z6-50: sum-
mer +5d20° F; 50-75: autumn, unchanged; 76-100: winter
-5d209 F).

Anthrosphere: goo natives; Copper Age {2 picks, o RP);
Theocracy; Open (+2 with disposition checks); Moderate {60
soldiers, squad s1ze 1d4 soldiersk: Poor civil rights.

Origin: Hindu.

Stargate Location (equatorial region): Rocky terrain in
grassland. 2mid stone structures.

One of the first worlds seeded by Nirrti after she
expanded her experiments out from Earth. fardia is
remarkable for the fact that, not only is the population still
thriving, they still actively worship their goddess. The plan-
et they were deposited on was hardly idyllic, with two suns
an¢ no moon to lock the planet’s revelutions around a sta-
bl axis. The wildly varying seasens that result from this
configuration cause the Jardians to maintain a nomadic
lifestyle even after thousands of years, moving every few
months to stay ahead of the ever-changing climate. The reg-
ularice ages, droughts, and other harsh weather have made
the Jardians into a hardy people, with survival experience
i numerous types of terrains and temperatures.

Every five years the area ayonnd the Stargate returns to
temperate cenditions, prompting a year-long growing sca-
son and celebration as the Jardians return to the focus of
their warship of Nirrti, the Stargate. As their goddess of
destruction and death, the Jardians see this world's chal-
lenges not as a curse, but as a test set up for them by her.
Death is not necessarily a failure, either, as long as the
proper forms are obeyed.

Those that have perished since the last celchration,
called the Festival of Death, have heen preserved by dehy-
dration and herbal preparations for the long journey back.
AL the height of the festival, the dead are raised onto wood-
en pyres constructed hefore the Stargate, and sit there
along with a ceremonial guard of the living drawn from the
their spouses and representatives from the familics. The
goddess is then summoned by activating the Stargate,
which supposedly 1akes the assembled mass (both alive and
dezd) into the oblivion of the vortex, and straight to Nirrti.
Once that sacrifice is made, more mundane ones are
offered as food, weapons and other items of value are
tossed through the event horizon. During a favorable festi-
val, this prampts an offworld acrivation of the gate, and a
visit from the goddess herself, who may choose one or inore
Jardians to serve her personally, based on her needs ar the
time. Those chosen follow her hack offworld, and are never
seen on Jardia again.

In the years when Nivrti does not appear (or send an
emissary in her stead), the people assume they have offend-
ed her in some manner, and chooese five of their hest to be
additional sacrifices. They, too, stand befare the Stargate as
it is reactivated, and are sent directly 1o the goddess to beg
far her forgiveness for her people. If any of these five, or
those chosen for the initial ceremony, refuses to partici-
pate, they are killed and placed alongside the others, ro be
disintegrated by the Stargate’s opening funnel.

The Stargate lies in what passes for the equatorial
region, though the planet wildly revolves around an axis
that precesses over a bo™ range every ten years. This makes

it the equatorial region unly a fraction of that rime. Still,
this area, which consists of rocky grassland plains spotted
with hardy variants of pine trees, amounts to the only place
on the planet te which the Jardians travel regularly. As
such, over the years they have built up a number of stone
buildings for lodging and to store what food and tools will
keep until their next visit.

UNDERLINGS
DAMCHADRA, NIRRTI'S "QUEEN"

Among the countless Goa'uld taboos Nirrti violated in
her quest for the perfect host was the ban en creation of a
FHarsesis, a human child conceived by two Goa’uld hosts,
born with the genetic memories of its parents’ symbiotes.
Fortunately, the preject proved to be a dead end for Nirrti,
and a nightmare for the hagless young queen she entangled
in it. Neither nature nor her mother intended Pamehadra to
ke @ queen, but Nirrti had other ideas, Born amid the hrood
Hather spawned in exchange for the cloaking technology,
Pamchadra was subjected to genetic tampering even before
she joined with the host Nirrti selected for her. She never
knew the warmth of a Jaffa’s pouch, instead spending that
time in a laboratory vat as the System Lord sought a way to
activate the lalent genes that would produre a queen. She
succecded, in a manner of speaking.

The experiment called for Pamchadra to produce both
uffspring: the human Harsesis child, and the symbiote who
would inhabit him. Their closely related genetic makeup
would result in unprecedented harmony within this new
breed of Goa'uld — or s¢ Nirrt] hoped. The human infant,
conceived by Pamchadra’s exemplary host and fathered hy
an equally fine specimen temperarily inhahited by Nirrti
herself, was promising enough, Her Goa'uld children, too,
seemed healthy and vigorous. Once in possession of a host,
however, that vigor manifested as mindless aggression. Try
as she might to give Nirrti what she desired {and thus gain
release from her bondage), Pamchadra spawned brood after
brood of hroken minds, with all the predatory instincts of
the Goa'nld but no trace of their millennia of racial memo-
Y.

Eventually Nirrti decided that this line of research
would most likely be unprodnctive even with a normal
queen. Cutting her logses, she took care to eliminate the
ruined Harsesis boy and his brutish kin. Pamchadra feared
that she too was evidence that must be destroyed, but Nimrti
could see that the almost-gueen had no desire ta birth any
more misfits (or to he associated in anyone's mind with
Nirrti's ruthless research), and sct her free to make her own
way in the galaxy. Some would consider it more of a kind-
ness just to kill ber and be done with ir.

Pamchadra's first step was to get rid of her host, choos-
ing a male replacement ta help mask her deviant nature.
She found a place in the setvice of the ambitious minor lord
Zipacna, who bas recently aligned his court with the forces
of Anubis.




Low-LEVEL paMcHAaDRA Skills: Balance +5, Bluff +7, Cryptography +4. Cultares

Specialty: Coauld Queen +5, First Aid 47, Gather Information +6, Handle Animal 45,
Rank: N/A Hide +5, Innuendo +5, Jump +3. Knowledge (Goa'uld] 46,
Class: Explorer Languages 5, Listen 45, Pilot +5, Scarch +5, Senze Motive
Level: 2 +2, Spot +5, Survival #7.
Strength: 13 Dexterity: 14 Feats: Advanced Skill Mastery (World Traveler), Armor
Constitution: 11 Intelligence: 15 Group Proficiency (Light), Naguadah Sense, Persuasive
Wisdom; 12 Charisma: 14 Point Blank Shot, Track, Weapon Group Proficiency
L. (Handzun, Melee) Warld Traveler.
Vitality: 15 Wounds: 1 SA )
Defense: “lass, +2 De
(-l(.nt‘..e 13 {+1 class 147 ex) ATTACKS
Initiative Bonus: +4 {+2 class, +2 Dex) \
Unarmed +4 1d3+3 (subdual)
Speed: 1o
Dagger +4 1dg+1 (normal, error 1,

Fort: +2 Ref: +5  Will: +3 threat 19-20, range 5 ft}

. . . Zat'mik'tel + 1d6 (subdual, error 1-.
Special Qualities: «1 threat range o Bluff & Scnse > vd6
. fx . threat 2o, range 10 ft

Mortive, all over the world, hookworm (42), direction sensc
+z, dominated body, immunity to disease, inherited memo- Gear: Zat'nik'tel, dagger, healing device.

v, long life, obsessive, parasite, produce larvae, radiation

fesistance. HigH-LEVEL PAMCHADRA
Skills: Balance +4, Bluff +5, Cryptography +4., Cultures Specialty: Goa'uld Queen
+5, First Aid +5, Cather Information +5, Handle Animal +4, Rank: N/A
Hide +3, Innuendo +3, Jump +2, Knowledge (Goa'uld) «5, Class: Explorer
Languages +5, Listen +3, Scarch 45, Sense Motive +4, Spot Level; 7
*5. Survival «4. Strength: 13 Dexterity: 14
Feats: Armor Group Proficiency (Light), Naquadah Constitution: 1 Intelligence: 16
Sense, Persuasive, Weapon Group Proficiency (Handgun, Wisdom: 12 Charisma: 14
Melee), World Traveler. Vitality: 46 Wounds: 1
Defense: 16 (+4 class, +2 Dex)
ATTACKS Initiative Bonus: +12 (+6 class, +2 Dex, +4 feat)
Unarmed +2 1d3+1 (subdual) Speed: 30
Dagger +2 1dq+1 (normal, error 1, Fort: 14 ReF: +7  Will: +5
threar 1g-20, range 5 ft.)
Zat'mik'tel 3 3d6 {subdual, error 1-2, Special Qualities: +2 to Bluff & Sense Motive threat
threat 2o, range 10 ft.) ranges, all over the world (Advanced), bookworm {4a], direc

tion sensc +4, dominated body, immunity to disease, inher-
ited memory, long life, ohaeasive, parasite, produce larvae,
radiation resistance, uncany dodge {(Dex honus),

Gear: Zat'nik'tel, dagger, healing device.

MID-LEVEL DAMCHADRA

Specialty: Goa'uld Queen Skills: Balance +6, Bluff +g, Climb +4, Computers 4g,

Concentration +3, Cryptography +6, Cultures +7, First Aid +8,

Rank: N/A ! ; ]
a Expl Gather Information +7, Handie Animal +5, Hide 45, Innuendo
ass: Explorer )
Level: P +3, Jump +4. Knowledge {Goa'uld) +7, Languages +7, Listen «6,
$4 Pilet +5, Search 47, Sense Motive +5, Spot +7, Survival +10,
Strength: 1 Dexterity: 2
g( . 3 . R 4 Feats: Advanced Skill Mastery (World Traveler), Armor
Constitution: " Intelligence: 16 Group Proficiency (Light), lmproved Initiative, Marksman
. . [§e] 3 1enc N "0V i V2, IvidFRSMATE,
Wisdom: 12 Charisma: 14 P i !

Naguadah Sense, Persuasive, Point Blank Shor, Precise
Vitality: 15 Wounds: 1n Shot, Track, Weapon Focus (Zat'nik'tel), Weapon Group

Proficiency (Handsun, Me'ec), World Travelor.
Defense: 14 (#2 2lass, +2 Dex) vl - ! )

Initiative Bonus: +9 {+3 class, +2 Dex, +4 feat)

Speed: 30 ATTAaCKS
U Ref: 46 Will; 43 Unarmed +G 1d3+1 (subdual)
Nagger +h idg+1 (nermal, error 3
Special Qualities: +1 to Bluff & Sense Motive threat threat 19-20, range 5 ft.
ranges, all over the world (Advanced), bookworm (42), dirce- Kinetic blast +7 2d6 and 2d6 subdual
tion sense +3, dominated body, imnunity to disease, inher- Zat'nik'tel +3 3d6 (suhdual, ervor 1-1,
ited memery, long life, obaesasive, parasite, produce larvac, threat 2o, range 10 ft.)

radiation resistance, uncanny dodge (Dex bonus), g " )
' y " Gear: Kara kesh, zat'nik'tel, dagger, healing device.
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THE TypHOoON

Specialty: Goa'uld Spy

Rank: System Lord

Class: Scientist /Explorer/Manipulator
Level: 5/5/5

Strength: 12 Dexterity: 16
Constitntion: 14 Inteltigence: 20
Wisdom: 17 Charisma: 16
Vitality: 128 Wounds: 14

Defense: 23 (+1a class, +3 Dex)
Initiative Bonus: +12 (+9 class, +3 Dex)
Speed: 30

Fort: +7 Ref: v12 Will: +14

Special Qualities: +4 to Disguise and Xeno-Cultures
threat ranges, all over the werld, bookworm {(32), direction
sense +3, dominated body, fatal ruse, immunity to disease,
impravize #3, inherited memary, learned, leng life, master's
blessings, parasite, PhD (Knowledge{Generics), play to win,
profeasor, radiation resistance, uncanny dodge (Dex
honus), vast cunning +2, web of lies +10.

Skills: Bluff v19, Bureaucracy +16, Computers +17,
Concentration +18, Cryptography +14, Cultures +1z,
Diplomacy +12, Escape Artist +14, Hide +g, Innuendo +14,
[ntimidate er1/+13, Knowledge (Genetics) +32, Languages
+16, Listen +16, Move Silently €9, Search +19, Sonse Maotive
+16, Spot +17, Surveillance +8, Survival {Aquatic) +10,
Xeno-Cultures +16, Xeno-Languages +20.

Feats: Advanced Technology, Aquatic
Armor Group Proficiency (Light. Medium), Extrapolate
Cennections, Mark, Naquadah Sense, Scholarly, Stargate
Explorer, Stealthy, Undermine, Weapon Group Proficiency
{Melce, Handgun, Hurled), World Traveler.

Training,

oy

ATTACKS
Unarmed
Kinetic blast

1d3 +1 (subdual)
2d6 and 2d6 subdual

+9
12

Gear: Kara kesh.

HistorYy AND BACKGROURND

Clukuns place in Tauri mythelogy is one of an oft-
thwarted water deity of either sex, whose attempts 1o
destroy all creation ended in naught when humans privyed
te other deities for assistance. Also, Olukun was mytholog:
ically bested by a chameleon when trying to prove his skill
in weaving sarments of many colors. These are samewhat
accurate portrayals of Olukun’s past, but, as usual, the
details behind the mattes are lost in translation.

Olukun's position as a water deity came about due 1o his
penchant for aquatic planets, and various experiments he
conducted with water and aquatic life forms. He haped to
create a better amphibious host-form for the Gea'uld.
Unfortunately, while Olukun had a thirst for genetic knowl-
edge, his actual acumen fell short in this arena. He lefi
several worlds barven of life due to his experiments, “broken
toys” which he would abandon like a spoiled ehild. His small
faothold in Africa netted him more experimental suhjects,
but a truly great smphibious host still eluded him.

During his experiments with humans, he learned of the
work being done by Ninti and suggested a limited partrer
ship of sorts. It was already rumored that Olukun hid
significant stores of naquadah, and Nirrti saw him 23 2 use
ful pawn. For a brief time, the two worked together, Olukun
unaware that he was being manipulated by the crafties
System Lord into doing much of the work that would help
her experiments without diminishing her own resources
In return, Nirrt] fed Olukun misinformation abeut other
System Lords, flattered his immense intellectual ego, and
helped him in his research so long as they furthered her
goals.

The partnership, however, came to an abrupt end when
Olukun became frustrated and abandoned one of his "oy
while in the middle of an experiment that Mirrti deemed
necessary. In the ensuirg battle, Nirrti released wirii that
not only damaged Olukun's holdings, hut pushed his scien:
tific work back to square ene. Enraged, Dlukun spent time
licking his wounds in ether parts of the galaxy. He decided
that genetic research was getting him in more srouble than
it was worth, and hegan ta recognize how dangerous faulty
intelligence could be. He decided to focus more heavily on
defending himself from the plots and schermes af his fellow
lords instead of designing a better host. Doing so, he ko
wouid place him more on the defensive, and perhaps make
him less powerful than others, hut he had seen whar
ill-advised action had dene to others before him, and thus
caution and good intelligence became his watchwords.

Olukun began developing a canny counter-intelligence
cadre amongst his servants. He found Jaffa he felt he could
absolutely trust, and subjected them to training designed
to heighten their awareness. Olukun's Cursor'va (secret
police) hecame a feared staple 1n all of his worlds, ferreting
out spies and traitors with ruthless efficiency and spread-
ing false intelligence concerning their master. A rumor had
spread for some time that Olukun had a considerable cache




of naguadah hidden in a cache on a remote world, Olukun
realized that the very idea of this cache was an important
targaining chip. and allowed the rumors to spread and
grow. It has reached the point where the cache has become
4 planet-wide storehouse, and the naquadah has become
naguadaria. In truth, Olukun did have a good deal of
naguadah set aside, but it was hardly in a single cache.

Deep beneath the waves of one of Olukun's worlds, an
ancient device had been found that mimicked the technolo-
gv of the ring transporters. Early experiments found that
snch a transpoerter could reach interplanctary distances,
hut could only transpert naguadah-irnbued non-living
materials. Furthermore, the nature of the device was such
that 1t was necessary te focus the energies through great
columns of water. Olukun realized that as long as his
wirlds were aquatic, he could move vast quantities of
naquadah quickly and guietly from place to place, and that
by keeping the resource under water, few of his enemies
would actually be able to Jook for it. On cccasion, Olukun
would move naquadah from one planet to another when he
learned that spies recognized the destination. Thus,
resources suddenly “appeared” on the world, making it
seem that Olukun had much more power than he actually
did. Later, when more spies arrived to ascertain the loca-
tion of the cache, Olukun would have the naquadah moved
to another planet and hegin sending his Cursor'va to
spread misinformation, or to capture spies for inferroga-
tian purposes. To this day, his cat-and-mouse tactics
continue to net him goad intelligence.

The Ohnes have proven a censiderable thorn in his side,
however, By the time Anubis had returned, Olukun was
fighting a prolonged battle with them that was costing him
dearly. and came close to revealing his transport devices
{and, Indeed, the secret of his “cache”) to the amphibious
guerrilias. Facing mounting pressure from ather System
Lords seeking his cache, and unwilling to divert his atten-
tion away from his immediate fees, Gluken decided to give
the System Lords something else to worry ahout. He voted
whale-heartedly 1o return Anubis into the fold.

Currently, Olukun is attempting to find a way to
advance his unigue technology te encompass nan-water
worlds, so that he may move his naguadab ¢ven further
abiead. He also keeps his eyes open For new technology to
apprapriare, especially that which deals with his carlier
passion: the creation of a useful amphibicus host-race.
Beyond this, Olukun is refreating slightly inte parancia
himself, and strengthens his Cursor'va in order to deal with
ary and all threats to his rule. He rarely, if ever, Ferms
alliances with the other lords, nor does he keep underlords
close to himself. What Few offspring he spawns are sent far
away, and he keeps watchful eyes upen them lest they
conspire agzinst him. The only one Olukun traly trusts is
Sha'an, the head of the Cursor'va.

Olukun’s host is a strong-hodied African man, with eyes
that belie the Machiavellian thinker beneath. He has pos-
semzed several Olines in the past, but their physiology does
not sit well with him, and for now, he retains human form.
He wears clothes which accentuate his ancient role as a
water-baged destroyer god, and evokes fear and awe in his
subjects, For a Goa'uld, his entoarage is fairly small — there
are few he trusts enough to allow into his presence,
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PLANETS
OHTWAN (D7T-117)

Thermosphere: Hot (CR o; standard orbit; 1dzo450° F).

Atmosphere: Normal {CR o; 1.2 atmospheres; Auto
None; Exp. [nc: Nene; SV None; Dmg None: Recup None).

Hydrosphere: Humid [CR o; daily weather 1-3¢: none,
80-81: flood 1d1o MPH, 82: flood diovio MPH, 83-91: rain
1d6 in. or snow 1dio in., 92-96: thunderstorm, 97-98: hurri-
cane, 99: wind 1dio MPH, 100: wind 1d1o+10 MPH).

Geosphere: Very Stable tectonic activity (daily earth-
quakes: none; velcanoes: none).

Seasons: Nermal (1-25: spring, unchanged; 26-50! summer
+2d20" F; §1-75: autumn, unchanged; 76-100; winter -2dzc® F).

Anthrosphere: lron Age (3 picks, 1 RP); Feudalism;
Hostile (-2 with disposition cheeks); Extremely Cautious
(5.000 soldiers. squad size 1d4 soldiers); Poor civil rights.

Origin: Egyptian.

Stargate Location (coastal region): Remote island.

P7T-a17 {0Ohtwan) is a small world with very litdle land
mass. Mest of the surface is covered in water, and the solid
core is quite small, thus leading to deep, wide oceans, The
world in a very stable orhit, thus producing a lack of geolog-
ical changes as well as a very predictable seasonal pattern,

Olukun makes his home here. It is neither a rich nor
industrious world, and many believe that it is the home of
his cache of naquadah, sunk semewherc decp beneath the
seas. This is {ar fram the truth, but Olukun likes to keep
that rumor afloar, In actuality, Dhtwan was once hidden by
a minor Goa'uld as a simple retreat. Mukun took exception
to the underlord, dispatched him, and took his world for his
own. It was one of his first, and the speed and ease with
which he seized it comforts him, Here, he feels safe.

Ohtwan's Stargate might scem, at first, to be aban-
doned. It stands on the middle of a vegetation-encristed
island in the midst of a dense swarmp, and there is little
actual civilization nearby, Complex sensory devices ring
the izland, however, just beneath the surface of the water.
Their infermation travels directly to Olukun's palace, which
lies a few hundred miles away on ane of the few significant
dry continents, These sepsory devices are sometimes
visible from the surface, and have given rize to rumors of
“Sea Eyes,” which the local populace actively dreads.

Ships are common, but small, usually used for shert-
range transport across the surface. The nearest village to
the Stargate is Nun'ka. The locals are quite aware that their
deity Olukun watches them from time to time, but do not
fear his wrath; he uses many of them for slave labor, bur he
rarely takes an active injerest in their affairs so long as
things remain quiet. There are legends, however, of how
angry their lord becomes when things are less-than quiet,
and thus the village remains deeply suspicious of outsiders
and other signs of trouble.

The waters of the planet are rich in plant and animali
life, and have great swamps and Sargasso seas. Most of the
populace takes to sea-farming for subsistence. There is lit-
tle metal on the planet, so most items are made of wooed and
bone. Beyond the local shallows, deep under the waters,
are various forms of toxic plant life (CR 12 lethal and nerve
poisons, CR 14 paralytic.) The young and foclhardy occa-
sionally seck out these plants in displays of great bravado.




GualLuN (P8S-403)

Thermosphere: Cool {CR o; standard orbit; -Gd%} F).

Atmosphere: Normal (CR o; o7 atmoespheres; Auto
Nongc; Exp. [nc: None; SV None; Dmg None; Recup None).

Hydrosphere: Super Humid (CR 3; daily weather 1-72:
none, 73-75: flood wdio MPH, 76-77: fload 1dio+10 MPH, 78!
flood 1dio+20 MPH, 79-88: rain 2d4 in or snow 2d6 in.,
8g-g6: thunderstorm or snowstorm g7-98: hurricane or
hlizzard g9: wind 1dio MPH 100: wind 1dio+10 MPLL

Geosphere: Stable tectonic activity (daily carthquakes
1-g9 none, 100 minor; no volcanoes within 5,000 miles of
the Stargate).

Seasons: Very Mild (1-42: spring, unchanged: 43-50:
summer +2d6" F; s1-92: autumn, unchanged; 93-100:
winter -2d6" F),

Anthrosphere: Goa'uld (7 picks, 6 RP); Diarchy; Hostile
(-2 disposition madifiers); Defensively pacifistic (100,000
soldiers, squad size wd2 soldiers); Very Progressive civil
rights,

Origin: Samoan,

Stargate Location (Flat terrain): Several miles from
large city.

Gualun is anether of Olukun’s wet worlds. The near-
constant flooding and seeminzly endless rains keep
the planet’s inhahitants in large cities that are mainly self-
sufficient. Resource-wise, the planet has little to offer;
there are ne spectacular plants or animals, nor are there
any great mineral resources. The technology of the planet
is quite developed. hut there is little in the way of a mili-
tary. The two rulers of the planet, Kimo and Lali, place high
value on self-sufficiency and non-aggression. Through
their programs, the planet goes on peacefully, and they
render whatever services they can to Olukun.

Kimo and Lali, as well as their subjecis, are unaware
of the strategic importance of the planet. Olukun uses a
partially-underground base near the Stargate as a training
arounds for his Cursor'va. Here the most prized of his
followers learn secret techniques for not only extracting
information, but spreading false rumors into the right ears.
Usually, only small classes are taken at any given time.
Recently, however, production has been stepped up.

The idylic nature of the world hides Olukun’s other
great secret., Deep underwater, and well-guarded on the
surface, stands an immense ancient device that is similar
1o a ring fransporier, many times the normal size. Thix
transporter, when activated, sends charged materiats (such
as naquadah and naguadariaj through planetary distances.
The downside to this device is that it can only transport
charsed materials, and thar ir can only be focused or
received through tens of thousands of feet of water, thus
making the transport only possible to and from other
viatery worlds. ©lukun uses it to transport large amounts of
naquadah from planet to planet rapidly, making it appear
that he has much more readily-available naguadah than he
actually does. Me guavds this secret with zeal bordering on
madness. Only a very small handful of his fallowers know
the truth, and all of these he trusts with his life. Olukun is
very aware of how quickly the System Lords would turm on
him if the truth came ourt,
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Unfertunately, there is a fly in the ointment, Olukun
fosteved the non-violent, idyllic lifestyle of the planet, as
well as the lack of developed resources, specifically to make
certain others would not see this planet as a target, and for
generations this suhterfage worked perfectly. However,
within the past few years, more and more incidents of
coastal sabotage (sinking ships, burned docks, etc) have
heen reported. The Cursor'va did their best to root out the
traiters. In the end, they discovered that those invelved had
their memaries altered. Olukun knew that the Ohnes had
such technology, and that they have the best chance of
finding the truth ahout his hidden transporter. He will do
znything in his power to exterminate them. Alas, he also
knows that doing so without subtlety will draw unwantzd
zftention towards his planet. He is working on a way o
eliminate the threat witbout alerting the other System
Lords.

UNDERLINGS
SHA'AN

Sha'an, prime of Olukun, was horn on a world whose
name and designatien have been expunged from his records.
To mention it is 1o be executed. Sha'an is the planet’s last
SUrvivar.

The world was one of Olukun’s “toy” worlds, used specif-
ically for genetic and technologizal experimentanion.
Sha'an grew up in a military rradition, as a guard to the
System Lord's on-planet palace. Although his combat abili-
ties were ahave-par [or his station, it was his fierceness and
rage that kept him from rising within the ranks.

When disaster came 10 his world in the form of a great
plague, the populace rose up against Qlukun's patace. Thess
Jaffa that stood in the way suffered heavy losses, and many
began to turn against their former master. Sha'an took up
his commander's past when the officer fell, and lead the
charge into the maddened crowd that was starming the
palace. His battle cry was the last thing dozens of traitorous
Jaffa heard. As a veward for his actions, Olukun raised
Sha'an up to the station of Prime. Since then, Sha‘an's loyal-
ty has remained largely untested hy the System Lord, sa his
natural blood thirst kas not heen completely discovered
He remains loyai to his god as all First Primes are, however,
and would gladly give his life ta further Olukun’s cause

Low-LEVEL Sha'an
Specialty: Primitive Society Near-Human
Rank: Chief of the Cursoer'va
Class: Pointman

Level: 5

Strength: 14 Dexterity: 16
Constitution: 16 Intelligence: 13
Wisdom: 14 Charisma: 19
Vitality: 52 Wounds: 16

Defense: 15 (12 class, =3 Dex)
Initiative Bonns: +5 [~z class, +3 Dex)
Speed: 30

Fort: +6 Ref: +6  Will: +6




Special Qnalities: Assistance {43 time), genercus, lead
ifsession, species bonus (Jump, Survival, Swim), tactics
V/session, wversatility (Disguise, Gather Information,
Innuendo, Intimidation, Jump, Survival).

Skills: Blutf «11, Diploemacy +q, Discuise +8, Gather
Irformation +11, Innuendo +g. Intimidate +10/+12, Jump +8,
Sanse Motive +10, Swim +5, Survival {Aguatic) +11.

Feats: Aquatic Terrain, Field Operative, Persuasive,
Weapon Group Proficiency (Hurled, Melee).

ATTACKS
Unarmed +5 td3+z (subdual)
Dagger +5 1dg+2 {normal, errer 1,

threat 19-20, range 5 fr.)

Gear: Dagger, plus additional as appropriate.

MiD-LEVEL SHAa N

Speeialty: Primitive Society Near-Human
Rank: Chict of the Cursor'va
Class: PointmansCursor'va

Level: 5/5

Strength: 14 Dexterity: 16
Intelligence: 13 Constitution: 16
Wisdom: 14 Charisma: 20
Vitality: 88 Wounds: 16

Defense: 17 (+4 class, +3 Dex)
Initiative Bonus: +8 (+5 class, +3 Dex)
Speed: 30

Fart: +7 Ret: +7 Will: «10

Special Qualities: Assistance (4 time), generows, lead
2/session, no truta hut perception 2/session. smoke and
mirrors 1/mission, species bonus (Jumnp, Survival, Swim),
tactics 1/session. versatility (Disguise, Gather Information,
Innuends, Intimidation, Jamp, Survival), web of lies +2.

Skills: Bluff +17, Cryptagraphy +4. Diplomacy +10,

Disguise +12, Escape Artist +6, Forgery +4. Gather

Information +17, Hide +g, Innuendo +g, Intimidate #107+173,
Jump +10, Move Silently +g. Search +5, Sense Morive +13,
Spot +6, Swim +5, Surveillance +5. Survival (Aquatic) +12.

Feats: Aquatic Terrain, Armor Profictency {Light),
Clockwoerk Tactics, Field Operative, {lard Core, Persuasive.
Surge of Speed, Weapon Group Proficiency (Handgun,
Hurled, Melee)

ATTacks
Unarmed +7 1d3+2 (subdual)
Daguer +7 1dg+2 (normal, error 1,
threat 1g-20, range 5 ft.)
Zatmik'tel +8 36 {subdual. error 1-2,

threat 20, range 10 ft.)

Gear: Zat'nik'tel, dagger. plus additional bundles as
appropriate.
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HIGH-LEVEL SHaA'AN

Specialty: Primitive Society Near-Human
Rank: Chief of the Curser'va
Class: Pointman/Cursor’va

Level: 5110

Strength: 14 Dexterity: 10
Intelligence: 14 Constitution: 16
Wisdom: 14 Charisma: 20
Vitality: 124 Wounds: 16

Defense: 19 (+6 class, +3 Dex)
Initiative Bonus: «11 {+8 class, +3 Dex)
Speed: 30

Fort: +g Ref: vg WIll: +12

Special Qualities: Assistance (¥ time), cloak of shadows
2/session, generous, lead 2/session, no truth but perception
4/session, smoke and mirrers 2/mission, species bonus
(Jump, Survival, Swim), tactics 1/session, versatility
(Disauise, Gather Information, Innuendo. Intimidation,

Jump, Survival), web of lies +2.

Skills: Bluff +z2, Cryptography +7, Diplomacy +1z2,
Disguise +15, Escape Artist +8, Forgery +7, Gather
Information +zz, [lide +15, Innuenda +10, Intimidate
+1/414, lump +11, Move Silently +«15, Search #10. Sense
Motive +15, Spot +g, Swam +5, Surveillance +8, Survival
{Aquatic) +12.

Feats: Aguatic Training, Armor Proficiency {Light),
Bloodrhirsty, Clockwork Tactics, Field Operative, Glint of
Madness, Hard Core, Persuasive, Stone Celd, Surge of
Speed, Track, Weapon Group Proficiency (Handgun,
Harled, Melee).

ATTACKS
Unarmed t10 1d3¢2 (subdual)
Daggoer +0O 1d4+2 {normal, error 1,
rhreat 1g-20, range 5 f1.)
Zat'nik’tel +11 306 (subdual, error -2,

threat 20, range o ft.)

Gear: Zat'nik'tel, dagger, plus additional as appropriate.

OSIRIS

Lorp ofF THE DEAD

Specialty: Goa'uld Noble
Rank: Underlord

Class: Diplomat/Tyrant
Level: 1045

Strength: 9 Intelligence: 12
Dexterity: 12 Wisdom: 16
Constitution: 11 Charisma: 20
Vitality: 67 Wounds:; 11

Defense: 20 (+g class, +1 Dex)
Initiative Bonus: +7 (46 class, 41 Dex)
Speed: 30




Fort: +4 Ref: +7  Will: +14

Special Qualities: +4 threar range to Blufl and
Innuendo, absalute pewer.., ..corrupts absolutely, dominat-
ed body, imminent domain, immunity to disease, inherited
mernery, linguist, long life, parasite, radiation resistance,
reign of fear, tyrant's offer. vast allure #2, war by other
means.

Skills: Bluff +i15, Bureaucracy +15, Cultures wio,
Diplomacy +5, Gather Information #15, Innuendo +5,
Intimidate +15, Languages +5, Profession (Despot) +5, Sense
Motive #13.

Feats: Advanced Skill Mastery (Persuasive), Armor
Group Proficiency (Light), Charmer, Field Operative, The
Look, Naquadah Sense, Persuasive, Pelitical Clout,
Talented (Burcaucracy), Unlacked Potential (Sense Motive),
Weapon Group Proficiency (Handgun).

ATTACKS
Unarmed +8 1d3-1 (subdual)
Dagger +8 1dg-1 (normai, error 1,
threat 19-20, range 5 ft.)
Kinetic blast +10 2d6 and 2d6 subdual

Gear: Dagger (concealed), kara kesh, sarcophagus
(ahoard ha'rak).

found it exhilarating; Daniel’s enthusiasm Tor ancient
cultures was infectious, and Steven’s passion for salviag
puzzies from millennia ago made it seem like the ultimate
challenge. Sarak was hooked.

She completed her advanced studies in art history
and then moved to the United States 1o pursue a Phl. in
Archaeology at the University af Chicago, where Professor
Jordan (at the insistent wrging of his twe briphtest students)
agreed to be her advisor. The three of them became 2 trio of
stars, making tremendous progress an difficult digs, and in
doing so became fast friends. But there was tensicn. Both
men were deeply attracted to Sarah. Though she Felt for
Steven, Sarah could not get past her strong attraction to the
boyish charms of Daniel Jackson, and the two started dating.

Steven didn't ebject overtly, but the problems between the
trio continued to huild as Daniel began fermulating unorthe
dox theories about ancient cultures. He felt that there were
too many shared ideas, and too many unexplainable leaps in
culture and technology to be explained by current thearies
Subtly at first, he began to suggest the preposterous theory
that another Force may have heen at work, moving hatween
these cultures with an ease of travel unexplainable at that
level of technelogical development.

Sarah was troubled, but Steven was furious. Penple
were starting to talk; Daniels theovies would ruin his prom-:
ising career and make Professor Jordan look like a focl
Savah tried her best to keep the peace hetween them. but i

the end she had te admir the truth 1o Danicl: she

ad R I v E R s didn't think he was crazy, hut the evidence just
THE OF THE EARTH wasn't there. She couldn’t see the connections

that he did.
wiLL RUNREDWITH BLOOD.” ... i ol received bis Pho, and

HisTory AND BACKGROUND

Osiris is not technically a System Lord — she currently
servesunder Anuhis — and thus does not have access to the
samne resources. However, ber rising prominence and
importance in the Goa'uld hierarchy merits inclusion in her
own section, Unlike other Goa'uld in this book, the story of
Osiris is irrevocably intertwined with that of the symbiote’s
current host, Sarah Gardner of the Tauri.

SARAH GARDNER (THE HosT)

Born in Celchester, England, Sarah always had a fasci-
nation with antiques, ignited by her mother's business as a
book antiquarian. She studicd art history at university in
London and did her post graduate work in Paris. Her passion
and talent for her work earned her high marks. She locked
forward to a lucrazive career as a broker of expensive
artifacts. She never considered getting her fingers diny
digging for them.

That changed during & visit to the Caire Museum,
where she met Steven Rayner and Daniel Jackson, bath on
a student field expedition under their mentor, Professor
David Jordan. Both were instantly attracted to the bright
Englishwoman, and (as in all things) they competed for her
attentions. Though she was reluctant, the two men were
able to cajole her into accompanying them on a dig. She

98

decided to take his theories to the archaealogy
community at Jarge. Jle left Chicago and arranged
to lecture af several prominent conferences. Each
time he was laughed off the stage he would call Sarah, hut
as much as it tore her apart, she could offer little encour
agement. She implored him 1o return te Chicago and take 2
job that Professor Jordan had arranged for him, but Daniel
refused. Eventually he stopped calling and drepped out o
sight.

Meanwhile. Steven had accepted a positicn with the
University, continaing his research alongside Professor
Jordan. Where Daniel’s theories alienated everyone, Steven
developed a way of reducing the complexities of archaenls-
gy to simple terms, and putting them into a context that
everyone could relate to. As public interest in the Middlz
East increased alongside current events, he began writing
layman-level articles far major national magazines. A beok
deal followed.

Sarah worked as a curator ar Chicage's Field Museum
for several years, but took a sabbatical to return to the
University to work with Professor Jordan and Steven when
the Stewart Expedition relics were recovered from a shig-
wreck. Representing some amazing finds, the artifacts had
been lost at sea since 1931, The scientists would have onlya
few months to study them before the State Department
would be forced to accede to the Egyptian governments
demand for their return.

The artifacts were amazing as promised, and 1t was
wonderful to be working with Steven and Professor Jordan




again. 1t had been five years since Daniel left. The sting ot
his departure had finally faded, and Steven's newfound suc-
cezs (his book was on its way to heing a hestseller) cast
everything in a rosy light, 1t even seemed that more lay
netwieen she and Steven than before; Steven made it clear
that he wanted ir this way.

One evening soe was going over the expedition’s cargo
manifest, and spotted a reference to an artifact called the
Qsiris Jar. She knew she should wait for Steven, hut he was
having dinner with his agent, and the description was too
gooid to pass up. The jar turned out to be a Goa'uld chject,
containing a symbiote in stasis: Osiris, Sarah unwittingly
freed the Goa'uld and became its new host after millennia
of imprisonment. In short order, she found herself in Hell.

She watched helplessly while her hands wrung the life
from Professor [ordan's body, and screamed from the
prisen of her mird as Osiris casually lied to Daniel with her
voice. Since Qsirls fled from the Earth, Sarah's body has
been useld to commit countless evil acts, Sarah struggled
for & time, but eventually gave up hope and retreated into
the depths of her subconscious to wait out the unending
rightmare that had engulfed her,

SARAH GARDNER
(PRE-POSSESSION)
(SuppOoRTING NpC)

Specialty: Civilian Specialist

Rank: n/a

Class: Scientist

Level: 7

Strength: 9 Dexterity: 12
Constitotion: 11 Intelligence: 16
Wisdom: 13 Charisma: 14
Vitality: 34 Wounds: 10

Defense: 17 (+6 class, +1 Dex)
Initiative Bonus: +4 {+3 class, +1 Dex)
Speed: 30

Fort: +2 ReF:+3  Will: +7

Special Qualities: +2 with education checks,
brilliany +1, class skills (Knowledge {Archaeology),
Profession (Curator), improvise +4, learned, take 10
with Knowledge {Archaeology} at any time, PhD
{Appraise), professor.

Skills: Appraise +22, Computers +8, Concentration
+5, Cultures +8, Diplomacy +8, Firat Aid +6, Forgery 15,
Gather Information +5, Knowledge (Archaeology) 418,
Knowledge (Art Histery) #16, Languages +13, Listen +g,
Frofession (Curator) +7, Search 415, Sense Motive +5,
Spot +3.

Feats: Advanced Skill Mastery (Schalarly),
Alertness, Armor Group Proficiency tLight), The Look,
Master Fence, Scholarly, Weapon Group Preficiency
{Handgun, Melee), World Traveler.

ATTACKS

Unarmed +1 1d3-1 {subdual)

OsIRIS

Osiris was spawned by the Queen Nut near the end of
the First Gea'uld Dynasty and allied with Ra in the war
against Anubis. As the Secand Dynasty began to rise, Osiris
distinguished himself by secretly obtaining a sample of
Ra's DNA for lsis, which she parlayed inte an enormous
increase in her own power. Osiris rose along with her, using
his tremendous palitical savvy on her behalf, and elevating
himself in the estimation of the moest influential Coa’uld.

When the System Lords coalesced around Ra, Osiris
was amang those powerful enough to warrant inclusion,
but his beginnings as Isis’ underlord were never really for-
gotten. Osiris considered himself the equal of any other
System Lord, and secretly loathed lsis for the shadew she
cast over him, but he was well aware of his need for her
store of knowledge and status as a Goa'uld queen. Until he
could learn all of her secrets, his destiny was tied to hers.

with the discovery of the Taurl, many Goa'uld came to
the Earth to harvest populations as hosts, but Osiris decid-
cd to remain there permanently. Osiris wished to rule over
something more palatable than the ruined worlds Ra had
left for him, so he set himself upon the Earth in a great
palace, rather than only appearing fram his vessel at inter-
vals. He became known to the Tauri as a Pharaoh. 1sis was
his Queen, hut she larzely cancerned herself with marters
on other worlds, visiting Earth regularly. Together they
ruled over a vast area, cultivating the humans in settle-
ments, and teaching them agronamy so that they would
becomne domesticated. They also handed down ritual and
religion, instilling fear and rote obedience to tradition,
ensuring generations of followers and slaves.

Osiris" broodmate, Seth {then known as Setesh), was also
araong the Tauri, but he believed that civilizing the humans
was dangerous. He schemed for the throne of Osiris’ empire,
and formed alliances with a number of Tauri and Goea'uld 1o
that end. He surreptitiously persuaded Osiris and his queen
to strike against Ra, convincing them that they could usurp
the Sun God and claim his position. He then betrayed them
at the last moment, revealing their plans to Ra and leading
him to their location. The two were forcibly stripped from
their host bedies and placed in stasis jars, as punishment
for their treachery. When the Tauri rose up and threw off the
shackles of Goa'uld oppression, Seth abandoned the jars in
a vain effart to reach the Stargate before it was buried.
At some point Tauri priests came to poassess the relics and
hid them away in a secure tomb,

Millennia paszed, and in the early 2ath century an
American archaeologist named Sheldon Stewart discov-
ered the jars. They were clearly important relics, bearing a
form of inscription (Gea'uld) he had not seen before, so
Stewart had them prepared for shipment and took them
with him hack to America. In a stroke of poor fortune, how-
ever, the ship went down off the coast of New Jersey with all
hands. Stewart, the artifacts, and his notes were lost. But
the evil of the Goa'uld has a way of resurfacing despite all
barriers. In the late summer of 2000, divers found the
wreck of Stewart’s ship. The treasure of artifacts was recov-
ered largely intact and shipped to the University of Chicago
for analysis. One evening Sarah Gardner decided to have a
look inside the mysterious Osivis jar, and the leng-trapped
Goa'uld was freed. The sensation returning to him was dull,




but the instincts of a Goa’uld symbiote was still strong. He
sensed a host nearby and attacked without any other con-
sideration. Moments later, Professor Jordan walked in to
find out what his student was up to. He barely understood
the ramblings of the still-delirious Osiris, The Prefessor
didn't know anything about a "chaapa’ai,” he didn't know
anyone named Sctesh, and he didn't know why the lovely
young woman he'd cared about for so many years wanted to
strangle him to death. He died not knowing.

As he “sobered up® frem the effects of the stasis, Osirig
began to sort his host’s memories, and recognized the
enormous gap in time and culture he had spanned in his
slumber, Sarah understood the ramifications of murdering
Professar Jordan, and thus Osiris did teo, Using the equip-
ment in the lab, he was able 1o produce a snitably "acciden-
tal” explosion to explain the Professor's death, and he set
about leoking for Isis. Sarah's knowledge of Egyptian
mytholegy gave him good starting place, bur there was no
second artifact listed in the contents of the Stewart
Expeditions cargo. Osiris realized he would need time to
cenduct a more thorough search, so he gutetly assumed the
identity of his host.

When Daniel Jackson appeared at the Professor's funer-
al, it brought Sarah’s memaries of Daniel’s theories to the
surface of her mind, and to Osiris” attention. Unlike Sarah,
Osiris understood Daniel’s theories abcut aliens affecting
ancient civitizations, and he quickly realized that Daniet
knew more about the Goa'uld than he let on. Osiris contin-
ued in his deception, watching both Daniel and Professar
Jordan's assistant, Steven Rayner. He considered both men
fools and led them along, hoping the humans would lead
Itim to the things he wanted, Like many Gea'uld before hin,
Osiris made the mistake of pnderestimating the Tauri.
Daniel diseovered the Isis jar, but cencealed it from both
Sarah and Steven. Steven managed 10 decipher the key-like
function of one of the artifacts brought back hy Stewart,
but concealed it from Sarah and Daniel.

When Steven stole the key and fled to Egypr o test his
theory, Daniel tock it as proof that the Goa'uld Osiriz had
possessed him. Along with Major Carter and Br. Fraiser,
he followed Steven to the Egyptian desert, to the tomb
where the artifact had eriginally been recovered. Osiris
guietly fallowed Steven, reaching the romb before Danicl.
Obtaining the key from Steven, Osiris was able to open the
sealed chamber where the raiment of he and Isis were
stored.

Osiris selected the accoutrements of Lsis te fit this new
host hody, arcepting the gender of the host as her new form
in this incarnation. When the SGC team arrived, they found
Steven beaten badly. He had nat known the answers to
Osiris' questions either. Surprising the humans, Osiris
overpowered Them with her ribhon device, and gquestioned
Daniel, Jooking for informarion on Lsis. IF he could find her
in such a vulnerable condition, with no host, he could force
the secrets of Ra from her at last, Daniel refused to reveal
the fate of the Isis jar, instead informing Osiris of the
deaths of Ra, Sokar, Hathor, and most interestingly, Seth, at
the hands of the Tauri. While Osiris was wrestling with this
fact, and at the same time idly destroying Daniel's mind
with her ribbon device, Daniel managed to inject her with
the sedative formula from the [sis jar.
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Unable ta fight while poisonud, Osiris fled to her Biddes
ship — still intact after thousands of years — and left 1
Earth, She found little to raise her spirits in ner travel
though. She had been imprisoned for so long, and
worlds liad all fallen 1o other Goa'uld. OF the most powerfil
System Lorids from the Second Dynasty, only Yu remaing
in power, and he owed her nothing. She had no Jaffa, and o
fleet, With resources scavenged from hidden caches, s
built up slowly, bur starting with these meager resounes
whe saw little hope of achieving true power within amilleg
nia. When the Goa'uld Zipacna offered her a pozition of
service, with a fleet to command and Jaffa to serve her, she
tnitially refused. Zipaena was beneath her by every e
ure. However, once she learned he served Anubis, Dl
was willing to listen,

Osiriz had not been a personal enemy of Anubis, but
rise o power was precipitated by the vacuam left after his
initial banishment. It was difficult to believe that Aua
had returned, and that the System Lords would no
combine once again to drive him away, yet itwas impossible
to deny the miracle that Anubis had worked in retoming
the first time, reclaiming his status from nothing This
return was more miraculous by far. The time for despe
gambles was at hand, and Osiris had nothing to lose S
accepted. '

Anubis recalled the silver-tongued Goa'uld he'd seen (s
the court of the Second Dynasty, so chose Osiris 10 rejie
sent him te the assembled summit of Systerm Lords. Anubis
Fleet had won victories against each of them to underseo
his power, but his identity had yet to be revealed. 08
diplomatic skills proved effective. cajnling, persuadip
threatening, and eventually convineing the System Lards i
admit Anubis back into their ranks.

heen able to make an impressive showing against the
formerly-invincible Asgard, even capturing Suprems
Commander Ther in one engagement. She i a Goa'uld o



the rise, and with the strength of Anubis hehind her, the
limirs of her pewer may be stratospheric. And yet like so
many Goa'uld hefore her, she underestimates the Tauri,
Dznie! Juckson has net given up on her host, haping to save
Saran Gardner from the hell in which she finds herself.
Hi wiis almoest successful in recovering ber and may tvy
agaln in the Future. And Sarah herself may yet have some
reserves of strength, allowing her strike back against her
controller when its guard is down.

PELOPS

THE GQIVER OF DAYS
Specialty: Gea'uld Warmaster
Rank: N/A
Class: Scientist

Level: g

Strength: 13 Dexterity: 12
Constitntion: 14 Intelligence: 19
Wisdom: 5 Charisma: 14
Vitality: G2 Wounds: 14

Defense: 18 (+7 class, 1 Dex)
{nitialive Bonus: +5 (+4 class, +1 Dex)

Speed: 30

Fort: +5 Refi+4  Willi+8

Special Qualities: Brilliant +2, dominated body. immu-
nity to disease, long life, improvise +5, inherited memoery,
parasite, radiation resistance, learned, professor, PhD
[Mechanics).

Skills: Appraise +3, Bureaucracy +4, Computers +15,
Concentration +11, Craft (Wanstechnology) «16, Cryptography
+12, Diplomacy +8, Driver +6, Electronics +1g, First Aid +g,
Gather Information +3, Intimidate +3/+4, Knowledge (Nano-
fechnology) +19. Languages 9, Listen +7, Mechanics +22,
Prafession (Technician) +7, Search 10, Sense Motive +10,
Spot +8, Surveillancez +10, Survival (Swamp) +6.

Feats: Advanced Skill Mastery {Grease Monkey), Armar
Group Proficiency (Light, Medium), Grease Monkey,
Mathematical Genius, Nayuwadah Sense, Scholarly, Silver
Tengue, Surge of Speed, Talenred (Mechanics), Training,
Weapon Graup Praficiency (Handgun).

ATTACKS
Unarmed +5
Kinetic blast +5

1d3 +3 (subdual)
2dG+2 and 2d6+2 suhdual.

Gear: Kara kesh, Nanocyte control transmitter,
nanocyles (see deacription on page 145 for capabilitiea).

Note: Pelops' personal nanocytes are controlled by a dif-
ferent frequency than all ethers, and can only be influenced
oy his persomal transmitter (disguised as a bracelet on his
left wrist), or by another transmitier keyed to the secret fre-
quency and control codes.
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HisTorRY AND BACKGROUND

In Greek mythology, Pelops is the son of Tantalus, who
served him up to the cther gods as a meal, Pelops aveided
being eaten and escaped minus only his shoulder, which
was replaced by an ivory one, Although it is uncertain how
this story came to he circulated among the Tauri, it does
have some basis in Fact, As a larva, Pelops was ncarly
offered up for ritual cannibalism by anether Goa'uld as
punishment for a social blunder by the queen who spawned
him. At the last moment, Pelops was spared, but the details
are now long lost.

Maost System Lords agree that the survival of Pelops
was a fortunate event, as he came to be known as one of the
most brilliant scientists of the Gea'uld. Upen the discovery
of the Tauri, Pelops became fascinated with them, All
Gea'uld understood how a more compatible host could be of
great benefit to them, but Pelops saw even more in this new
race He and a pumber of other Goa'uld canrried out a project
torelocate a population of humans ro another world, where
they could mere easily be manipulated and experimented
upon. Pelops brought a portion of his fleet to Earth and
took captives from the populations of dozens of areas on
the planet, creating a living library of the human genome.
They transplanted these creatures to an unpopulated werld
—whichwauld [ater come to be known as Chulak — seiected
forits geolagic stability, a trait which reduced the chance of
unforeseen disaster affecting the experiment.

[t was on this world that the Jaffa were created, using
genelic engineering and nanccyte reconstruction fech-
niques developed by Pelops and several lesser {according to
Pelops) Goa'uld. Unfortunately, he had created something
toe good for the other System Lords to leave in his posses-
sion without a contest. After much strife, an accord was
reached, under which the Jaffa of Chulak became a shared
resource of the System Lords (sec the Stargate SG-1 core
rulebook page 7o),

Pelops bitterly resented having his spoils distributed,
evan if it was the only way to avoid a decimating conflict.
He agreed to the accord, but kept his most promising theo-
ries from the other System Lords. Though they might breed
their own Jaffa from existing stock, (and Goa'uld queens
were afforded use of the devices he had developed to
instantly reshape human subjects into viable jaffa — aee
page 144), none would be able to appreciably aler or
improve the existing Jaffa stock without starting the entire
experiment over. Thereafter Petops retreated into his own
territory and guarded his privacy jealously.

Unlike most Goa'uld, Pelaps did not loose interest in the
Tauri after the rebellion and subseguent burial of their
Stargate. He found humans far too interesting as subjecis,
and discretely traveled 1o Earth in a starship at intervals to
keep up his studies of the Tauri. His name became known
among the Tauri through his interactions with them,
though he made no effort 10 rule them. Because of the
incredible physical prowess his nanocytes gave his host
bady, Pelops became known as a heroic figure, capable of
great feats, though the vast majority of his legendary
exploits are simply the musings of Greek storytellers.

During this time he found that his iselationist policies
had convinced the other System Lords that he was a lesser
threat, and because his territory lay in a relatively remote




region of the galaxy, he was largely ignored. [1is fellow
System Lords cansidered him one of the least politically
motivated among them, concerned more with his mundane
experimenis than the important affairs of power. This rep-
utation is net undeserved, but is also not entirely accurate,
Through his spies in her ranks, Pelops dizcovered that his
chief rival, Nirrti, had conceived a theory of a Hok'tar: an
advanced human being with abilities far heyond those of
normal Tauri. Nirrti was (in Peleps’ view) the second most
hrilliant scientist among the Goa'uld, and at first he was
greatly concerned hy her pursuit of the Hok'tar, but her
experiment turned our to be of little concern 1o him,
Though her ideas were similar to his own, she pursued
them in a different direction. Nirrti was devoted enly 1o cre-
ating a more powerful and perfect host for the Gea'uld.
Pelops felt Nirrti's view was shortsighted. A more powerful
host would make an individual Goa'uld mare powerful, cer-
tainly, hut Goa'uld do not conguer worlds. Goa'uld do not
march against a rival’s strangheld nor decimarte the armies
of their foos. These tasks, Pelops reasoned, are performed
by the Jaffa he had unwitlingly provided to his fellow
System Lords. His philosophy was simple: multiply your
own strength by two and you have accomplished litle, but
multiply your army’s strength by two, and they will erush
the bones of vour enemies.

Pelops believed that his new ideas regarding Tauri
physiology would give him the edge he required to defend
his space, and set ahout conducting his next great experi-
ment on the Tauri. No other System Lovd could be permitted
to know of these activities, because they would certainly
want to steal the results or destroy Pelops before he could
complete it. Only his most trusted Jaffa were called into
service for this endeavor, and many were slaughtered in its
wake to ensure complete secrecy.

Between 1,500BC and 1,000BC, Pelops made several
voyages to Earth, bringing a aleng small greup of ships in
utmost secrecy. [f the other System Lords kncew of these
activities, they considered them nothing more than the
activities of a waning Lord, overly fascinated with mundane
Tauri. He continued to use Greece as the principal focus of
his studies, and resettled humans on a number of eccasions,
always careful to conceal his activities. Of note, he created
human settlements on P3X-8596 (Arges), P3X-y52 (Tiryns),
and P6X-792 (Aegis). He may also have been responsible for
the human presence on P3X-797 (The Land of Light).

With the data from these experiments, Pelops hegan
preparations for his next major scientific endeavor. In
464BC, he took the bold step of ordering his Jaffa on a swift
strike to capture a large number of humans from a target
area in Greece, known as Sparta. The disappearance was
masked by a region-wide earthguake croated by an Ancient
device in Pelops’ possession. With his subjects in custody,
Pelops withdrew once again to bis own space and spent
anather millennia in dedicated research, recreating his
work from Chulak, until he had a viable line of Spartan
Jaffa. For the last two and a half millennia he has been
heard {rom only rarely, but his plots against his fellow
System Lords have not abated.

Since losing his queen to a Tok'ra assassin approxi-
mately 1,000 years age, Pelops has used nanocyte technol-
ogy exclusively o extend the lives of his female Jatfa and
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PLANETS
SPARTA (POA-2736)

has limited the use of syrhiotes 10 only his male Spartan
Jaffa. In some ways the nanocytes give him even great
control of the Jaffa than the symbiotes do. The loss ¢f his
gqueen is a development he did not wish o share with the
other System Lords, but even so, rumors trickled out, He
has since directed the majerity of his aggression toward
non-System Lord Goa'uld, taking small pockets of space
here and there, with an emiphasis on capturing werlds with
temples holding larval Goa'uld. However, hiz last nyme
against the Goa'uld Raiden was unsuccessful. He wis
forced to pull his army back in the face of superior num
bers, but his Spartans performed admirably noneiieles,
halding Ratden's Jaffa in check while his other Forces evic
uated with valuable tanks of [arva. (More on Raiden cait by
fornd bi the Seaaon One sourcebook.)

Pelops greatly desires an alliance with a Goa'uld queen
capahle of refreshing his spawning peels, and is planniig
on offering up the beautiful Queen Melen af Avgis as a host
for the right candidate, Her boiy is a prize that he hopes
can tempt an independent queen to his side.

It would be wrong to call Pelops a “good” Goa'uld, ar
even “less evil” than his fellows, but his particular manner
isms and goals do turn out to be less horrible for himans
than those of most other Goa'uld. He has little interest 7
ruling over humans, and even gains some satisfaction fram
interacting with them, as one would a pet, He desires, as do
mest Goa'uld, to dominate his peers, but he is subtle and.
patient 1o a degree nearly unheard of among their species.
His plans are coming to a head, though, and the time fir
meving against the rest of the System Lords is not far nway,-l

Thermosphere: Warm (CR o; standard orbit; adzo+a5"Fi

Atmosphere: Normal (CR o; 110 atmespheres; Auto
Nene; Exp. Inc: None; SV None; Dmg Nene; Recup Nongj,

Hydrosphere: Sub-humid (CR 1 daily weather -85
none, 86-87: flood 1d1o MPH, 88-g3: rain 1d4-1 in. or snim
1d6-1in., 94~g5: thunderstorm or snowstorm, gb: hurricin:
or blizzard, 97-98: w.ndidio MPH, ¢g9: wind 1d1o+10 MEH,
100 wind rdioezo MPH).

Geasphere: Stable tectonic mctivity {daiby earthouahes
1-99: none, 100 minor: 1 valcanc within 10 miles i

Stargate).

Seasons: Mild (1-17: spring, unchanged; 18-50: suminr
tadio” F, 51-83: autumn, unchanged: 84-100: winter
-2dro” F).

Anthrosphere: 100000 natives; Bronze Age (1 picks.)

RP); Theocracy Hostile (-2 with disposition cl1t'c!<5‘]:i
Extremely Cautious (5000 soldiers, squad size 1dg
soldiers); Poor civil rights. !
Origin: Greek.
Stargate Location {coastal region): Urban verraimn, just
outside Pelops' fortress near the capital city.

Sparta is Pelops’ stranghold, and heme to a large pere
centage of his military forces, Fifty military barracks, each
housing a hundred Jaffa, ring the perimerer of the {i!‘,‘.~l
Interspersed among these barracks are six hangars, el
capable af housing two al-kesh bomhers. All of the mlitary

installations on Sparta are heavily guarded. with upba




dozen squads of 1dg Jaffa patrolling the perimeter of each.
Similar forces guard Pelops’ research facilities, which also
feature Blast doors equipped with an Electronic Keyboard
lick. A successful Electronics check (DC 25) wunlecks the
door, Even more Jaffa guard Peleps’ fortress, with squads of
16 [affa patrolling both the perimeter and interior of the
cistle. These forces are comprised entirely of Spartans, and
rotate on A schedule with fresh troops from Pelops’ jaffa
vmeworld of Aegis.

AEGIS (P6X-792)

Thermosphere: Hot {CR o: standard/special orbit; 3d2o
+50°F).

Atmosphere: Normal (CR o: 0.95 atmospheres).

Hydrosphere: Sub-humid (CR o; daily weather 1-85:
none, 56-37: flood 1dio MPIL, 88-97: rain 1d4-1 in. or snow
161 1., 94-95: thunderstorm, 96: burricane or hlizzasd,
97-98: wind 1dio MPH. g9: wind 1dio+10 MPH, 100! wind
wio+2a MPH).

Geosphere: Very stable tectenic activity {daily earth-
quitkes: none; no volcanoes on planet).

Seasons: Nurmal (1-25: spring, unchanged; 26-50: sum-
mer +1d10°F; 51-75 autumm, unchanged: 76-100 winter
-1d10°F).

Anthrosphere: 550,000 natives; Dronze Age (3 picks,
1 BF); Theocracy; Extremely Hostile (-3 with dispesition
checks), Expansionistic/Special (10,000 so'diers, squad
size 2d4 soldiers); Horrid eivil rights.

Origin: Mycenaean/Greek.

Stargate Location {coastal region): Rocky terrain near
the coast, in an elaborate temple to Pelops.

P6X-792 (Aegis) is located in a relatively remote area of
the galaxy, and is an extremely old and geologically stable
wirld, murch like Chulak. Both qualities were important to
Pelops in selecting it for his Jaffa homeworld. The Stargate
on Acgis is located in a hospitable region, with steep moun-
1zins and wide plains that slope down to a freshwater sca.
The high mountains are snow-capped year round, but the
eoastal region has mild winters, only cccasionally dropping
near freczing. Summers are long and hot, sometimes
approaching 100° F,

AMALP dispatched to Acgis will reveal tlat the gate s
situated in a clear area, ringed with Grecian columns.
Dppesiie the Stargate in this eircle stands a large Grecian-
style statue of a charioteer bearing lightning bolrs in his
outsiretchied hand. This statue is identical to the statues of
Pelops found on Argos and Tiryns, except that it contains
nd nanccyte control rransmitter in its base (the residents of
Aegis all wear personal transmitter armbands). See the
Seisen One sourcebook and the episode Brief Candle for
mare information.

Thers are some inscriptions around the base of the stat-
ue and on the columns which are related to writings found
an Earth dating fa around 1,500BC. This untranslated lan-
puage is often called Linear-A by modern Earth scholars,
but is actually a derivative of a Goa'uld dialect. Educated
[Affa, a5 well as Tok'ra and these with knowledge of Goa'uld
languages could recognize these inscriptions, though the
anly usefol piece of information they contain is a reference
1¢ the Greek hero Pelops.
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Outside the circle, a road leads into the nearby foothills
to the gates of the only city on P&X-792, established 3,500
years ago. [t is known to its inhahitants @5 Aegis, and is
constructed in the style of an.cient Greece. The human popu-
lation is Mediterranean in origin, hailing from Mycenae and
Lacenia. Their history is linked with several other worlds.
Basced on his previcus studies, Pelops selected a group of
Mycenaean Greeks for an experiment in human evelution,
which he hoped wauld yield critical information necessary
to the advancement of his research, Two-thirds of the peaple
were implanted with age-accelerating nanocytes that
reduced their lifespan to orly 100 days. That portion was
split evenly hetween Argos {(P1X-8596) and Tiryns (PaX-752,
for move infarmation on Argos and Tiryna see the Season
One Saurcebook). The remaining subjects were desiznated
as a control group and placed on P&X-7gz2. which the
humans named Aegis. Pelops returned infrequently there te
gather new baseline data, but for the most part the
Aegisians lived an unmulested and idyllic existence,

A millennia after he had placed the first humans on
Aegis, Pelops returned and released a new group ot Tauri,
the Spartans. Fhis presented no problem whatsoever for the
Spartans, especially now that their physiology was
enhanced by Pelops’ nanocyte technology. They had always
believed themselves to be the favered of the gods, so Pelops'
selecting them to serve him personally only reinforced this
opinion. They alsc knew exactly what to do with populations
of Greeks less powerful than themselves, and immediately
seq about conguering and enslaving the existing Aegisians,
This proved an ideal arrangement for Pelops, as it bred
warriors with the strength and character to suppress popu-
lations in his name.

The society that resulted 1s ruled by a Queen who is
considered to bear the divine hlessing of Pelops. The
Spartans comprise only ahout ten percemt of the popula-
tion, but rule the society by force of arms and terror. The
original Mycenacan settlers have become slaves, called
Helots, which the Spartans utilize for farming, domestic
work, and trades not related directly to fighting. Every
Spartan man is a warrtor Jaffa of Pelops. They have ne male
priests, leaving that role solely to Jaffa women.

The Helots do not have access to nanocyte technology
and live brief and difficult lives under Spartan rule.
Obedient Helets are not rypically abused, but deviation is
harshly punished. Helots thought to be free-thinkers are
sometimes preemptively executed at the slightest prevoca-
tion or simply murdered in the night by the Crypteia,
a cvovert secret police tasked with internal sccurity on
Acegis. Within the Spartan population men and women
enjoy eqgual participation in government and equal respect
in their chosen professions. However, the genders are
strictly separated in their professional lives, and indeed the
vast majority of their social lives; all men are soldiers while
wamen manage mest other aspects of the society, including
politics. [Melots of hoth genders have no rights under the
law, and are considered properly of the state.

Over the centuries, Pelops has bred the Spartans to
veact perfectly to his nanocyte technelogy. The Spartans
grew stronger, faster, and almost telepathic in their ability
to coordinate their attacks. The men carry symblotes,
which ensures their loyaity and dependence upon him, but




hiz female [affa do not. Because Pelops has no pooeds to a
Goa'uld queen, iz supply of symbictes I3 Hmited, and he
restricts their use to his warriors. The females are techni-
cally not laffa at all, because they lack a symbiote pouch,
but they da not see this cistinction and apply the term ta
themselves regardless,

The current population of Aegis speaks Ancient Greek.
There are writings on the structures that predate the
arrival of the Spartans (L5000 years agal that are similar to
Linears known to modern Earth scholars, but it is actualby
a derivative of a Goa'uld dislect, Those who can read such
inscriptions could, miven time, gain a rudimentary under-
standing of Pre-Spartan Avgisian history largely peaceful
and spent in praige of E*sinps]. Subsaquent constructions
and records are scribed it Greek. All Spartans are lterare,
bt in practice the female populace 15 far more educated.
The Helots are Forbidden meading and writing, bt there is
a sigmficant undergrourd movement among them rthae
teaches such things.

Like all Taffa, the Spartans tattoo @ symbol on their
heads te show their System Lord affiliation. Their mark is
that of the capital Greek letter Lambda lan inverted "V},
traditionally inscribed upon shields as well
Interestingly cnough, this symbal resembles the “Earth
Paint of Origin™ symbal quite closely, Every SG team wears
the sign on their sleeve, and Taurl wearing it would almaost
certainly be mistaken for agents of Pelops any place his
symbd 15 known,

Important native life forms of Aegis wmelude hechvo-
rous creatures called mwadfanalogous to cows) and the fear-
sorne akark, 8 predatory flying carnivore that resembles an
envrmous bat. The Aegisans tell tales of what they call
frakena gargantuan tentacled sea beasts that are attracted
to amy shadow from the surface of the water, Unknown
to them, krakens are phozpsynthetic motile sea plants of
massive proportions, chiefly responsible far the breathable
oxygen on Aegis. They are harmless to humans, though
they might inadvertently wreck ships at sea if the Spartans
built any (which they do nat).

The Anthresphere of Aegis is listed as Expansionistic/
Special due to the unique culture of the society, Of the pop.
ulation, only a small frection are Spartans. while the
remainder are Helors {slawes). Stave labor, combined with
support from Pelops technalogical Infrastructure, allows
Acgis to suppart a warrior class out of proportion to that
found in normat societies.

Pelops has extensive laboratory facilities PeX-7g2,
tacated heneath the main Caliseum in Aegis, Here he cons
ducts many of hiz experiments, allowing anly his mast
trusted underlings to view the results.

thelr

IvANNA (P7K-172)

Thermosphere: Hot (CR o; standard Special orbit; 4dzo
450" F),

Atmosphere: Narmal (CR o) p.ag atmospheres),

Hydrosphere: Sub-humid (CR o daily weather -85
none, 86-87: flood adie MPH, B8-g93:rain 1d4-1 In. or snow
-1 in, g4-g5 thundersrorm, gb: hurricane or blizzard,
g7-098: wind 1dio MPH, g¢: wind idigs1o0 MPH, 100: wind
1diaszo MPH).
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Geosphere: Stable rectonic activity (daily earthquakes
-9t none, 100 mikars | valeano within so miles of the
Stargata),

Seasons: Narmal (1-2g5: spring, unchanged; 26-50: i
mer +1c16” Fi 5i-750 awtumn, unchanged; 76-100: wintef
~pdro® Bl

Anthrasphere: s.ooo natives; Bronze Age (1 picks:
KP): Repubbie; Friendly (+1 with dizsposition checksh
Cautints/Special (oo citizen soldwers, squad size g sol
diers);, Progressive civil rights

Origin: Mycenacan/Greek,

Srargate Lecation (coastal regionk Sobmerged 2om
offshore in rocky underwater 1ermain, among muins of 3
Mayan temple,

PyK-172 Is covered by saltwater oceans dotted with vol
canic is and strings. The planet is part of a binary star s
tem, and undergoes a periodic cycle of warming and coul
ing that causes the ocean levels to rise and fall on o cyclenf
about 1oo years as 11s proximity 1o 11s parent stars changes
The planet is currently in its warming phase, bat the inhak-
itants are not aware al the significance of rhe slowly rising -
witer. The island they inhabit is sewveral hundred miles
wide, and the loss of land has nor yet become appreciably, |
save for the fact that the chaapa'ai is now submerged aling
with the ruins where it is located, Because the inhabitants
donot wish to use the chaapa'ai, they do net consider thisa
priablemn.

A MALF arviving on lvanna will reveal that the gateis
underwater, but the sunlight filtering down fram aboye
demons-rates that the water is relatively shallow (the topof
the Stargate is anly a few inches below the surfacel, and
chemical analysis shows no hazard. There is an intact DHO
near the gate, DHDs have been known to function after long
periods suried {n the casth or encased infee, so there (560
reasan o believe that this one would be affected by immer
s10n in water, 56 teams can easily visit lvanna by stepping
throogh the Stavgate in SCUBA gear {or just holding thair
breathd and returning the same way. Equipment will nati:
rally necd to be carmed in some sort of waterproof gearbag
or carge box, If the MALF is driven up coto the neatly
beach (ror difficulf), 11 can send back pictures of & lage
statue of 4 woman in a Grecian robe, facing the chaapa'al
with apen arms as if in welcome

Until the Helots began to arrive, vanna was uninhabited,
though it had obviously hosted & primitve Mayan civiliza
timn at gpe fime, Approximately 4o years ago the fimst
refugee Helots from Aegis made their way hers through e
chaapa'ai Since then periodic new Influxes of Helors hove
come thraugh, always to the open arms of their fellows
welcoming them to freedom in this new land. The former
Helots named then new home fvanna, which means “gifraf
the gods ™

Farming on the istand 13 nor difficult, and animals,
fruits and wegetables all flourish there. The indigenous
rock is good tor stonework, and they have even discovered
veins of astonishingly pure metals, including silver and
gold, with which to work. The metal has no Inherent valig
tothem beyand jes practical and artistic uses. They are ahls
to borge weapons and crafts by using the voleanic vents fi)
heat, bur the former Find almost ne use here, aside from




spear tips which they use in hunting. There are no profes-
stonal saldiers among the populace, hut they da maintain
Ipese patrels and security around the town and the beach
near the chaapa'ai,

The town of Demetra le several miles from the beach,

1 a defensible area at the base of a seres of tall chiffs, A

clear path leads from the chaapa®ai to the town, The con
struction is a traditional Greek style, wit 1 techniques dat-
ing to around 1500 RO, and |5 accented with remarkahle
craftsmanship. The annans have no tenple, and do not
worship any gods apart from revering thelr ancesrors, but
they actively revile the name of "Pelops che Betrayer” S0
teams bearing the Earth Point of Origin symbal an thair
sleeves are sure to be mistaken tor agents of Pelops, due to
irs resemblance to the Spartan |affa’s Greek Lambda sym-
bol. This will proveke o negative ressonpse from any
lvannans who seeit, creating a dizpesition of Unfriendly at
the start of communications:

Soe the entry on Queen Helen and Galen, pages 107 anid
tod, for more informstion on arviving Helots

UNDERLINGS
ALEXANDER, FIRST PRIME OF PELOPS
Like all the Spartan men of Avgis, Alexander was born
into the service of Pelops and entered military training at
6. At that age he was already a toughened member of

Spartan society; less hardy children were left to die in
infancy at the foot of the rearby mountains
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He excelled in the martial arts, nsing gquickly through

the ranks to become ane of Pelops’ chosen warriors, He
traveled through the chaapa'ai many times 1o engage the
enemies of his god, and soon became a competent leader of
men. However, it was nat s lust for blood that deove him
to his greatest heights, but the love of a woman

Alexander fell deeply in love with the Princess Helen,
and strove 1o succeed m bhattle fo win her fovor, When he
became First Prime, he asked Helen to become his wife, bue
she refused, He grew Bitter, but channeled his rage well,
cutting a blondy path across the battlefields in Pelops
name. When he discovered that Helen had a lover — a Helot
nn less — Alekander amanged to find the man alone and
murdered him. When Helen's son, Galen. was born, he resl
izert he had nat been goick enough. Though he could
denounce the boy as weal-blooded, he instead chose to use
political maneuvering te sentence him o the honorless role
of a Crypeera. Chver the years his love for Helen has decayed
intn @ canstic desire to possess something he knows he cane
not have. Like mozt First Primes, Alexander Is absolutely
loyal to Pelaps, obeyving aithout question, sven at risk to his
awn life.

Alexander iz 140 vez ra alld, hut appears to be in his mid-
408, He ig tall and brocd-shouldered, with & deep tan and
prominent muscles. He wears his long black hair in the tra-
ditional Spartan warrior style! lecse oF Ina pony tail tied
with a leather strap. As First Prime, he bears the Lambda
sign of Pelops upnn his forehead in embedded gold




Low-LEvEL ALExaNDRER Skills; Balange <o, Climb +g, Concentration g,

Specialty; Inffa Spartan Guard Intimidate 200407, Jump +g, Listen «2, Move Silently tf,

Rank: First Prime of Pelops Sense Motive +5, Spot «5, Survival <4, Tumble +3,

Class: Guardi:

- o Feats: Advanced Skill Fear (Enforcer), Armor Groip

. Froficiency [Light, Medium, Heavy), Enforcer, Martial Arie

Strength: 15 Dexterity: 14 Sreme Cold, Symbiote (Long Life. Healing Transl

Constitution: ie Intelligence: 2 Toughness, Weapon Oroup Proficiency (Handgun, Hurled,

Wisdom: 1 Charisma: 1y Meles, Rillel

Vitality: 58 Wounids: B

¥ ! d ATTACKS

Defense: 13 (+2 Trex, +1 [affa armar) Unarmed sl pdfve g [subdual)

Initiative Bonus: +4 (+2 class, +2 Dex) Staff wenpon +7 GG (mormal, ermor -2

Speed: 30 threat 18-20, range 30 f..

§ i gqualities and mods AR

Fort: Ref: + Will: «

ort: +7 3 ill: +4 AK, T

Special Qualities: Enforcer (Basicl, radiation resist- Medium sword 11 138+ 4 laccuracy -, crrt i
ance, toughness, true warcior, inbreaikable, warrior gestal, threal 18-20, range —

; : _ abities and modes:

Skills: Balance 4, Chimb +7, Concentration 6, quatities and modes: 1h)
Intimidate +15/+15, lump +6, Listen 2. Move Silently »5, Gean Mandcyte transmitter armband, nanocytes fuy
Sense Motive +4, Spot «3, Survival +4, Tumble +5. deacription on page 145 for capabilitiea), staff weapon

Feats: Armor Group Profictency (Light. Mediom, shiid, Tredlvm sworg, Jafia arvmar

Heavy), Enforcer, Martal Ares, Symbiore (Long Life,

Healing Trancel, Toughness, Weapon Group Proficiency High-LEvEL ALEXANDER

(Handgun, Hurled. Melee, Rifle). Specialty: |affa Spartan Guard
Rank: First Prime of Pelops
Class: Guardian/Prime

ATTACKS A
LInarmed + ey (subdual) e
Staft weapaon *G 6d6 (normal, error =2, Strength: 18 Dexterity: 14
threat 18-z0, range 1o F., Constitution: it Intelligence: 1
qualities and mods AF, Wisdom: 12 Charisma: 1
AR, TN "
Medium sword £ 1lBe g [accaracy -, vrmr o, Eatity: 144 Wonnids: .
threat 18-20. range — , Defense: 22 [+g class, +2 Dex, +1 armar)
qualities and modes: 1h) Initiative Bonus: «10 (+8 clags, «2 Dex)
X . - ; Speed: 3o
Gear: Manocyte transmitter armband, nanocytes (see
description on page 145 for capabilitivsl, statf weapon, Foriz «1q  ReF+7  Will: s10

shield, medivm sword. falfa a 8 . i
e H Special Qualities: Accelerated healing, death squml «)

enforcer (Basic, Advanced, Grand), prepared, radiation

A Mio-LEVEL ALEXANDER resistance, ring of defense (1/3ezsion}, Second Prime, soak
Specialty: laffa Spartan Guard (2session), superior conditioning, superior mietabolsm,
Ramk: First Prime of Pelops toughness *2, true warrior, unbreakable, uncanmy dodge
Class; Guardian/Prim= warricr gestalt
Level: 6.2 . ,

Skills: Balance «8, Climb +8, Concentration =11,

Strength: 18 Dexterity: 14 Diplomacy «4, Escape Artist «3, First Ald »5, Intimidate «15,
Constitution: 16 Intelligence: iz lump s10, Listen «5, Move Stlently «10, Sense Motive «5,
Wisdom: 1" Charisma: ] Spat «5, Survival +6, Swim +6, Tumble 5.
Vitality: B3 Wonmnds: th Feats: Armor Croup Proficency {(Lighe, Mediom

Heswy), Bloodthirsty, Cleave, Great Cleave, Martial Ares,

Power Armack, Stone Cold, Symbiore (Immune o Dizease,

Long Life, Healing Trancel, Weapon Group Proficiency

Speed:
390 {(Handgan, Hurled, Melee, Riflel,

Fort: =11 Ref: +5  Will: «7

Defense: 19 (+2 Dok, +0 armaor)
Initiative Bonus: «5 (+3 class, =2 Dex}

Sperial Qualities: Death squad <1 artack Save, entorcer
(Basic, Advanced), preparzd, radiation resistance, ring of
defense (1/session), toughaess, true warrior, unlreakable,
warrior gestalt.
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ATTACKS
Unarmed #1g w6+ 4 (suldual)
Statt weapon *17 bd6 (normal, ervor 1-2,
threat 18-20, range 3o f1.,
qualities and mods A,
AR, T
Medium sword 10} 184 (accuracy -, error i,

threat 18-20, range -
qualities and modes: 1h)

Gear: Nanocyte transmitter armhband, nanocytes fave
description o page 145 for copabilitieal staff weapon,
shield, medium sword, Taffa armar

HELEN, QUEEN OF AEGIS
(SupporRTING NpPC)

Helen was born shortly before her Fathe s tatetul battle
against the enemies of Pelops Her mother never took
another suitor, and reigned as Queen until Helen came of
age to assume the mantle. She is the most beauriful awd
charming woman any Spartan can recall. and has been
cotirted by every Spartan man at any prominence her entire
life. Her subjects practically worship hor,

About a half-century ago. Helen hecame aware of a
Helot named Acastus working in her household, Nobody
paid the man much notice, but there was something about
ham that intrigued Helen, Others didn't notice, bur she was
always more perceptive than those around her, and she
sensed 3 dignity in him that belied his status, She set ahout
gerting to know him, ordering him assigned to taslks which
allowed them to spend time together, She was determined
to discover what was so odd about him te -hus ateract her
interest

Theugh his protestations seemed geawine, she was
everitually able to find cause to question his very identity,
and did so. Acastus, It turned out, was actually g Tok'ra
aperative, After a long night of discussions, he was able to
convinee Helen of the justness of the Tok'ra cause. Helen
agreed to keep his secrer, Sheused her influence to assist
Acastug in his intelligence gathering, but mostly enjoyed
the chance ta speak with o non-military man whose knowl-
edge and wisdom were 20 appealing, As time passed their
relutionship deepened and they became Ivers, They did
thelr best to keep it secrer, but Alexander discovered their
relationship and attempted to kill Acastus, whom he
belioved to be a simple Helot,

Becauge of his symhiote, Acastus survived, but his host
body was too badly damaged to live. He as<ed Helen's per
mission to blend with her, and she agreec. Unfortunately
the travung was too great, and Acastus onlv survived o day
after the blending. The remains of the symbiote’s body were
absorbed by her own. His death was a blow to her, hut she
was comforted by the remaining {incomplete) memaories of
his life, and an understanding of his buining desire for
justice agatnst the evile of the Goa'uld

When Galen was born, Helen knew that dcastus was the
father; so did Alexander, Theugh there was no stigma upon
the boy (gex béfore marriage |5 net @ major taboo in their
culturel, Alexander made Galen’s lite very difficult as he
moved Inte the ranks of the Spartan warriors, even casting
him intw the honorless role of the Cryprea, 3 secretive group

of assassing dedicated to ddentifying, stalking, and murder-
ing troublesome Helots. Such tasks carry no honor ot battle,
and m Alexanders eyes doomed the boy to an ignoble
existence, Though she feigned anger, Helen rejoiced in
secret: the First Prime had played right into her plans.

As B member of the Crypteia, Galen was able to spirit
targeted Helots away to-a secret place in the mountains.
With her insight into the movement of Alexander's troops
and Acastus’ knowledge of the chaapa’ai, Helen could
arrange windows of spportunity fordissidents to he evacu-
ated through the gate to anether world: Ivanna, Through
this method, she is able to keep persecuted members of her
pepple safe, slowly spiriting them away from Sparta. Her
rale in this activity s safely concealed, and in truth unlike-
by 10 ever be discovered. Even the Helots che soves are
umaware of Helen's invalvemenr,

Helen is rza years ald, but appears to be in her late thir-
ties, She is stunningly beawtiful, with thick dark hair thar
flows down over her perfect shoulders when it isn't styled in
elaborate bralds around her head, Her eyes are dark and
penetrating, and her presence 1s unmistakably impressive
Her control of a conversation is masterful; she speaks with
the tact of a seasoned diplomat, alwavs ready with the righi
thing to say, As a Sparten, she bears the Lambda sign of
Felops wpon her foreheac

HELEHN

Specialty: Politlcian (treat as Diplomatic Corps
Specialtyl

Rank: Queen of Aegis

Class: Diplomar

Level: 6

Strength: 10 Mexterity: 12
Intelligence: 1h Constitution: 13
Wisdom: 15 Charisma: 27,
Vitality: 33 Wounds: 13

Defense: 16 (+5 class, 1 Dex)
Initiative Bonus: <4 1+ class, +1 Dex)
Speed: 30

Fart; +3 Refz sy Will: +8

Special Qualities: Critical threat range to Cubtures and
Diplomacy.

Skills: Bluff +2o; Bureaucracy <10, Cultures =8,
Diplomacy e20, Gather Information «16, Innuendo B,
Languages (Goa'uld) «1o, PertormdDancing) +16, Profession
[Manarch] +1z2, Sense Mosve 16

Feats: Advanced Skill Mastery (Persuasive), Charmer,
Persuasive, Training, Unkocked Potential (Sense Motive)

ATTACKS

Unarmed + i3 (subduall

Gear: Nanocyte transmitter armband, nanocoytes [aee
description om page 145 foe capabilitieal.

Mote: fike all Spartar women under Pelops' rule, Helen
possesses no [atta pouch or symbiote.




GALEN (SUppORTING NPC)

Galen is the son of Queen Halen and a Tok'ra operative
posing as a Helot slave named Acastus, He is a warrior of
great cunning, and @ member of the Crypteia, a secret order
ob warrior-assassins dedicated to culling the most rrouble-
some slaves From the Helot ranks. He iz also 2 weaitor. Galen
has always beleved that the Helots are human beings.
deserving respect and protection under the laws of Aogis.
Heswewer, he is an exceptionally intel ligent man, capable of
seeing the Futility of an open debate on the subject. and the
consequences of making his opinions knmwn.

Upon discovering the Crypeeia, Galen managed to gain
acceptance to the orgarization by cultivating a {largely
false) reputation for guile and ruthlessness. Alexander’s
move to force hin into the ranks of the organization was
Fortuitous, but urnecessary. As g member, he has used his
position to create a netwark of subterfuge ro assist target
ed Helots in escaping 1o 8 secret settlement in the moun
tarns, while he falsely reports their deaths, When the time
is right, they are brought to the Chaapa’ni and sent to
another world to start a new lfe

Galen dies not know of his father's alien origin, nor
dees Be knew how his mother came to understand the work-
ings of the chaapa’ai. He would die before revealing his
mather as a traitor to Pelops

Galen is 45 years old, but appears to be in his late teens,
He is ruggedly handsome and unmistakably his mother’s
som, with black hair cropped short, undike the rraditianal
Spartanwarrior's long rresses, This harstyle is the mark of
the Crypteia. He bears the Lambda sign of Pelops upon his
forehead.

FALEN

Specialty: [atfa Spartan Guard

Rank: |affa

Class: Scout/Guardian

Level: 444

Strength: 13 Dexterity: 4
Intelligence: ib Constitution: 13
Wisdom; 12 Charisma: 14
Vitalitw iz Wounds: 15

Defense: 18 (+4 class, +2 Dex, +2 rough living)
Initiative Bonus: +7 (=5 class, +2 Dex)
Speed: 40

Fort: +g Ref: +5  Will: +6

Special Qualities: Entorcer (Basich radiation resist-
ance, rough living (+2 natural armor bonus), sneak attack
+1d6, spak 1/5ession, stalker, tradilazer, warrior gestalt.

Skills: Balance +6, Bluff +q, Climb +8, Concentration «5,
First Add »3, Gather Information +5, Hide +13, Innuendo +7,
Imtimidate 4o, Jump «3, Listen 6, Move Silently <13, Search
+5, Senze Motive <3, Spot +8, Survival +15, Swim 8.

Feats: Armor Group Proficiency (Light, Medium,
Heavyl, Enforcer, Expertise; Hidden Run, Improved
Equilibrivm, Outdoersman, Silver Tongue, Symbiote {Long
Life], Toughness. Track, Weapon Group Proficiency
{Handgun. Hurled, Meles, Rifle).

ATTACKS
Unarmed *l1 Wy r g4 (subduall
Medinm sword +11 1l B g (ACouracy -, errar i,
threat 8=20. range =
gualities and mades: shi
Zatnik el g pdfe2 (Bubdial, error -2

threat 2o, mnge 1o 1)

Gear: Manocyte transmitter armhand, nanocytes {aa
description ot page 145 for capabilities), medium swond
zat'nik'tel. Mote: The Cryptein spend much of their time
moving through the landscape around the city, spying o
Helats in the fields and in their homes. They do ot wear
the rraditional Jatfa armor, ner carry staft weapons.

RA

GoD OF THE SuN
{(PrRESUMED DECEASED)
Specialty: Goa'uld Nable
Class: PointmanTyrant

Level: 1575

Strength: 13 Dexterity: ik
Constitution: 14 Intelligence: 148
Wizdom: 20 Charisma: 1g
Vitality: 164 Wounds: 14

Defense: 23 |+g class, +3 Dex)
Iniziative Bonus: +11 (+8 class, «3 Dex)
Speed: 30

Fort: s10  Rebi+13 Will: <18

Special Qualities! +5 threat range to Bluff and
Innuendo, absalute power.... assistance (¥ time, ..corrupts
absolutely, cross-class ability (accelerated healing, armor
uge =1 sneak attack +1d6), dominated body, geeram
imminent domain, immunity todisease, mherited memory,
lead 7/zession, long life, parasite, radiatien resistance
reign of fear, serendipity 1/session, strategy 1/session,
tactics /session (+2 bonus), tyrants offer, vast allure 42,
Concentration,  Cultunds,
Demalitions, Gather Informatian, Intimidate, Listen, Move
Silentlv, Pilat, Search, Spot), “wWar, by other means".

versatility  (Bureauciracy,

Skills: Biuff =24, Bureaucracy +23, Concentration 23,
Caltures +23. Demolitions <17, Diplemacy +23, Oather
Information +a3, Intimidate s22/425. Knowledge [Systeny
Lords) =24, Listen +18, Move Silentfy +14, Pilot «11, Search+14,
Sense Motive 27, Spot «28, Survival <10, Xeno-Cultures «ig,

Feats: Advanced Skill Mastery (Persuasive), Armos
Praficizney (Light, Medium), Hard Care, Kara Kesh Basics,
Kara Kesh Mastery, Naguadah Sense, Persuansive, Political
Clout, Political Favors, Stone Cald, Weapon Grogp
Praficizney (Handgun, Hurled, Melee, Ritle)

ATTACKS

Kinetic blast w1l adib and 2d6 subdual

Gear: Kara kesh, regal clathing.



HisTorRY AND BACKGROUND

Ra was one of the most influential System Lords in
mistory and roled large portions of the galaxy. More than
st the most powerful System Lord of all vime, Ra olso
spread humaniry 1o the farthest reaches of the galaxy and
encouraged other System Lords to do the same. He ruled
aver hig domain for thousands of years and had mfluence
that spanned the breadth of the galaxy In teuth, only Ra's
immense power kept the System Lords from warring con-
stantly, since his dominaring leadership allowed Yietle mom
for rebellion. Though his enemies were many, Ra fought
formidably and wiped out many opponents thet dared to
stand agninst him. His fleets were the lsrgest ever amasaed
by & single System Lord, his Jaffa were the best-trained tand
the most diversel, and his loyal subjects were willing 1o die
to protect the System Lord ar any given moment.

Hiz only major tallure was ironically the planet Earth.
Alter centuries of dominating the people of Earth and shap
ing their rulture, an uprising began cgainst the Systam
Lordl while he was away overseeing his other territories
Rioting mobs of native humans overwhelmed the Jaffa lef
behind on Earth and sealed the Stargate, burying ir ar Giza
until it discovery thousands of yvears [ater, Ra, who was too
busy fighting the farces the Asgard, had Hode time to quel)
the uprising and instead banned writing on all of the
worlds under his control. Under his rule, technological
growth came to a standstill, On planets fich in nagueadah,
trimium, or other valuable minerals Ba forced hig subjects
inte slavery and mined those warlds for all that thoy were
wirth, On warlds like Abydos, he used anly 3 handful of
Jatta and violent scare tactics 1o keop the local populations
in line, On other. more densely populated worlds he
employed the strength of kis massive army of [Aff warmiors
as shock troops and as aninttuzive police force. OF all the
System Lords, B was the most capable of adapiing his
machinations to fit the people he dominated and the taals
et had at his disposal

Ra was known for richly rewarding his laffa and other
servitors and commonly showered them with material
wealth and honors, Untortunately for his enemies, Ba pun-
tshed rebellion with torture and death while humans under
his cantrol were made to fear his power unconditionally, On
moat wiarlds the people under Ria's control congregated in
siiall cities with almost no technology and no means of
improving their lives, Most communities, except for those
that were charged with rebelilon against Ra and his min-
ions, were allowed a large degree of autonomy provided that
they worked the mines and paid their tr.bute to the System
Lord on-a regular basis.

Though his enemies were numerous, Ra did have a
highly dedicared core of allies that could be counted on 10
side with the System Lord in conflicts with other Goa'uld.
Though few System Lords could ever be called Ra's allies,
there were some that did not openly declare him their
enemy. Hathor was once Ha's wile anld. until her banish-
ment, served as hisqueen regent whenever the System Lord
was away from Earth. Additionally, the System Lord Heru-
ur wis Ba's son and worked as his agent for millennia.
Thowgh, like all Goa’uld, Heru-ur schemed to overthrow his
father, he helped expand Ra's power ar every opportunity,
hoping thit he was secretly increasing bis future holdings.

fa's relinnee on the human race was always pugzling 1o
the other Systemn Lords: Me used humans not anly as
servants, slaves, and religious leaders but also as warriors
and even trusted bodvguards, Ra freqoently hand-picked
human warriors from the ranks of his armies ~ humans thar
would be considered Litle more than cannon fodder by other
System Lords — and made them sentor officers in his mili
tary. In fact, Ra's persenal bodyguards were all human and
pven hiz First Prime was a human that had been ralsed up
from the people of Abydos and rurned inte 3 vicious leadser.

Ra ruled Earth for many years and wac responsible
for the creation of a large portion of the civilization that
davelaped in the Middle East. Though he Inst control of the
planet for a short time to the vile System Lord Sokar, his
power was undiminished, and he and many other System
Lords spent lengthy amounts of rime there_ until rhe Tauri
uprising that lead to the sealing of the Stargate fawoe
Chapter One), With millions of humans already living on
ather warlds throughour the Goatuld domain, the planet
Earth was no longer reeded as @ breeding ground for servi-
tons and the world was simply placed off-limits to the othes
System Lords

Millenmia later, the Taurl reopened the Stargate and
sent through the orginal expedition to Abydos led by
Colonel O'Metll. Atter -attempting to send a naguadah-
enhanced nuclear weapon back thoough the Stargate to
destroy human civitization as retribution for their rebel-
lon, Ra was killed zhoard s mothership when O'Neill
wsed 8 ring transporter to send the bomb aboard his vessel

Mare on Ra and his impact an the Goa'uld as a whole
can be found in Chapter One,

PLANETS
DENDERA (P3X-251)

Thermosphere: Warm (CR o normal erbit; 2daoe:s” Fl,

Atmosphere: Normal (CR o 1.2 armospheras).

Hydrosphere: Humid (daily weather 1-70: none, 8o-81
wind o MPH, 82: wind 1d1os10 MPH, S§3-91! rain 1d6 in,
g2-96: thunderstorm, g7-98: hurricane, g9 wind 1dioso
MPH, 100: wind 1d1ov1o MPH),

Geosphere: Stable tectonic activity (dally carthguakes
1=g: nome, s miner fo volcannes within soo miles of
the Stargate)

Seazons: Normal (i-25: apring, unchanged; 26-50: sume
mer «1d1o” F; 51=75: cutumn, unchanged; 76-100; winter
zthio” Fh,

Anthrosphere: 30 o000 natives; Bronze Age (3 picks,
1 RP); Geromtocracy. Meutral; Aggressive [Looo soldiers,
sqpuiad miee 2d6 soldiers); Moderate civil nights:

Origin: Egyvptian,

Stargate Location {swamp region): On an island rough
by three miles from a iribal village.

Earth and Abydos were nat the anly worlds that rmse up
against Ha over the course of his reign, Another is the
swamp world of Dendera, a planet that boasts no real natu-
ral resources but wasz incredibly valuable 1o the System
Lords nonetheless, Dendera was once chosen as a second
breeding ground for the Goa'uld, selected because the
swamplands were remiiniscent all the primordial environ
ments inwhich the lest Goa'uld evolved. A large mumber of
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primal Goa'old larvae were transparted from the origimal
home warld and placed in the swamps of Dendera to grow
and breed as they wished, A gueen, Marasis, ruled over the
world in Ra’s name and larval Goa'uld (both those birthed
by queens and those that reproduced naturallyh <oon
became the most abundant species of Bife on the planer

When the people af Earth overthrew Ra's servants and
buried the Stargate ae Giza, word of the revalt eventually
reached Dendera (most likely through another System Lord
who wished to destabilize Ra's rule). Human servants had
lived there for generations embraced the thought of rebel-
lion and soon the torces of Marasis and Ra were overthrown
just as they had been on Earth, Unlike Earth, Dendera did
not offer an easy ervironment bor human civilization ta
evolve, as it still teemed with Goa'uld larvae and contained
lirtle arable land The inhabitants were unable to settle
dewn in any single srea for long, and constant mobility
proved aneffcctive defense against being raken as hosts by
the native Goa'uld. Az pomads, the Denderrans became
adept ar hunting and zathering, but could never ohrain the
stability that allowed other culrures te explore sclence and
technology. Even after thausands of vears free of the yoke
of Ra, the people of Dendera still Jive in roving bands af
hunter-gatherars.

The Denderrans aze a tough and hardened people capa:
ble of surviving in the harsh swamp environment they have
inhahbited for generations. As nomads, they have fittle time
for luxuries and wear little mors than the Functicnal cloth-
ing they have made from the resolrces they have a1 hand
Millenmnia of living surrounded by the constant threat of
Goa'uld possession resulted in a thick ring of chitin at the
tap of their spine that prevents Goa'uld larvae Irom enter-
ing their necks while they slept. Most carry knives and
swords as their primary weapons, though the guards at the
Temple of Ra make use of the staff weapans lety behind
during the rebellion. The Denderrans are suspicious of out-
siders, though legends persist of the warriars of the Tauri -
hrothers-in-arms wha overthrew the gods as they did,

ETOMEB OoF RA

(e of the few permanent sites on the planet Dendera is
a massive temple known as the Tomb of Ra Originally a
hame and breeding ground For Marasis, the Tomb of Ra was
avertun during the resellion and purged of the influence of
the Goa'uld. [t came to be a symbaol of the peoples’ mriumph
aver their false god and soon became a shrime where murals
were created telling the entire fale of the rebellion. The
Tomb of Ra 15 a holy place, guarded fiercely by a dedicated
group of warriors descended from the original instigators
of the rebellion,

The temple itself ks a cmall pyramid rising oot of an
island in the middle af a particularly large swamp.
Suspension bridges grand access over the turgid waters
where Goa'uld Larvae still live and breed, [nside the remple.
braziers are kept constantly burning, filled with incense
that produces a sme | that Goa'uld larvae find repulsive.
The walls are covered with coloctul tile murals depicting
the victory, while a stone table that blocks any light in from
the sky now covers the ceiling, blatting oot the symbal of
their former oppresscr.
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SEKET-HETEpP (P3X-6861)

Thermaosphere: Hot (CR o; normal erbit: adaoeso” F)

Atmosphere: Normul (CH o) 10 atmospheres).

Hydrosphere; Arid (daily weather 1-8g: none, go: wind
e MPH, g1-93%: rain 1in., 94-095: dust storm, gé-roo: wind -
ider MPHI,

Geosphere: Stable tectonic activity idaily earthquakes
1-ggr none, too: minor: ne voleanoes within soo miles of
the Stargatel.

Scasons: Normal (1-z5: spring. unchanged: 26-50: sum-
mer +1d1e” F; 51-75! autumn, unchanged: 30-100; winter -
zdin” Fh

Anthrosphere: 14.6 million natives; Goa'uld {7 picks, 6
RPt Thescracy; Suspicious 1 with disposition checksk
Ageressive (4o.000 soldiers, squad size 2d6 soldiers);
Maoderate civil rights,

Origin: Egyprinn.

Stargate Location (urban region): Inside Stargate
explovation Facility in center of 3 major city.

The world of Seket-Hetep was one of Ra’s most dedicar
ed religious centers, populated by slaves who were “res-
cued”™ by Ra and transported to a new world to world i his
servive. In a random occwrence of galactic phenomenon, 3
few decades aFter it was First colonized by Ra's servants, the
entire wirld was cut off from the Stargate network and the
rest of the galaxy. The culture had already been estahlished
in full and servitors were in place 1o determine the course
ab the planet's development, but the Sun God could na
longer interact with the people

Seket-Hetep was cut off from the galaxy well bulore the
Abydes rebellion, and as such reading and writing werg
never odtlawed on the world: Over time, the Seketing devel
aped science and rechnology as any evebving civilization
would. Despite the increase in scientific knowledge and the
advent of major forms of technology, the Seketing
remained devoully religious and devoted to their s god
The Seketins saw Ra az a savior of the people and meveréd
firr a4 a benevolent god that liberated their ancestors from
slavery. The end result was that a eivilization of deveied
and willing foltowers of Ra évolved completaly independ:
ent'y of the rest of the galaxy over several theusand years,
The Seketin civilization, wunited by commen religions
beliefs, never encountered the internal strife experienced
in rwlticultural warlds

Millennin passed, and eventually the phenomenon that
willed off Seket-Hetep from the rest of the galaxy moved
on, rejoining the planet the Stargate network. (0 that rime,
the Seketins learned much aboul seience and technalogy
and began to rival even the Goa'uld in their technological
unterstanding. Large portions of the planet, which cansist
ed of little other than deserts and nagquadah-rich mour tain
ranges, were covered with sprawling cities connected by
high-spead magnetic rallways. The planet is covered with
impressive works of architecture, highly remimiscent of
ancient Egyptian cities, only evalved into modern design
anc a much larger scale. The Seketins develaped Hitod
space travel and nre able to reproduce the technolngy that
powers the staff weapon and the shak'nel. In fact, the
Seketing are currently 5 few decades more advanced than
the Tauri of Earth in terms of technological development




though much of their society is still rooted m the traditions
instilled upon them by the Goa'uld,

The Seketing themselves are among the most devoted
followers to have ever served a System Lord. Despite the
Fact that their chesen savior has not taken an active rale in
their lives in thousands of vears, time has only strength-
ened their faith in Ra's benevolence. Each Seketin goes
abiiut all his or her daily activities with the purpose of seee-
Ing Ba In any way possible. They are not an aggressive peo-
ple, though internal feuding has oceurred when rebellious
thinkers dored speak out against Ra. For the most part the
popalation of Seket-Hetep is united in utapian harmony
with their worship of Ra. Should anyone question Ra's
power, benevolence, or authority the Seker ns can behave
quire aggressively; heretics and dissidents are silenced
immediately and speaking out against Raisacapital crime

The Seketins have their own military and police force,
though crime is rare The scientists and explorers have yel
o eneounter any life from sutside their workd, though they
have taken their first steps inta deciphering the mystery of
the Stargate, Unfortunately tor the rest of the salaxy, some
aggressive moenmbers of the Seketin government heliove that
it is their mission fo spread the word of Rathrough the stare
by means of conguest, and all of the spacecrafr thar the
workl has produced are armed with weapons comparable to
thnse aboard the moest advanced Taurt spacecraft. Any visi-
tors 1o the planet will most likely be treated weith sospicion,
ar autright hostility if they claim 1o be pnemies of Ra.

TEMDLE OF AMUN-RA

Uneof the faremost axamples of the reverence that the
Seketing still show the Sun Gaod ks the Temple of Amun-Ra,
o massive stroctute for the worship of Ra and his represen-
tatinns, namely the sun. The temple 15 vaguely pyramid
shaped but with an open tap that Jets insunlight. The inte
rior is kept bright with carefully-placed mirmres and anyone
entering the enormous femple is bathed by mtense light.
Each dav. thousands gather within the temple to pray for
o'z return and renew their Faith in the benevolent sun god.

THE DYRAMID OF THE STARS

The Pyramid of the Srars ks actually not a pyramid at
all, but rather is the pame of the largest spacoport on Sceket
Hetep. Since the Seketing were able to colonize two nearby
planets and cne outlying moeon, space travel between the
Seketin colonies and the planet becomes mare common
every day, The Fyramid of the Stars consists ot a flat-topped
series of landing plattorms atop four-sided ayramid bases,
each one capable of supporting a number of small transport
spacecraft. While not specifically bult For Goa’uld ships, it
wias patterned after the Svstem Lords’ design, and would
make nn adequate landing site for any ha'taks entering the
syatem,

AMUN STATION
[No STARGATE ADDRESS)
Though the System Lords typically make their homes
on planers or motherships, o number of space stations weare
canstructed over the yvears 1o act as orbital platforms and

neatral meeting grounds, One soch strocture is Amun
Sration, the personal space station of Ra and his forces. It
orbits 3 massive yellow ster (reportedly the same star which
gave Ra the idea for [is “tun god” affectarion) and bristles
with weapons. The solar system where Amun Station s
located contains na other inhabitable planets or any sctive
Stargates. The anly way to reach it is by starship, making it
an iselated haven and a fvorite prison for Ra's captives,
Follewing Ra's death, Amun Station was abandoned and
left derelicr. For many yea-s. the station saw no activiry and
was almost completely forgotten. However, shortly there-
after, Anubis returned to Zlaim the station for his own. He
began using it as a meeting place for underlords, such as
Osiris and Zipacna, Addimonally, Anubis sent undercover
Jatta and ather Goa'uld arderlords o the Svstem Lords and
had them erase the location of the space station trom the
memory banks af other Goa'uld computers. The only trace
that remains of Ra's haven can be found in historical docu-
ments about the sun pod. & precious Few still inelude the
coordinates of the space station and detarls of its defenses.

UNDERLINGS
MHEVIS THE ORACLE

Among Ra’s most faithful followers was a young
Goa'uld servant by the name of Mnevis — originally a ser-
vant of Hathor that helped manage her laffa. Mnevis
became renowned far his ‘'sixth sense” that allowed him to
kinow where enemy troops would ke and allowed him to
stage attacks to foil such surprises and turn the tables on
potential assailants. After years of dedicated service,
Hatlvar gave her loval servant to Ra in order 1o gain s
favor and soon Mnevis was conumanding Ra's own forces

Upon moving into Ras service, Mnevia® ability to pre-
dict the movements of er emies became even stronger. [n
fact. Mnevis gained insight inte everything from combat to
palitics with a precegnition that even the other System
Lords could not understand. His visions brought prosperity
and victory te Ra, and he became one of the System Lord's
mest trusted underlords. Mneviz soon became known as
Mneviz the Oracle, and coull po longer spend time an the
battlefield due to the responsibilities placed upon him. He
was kept husy day and night, foreteliing the actions of rival
System Lords and advising Ha and his servants an the cor
rect cotise of action. One thing that he could not foretell,
howiever was Ra's death ar the hands of the Taun, and Fal-
towing his master’s death Mnevis simply vanished, The
other Systern Lords assvmed that he was killed in the
power struggle over the remainder of Ra's forces,

Fhe truth s a Hetle less mysterious: Mnevis was a
Tok'ra spy who used this people’s information network to
gain advanced word of troop movements from other spies
i the service of other Spstem Lords. When he was given to
Ra, he seized the chance to advance the Tok'ra cause and
began Feeding information from the Tok'ra network to his
new master inorder to gain his trast. After Mnevis brought
victory aftar victory to Re's forces, he was able to act as a
full-time information operative, funneling news of Ra's
plots in exchange for providing daily “visions” and
"prophecies” tothe System Lord. Since none of the Tok'ra
could anticipare the re-opening of Earth’s Stargate, Mnevis
was unable to warn Ra of their appearance and was forced




toescape back tothe central command af the Tok'ra towork
as a coordinator of the spy petworl. Today, he may be Found
in the service of any Gz uld, working stealthily to under-

Immunity: ro digease, inherited memory, lead 4/5es8ion,
lome life, radiation resistance, shared body, tactics 2'ses
<pan [+2 bonus), uncanny dodge (dex bonus to defensel

versatisity (Concentration, Forgery, Gather Intormation
Hide, Intimidate, Maove Silently, Pilot, Spot, Xeno-Cultures)

ming them howsver he can.

Skills: Bluff «15, Bureavcracy =1, Concentralion +1n,
Specialty: Tolk'ra Undercover Operative [iplameacy +11, Forgery +7, Garher Information <11, Hide «7,
Class: Pointman Intimidare 10013, Kpowledge (System Lords) <8
Lewvel: 4 knowledge (Tactics) +7, Listen +8, Move Silently +7, Pilor 4,
Senge Mative +13, Spot «i0, Xeno-Caltures i,

Low-LEvVEL MHNEYIS

Strength) i Dexterity: 14

Constitution: (] Intelligence: 4 Feats: Armor Uroup Proficiency (Light, Meadium}
Wisdom: 15 Charisma: 17 Commend Decision, Flawless ldentity, Mark, Naguadah
S Sense, Political Fowors, Traceless, Weapon Grouf
Vitality: ” Wiaails: " L= slitical  Favors, Tracele eap Frouf

Profictency (Melee. Handgun, Rifle).
Defense: 14 {+2 class, +2 Dex)
Initiative Bonus: +4 (+2 class, +2 Dex)

Speed: 30 ATTREK S

Zar'nik'tel 8 36 (subdual, error -z,

Fort: +3 Rel 25 Will: 48 threat 1o, range 1o ft)

Special Qualities: =3 cpecies bonus to Bureaueracy and Gear: Clothes, zat'nilk’tel, mission-specific bundles.
Gather Information checks when dealing with Goa'old and
their subardinates, assistaince (4 time), gernerows, immuni- M iGH-
ty to disease, inherited memory. Jead y/seszion, long life,
radiation resistance, shared body, tactics 1/session, vorsn
tility {Concentration, Forgery, Gather [nformation, Hide,

LEvVEL MHEVIS
Specialty: Tok'ra Undercever Operative
Class: Pointman

L re ) Levala

Intimidate, Pilot, Xeno-Cultures), .
: . Strength: 10 Dexterity: i
Skills: Blutt <10, Bureancracy +og, Concentration +1o, 51 : A ty: A
; o i Constitution: iz Intelligence: 15

Riplomacy +o. Forgery +7, Garher Intormanian «g, Hide +7. : -

. Wisdom: 0 Charizma: 17
Intimuliate b/ g, Knowledge (System Lords) «b, Knowledge
{Tactics} +5, Pilot =5, Sense Motive +10 Vitality: 1) Woanids: 12

Defanse; 18 (+6 class, «2 Dex)
Initiative Bonus; +8 {+6 class, <2 Dex)
Speed: 3o

Feats: Armor Group Proficiency (Light, Mediam),
Flawless Tdentity, Mark, MNaguadah Sense, Traceless,
Weapon Group Proficiency (Melee, Handgun, Rifte).

Fort: +7 Ref: « 8 Will: 419

ATTACKS

- A Special Qualities: Assistance (14 Ti!TIF!]. EFHHH-(Z]:IEC:—I .'II,'li.F

¥ P

Sat'niletel g
3

ity taccelerated healing, sneak attack +1dé, uncanny dodgi
tDex benush, generpies imminity to disease, inherited
memory, lead Gd5ession, long life, radiation resistance.
serendiputy vsession, shared hody, strategy 1/session,
tactics 3/session {+2 honush, versatility (Computers,
Cancentration, Forgery, Gather [nformation. Hide
Intimidate, Move Silently, Pilot. Spat, Xenn-Cultures),

3d6 {subdual, error 1-2
thieat zo, range 1o fi.

Gear: Clothes, zat'mik'tel, mission-specific bundles.

Mion-LEVEL MHNEVIS
Specialey: Tok'ra Undercover Operative
Class: Paintman
Level: g Skills: Bluff «16, Bureaucracy =15, Concentration +Lj
Riplomacy +14, Forgery +8, Gather Information +1g, Hide

Strength: 1) Deccterity: i
- Y * 1z, Intimidate s12/+15, Knowledge (System Lords) +8
Constitution: 1= Intefligence: 14 R y A h
. . Enowledge (Tactics) +7, Listen «12, Move Silently +10, Pilot
Wisdom: 19 Charisma: 7 . ; % i
+8, Bense Motive +1g. Spot «1g. Xeno-Cultures <14
Vitality: 72 Wounds: 12

Feacs: Armor Group Proficiency (light, mediom),
Command Decision, Flawless Identity, Mark, Naguadah
Sense, Political Clout, Pelitical Favors, Traceless, Weapon

Defense: 16 (+4 class, «2 Dex)
Imitiative Bonos: +6 (-4 class, »2 Dex)
Speed: 10

Fort: «5 Ref: 6 Will: s100

Group Froficiency (meleg, handgun, rifle).

ATTACKS

Special Qualities: +6 cpecies honus to Bureaucracy and -y
P C P ¥ ot aik'tel #2

Cather Information checks when deallng with Goa'uld and
their subordinates, assistance (¥ time), cross-class ahility
laccelerated healing, uncanny dodge (Dex bonus), generoris,

6 [subdual, errar =2,
theeat 20, range 10 fry

Gear: Clothes, zatnik’tel. missionsspecitic bundles.




THE EvIL ONE
(PrRESUMED DECEASED)
Specialty: Goa'uld Noble

Class: Pointman/ Tyrant

Level: 13/5

Strength: 12 Dextority; 15
Constitution: 15 Intelligence: 16
Wisdom: 17 Charisma: 20
Yitality: 1y Wonnnds: 5

Defense: 20 {+8 class, +2 Dex)
Initiative Bonus: =g (=7 class, +2 Dex)

Speed: 30
Fort: =g Ref: v11 Will: «15

Special Qualities: «4 threat range to Bloff and
mnuendo, absolute power... assistance (%% time), .corrupts
absolutely, crossclass ability {accelerated hoaling, banus
combat feat =1, speak attack vidbl dominared body, gener-
ous, imminent domoin, Immunity to disease, inherited
memory, lead Gsession, long Lite, parasile, radiation resist-
anoe, reign of fear, serendipity 1/session, tactics 3/session
[#2 bonus), tyrant's offer, vase allure +a, versatility
[hppraize, Concentration, Gather Infore ation, Intimidate,
Listen, Filat, Search, Spot, Survival, Xeno:Cultures), "War,
by other means",

Skills: Appraise +15, Bluff =21, Bureaucracy +1g,
Concentration «17, Diplomacy 21, Gather Informatian +14,
Intimidate +20/s24. Knowledpge (System Locds) s1g, Listen
14, Pllot 10, Search +17, Sense Maotive <21, Spot 416,
Surveillance «13, Survival +14, Xeno-Cultures +1f

Feats: Advanced Skill Mastery (Persuasive], Armor
Proficiency (Light, Medium), Glint of Madness, Kara Kesh
Basics, Maguadah Sense, Persupsive. Political Clout,
Political Favors, Rapid Heallng, Stone Cold, Weapon Group
Praficiency (Handgun. Hurled, Melee, Rilleh

ATTaCKks

Kinetic blast 17 2di and zd6 subdual

Gear: Kara kesh, regal clothing.

HisTory AND BACKGROUND

Fow names inspire as. much fear as that of Solar, a
System Lord regarded a5 one of the most villamous and evil
Goa'uld to ever plague the galaxy, In addition fo being one
of the most reviled Systern Lords, Sokar is also one of the
oldest. Even the mighty Apophis, who has existed sincwe
before the beginning of human history, refers to Sokar as
ancient and powerful. He rase 1o power quickly by inspiring
fear tnall of his followers and by outfitting his Jaffa with
the weapons needed to terrorize the people he ruled,
Quickly eatablizshing Fimself a5 a3 god of death in arder to
play oth of humankind's greatest fears, Sokar also became
ohsessed with his own mythology and surrounded himself
with imagery that backed up his claimz. He transformed
the warlds he dominated into barren wastelands and night-
marish domains where none could tread withour fear.

Taking advantage of Ra's distraction during the attack
af Anubis in the Second Dynasty, Sokar made a power grab
and was ahle to depose the System Lord from his seat an the
Earth. He quickly transformed the lands he ruled Into vast
awathes of darkness znd decay, and threatened to do the
same with the rest of the planet, His lands around the city
of Memphis were covered by a perpetual night and the
entire world might have hecome a literal Hell an Earth
Eventually, rhe vengeance-seeking Ra attacked and
deposed Sckar from his place as the System Lord in control
of Earth, Following his remeval from power, Sokar was
reduced to a minor System Lord and his Torces weve deci-
mated.

millennia later, Sokar once again rose o prominence
and began gathering his torces to return upon the System
Lords the damage they had once done (o hime Ra had been
destroyed by the Tauri, leaving the galaxy ripe tor the pluck-
ing. He struck out against the System Lords, taking down
Apophis after the Serpent God's disastrous attack on the
Earth, and then aiming for the rest of the Goa'uld. For a
time, it looked a5 thovgh he might rise to the position of
supreme System Loed, But the 36C < which had inadvey
tently Fuelad his ascent — plroved just asinstrumental in his
destruction, They Intervened in Sokar's plans in order o
reacue the Tok'ra Selmak from his hellish prigon world
Sokar himself met his demise in 8 fiery explosion aboard
his own mothership shortly thereafter. (Apophis quickly
claimed Sokar's heldimgs — retwming to his tormer glory —
and most System Lords credit ham, not the Tauri, with
destroving Sokarh.

Sokar never made any effort to appeaze or veward his
followers, preferring instead 1o act as an dron-fisted despot
His subjects Hyved in constant fear of thels god and his
Mecropolis guards were both shock froops and termor
agents that kept the lecal populations in line, The worship-
pers and followers ol Sokar had no privacy and lived sach
day in constant fear of death at his hands. Moreover, gach
Follower toiled away comatantly to provide Sokar with what
ever he needed to incr2ase his military might. Whether it
meant exploiting miners to pull more nagquadah from the




planets he cantrols or forcing slave workers to oversee pris
oners captured from rival Gaa'uld, Sokar made certain that
the oppression of his people was complete and allowed no
rovm For rebellion

Inaddition to lving under a tyrannical devil imperson:
ator, the people under Sokars contral were constantly
assaulted by the infernal environment 10 which they lived.
Sokar made over almaost every world into the image of hetl
that he cultivated on many worlds. In lact, he fook great
pleasure in coming up with new hellish landscapes for each
culture he dominates sa rthat the vizsion of Sokar’s other
realm varies from society to society, As such, those follow
ere that actually lved on these worlds were constantly
exposed to the dangerous whims of their master and fre-
quently lived through the terralorming of a new planet into
whatever nightmarish landscape Sokar desired. Even the

shade. Large swathes of Egypt were cloaked in o perpetoa
night and monsters voamed the desert sands freely, Sokar
allowed the Unas — who were still host to many Goa'uld ar
the thmz — ta freely walk on Earth alongside the humang
and faffa wnder his control. Though mest of the work
escapes Sokar's twisting, large portions of Egypt where
Sokar made his home became places 1o be feared and avoid
ing dur ng his time on Earth.

Sokar was an intimidating figure whose appearance
bordered between human and demonic, He had pale <kir
and lifeless eves, appearing In some ways as an impostor
wearing a human bady as a disguise. Sakar was saft-spoker
and demanded total obedience from his followers. He was
aleo mare than slightly insane. and though they bore ne
love tor Apophis. many System Lords quictly thaked him
for ridding the galaxy of Sokar's evil

«yeau, BASICALLY uewas rheoricinar SATAN .-

god's presumed passing as not diminished his evil, and
many of these plapets continue toexist as they always have,
Itis setvants fearful of thelr master's return.

Sokar was somethirg of & loner, even among the
System Lords, and had very few allies. Though sceasional
alliances sprang up berween Sokar and another Goa'uld,
Far the most part he precerred 1o have either servants ar
enemies, not allies. Sokar's agents were a unique cast of
characters, ranging from the scarred lord of Netu koown as
Bynarr to his four demondmpersonating underlords
including Ruax and Aziel among them. Interestingly
enough, Sokar was ene of the few Gea'uld that continued
to embrace the Unas as valuable servants even after the
discovery of humanity eliminatad their usefulness. Several
nf Sokars underlords kept Unas hbodies, and a number of
Unas warriers filled the zanks of hiz armies. Truly Sokar
surrounded himself with agents that could easily be
mistaken for demons, davils, tormeotors, tempters, and
pther villains in arder to complete his chosen image,

If his allies were few, certainly Sckar's enamies were
not. Almost every pther System Lord clashed with him at
one time or anether, and only a Few with apy success: Soliar
nnce succeeded in deposing the most powerful System Lord
ot all, Ra, and taking hi= chosen planet — something not
ever Anubis could accomplish, In fact, only a few individual
Goa'uld have ever been able to match his strength without
the assistance of athers, even after millennin of exile fol-
lawing his attempted usurpation of Ra. Apophis ranked
among Sokar's chief enemies, though Ra was, while alive,
certainly the Goa'uld that ensured that Sokar’s power never
grew to the point where he could overwhelm the System
Lords ever agaimn.

Sokar's time on Earth was without a doubt one of the
darkest periods humanity ever endured. As the primary
source of the human papulation that hed become sovital to
the survival of the Goa'uld, Earth could not be made aver
into the hell that Sokar preferred. Instead, he merely chose
tor blanket the area around Memphis in a perpetual pight
using a piece of technolagy he developed known as the sun.

uk
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CulT oF SokaR

The Tok'ra are pot the only organization to have
an tnformation and spy network. In truth, Sokar himselt
developed a spy netwaork of his own to keep tabs on the
ather System Lords. The Cult of Sokar, as this spy network
is known, consists of thousands of operatives spread
throughout the galaxy in the service of almost every
Goauld Maoreover, the cultists are the most devoted wop
shippers of Sokar and revel in his demanic ways, siriving
always o do things to advance his caose. Cultists are mosr
ly human and laffa, though at least one Goa'uld cubist
pxists and a number of Unas cultists remain loval 1o the
System Lord on more primitive worlds.

The Cult of Solar was primarily an information nat
worl, though occasionally the System Lord tapped agents
in appropriate places For sabotage or assassination purpos
e5. Most such missions were part sabotage and part sacrek
fice as the cultist rarely survived even when the massion
succeeded. As informants. the cultists merely watched, lis
tened, and learned, then passed on the information 1o the
next member in the network until it reached Sokar himself
Cultists sometimes operated with valuable resources like
commumication of recording devices, while other times
they simply remembered the pertinent information and
ensured that every piece of data passed on to the netwark
was campletely accurate Spreading false information
through the Culr, even unknowingly. was mote than a death
sentence; it was eternal damnation at the hands of Sokar

More than just a spy netwark, the Cult of Sokar is truly
a groug al religious fanatics. They pertorm hizarre rituals
make human and |affa sacrifices, and recruit others o
therr cauge. The cultists belleve that they earn favor with
theirdread Lord and that when Sakar rises again torube the
galaxy as a whole they will stand by his side as gods and
underbords, In the same way thar many hwman servitors
aspire ta please their master and one day become host 102
Goa'ule, members the Cult of Sokar believe that as & loyl
servant they will also one day be so blessed and be raised up
asa demi-god in the service of the Lord of the Dead,




PLANETS
MEMPHIS

World Visrted: PaX-16 (Cool World),

Thermosphere: Conl {CR o; normal orbin 2d2o F)

Atmosphere: Normal (CR o: 1.0 atmospheras).

Hydrosphere: Moist sub-humid (daily weather 1-Bg
none, BA-87: wind 1dio MPH, 88-93: main w4 in, or snow
16 in., g4-g6 thunderstorm, o7-98: hurricane, g wind
uhio MPH, 100 wind wios1a MPH]

Geosphere: Stable tectonic activity {daily earthquakes
-9g0 none, ton: minor; no volcanoes within oo miles of
the Stargatel.

Seasons: Mormal (1-25: spring. unchanged: 26-g5o:
summer +wdio” Fy g1-750 autumn, unchanged; 76-100:
winter -zdio” Fi.

Anthrosphere: go.000 natives, Stone Age (1 picks. o RP;
Autocracy; Hostile (-2 with disposition checks); Aggressive
{so0 saldiers, squad size 1wy soldiersy; Poar civil rights.

Drigin: Egyprian,

Stargate Location {farest region): Forested area roughly
& miles from a Kecropolis Guard outpost,

The city of Memphis on Earth took itz name from a
planet ruled by Sokar. The planet called Memphis is acrual-
Iy a sanctuary for many of the so-called cemons that serve
him. The majerity of the population is composed of Unas
who have shaken off their prumitive tribal natore and
become loyal servants of Sokar. Moreover, many hellish
beasts and alien animals gathered from throughour the
galaxy have been relocated here to creafe an ecosystem
consisting almost entirely of manstrows Lte forms. The end
result is one of the mest fearful home of monsters in the
entire galaxy.

Sokar's penchant for creatures that Inepire fear
prompted him to create the waorld as a haven/menagerie of
foudl creatures of all tvpes. Memphis is 3 nearly
lawless world with no semblance of order or disci

THE STasIis CHAMBERS

Below the surface is something of & different matter
when it comes ta signs of civilization. From time to time a
particular species browght 1o the world will not be able 1o
adapt quickly and begin to die oft. Rather than simply aban-
doning what could be o valushle asget, Sokar constructed 3
set of stazis chambers deep halow the plapet’s surface,
Here, mammtained by Goa'uld scientists loyal th the System
Lord, species that are incompatible with the world's ecosys-
tem are cryegenically “rozen and kept In stasis for A late)
date. From time to time, Sokar gave one of these species to
a genetic manipulator for experimentation, provided that
any resulting monstrous creatures be turned over fo
Sokar's use

NECROpoOLIS

Waorld Visited: P3X-448 (Cool Warld),

Thermosphere: Cool (R a; normal orbit; 2dzo " F)

Armosphere: Normal (CR o; 0.8 atmospheres).

Hydrospheve: Arid [daily weather 1-89: none {constant-
Ly overcasth, goc wind woa MPH, g1-a3: main 1 in), og-os:
dust storm, gb-1oo: wind 1o MPH).

Geasphere: Stable tectonic activity (daily sarthquukes:
1-949 none. 1o minor; no voleanoes within g,ono miles of
the Stargate).

Seasons: Mormal {1-25: spring, unchanged: zB-50:
summer +udio’ Fi g1-75: autumn, unchanged; 76-100:
winter <zdio” F.

Anthrosphere: 10,000 natives; Goa'uld (7 picks, & BP);
Autocracy; Hostile {-2 with disposition checks); Aggressive
(oo soldiers, squad size vdé soldiers); Poor civil rights.

Origin: Egyptian

Stargate Location (urbam regionk Inside Sokar's
MWecropolis palace.

pling, and even the few Mecropolis Guazds have “willl ISN"T I H A l SPECIAL.™

difftculty keeping their pwn lives, much less
imposing the will of the System Lord Roving

bands of Unas fight amongst themselves. for the
supreme homor of seeving Sokar, while other minor Goa'uld
that still prefer the body of an Unas prey upon these packs
to find & suitable host, Predators from an array of warlds
nider Goa'uld control fight ene another for dominance and
survival, while helpless humans and renegade Jaffa are
abandoned i the wilderness to be hunted for the amuse-
ment aof Sokar and his loyal followers. Moae of this activity
has abated since the System Lord's recent death.

Mamphis 15 @ cool world covered with “orests capable at
sustaining the necessary hunting grounds and natural
hahitats needed by the species on the plenet, Winters can
be harsh, but the rest of the vear is perfect for most of the
monsters living there, Additionally, towering mountain
ranges cover the major continents, providing dizzying
heights as well as dangerous depths that 2dd a natural haz
ard to the landscape. There iz no semblance of civilization
on Memphis: no starports, cities, temples, or other signs of
human or Goa'uld habitation. The planet = untamed.

=COoL. JACK D"NEILL

The planet of Mecropolis is one of the most frightening
wiorlds under Solear's cc ntrol. Even the othar System Lards,
who consider themselves all equal or superior to Solar,
dread traveling there, Necropolis is a planet of tombs hous-
ing dead Goa'uld As the lord of the dead, Sokar is also
entrusted with maintaining the hurial places of thausands
of Goa'uld who were not spared a final death, Though nor-
meally death is easily cured with the belp of a sarcophagus,
many Goa'uld have died over the centuries and been denied
the healing powers of the sarcophagus. Millions of Gea'uld
antd their final hosts heve been buried here, and the other
System Lords prefer not 1o visit the planet and he reminded
af their mortallry.

Mecrapolis was originally a barren wastelamd, feature-
less and without atmasphere. Pits and chasms created by
asteraid impacts and the cracking of the planet’s crust
made the atherwise bland surface a more deadly place, b
the world still did net possess the nightmarish terrain
cammon to Sokars otner warlds, Upon discovering the
plapet, Sokar decreed that no Goa'uld would dare tread




without knowing that he controlled the fate of the desd
The City af the Dead, a5 Necropolis is called, began a< a col.
lection of stone tombs and femples dedicated 1o the wor-
ship of Sokar. The first tombs housed the bodies of ancient
Goa'uld, and it is eves rumared that the body of the once-
powertul ruler Apep was one of the first to be interred on
Mecropolis. After millennia of expansion. and millions of
Goauld deaths, the ity sprawl stretches as far as the eye
can see, with stone rembs and melancholy statues depict-
ing the System Lords interred within,

Mare than just the Goa'uld are buried on Mecropolis;
many times, when a System Lord dies the final death he will
b interved not only with jewels and valuable items of impor-
tance, but also with Savered warriors and servants, More
than a few First Primes were buried alive on Mecropolis
along with their masters, and the bodies of favored human
servants litter the tombs as ghoulish accessories. In many
ways, the ancient Egvptian burial rites that mirror these
practices are hased on the information gleaned From Sokar's
time on Earth. Many Egyprian pharachs requested similar
burinls because they believed that Sokar would elevate them
among o a position among the gods. In truth, Sckar always
welcamed more death and decay on Necopolis: it made the
warld that much more intimiudating.

Mecropolic was semething of a safe haven for Sokar
where he could retreal anid be alone with hix plote. Goa’uld
feared the reminders of thelr awn mortality, laffa dreaded 2
dishonorable death buried alive on the world, and human
servants £new Necropolis only as a place where the lord of
e dead hield sway.

THE SHRINE OF Apzp

Few names resonate more (o the history of the Gea'uld
than Apep, and few sites on Necropolis are mare feared
than Apeps shrine. Mo one is allowed to enter except for
Sokar himself, and few know whether or not the body of
Apep truly is inside ¢r not. Following Apep’s death ar the
hands of Anubis, the Systim Lord’s body vanished find was
rumaored to have been brought to Necropolis to Inhabit the
first tomb. The shrine iz surrounded on all sides by statues
depicting Apep’s ife, from his rise 10 power until his
betrayal and death. Noe ane knows why exactly Sokar
reveres Apep so much, but others suspect that it 15 merely a
front and that inside Apeps shrine lies gomething of great
walue that the System Lord refuses to share,

UNDERLINGS
AZIEL, LORD OF THE FLAMES

One of Sokar’s four chief underlords is the Geoa'uld
known as Aziel. Like the other underlords, he is totally
devoted 1o his master and is tasked with managing the
every day affairs of kis most important planets. Though
only a minor Goa'uld m the grand scheme of things, Aziel
plays o key role as the gatekeeper of Sokar’s realms. He
lives in a human male host, a brooding hulk of a man with
a wicked scar down pne side of his face and a stature so
great that many suspect he could stand toe-to-toe with an
Unas if need be. Aziel wears a heavily modified form of the
Mecropolis Guard srmor, still tinted red and sized 1o cover
his massive frame. In addition, the armor boasts a pair of

e

razar-sharp “wings" thar protrude from the réar, adding to
the demonic imagery of the underlord. Aziel has been
granted the honor of wielding & kara kesh ax waell, rhaogh
he never Appears without his customized staff weapon that
is wdorned with an inseription marking him as Sokar's
gatekeaper.

Aziel is utterly devoted to Sokar and maintains strict
terror and discipline on the worlds he oversees. However,
if Axiel has one weakness it 15 thar he has such a swong
sense of vengeance that he will sometimes forego the logi-
cal solution 1o a problem in arder to make an enemry sutfer
Freguently Aziel leaves his duties to his own First Prime for
a Few diavs while he hunts down someone that he perceivey
a5 an enemy, something that Sokar warned him abous b
thar he continues to do out of his perverse need 1o mike
those that <tand against hum lor against his lord) suffer.

Since his master’s death, he has thwarted seweral
elfarts by other System Loids ro claim his territory. He
repelled a4 pairof invasions by the revived Apophis and an
artack by Kah as well Should he so choose, he could dam
the status of System Lord, but he has not done so; he
refmains loyal to Sokar in all things and ewen i he ddn'y
the fear of reprisal should his master ever retirn fo such a
betrayal would be too horrible to contemplate

Low-LEveEL A21EL

Specialty: Goa'uld Warmaster
Class: Saoldier

Level: 4

Strength: 19 Dexterity: !
Constitution: 18 Intelligence: 16
Wisdom: 7 Charisma: (]
Vitality: 49 Wounds: 18

Defense: 13042 class, 1 Dex)
Initiative Bonus: «4 {+3 class, «) [ewd
Speed: o

Fort: «6  Refiez Will 47

Special Qualities: Accurate. armor use +1, damage
redaction /-, dominated body, immumty to disease, inhers
ited memaory, long life, parasire, radiation resistance.

Shalls: Balance +&, Bureaucracy «2, Concentration sio,
Demolitions 8, Intimidate «n/eg, Jump »9, Knowledge
[Systiem Lordz) «6, Spat +g, Survivil #g, Tumble «&

Feats: Armaor Group Proficiency (Light, Medium,
Heavyl, Power Artack, Naguadah Sense, Stone Cold, Surge
of Speed, Weapon Focos (karn kesh, staff weapon), Wezpon
Grogp Proficiency (Hurled, Melée, Handgun, Rifle
Tacticall

ATTacks
sinetic blast oy adé+1 and 2dés=1 subdual
Staff weapon " bdber {normal, vrrer 1-2,

threat 18-20, range 3o ft,
qualities and mods AP
AR, TD)

Gear: Kara kesh, necropolis guard armar, staff weapon,



Mip-LEvEL AZIEL
Specialty: Goa'uld Warmaster
Class: Soldier

Level: g

Strength: g Dexterity: T
Constitution: 1 Intelligence: 16
Wisdom: 17 Charisma: 1o
Vitality: 104 Wounds: 19

Defense; 15 {+4 class, =1 Dex)
Initiative Bonus: «8 (=7 class, «1 Dex)
Speed: 4o

Fort: -8 Ref: +4  WIllL: 44

Special Qualities: Acowrate, armor use «2, damage
reduction -, dominated body, immunity to disease, Inher-
ited memory, long life. parasite, radiation resistance,
weapon specialization (kara kesh, staff weapon).

Skills: Balance «6, Bureaucracy «3, Concentration =i,
Demolitions s11, plomacy +2, Intimidate «16/«52, fJump
#15, Knowledge (System Lords) +8, Spot «13, Survival 13,
Tumble + 1o

Feats: Armor Group Proaficiency dllghs, Medium,
Heavy), Improved Weapon Focus (staff weapan), Kara Eesh
Basies, Poant Blank Shot, Power Attack, Precise Shot,
Maguaidah Sense, Speed Trigger, Stone Cald, Surge of
Speedl. Weapon Focus (kara kesh. stalt weapon). Weapon
Group Profiviency (Hurled, Melee, Handgun, Rifle.
Tactical)

ATTACKS
Kinetic hlast =i 26+ 4 and 2db-4 subdual
Staff weapaon #3 Gdi+g (normal, ermor 1-2,

rhreat 13-20, range 3o ft,
qualitiez and maods AP,
Ak, TD)

Gear: Karn kesh, Necrapolis Guard armor, staff weapon.

HigH-LEvEL AZIEL

Specialty: Goa uld Warmaster
Class: Soldie

Level: 14

Strength: au Dexterity: )
Constitution: 19 Intelligence: 16
Wisdom: 17 Charisma; 161
Vitality 50 Wounds: 19

Delense: 17 (+6 class, »1 Dex)
Initiative Bonos: «16-{« 11 class, «1 Dex, «g Feat)
Speed: 10

Fort: vin Ref+5  Will: =12

Special Qualities: Accurafe, armor use +5, damage
redurrion z/-, dominated body, immunity to disease. inher-
ited memary, long life, one [0 milllon, parasite, portable
cover (4 cover), radiarion resistance, weapon specializa-

tion (kara kesh, staff weapon, unarmed),

17

Skills: Balance =g, Bureaucracy +1ir, Climb <5,
Concentration =14, Demolitions g, Diplomacy «6,
Intimidate «20/¢15, jump 16, Knowledge (System Lords)
+15, Spot «10, Survival #18, Tumble s13.

Feats: Armor Group Proficiency {Light, Medium,
Heavy)., Far Shot. Improved Initiative, Improved Weapon
Focus {staff weapon), Kara Kesh Basics, Perfect Stance,
Poiny Blank Shot, Power Artack, Precise Shot, Naguadah
Sense, Speed Trigger, $tone Cold, Surge of Speed, Weapon
Focus (kara kesh, staff weaponl, Weapon Group Proficiency
{Hurled, Melee, Handgun, Rifle, Tacticall.

ATTaCkS
Unarmed +10 1l3e 10 subdual
Kinetic blast w15 nlbag and 2d6.5 subdual
Staff weapon +17, bdées (normal, error -2,

threat 18-10. range 30 ft.,
qualities and mods AP
AR, TH)

Gear: Kara kesh, Necropolis Guard armor, staff weapon,

Yu

THE JADE EMPEROR, THE EXaALTED
Lorp Yu-HUENG SHENG-TE,
Hero ofF CH'IN AND ELDEST
OF THE SYsTem LorpDs
Specialty: Goa'uld Moble
Kank; System Lord
Class: Pointman/Etermnal

Level: 144

Strength 10 Dexterity: 12
Constitution: i5 Intelligence: 16
Wisdom: 14 Charisma: 18
Vitality: 150 Waounds: 15

Defense: 149 (+3 class, 1 Dex)
Imitiative Bonus: «g («B class, «1 D)
Speed: o

Fort: «12 Ref: +8 Will: «15

Special Qualities «4 threat range o Bluft and
Innuendo, assistance (Y time), cross-class abality (honus
hasic skill fear =2, sneak attack «1dé), dominated body, grer-
nal sovereign. generond. grind to dust (damage), immunity
to disease, inherited memory, lead 65ession, long Life,
might of ages, parasite. rodiation resistance, 1actics 3/5es
sion f+2 bonus), serendipity 1/seéssion, strategy 1/<ession,
pnstoppable, vast endurance «2, versatility (Concentration,
Cultures, Innuendo, Intimidate, Perform, Pilot, Search,
Survival, Xeno-Languages, Xeno Cultures).

Skills: Bluff «16, Bureaucracy +19, Concentmation «14.
Cultures +15, Diplomecy <2z Gather Information «18.
Innuendo a2y, Intimidate si3/s25. Knowledge (System
Lords) «1R, Languages =16, Perform «q, Search «8, Sense
Motive « 1B, Spat «8, Xeno-Cultures +17, Xeno-Languages =18




Feats: Armored Croup Proticiency (Leght, Medium,
Heavy), Command Decision, Coolness Under Fire, Field
perative, Hard Core lron Will, Naguadah Sense, Old
Schonl, Persuasive, Political Favors, Political Clout,
Schalarly, Weapons Group Proficiency (Exotic, Mulee,
Handgun. Primirmve, Hurled, Rifle),

Backgrounds: Ohligation (2, Political Enemy (2l

ATTAacks
Unarrmed +14 1y (subdual)
Kinetie blast g 2d6 and 2d6 subdual

Gear: Kara kesh, ceremomal robes.

HisTory AND BACKGROUND

k) dragons can overcome young anes through cunning
and treachery. As one of the very oldest Goa'uld, Lord Yu
has faced countless threats over the last millennia and
emerged |argely unscathed. Regarded as nne of the more
reasanable System Lords, he has maintamed stability
within his realm throagh & combination of ruthlessness,
pragmatism, and enlightened self-interest. It is anly in the
last Few years, and the copstant changing allisnces and
enmities among e ence-static System Lords, that his
inability to adapt to new circumstances has placed his
domain in jeapardy.

Y is tied to the Fist Chinese dyoasty on Earth and rhe
legendary hero Yu, who re-direcred the Floods throwgh the
Yang-tze region for over 13 years, saving the people from
ruin and starvation. Yu k= commonly believed to have heen
the last elected Emperor af Ching, and the progenitor of the
first inherited monarchy, with his sen, Bayu taking the
crowr from his designated successor by Force. Legends that
the Chinese emperars are descended from “dragons" may
awe something ta Goa'uld influence. From what little
historical records remain from that period. it seems most
likely rhat the Goa'uld possessed the Emperor as a means of
maining power in the srafitable and farge region of Chi'n.
Other generals and kings bearimg the name of Yu have sur
faced Fram time to timz in Chinese history, but it 15 beleved
that Lord Yu lebt Earth thousands of years ago for his terri-
tories an the other sidz of the Stargate system

He 15 considered pragmatic and practical, but not pani:
tive. The Lord Yo is not overly concerned with the interasts
of the Tauri; most of his holdings [1e on the othe) side of the
palaay, and are not threatened by rhe SGC meddiing.
Direct comtact with the Taurd has only made him annogeed,
nol pnraged, since he has yet to lose any territory of pos
sess ons due to SGC action. One of the three System Lords
(along with Cronus and Miretib whe represented the Goa'ubd
at the summit for the inclusion of Eacth in the Protected
Planets Treaty, he was asked to represent the Goea olds borh
becanse his primary interests were not engaged. and
because he despised Cronus. Several other System Lerds
feared what actions the volatile Titan mighs take, sarring
repr sals from the Asgard, and asked Yu to attend &3 3
sobering influence, The discovery of Nirrti's attempted
murder of Cronos, and the SGC part In revealing this and
saving Crones’ life, convinced him ta support the finaliza-
tien af the Protected Flanets Treaty between Earth, the
Goa'uld, and the Asgard without exsra riders to limit Earth's
BRpA NSO,

Lard ¥y has been a staunch ally pgainat Anubiz, lendimg
his “roops and ships in an effoet ta prevent the rogue
Systzm Lord from retrieving the Eye of Ra. Having survied
Anubis' previous aftempts 10 wrest control of the Sys-em
Lords for himself, he is not eager to face anather war, but
helieves that armed conflict i3 prefarable to lfe under
Anuhis’ thumb. During the First Dynasty he actively sup
partzd Ra, who did what Yu regarded as the distasteful
work af keeping the other System Lords in line. His conein:
uing conflicts with Cronus over territory and resources
ended most afren in & draw. Cronus’ aggression aften led
him to make foolhardy moves which Yo countered with Jet-
ter strategies, but Yu's habitual conservarism simultane.
ausly prevented him from taking advantage of opportuni-
ties o kill the ather System Lord. Fortunately, while Cronos
had impressive military might and resources, he has newy
gained the suppart of his fellow System Lords, and was
aftan in conflict with other Soa'utd as well as Lord Yu,

*I3 has engaged In other battles with Maorrigan ind
Olubun pecently, remaining, the wvictor through supeior
force and strategy. Morrigan's use of intelligence tactic
cost lim one of his most rrusted body servants, howssyer,
and be is much more wary of her company fow, 0sis
attempt to kill Yu at the last summit has not endeared her
to him either, and he does not respect Ba'al's historical uss
of scorched earth tactics 1o win victaries.

At ane time in the distant past, Lord Yu reporsedly bhad
Four Goa'uld queens under his control, including one knewn
as the Queen of the Western Werld during their tenure en
Earth. Over time, all three aged and died prior to the corrent
practice of secluding queens, with the exception of Queon
Xiwangmi, who 15 now too old to spawn, but still in a
position of reest and respect. In addition, ke is rumored G
have upwirds of 100 concubines deross his holdings, with
adopted human “sons” on each planet running matters for
him in his ahsence. Yu's hislogical children are kept from
true access to power by various appmntments to cultural
and religrous postings, cather than military or palitical pasi
tions —as well as an internal spy network that ensures they
da rat make contact with nther System Lords who wisuld
want their father's reign terminated




Yus cadee of Jaffa receive extreme latitude compared 1o
athar First Primes and generals, but are expected to achieye
aecordingly, Lord Yu doss not promote Jaita from ourside his
realms bevond the rank of captain, ensuring that no imomi
grants can be spies working for other Systemn Lords. Most of
his upper leve| officers have known him personally since
childhood, and were hand-picked for their pasitons after
approval was obtained from his First Pnime. Amtemprs 1o
infiltrate Yu's military regime by the Tok'ra have all been
futile; the extremely rigid contrals over the military's
contacts and behavior preclude any hint of beteayal, and it (s
believed that one Tak'ra operative actually defected into Yo's
army. Since then, the Tok'ra have concentrated their efforts
an less risky and more open aréas of his domain.

All of this would seemingly ensure the continued pros-
perity, success, and good reputation of Lord Y, had it not
become apparent over the last year that the oldest. and
some would say greatest, of the Goa'uld, 1s beginning to
lose his ability to deal with the overwhelming demands of
his position, Observers state that he has grown forgetful
and shorttempered, taking actions based on his emotional
state and not the long-term benefit of Bis armles ar people,
It is alsa hinted that he unable to take 2 new host, possibly
having reached an age where even regular sarcophagus use
can not stave off the Inevitable The inevimmble seramble tor
puwer when Lord Yu dies ks something that both the Tok'ra
and the Tauri wish to avoid; should Andbis’ Flercest foe die
or become helpless, there is no telling whe will step into the
power vacuum |eft by his demise. While atill capable of
occasional brutalities, Yu is more likely to rely on bribes
and rewards, rather than tear, o maintain erder in s
domain. For a kingdom as extensive 46 his 15, thig is a more
effective strategy for keeping order, which then allows him
to conserve time and resources for truly pressing matters.

¥u also keeps o strangle hald on his people by using the
same methods he did on Exrths be infuences the prodoe-
tion of food and agriculture — the very basics of his sub-
jeets” ecopomy = with superior technology. By withholding
or granting assistance, he gains the necessary lovalry of o
population by holding their food and water supplies
hostage — ar ensuring o record-breaking crop for those
under hig control. He has made 1t common knowledge that
such practices are not frequent cccurrences among his
fellow System Lords. ensuring the gooo feeling and lnyalty
of all of his subjects, from rhe lowliest farmer or mine work-
#r 1o the most elevated Jaffa.

His armies are huge, including a fleet of 16 ha'tak and
over L,ooo,o00 Jaffa. His planets are cennected by a well-
planped selection of transport corridors and satellites,
making them extremely defensible and difficalt to tako
through direct attack. The few true skirmishes with Cronus
over Hhe years conelusively prove that treachery from with
in, or & sigaificant technological advantage, is neceszary to
oust Yu from his holdings.

Lord Yu is extremely wary of the Asgard; as one of the
few Goauld abive during the war against them, he retuses to
underestimate their tactival or techno pgival capabilities.
This knowledge has made him a strong supporter of any
strategy that avolds a direct confrontation with them, and
may have alzo influenced his choice of subject planets, far
away from their influence

There are only two Tok'ra spies within Yu's cowrt, One
holds a pocition of Trust with the Royal Tasters and cooks,
preparing food and drink for the court, boet she does not
have full access to all his resources liang makes regular
reports of the comings and goings of the major troop mowve-
ments, visitors to the court, new mining and construction
activities, and reliable general information regarding Yu's
government and those in positions of power, but she hos
been unable to gain eccess o anything mose sensitive. The
ather Tok'ra in position 15 a computer technician aboard
one of Yu's ships, who hos passed along valuable but very
sporadic information about specific troop movements and
strategies. Various other Tok'ra spies on Yu's planets have
sent information about his people’s interactions with other
System Londs as well, but these two are the closest 1o the
System Lord himselE

Lord Yo has no extraordinary technology compared to
other System Lords, with the exception of the invisibility
device confiscared from Nirrth abter the disastrous Earth
summit, Part of his price tor allowing Nirrti to be punished
by Cronus was his own prototype copy of the new technolo-
gy, which he has been using sparingly in order to keep can-
trol of his subjects, Only he and his First Primae have access
tocit, but it is belisved to be hidden with Quesn Xiwangmil
{4 page 121) when not in use.

Lord Yu appears as & <light, middle-aged Asian man,
with hair and clothing from the sarllest periods of Chinese
history. He speaks with Instantancous authority, and his
voice s constantly teged with reitation. He rarely loses
his temper, however, and reprisals come only when he feels
it is in his best longterm interest. His advancing llness
causes him to Torget things more and more often, and his
mood swings are becoming erratic. Those close to him fear
it iz only & manter of time before old age finally claims him.

PLANETS
ULAN-TZE (P1D-555])

Thermosphere: Warm (CR o; standard orbit; zdace25" F)

Atmosphere: Normal (CR o) Lo stmospheres; Auto
None: Exp. Inc: None; Y None: Dmg None: Recup None)

Hydrosphere: Sub-humid (CR op daily weather -85
none, 86-87: tlood wdio MPH, BB-g973: rain 1d4 in: or snow
wlber in. 94-g95: thunderstorm or snow storm, gb-g7: bliz-
zard or hurricane, g wind wioMPH, 10o; wind diosia
MPH.

Geosphere: Rolling. Unstable tectonic activity (daily
earthquakes 1-g8: none, gg: minor, joo; moderate; ¢ small
voleano within 1o miles of the Stargate.)

Seasons: Normal (-25: spring, unchanged; :6-50: sum
mer, +2lz2a’ F; 51-75: autumn, unchanged; ph-1o0: winter,
-zdzo” Fh

Anthrosphere: 4o.000000 natives; RenaissanceLate
Medieval (544 picks, v RP): Theocracy: Suspicious -1 [-4/
-8 HumanGoa'uld with disposition checks: Moderate
(oo soldiers. squad size 1d4 soldiers); Poor civil rights

Oragin: Mongal China.

Stargate Location (grassland vegion): Holling hills
in grassiand, the Stargare lies 15 miles ourside Kweilin City
in an isalated region 30 miles away from agricultural
Communites;




This planet is home to Queen Xiwangmu, Yu's former
consort, and remains vital to both his interests in mining
nagquadah and other metals necessary in shipbuilding. The
city of Rwellin standy within joo miles of the Stargate, a
central market and gathecing place for the people of the
planet. All commerce, agricultoral and industrial, goes
through Kweilin In the cemter of the city Is the Palace of
Golden Peaches, the home of the Queen, A permanent
detachment of Jaffa bodyguanis protects her ar all tfimes,
bath for her safety and the safety of the sarcophagl and
ather rechnology which Yu has entrusted o his Queen for
safekeeping.

SHENGYw (P12-003)

Thermosphere: Warm (CH of stundard orbat;sadzossg F)

Atmosphere: Normal (CR o .2 atmospheres; Autn
Mome; Exp. Inc: None; 5V None; Dmg None: Becup None).

Hydrosphere: Superhumid (O o0 daily weather <52
none, 73-75: fload 1d1o MPH, 76-77: flood 1d1io«o MPH, 78!
fload sdios2o0 MPH, 70-88: rain 24 in. or snow 2dé in,
Bg-05) thunderstorm, of snowstorm, §&-g8: hurricane o
blizzard, 9g: wind udio MPH, 100 wind wdissain MPH

Geosphere; Unstable rectonic activity (daily eazrth
quakes 1-g8: none, g minor, 1oo: moderate: no voleanoes
witkin 50 miles of the Stargate).

“po noT MAKE ME Look FOOLISH sy ALLOWING YOURSELF

roee MURDERED.~

The technology level of Rwellin's population has been
keept 1o the Renaizssance period, with thase outside the city
mare closely conforming to the early and late medieval peri-
ads, Much farther bevond the immediate reach of thei
overlord, nomadic hunters and herders eke out an exis
tence an the steppe: below the mountains of Taivuan
Province, but within ~he environs of the capital city, the
population live 2 strict but prospercus litestyle, due to the
processimg of the nch deposits of naguadah in the foothills
and their wse In Yo's weapons-making facilities,

Enowledeze of people off-planet is limited here, with the
average subject’s awamaness of farger conflicts constralned
o enemies of Lord Yu© and “those whom Lord Yo recog-
nizes as occasional pears” Stories of Tok', Taurk, and
Asgard rarely appear in the heart of Yu's domain. Travelers
from the Stargate are considered strange and unexpected
keings. and regarded with extreme caution if no references
from Lord Yo or one of his closest advisors are available for
review. Squads of [affs guard the Stargate year round, and
stay in close contact with Queen '.K'lwangmu far instruce
tions and orders

Five active naguadah mines in the foothills and ten
sporadically-worked iron, quartz, amil gold mnes in the
upper plains supply over 30% of Yu's mineral resources pe
year. Miners lives are aard and brutizh, but o sense of duty
and lovalty does more to keep them producing ore than the
laffa who guard them. It bs possible for & miner to leave his
position at the mines. but without specific plans, few are
guialified for other, more scientific or technically demand-
g work and most farmers are scraping by at a subsistence
level, Docasionnl unrest in Kweilin = usunlly atiributed o
intrigues fomented by two of Yu's biological sons = s
strongly discouraged, and put down as quickly as possible.

Physically. Ulan-tz= has little to recommend it beyond
itz abundant mineral resaurces. Were it not for trade with
ather planets, the popalation would probably not be ahle to
suppart itself off |ocal agricultural products, and mass
famine or reduction in the standard of Hving would result.
The greatest treasures lie within the court, where the
Queen watches over Lord Yu's most valued artifacts and
technology.

- SYSTEM LORD YU

Seasons: Very Severe (1-25: spring, unchanged: z6-50:
summer «3dzo” F; si-75; autumn, unchanged, 76100 win-
ter,—3dao” F temp mod).

Anthrosphers: 25,000,000 natives: Late Medieval {4
picks, 2 BPY AnarchyTheocraey (Goa'uld rule, oo other
local government officials or lawsk, Friendly »1; Cautious
(2500 soldiers, squad size 1dz soldiers); Moderate civil
righes

Origin: Chinese/Japanese hybrd,

Stargate Location (coast region): Rocky cliffs i
marshes; the Stargate is located in an artificially coryved
cavern, with @ small temple devoted to Lord Yu, but jz often
left abandoned.

Two things make this planet one of Lord Yo's favorites,
despite his infrequent visits here: the superh agricultiial
resources which feed his armies of [affa and servants, and
the exquisite, unmatched jade mined out of the crogey
mountain range 1o the north of the Stargate. He racely
sperds more than a few days a year on the plaper, bt
hecause of its excellant resources and his tondness for jade,
he maintains a strong grip on it as ene of the more predue
five planets in his domaln.

Cronus attacked here upon three occasions in atempts
tor take the planet, and was successfully repelled every tme
by flests of Yu's ha'tak. The location L= remote. but there ic
avary direct route between here and the Cradle of Heaven
faee below) which sllowed him to arrive ps soon as he
rece ved the local population’s requests lor assistance.

The minimal squad of laffa stationed there does oot
redish ther assignment; despite Cromus’ attempts to fake
the planet, it is by and large a quiet venue with little chance
tor glory or honor. Part of this 2 due to the dangeraoy
weather patterns of the planet, and part of is due to the
sleefully bloedthirsty nature of the native population,

A hybridized blend of Chinese and lapanese influences,
the [acals have developed the samural mentality to a degres
unknown outside of late medieval Japan, While strictly
maintaining o caste system of farmers, priests, seribes,
nobles, and warriors, nearly the entire population practices
some form of martial art which compliment their religioos
heliefs An individual may nse in status and hanor by either
risking their lite in the canyons and mountains beyond the




agriewltural coastal region. or by a system of duels und
challenges against local overlords. As long as the planet-
wide crops are harvested, the [atfa stationed have arders
nat to interfere 1o local affairs; however, as warriors of Loed
Yu, they are considered great challenges for seasoned
samural, and most constantly fend off either insults o
their honoe or invitations to fight. Mesl manage to evads
their militaristic charges, but a certain pereentage of Jafta
are slain by the natives each year, with predictable
reprisals,

The monsoons and lurricanes that hring water 1o the
crops, as well a5 the tornadoes that rip through the area
shortly alter harvest season, demand stowl measures for
survival Most of the population have carved out habitats in
the cliffs and canvons just beyond the coast in order to
assure their safety, The laffa stay in <he impenetrable
Goa'uld base below the Stargate, but often abandon their
post when the winds become too oppressive. Despile this,
Shengyu remaing a major souvee af food in Yu's domain,
and would constitute either a major prize tor another
Systemn Lord or an unforeseen headache. without the coap
eration of the natives, very e harvestiv g could be accom-
plished, wnd if their honorar their way of life was aftacked.
they would demodish any invader with agmressave joy. They
remain devoted to their god, and most of the populatien
would cheerfully ga ta Lord Yu's aid off-planet should it be
required.

THE CRaDLE ofF HEAVEN [PIN-U28B)
Thermosphere: Cool (CR o) standard srbit; 2dan” FL
Atmosphere: Thin (CR o o6 atmespheres; Auto -1

Int/Wis Penalty; Exp. Ine; o howr; 8V [Fort DEs): Dmyg ads
sibafunl; Recup 1 round],

Hydrosphers: Humid (CR o daily weather 1-79: none,
go-g flood 1d1e MPH, 82 flood adiesio MPH, 83-95: rain,
16 in or snow, 1die 0, g2-96; thundsrstorm or snow
storm; oy-a8: hlizzard, g wind wdio MPH, 1000 wind
pif 1o MPHL

Geosphere: Very Stable tectonic activity (daily. earth
qualtes: none; no volcannes within 5o miles of the
Stargate,

Seasons: Mormal (125! spring, unchanged; 26-50: sum:
mel rzdzo” Fr gi-75: autamn, unchanged; 76-1000 wintes
-aidzo” F,

Anthresphere: 5000000 natives: Renaissance’
Gaaulil {7 picks, & RP); Theocracy; Heutral (Human/
Goa'sld -4/-8 with disposition checksl; Expansionistic
(qoo,ooe Jaffa, 250 human saldiers, squad size 2dg
soldiers): Poor civil rights,

Origin: Chinese (Mandarin).

Stargate Location (Mountain regionl: Rocky ferrain in
frrested mountains, with the Stargate Incated within a well-
guarded temple to Emperor Yu

Seat of the Jade Emperors most splendid palace, miles
of hanging gardens, and lapers of architecture from the
best periods of Chinese history, the Ceadlz of Heaven liss at
the edge of Yu's holdings, and is often calked his "gateway to
the galaxy.” Covered with 75% ocean, the dlanet relies haav-
ity on marcicatture for its food, with fishimg, diving. and saol-
mg all contrrbuting o a major segment of the planet's cean-

omy, The population depends on fish and rice for its staple
tood, and is thus self-supporting; but "Heaven™ ac it is com-
maonly known is also a center af inter-planetary commerce
for Yu's territories.

Hexven's Stargate szands 4t the very center of an urban
area (Jiangmen) reminiscent of industrialized 19th century
Beijing. Bullt high in rhe mountsins of the casternmost
continent, this oty see not only large amounts of traffic
through the Stargate, but huge numbers of oft-world trans.
port goods brought there via spaceship. Most of Yir's star-
ships ware huilt on this planet, with the help of the archi
tecturally skilled population.

Approximately 4oc.ooo laffa reside here, among an
estimated planetary population of 25000000, Most of
them are concentrated within the Quonsu province, near
the capital city, Twenty of Yu's faveeite concubines have
palaces within [langmen, and twelve of his bislogical chil
dren make Heaven their primary residence. A center for ar,
poetry, music, dance, and design, it is the dream of individ-
wals From planets spanning Lord Yo's empire to be allowed
to live in the heart of hes holdings, enjoying the delights of
thismagnificent city. T canstant maneuvering within the
courl for Yu's tavar matched anly by the actavity outside the
palace walls: commerce, mdustry, agriculture, and mufitary
manevers form a constant hwm of city Fife.

Maost of the towers and walls surrounding the city wers
huilt for defense from above as well as ground assauly
altheugh an attack this far into Yu's kKingdom is highly
urdikely, Howewer, guard towers armed with staff cannons
are stationed along the perimeter al the city, and Yu's main
ha'tak is kept here when not transperting him to one or
another of his holdings. Death gliders and weaponry are
constructed bn the outskirts of the city, under the watchiul
eves af the Emperor's troops,

The Stargate stands in the center of one of the temples
e Lord Yu, heavily guarded by Taffa, and constantly momi-
tored for tecoming raffic and artacks. The temple is high
in the faathills, to prevent any artack fram reacking the city
proper befare an alarm can be sounded, 1t would be far eas-
ier ta sneak onto the poanet though the eonstant starship
traffic, should it ke necessary to visit the Cradle of Heaven
without attracting the attention of Yu's military mighr.

UnNbERLINGS
QUEEN MOTHER OoF THE WEST,
Xiwangmu

Yu's former mate and an aging Goa'vld gueen no longer
capable of spawnimw, Xewangmu has been tied to legends af
the Queen Mather of the West. who gave the "peaches of
immortality” to the kingz of China, Too old to be considered
& player in the System Lords; endless schemes for the last
century, she is a mournful presence who rules ane of Lord
Yi's strongholds with patience and complete loyalty to her
everlord. While jealous apd possessive of Yu's attention,
she makes few demancs on him, instead preferring to pro-
vide-a retreat for Lord Yu from the more vicious rivalries of
the System Lords, She petains possession of one sarcopha-
gus for his use ar all times, as well as one for heesell.

i1 has been rumored that Xiwangmu is secretly secking
another lomd of immortalite: 2 way 1o restare her last fer-
tility, and thus regain Yu's full aremtion and nterest.




Several Goa'uld scientists have been commis<ioned 1o
stiudy methods 1o lengthan her lifespan and restare her 1o
her vouthhul vigor, & few charlatans have even made it into
the Queen's presence wits schemes to renew her longevity,
before heing exposed and executed. No Tolk'ra has success
fully infiltrated her courr at this time. but plans are in the
works for wiays to insinoate an operative info Xiapwangmu's
stronghold through her interest ineternal youth, and hope
fully gain access to more useful mtelligence on Lord Yu's
strategies and resourees, If such a boon is found, there i no
doubt that Xiwangmu would share it with Lord Yu. after
she had regained his attenmtion as his chief vconsort and
queen, of course

Xiwangmis was once accustomed to an uncommaonly
high level of deference and respect, and clings to that now
in the twilight of her life, She will also tolerate no rivals
within her presence; all swomen whoe visit her court must
abase themselves and remain secluded from any Goa'uld
lord or official who visits the court. Her vanity does not
exrend to cruelty, except when directly challenged: she is
weell loved by the population as their bepefaciress and o
patron of the arts. |t is believed that she came Fram the
same brood as Hathor, being of the same generation, bur
without the ambition and ruthlessness that characterized
Ba™s former consort.

Low-Level Xiwangmu

Specialty: Goa'uld Queen

Rank: N/A

Class; Diplomat

Level: 3

Strength: 10 Dexterity: o
Constifution: 1 Intelligence: 5
Wisdom: 14 Charisma: 3
Vitality: 11 Wounds: i

Defense; 12 {+2 class)
Initiative Bonus: +1 (=1 class)
Speed: 40

Fort: =1 Ref: «1 Will: =5

Special Qualities: =1 threat range o Bluff and Sense
Mative, dominated body, fmmunity o disease. inhorited
memary, lang lite, parasite, radlation resistance

Skills: Bluff g, Bureavcracy 6, Cultures -3,
Diplomacy =g, Gather Infarmation +6, Innuendo eg,
Intimidate «5/«8, Languages «6, Profession (Diplomat) «5,
Sense Motive +5.

Feats: Armor Group Proficiency (Light), Charmer, Field
Cperative, Naguadah Sense, Persuasive, Weapon Group
Proficiency (Handgun)

ATTACKS
Unarmed w2 1eky (suhdual)
Dageer £ iy (normial,  error o,
threat 19-20, mange 5 )
Kinetic blast *2 236 and 2d6 2ubdual

Gear: Kara kesh, dagge

MID-LEVEL XiWANGMIL
Specialty: Gaa'uld Queen

Ramk: N/

Class: Diplomat

Level: &

Streagih; 10 Dextertty: 16
Constitution: " Intelligence: 16
Wisdom: 14 Charisma; 18
Witality 13 Wounnds: n

Defense: 14 (+4 class)
Iniciative Bonus: «2 (+2 class)
Speed: 4o

Fort: +z ReF:«x  Will: +7

Special Qualities: +2 threat range to Blull and Sense
Motive dominated body, immunity to diseaze, inherites
memory, long life, parasite, radiation resistance,

Skills: Bluff «14, Bureaucracy +8, Culbtures »7
Diplomacy »14. Gather Information »g. Inneendo 7
Intimicare «8/+11, Languages «8&, Profession (Diplomar) «&
Sense Mative +11

Feats: Advanced Skill Mastery (Persuasive), Arma
Group Proficiency (Light). Charmer. Field Operative,
Naguadah Sense, Persuasive, Weapon Group Proficiency

(Handguni
ATTACKS
L eanrmrvend 4 1d7 [subdual)
[agger o 1wy Inormal. error L
threat 19-10, ange 5 ft)
Kinetic blast ¥ 2d6 and 2d6 subdusl

Gear Kar kesh, dagaer,

HigH-LEvEL XiwaNgmu
Spoecialty: Goa'uld Queen

Rank: M

Clazs: Diplomart

Level: 8

Strength: 10 Dexterity: 10
Constitotion: i Intelligence: i
Wisdom: 15 Charisma: 16
Vitality: i Wounlds: 1

Defense: 15 (+5 class)
Initiative Bonus; «3 (+5 clas<)
Speed: 90

Fort: «2 Relz+2  Will: 8

Special Qualities: <3 threar range 1o Bluff and Sense
Motive, dominated body. immunity to disease, inherited
memaory, long life, parasite, radiation resistance.

Skiblls: Bluff +y7, Buresucracy =i, Cultures sg,
Ciplomacy s17, Gather [nformation o, Innuendo s,
Intimidate sio/e1a, Languages sio, Prolession (Diplamat)
11, Sense Motive «14.




Feats: Advanced Skill Mastery {Persuasivel; Armor
Group Proficiency {Light), Charmer, Field COperative,
Maquadah Sense, Persunsive, Weapon Group Proficiency
(Handgun).

ATTACKS
Unarmed +b 1d3 (zuhdual)
Dagger +H 1d4 (normal, error i,
threal 1g=20, range 5 fr)
Einetic blast +h a2df and 2d6 subdual

Gear; Kara kesh, dagger,

GlaN

One of Lord Yu's biological sons who entered his
father's service shortly after taking his first hosr, Qlan ix
ambitious, greedy, and ruthless, Fortunately for Yu's
regime, he is also neither subtle nor patient. At this time, he
has made no moves po aust his father lrom his sear as ruler,
but observers say that he is most likely waiting for the first
opportune moment, Yu placed him under constant surveil
lance by his Jaffa, and his every move is reported back 1o
the Emperor, His First Prime has standing orders 1o have
(on executed should he attempt anv sart of power grab
while Yu is anywhere within the same star sysrem,

Qlan has a small cadre of supporters, two of whom are
his hiological kin, who ook up to him as a potential roler
Chiang and Tan-su lack their sibling's ruthlessness and
wiztem, but they ane equally greedy for the perceved benefits
of higher status among the Goa'uld. Yu |5 not aware of their
quiet backing of Qlan, and would probably have them sum-
marily executed if he heard of it since they have not yet
proven Themselyves as loyal servants of their father. Qian
may have been mesting with Anubis on the shy, inan attempt
ta curry faver and obtain weapons with which 1o unseat his
father. Bumaors of Qian's presence af t=a houses within the
frangmen in the company of Yu's youngest concubine have
vt 1o reach anvone beyvond their closest compatriots,

s Far, none of the |affa troops seam likaly 1o suppore
Qian, believing him not to be his father's equal. ian also
made several enemies fn Yu's court on his first sojourn
there, and is disliked by most of the inner circle. However, no
ome can say he is not intelligent or capable in his ownoway,
and if Lord Yu continues to deteriorate, Qran may be tapped
in the absence of any other clear successor to the throne.

Low-LEvVEL QAN

Specialty: Goa'uld Nable

Rank: M/

Class: Pointman

Level: 4

Strength: i Dexterity: i
Constitution: 10 Intelligence; L
Wisdom; 15 Charisma: ig
Vitality: 12 Wounds; 10

Defense; 13 (12 class, o Dex)
Initiative Bonus: 4 (=2 cliss +1 Dex)

Speed: 30

Fort: «2 Iet: +q  Will: 46

Special Qualities; =1 threat ranze to Bluff and
Innuendn, assistance {*2 rime), deminated body, generows,
immumnity fo disease. inhemited memory, lvad 1/%5ession,
long life, ohacasme, parasite, radiation resistance, tactics
ifzessinn, versatility (Cultures, Cryptography, Gather
Information.  Innuendo,  Intimidate, Languages,
Surveillance).

Skills: Bluff s10, Bureaucracy 5, Cultures +6,
Cryptography =4, Gather Information 6, [nnuendo +G,
Intimidate «8/¢ 10, Languages «3, Profession (Diplomar] +8;
Sense Motive «7, Surveillance «6.

Feats: Armar Group Proficiency {Light, Medium),
Wanuadah Sense. Mark, Persuasive, Undermine; Weapon
Graoup Proficiency (Handgun, Melee, Rifle).

ATTACKS
Unarmed 3 1d3 (subduall
[Dagger *3 1dg (normal. error 1.
threat 1910, range 5 fr.l
Kinetic blast 4 2d6 and 2d6 subdual.

Gear: Kara kesh. dagger,

Mio-LEvEL QIaN

Specialty; Coa'uld Noble

Ramk: M/&

Class: Poantmuan

Level: 8

Strength: 1 Dexterity: 13
Constitution: 1o Intelligence: 1]
Wisdom: 15 Charisma: 16
Vitality: g2 Wounds: in

Defense: 14 (+7 class, «1 Dex)
Initiative Boms: +4 (=3 class, <0 Dex)
Speed; 40

Fort: «4 Ref: +5  Will: +8

Special Qualities: «2 threat range to Bluff apd
Innuendo. assistance [V time), cross-class ability (bonus
shill feat =), dominated body, gererons, immunny 1o dis
easge, lnherited momary, lead 3505500, long life, ohaessne,
parasite, radiation resistance, tactics 2/session (+2 bonus),
versatility (Cultures. Cryprography. Gather Information,
Innuendn, Intimidate, Languages, Mowve Silently,
Surveillance).

Skills: Bluff «i6, Bureaucracy «8. Cultures »7,
Cryptography =5, Gazher Information «g, Hide » 4, Innuenda
«3, Intimidate «pbfe1s, Languages «, Move Silently +7,
Frofession ([Hplomar) +8, Sense Motive 1, Survelllance «8

Feats: Armor Group Proficiency (Light. Medium).
Charmer, Naguaidah Sense, Mark, Persuasive, Stealthy,
Undermine, Weapon Group Proliciency (Handgun, Meles,
Ritle).




ATTAHCKS
Unarmed £ 1dy (subdual)
Dagger vy 1dyg (normal, error 1,
threat 19-20, range 5 t1.)
Kiretic hlast 7 2d6 and 2d6 subdual

Gear: Kara kesh. dagger,

High-LEvEL Qian

Specialty: Goa'uld Moble

Rank: N/

Class: Pointmans/Mznipulator

Level: g

Strength: I Dexterity: 14
Constitution: 1o Intelligence; L1
Wisdom: 5 Charisma: L
Vitality: 3 Wonnds: 10

Detense: 17 (+6 class, =1 Dex)
Initiative Bonus: «7 (+6 class, «1 Dex)
Speed: 10

Fort: +5 Ref:+g  Will +11

Special Qualities: «3 threat range to Bluff and
Innuenda, assistance (% timel, cross-class ability (bonus
skill feat x1, sneal atrack +1d6), dominated body, generous,
immunity ta diseaze, herited memary, lead 4/5es510m,
long life. master's hlessing, obsessive, parasite, play to win,
radiation resistance, tactics a/session (+2 bonus), versatlli
ty (Cultures, Cryptography, Gather Information, Innuendo,
Intimidate, Languages, Mave Silently, Survelllance), web of
lbes +,

Skills: Blufl -z1, Bureaucracy +irz, Cultures g,
Cryprography 7, Gataer Information +13, Hide 5,
Innuendo +rz, Intimidate w15/418, Languages +5, Move
Silently «10, Profession (Diplomat) +1o, Sense Motive 12,
Surveillance vio.

Feats: Armor Group Profickency (Light, Medium),
Charmer, Nagquadah Sense. Mark, Persuasive, Palitical
Favars, Stargate Explover, Stealthy, Undermine, Weapon
Group Proficiency (Hamdgun, Melee, Riflel,

ATTACKS
Unarmed B 16 (suhdual)
Dagger B 1dg  inormal. errver 1,
threat 1g-zo, range 5 Tt
Kinetic blast +1 2d6 and 2d6 subdual.

Gear: Kara kesh, dagzer,

SHIN KuN, FIRST PRIME OF LORD YU

Shin Kun is a loyal First Prime to Lard Yu, serving his
gad since he was a small child, Two years ago, any thought
of dislovalty toward his Jard would have been Impossible
However, Yu's cantinoed deterinration in body and mind
has forced Shin Kun to face the fact that hiz god and mas-
ter might be powertul, but he is neither omniscient nor per-
fect. He covers for Yu's slips ab memory and temper more
and more often, straining to reassure thew ferces that all is

well. Tothis end, he has enlisted Yu's faithful body servar b,
advisors, and several key seribes in an effort to conceal the
slow st steady crumbling of Yu's ability to function aos
thear “ukber.

Brorn withim Yu's court 1o a woman whom Yo later took
a5 a concubine. Shin's unfathing loyalty and skill has helped
hiz lord grow more powerful over the last theee decadas.
Unmarried and without living family, he has devered him-
self e military concerns and increasing his proficiency as
a soldier amd guardian

Low-LEveEL Shid Kusl

Specialty: Emperor’s Hand Guard
Rank: First Prime
Class: Pointman

Level: 4

Strength: 14 Dexterity: 13
Caonstitution: ki Intelligence: K}
Wisdom: 14 Charisma: 14
Vitality: 34 Waoiinds: 13

Defense; 12 (+1 Dex, <1 Jaffa armor)
Initiative Bonus: +3 (+2 class, =1 Dex)
Speed: i

Fort: +3 Ref:+3  Will: +&

Special Qualities: Assistance (Y 1ime), generows, lead
1/sess. on, radiation resistance, tactics 1/session, versatility
[Cancentration, Demalitions, Innuendo, Intimidate, Mose
Silently, Surveillance, Survival),

Skills: Bluff «ye, Burepucracy « 8, Concentration 48,
Demalitions «35, Innuendo +7, [ntimidate g+, Move
Silr:nﬂy oy, Sense Motive «5, Surveillance +7, Survival <6,

Feats: Armor Group Proficiency (Light, Mediuml,
Martial Arts, Symbicte (Long Lite, Immunity to Disease),
Weapon Group Proficiency (Handgun, Melee, Riflel

ATTACKS
Lrnarmed +5 ez (subdual)
Dagger +5 1dg+z (normal, error 1
threat 1g-20, range 5 ft)
Staff weapan +2 6d6 (normal, error e-o

threat 1820, range 30 1,
qualities and moads AP,
AR, TD)

Gear: [afta armor; staff weapon, dageer.

MID-LEVEL SHIN KN

Specialty: Emperor’s Hand Guard
Ramk: First Prime
Class: Pointman/Prime

Level: 7/

Strength: ¥ Dexterity: 11
Constitution: 13 Intelligence: P
Wizdom: 4 Charisma: 12
Vitality: g Wounds: 13




Defense: 19 [ «1 Dex, <2 latfa armar)
initiative Bonus: +5 (+4 class, «1 Dex)
Speed: 10

Fort: +8 Ret-+7  Will:+g

Special Qualities: Assistance (V3 time), crosz-class abil-
ity (armor use «il, death squad «1 attack/save, gemrrowas,
lead 9/session, prepared, radiation resistance, ring of
delense session, tactios 1/session, versatility (Computers,
Concentration, Demolitions, Innuends, [ntimidate, Mose
Sitently, Surveillance, Survivall,

Skills: Bluff +14. Bureaucracy 1o, COmMpUters =g.
Concentration «10, Demolitions «g, Innuendo  «g,
Intimadate =105+, Move Silently <8, Senze Motive +14,
Surveillance +g, Survival +19,

Feats: Armar Groop Proficiency (Lighe, Medium},
Commant Decision, Martial Arts, Rapid Healing Symhbiote
(Lang  Life, Immunity o Disease), Weapon Group
Profictency (Handgun, Melee, Rifla).

ATTACKS
Unarmed 8 162 isubdual)
Dagger +8 ilged tnormal, error 1,
threat ig-20, range § 1.)
Stalt weapon *5 fde [normal, error -2,

threat 18-20, range 4o fi.,
gualities and mods AF,
AR TD)

Gear) [affa armor, staff weapon, dagzer

High-LEVEL SHIN Kun

Specialty: Emperors Hand Guard
Rank: First Prime
Class: Pomtman/Frime

Lewel: a4

Strength: 14 Dexterity: 3
Constitution: 13 Intelligence: ¥
Wisdom: 5 Charisma: 14
Yitaliry: Gl Wounds: 13

Defense: 17 [«1 Dex, «2 nrmar)
Initiative Bomus: «7 {+6 class, «1 Dexd
Speed: 30

Fort: +g Kef- +8  Will: s

Special Qualities: Assistance (Y2 time, . cress-class ability
{armor use +1), death sguad <1 attack save, gerermes, besd
4rsession, prepared, radiation resistancs, ting of defense
session, soak Lsessian, Second Prime, tactics 2/session (+2
bonus), umcanmy dodge (Dex bomus), versatility (Computers,
Concentration, Demolitions, Innuendo, Intimidate, Listen,
Maove Silently, Surveillance, Survivaly,

Skills: Bluff s10, Bureaucracy » 10, Computers +q,
Concentration «10, Demolitions +3. Innuendo g,
Intimidate +10. Listen «6. Move Silently +8, Senze Motive
sio), Surveillance «g; Survival «1o

Feats: Armor Group Proficiency (Light. Mediom).
Command Decision, Martial Arts, Rapid Healing, Stone
Cold, Symbiote (Long Life, Immuniry fo Thsease], Weapan
Group Proficiency (Handgun, Meles, Rifle).

ATTACKS
Unarmed sl 1862 {subdual)
Dagper 2l 1d4+2 (normal, error 1,
threat 19-zo, range 5 ft.
Staff weapon ) wdé (normal, error 1-2,

thirear 18-20, range 1o .,
qualities and mods AR
AK, TTh

Gear: Jaffa armor, staff weapon, dagger.

£EUS

Lorpo oF THE THUNDERBOLT

Species: Goa'uld Moble
Rank: System Lord
Class: Soldier/Officer

Level: 876

Strength: 16 Drexterity: 16
Constitution: 7 Intelligence: iq
Wisdom: 14 Charisma: 20
Witality: 130G Wounds: 7

Defense: 16 (+5 class, =3 Dex)
Imitiative Bonus: <18 (11 class, 3 Dex, +4 feat)
Speed: 10

Fort: +10  Ref: «8 Will: «13

Special Qualities: +3 threat range to Bluff and
Innuende, accwrace, armor use «2, blood of heroes 8. dam-
age reduction -, dominated body, encowragement, field
logistics, gallantry, immunity to disease, inherited memo
ry, lead the charge (damage), long life, parasite, radiation
resistance, tactics 3/5essi0n («3 banus), weapon specializs
tiom (lightning throwe-),

Skills: Balancue s11. Bluff 17, Bureaucracy g, Climb =g,
Computers «6, Concertration +10, Cultures «6, Diplomacy
o17. Innuendo s1o, Intimidate 16518, Jump «11, Knowledge
(Military Tactics) =6, Knowledge (Politicsk +6, Languages
=, Listen =4, Pilor +g, Sense Motive <10, Spot «g, Swim 5,
Tumble +8,

Feats: Advanced 3kill Mastery (Persaasivel, Arm
Group Proficiency (Light, Medium, Heavy), Command
Decision, Hard Core, Improved Initiative, Naguailah Sense,
Persuasive, Point Blank Shot, Frecise Shot, Silver Tongue,
Talented, Weapon Focus (Lightning Thrower), Weapon
Group Proficiency. IHandgun., Horled, Melee, Rifie,
Tactical).




ATTACKS

Unarmed -15 1549 [subdual)

Lightning thrower -16 6db (normal, error 1,
threat 2o, range 5o fr.,
qualities and mods LTTT
LTAD, +«2 damage when
withim s 1)

Gears (Mymplan tunic with a lion mantle, lightping
thrower, any bundle as e ppropriate,

HisTory AlND BACKGROUND

Zeus, god of the sky, lord of high things, and king of the
Olympian gods, once ruled over many of the systems con-
tralted by Cronus. Legend has it that he and his siblings
rose against their parents, the Titans, banishing them to
Tartarus [n reality, feus sought o averthrow his tather,
Cronus. He harched a scaeme with his fellow brood mates -
including his father's yaeen, Rhea — to strike against the
Titans, #eus insisted that, should they strike at the
stratigest among them ~he rest of the Titans would topple
easily. He choge Cronus as their first rarget. The ensuing
[rattle was terribly destractive, but the Olympians ultimate-
Iy gained a victory. Afte- the battle, Zews' theory bore fruit,
Cronus' remaining underlords began to fight among them
selves mstead of uniting against their common enemy the
Olvmpians., Zeus picked them off easily, and therehy
assumed the mantle of leadership amoeng his kan. He
promptly picked up the meces Cronus left behind... and
hecame just as despotiz and corrupt as the System Lord
whom he hated

Centuries passed without much change ameong the
Thunder God's retalners. Cronus, however, had not been
idle. He retained possession af a core of warlds, and platted
to regain power from Fis upstart spawn, Stowly, his plot
unfolded underneath the unsuspecting eyes of Zeus. His
agents infiltrated Zens’ throne world of Delos, zpreading
digscontent and rebellion while tefling tales of the "benevo
lent” Titan whom Zeus unjustly overthrew At the same
time, he prepared his fleets for an all-or-nothing strike at
Zeus' holdings: The plat worked better than he could have
hoped. & coup v Delos arecisely coingided with the Titan’s
attacks. feus was confined ta his own palace, his laffa
either dead or turning agdinst him. The Thunder God's
fleets were utterly crushed and Cronus reclaimed his
former position of glory. Always ane for finding a suitable
punishment for crimes committed against him, Cronus
tmprisoned Zeus on the hellish planet known as Tartarus,

#eus clung to life tenaciously on Tartarus for centuries.
But it seems Fortuna was with him, far just when it seemed
his torment would last forever, Cronus was Killed by the
members al 861 In th2 ensuing chaos, Leus managed to
escape and return to hes former holdings the was aided by
an unknown benefactor. who remaing hidden to this day)
Mat wasting 8 moment, Zeus spent all of his energy. thme,
and effort to reclalm the throne he stale fram Cronus. This
time the task would be much more difficult = his formes
conspiraters, the Olympians, were no longer united and
indeed many were dead The ather Syseem Lords were also
taking advantage af the situation by laying claim o sys-
tems ance under Cronus' rule; Feus needed 1o deal with

thebr alans and Forces in arder to role what he once eld
damirion over. With fleets of ships growmg and new appor
tunitizs arising as other System Lords fall, Zeus 15 quickly
gaining the power he ance held.

Zeus spent only a small ameunt of time on Earth, but
his in“luence on Greece, and all western culture, is undeni-
ahle: Me meddled in the affairs of local human rolers to
such en extent that they were unable to adeguartely perform
their duties. Zeus is subject to pepotism more so than near-
Iy any ather Systen Lord. The top ranks, nearly all Second
Primes apd First Primes of his Jaffa goard are descended
From his hosts and their human children. He believes the
breeding stock they come from is superior to thar of other
laffa Families in his service, and managed o rebuild it
despite Cronus’ efforte to wipe it out. He also tends to oyele
through rhe same dozen ar o names. When one promising
won dies, he simply applies the same name to the nex
healthy new-harn child.

ZEUs appears as a man in his mid-gos with o full ey
beaid and hair He prefers toowear the armor of his Jaffa. an
Olympian tunic, rather than the cumbersome Jatfa anmo
mast System Lords choese,

PLANETS
OLYyMpUS (PB5-675)

Thermosphere: Cool (CR a; terran orbar; adao® Fl

Atmosphere: Normal (CR o 1.0 atmospheres)

Hydrosphere: Sub-humid (CR o daily weather 1-£5:
none, S6-87: food 1dio MPH, 88-973: rain 1d4-1 in, or snow
1d6-1 in., 94-95: thunderstorm or spowstorm, g6: hurricaie
o hlizzard, o7-08: wind o MPH, ga: wind 1digsio MPH,
1o wind wios2o MPH)

Geosphere: Flat: VYery Stable rectonic activity {daly
carthguakes: none; no active voleanoes within 500 milesof
the Stargate}.

Seasons: Marmal (i-25:0 spring, unchanged: 26-go
summier +2dzo® Fp 5i-75 autumn, unchanged; 7o-10m
winte - -zdzot F),

Amthrosphere: roo00 natives: Renaissance (5 Pleks 4
RPI; dligarchy: Friendly (+1 with dizposition checks)
Absolately Pacifistic ino saldiersk Progressive civil rights,

Origin: Indeterminate

Stargate Location {urban region): In a large structure
reserehling o Greek temple.

Ofall the planets and systems af the galaxy, this is Zens’
faverite. It does not have many natives, the weather i3
idyllic, and the fertility of the surrounding mountain
walleys 18 truly plentiful Cronus saw nouse tar 1t as it has
very few naguadah deposits and a population too small to
gather warriors from, so he dismissed |1 with the wave of
his hend, abandonimeg i 1o its fate

The small pepulation lives to serve Zeus and maiptzin
the temples and palaces on ML Olympus, the locatian of the
Stargate, However, since the planet is so fertile, the people
have to wark little to produce what they need o sirvize
They spend most of their time in puisuit of art, music, and
festivals. Zeus amd his "sons” often tale part in the revel-
ries, latting themselves go and forgetting their responsibil-
aties, if only for a little while, Croous” coup ranght Zeus to
care for his peaple, ar at least appear to do so.



DeElos (p7X-978)

Thermuosphere: Cool (CR o; terran arbes; 2dao® FL

Atmosphere: Thin {CRo; 0.6 atmospheres; Int"Wis Pen,
i Exp, Ine. 1 hour; SV Fort [DC 15) onby with strenwous
activily: Dong 1dg subdual; Recup, 1rd )

Hydrosphere: Arid (daily weather 1-Bg: none, go: flood
e MPH g1-93: rain, ¢ in. be snow, idd-2 in., g4-65: dust
storm, gh-1o0! wind idio MPH

Geosphere: Stable tectonic activity (daily earthquakes
t-gg: none, too: mino; ne veleanoes within gomiles of the
Stargatel.

Seasons: Normal (1-25: spring. unchanged; 26-go:
summer +2d2o0® P! gi-75 autamn, unchanged; 76-100
winter -2dao® F)

Anthrosphere: z50,000 natives; Bronze Age (3 Pucks,
1 RPYy; Oligarchy: Friendly {o1 Disposition Maodifier);
Extremely Cautious (5,000 soldiers, sguad size w4
soldiers); Moderate civil rights.

Origin: Greck

Stargate Location: The Stargate 1ies 2 mile from the
main construction sites for Zeus’ warships, surrounded by
asmall clearing, ringed with scrub-brush and stunted rrees.

[relos is an arid planet of scrubland, interspersed with
salt-filled seas. 10 sulfered greatly during the coup, and
Teus did not forget their rode in his overth-ow The popula
tion has toiled in the brief vears since, barely scraping
together enuugh survive, Zeus uses them mainby to build
new warships for his armies. The people of Delos often
perform most of the dangerows tasks Zeos requires inchis
re-conyuest, including the mining of paguadah on Arcadia.

UNDERLINGS

HErACLES, FIRST PRIME OF ZEUS
Heracles appears much as his ancestor did thousands
of years agoe in ancient Greece; 3 heavily mascled man with
tanned skin, from leng hours of traming in the sun. He has,
what many of Zeus” subjects have taken as a Fashion state-
ment, & full heard and hair. Hevacles was among the first to
welcome Zeus back 1o his home, and helpad his locd hunt
down the remainder of Cronus’ Jaffa on Olympus, Zeus
refers to him as his “son™ and while they have no binlogical
link, he is rreated as such by all of the Obmpians under-
lings. He responds by carrying out his lord’s will 1o the
lerter and while he sometimes tempers his orders 1o show
clemency, he would never dream of disobeving his master.

Low-LevEL HErRacLES

Species: lafta Olympian Guard
Rank: First Prime of feus
Class: Guardian/Prime/Tactician

Level: 5717

Strength 18 Dexterity: 7
Constitution: 18 Intelligence; 13
Wisdom: o Charisma: 15
Vitality: 78 Wounds: 0
Defenser 20 (+5 class, +3 Dex. +2 species bonus)

Initiative Bonus: +7 (4 class, +3 Dex)
Speed: 30

Fort: «1n Ref: «6  Will: +6

Special Qualities: Accelerated healing, death squad +1,
attack/save. enlorcer (Basic). prepared, radiation resist
ance, soak 1session, stratagem (self), unbreakable.

Skills: Galance +7, Climb +8, Concentiation +6. Cultures
+4, First A +2, Gather Information +5, Hide +5, Intimidaze
+10, Knowledge (Military History) +3, Listen +3, Profession
(Militaryh «q, Spot +8.

Feats: Acmor Group Proticiency {Light. Medium,
Heavyl, Bloodthirsty, Combat Instincts. Enforcer, Stone
Cold, Symbiote (Tmrmanizy 1o Disease), Toughness, Weapnn
Focus {Staft Weaponl, Weapon Group Proficiency
{Handgun, Hurled, Melee, Raifle).

ATTACKS
Uniarmed 110 1d3+4 tsubdual)
Staff weapon 48 6d6 (normal, error -2,

threat 1B-2o, range 3o [t.,
gualities and mads AP,

AR, TD)

Gear: Olympian fumic with a lion mantle and any
bundle as needed {by mission).




Mio-LeEvEL HERacles

Species: [afta Olympran Guard
Rank: First Pnime of Zeas
Class: Goardian/PrimeTacticinn

Lewel: 6372

Strength: 15 Dexterity: 18
Constitution: 18 Intelligence: 13
Wisdom: 1o Charisma- 16
Vitality: 126 Wounds; 20

Defense: 15 (<7 class, +4 Dex, r4 species bonus)
Imitiative Bonuos: «15 (+7 class, +4 Thex, +4 feat)
Speed: 10

Fort: «11 Rek; +1o0 will; +8

Special Qualities: Accelerated healing, death squad +1,
1 attackssave, enforcer (Bazic, Advanced), propared, radia-
tion resistance, ring of defense ysesston, Second Prime,
soak 2/session, stratagem, tempo {sargel. wnbreakable,
uncanny dodge {Dex bonus)

Skills: Balance =10, Bureancracy 5, Climb g,
Conventration +g, Cultures +4, Diplomacy +4. First Abd +7,
Gather Information +5, Hide «7. Intimidate s1g748; lump
+8, Knowledge (Military H story} b, Listen +5, Pilot «8,
Protession (Military) +6, Search «5, Spot +g, Survival +2.

Feats: Advanced Skill Mastery (Enforcer), Armor Group
Proficiency (Light, Medium, Heavy)l, Bloodthirsty, Combat
Instincts, Enfarcer, Improved Initiative, Point Blank Shot,
Stone Cold, Symbicte (Immunity to Disease), Toughness,
Weapon Foous (Staff Weapenh, Weapon Group Proficiency
[Handgur, Hurted, Melee, Rifle).

ATTACKS
Unarmed +16 1d3+4 1subdual)
Staft weapon g fdé (normal, errar (-2,

threat 18-z0, range 3o .,
gualities and mods AP,
AR, TD)

Gear: Dlympian tunic with a lion muaotle and any
bundle a5 needed (hy miszion),

HigH-LEvEL HERACLES

Species: laffa Olympian Guoard
Rank; First Frime of Zeus
Class: Guardian/Prime actician

Level: 864

Strength: 19 Dexterity: 15
Constitution: 18 Intelligence: 13
Wisdom: L Charisma: th
Witality: 191 Wounds: 2z

Defense: 30 {11 class, o Dex, +5 species bomus]
Initiative Bonus: <15 {10 class, =4 Deéx, «4 feat)
Speed: 10

Fort: sa6 Reb <10 Will: +1

Special Qualities: Acceleratad healing, amhush tactics
breakawsy (retreath. desth sguad + artackzave and e
damage, enforcer (Basic, Advanced), prepored. radiation
resistance, ring af defense vsessan, Second Prime, saak
a/sessian. stratagem (self], tempo {surge), True warrior
11 grade), anbreakable, uncanny dodge {Dex bonus), vorce of
the masters.

Skille: Balance s, Bureaucracy +5, Climb +13,
Concentration g, Cultures +4, Diplomacy-«4. First Ad «3,
Gather Information +6, Hide +8, Intimidate s21/e20, [ump
+13, Knowledge [Military Historyl sii, Listen 47, Move:
Silently +g, Pilat s14. Profession (Military) <10, Search +5,
Sense Motive +4, Spot =g, Survival +2, Swim =7,

Feats: Advanced Skill Mastery (Enforcerd, Armor Foous
(Qlympian funicl, Armor Group Proticiency (Light
Medium, Heasyl, Blocking Basics, Bloodthirsty, Combar
Instincts, Enforcer, Improved Initintive, Martial Arts, Point
Blank Shot, Precise Shot, Stone Cold, Symbiote (lmmunity
to Diseasel, Toughness (<2), Weapon Focus (Staff Weapan),
Weapon Croup Proficiency (Handgun, Hurled, Meles, Rifle)

ATTACKS
Unarmed 200 G4 tsubduall
Staft weapon *11) 6dé Inormal, error 1-2

threat 18-20, rango vé ft.,
gualitkes - and mods AP,
AR, T

Gear: Olympian funic with a lion mantle and any
hundle as nevded (by missionl.

PERSEUS

Lang age, an ashrak n Zeus employ defeated another
Goa'uld named Medusa, who inhabited the body of an Unas
Zeus responded by making him his personal assassin, and
giving him the host of one of his favered human servants,
Perzeus was one ot the lew underlards to remain loyal to Zeus
thirezh his long interment on Tartarus, and even made & few
attemmpts to rescue his lord from tmprisonment. Whenever
the peed arises, Zeus does not hesitate to send his most
talented assassin to eliminate threats. Perseus usually
carries anby a rikbon device, bur on eocasion he will wea
Ofympianarmer and carry a zat nik’ el for oxtra Frepower

Low-LEVEL PERSEUS

Species: Goa'uld Spy
Rank: Personal Assassin of Zeus
Class: Scour

Level: 6

Strength: 14 Dexterity: 17
Constitution: i5 Intelligence: 1
Wisdom: L) Charisma; iz
Vitality: 50 Wiounds: i5

Defense: 17 {+2 class, 3 Dex, o2 patural armor)
Initiative Bonus: +12 (5 class, +3 Dox, +4 feat)
Speed: 30

Fort: +3 Ref: +6 Will: +5




Special Qualities: +2 to Disguise and Xeno-Cultures ATTACKS

threat ranges, bushmaster (<z), dominated body, hunter Unarmed *12 ez (subdual)

[night vision), imimunity to disease, inherited memory, long Kinetic hlast 15 2d6 and 2d6 subdual

life, parasite, radiation resistance, rough ving +2, sneak Zat'nik'tel 14 3d6 (subdual, error -z,

attack +1dé, stalker, tratblazer threat ao, range 1o fr.)
Skills: Halance +5, Bluff +5, Climb 6, Cultures g, Gear: Obvmpian tunic, kara kesh, zat'nik’tel, and any

Disguise +5, First Ald «8, Gather Information +6, Handle bundle as needed by mission),

Animal +5, Hide +uo, Jump 4, Listen o7, Move Silently s1o,
Search +g, Spot g, Survival {Forest) +11, Swim o5, Tumble

S B, HigHh-LEVEL DERSEUS

Species: Goauld Spy

Feats: Armor Group Proficiengy (Light, Medium, Rank: Personal Assassin of Zeus
Heavy), Forest Training, Improved Initiative, Martial Arts; Class: Scout/Ashrak
Maguiadah Sense, Outdoorsman, Point Blans Shot, Stealthy, Level; g/5
Track, w.eapu.n Group Proficiency (Handgun, Hurled, " T Dexterity: 8
Melee, Rifle). e .
Constitution: 1t Intelligence: 14
Wisdom: 1% Charisma: 12
ATTACKS e
oaiiad o 116+ 2 feubdual) Vitality: 157 Wounds: 16
kinetic blast A 26 and =16 suhdual Defense: 25 (49 class, 44 Dex, +2 natural armor)
Zat'niktel ) 1d6 (subdual, ervor 1-z, Initiative Bonus: +z1 (13 class, +4 Dex, o4 Improved
threat 2o, range bo ft.) [ritiative]
Gear: Olympian tunic, kara kesh, zat’nik'tel, and any Speed: 30
bundle as needed (by missionl. Fort: s13 Ref:+12 Will: 8
Special Qualities: +4 to Disguize and Xeno-Cultures
tMio-LEVEL PERSEUS threat ranges, bushmaster (<4}, detect symbiote, dominat-
Species: Guaald Spy ed body, hand of shadow +6, hunter (man hunter, night
Rank: Personal Assassin of Zeus vision), immunity to disease, imperceptible 2/sessian,
Class: Scout/Ashrak inherited memory. long [ife, manthe of fear, parasite, radia-
Level: /5 tion resistance, rough living +2, shroud of night, slayer,
. sneak attack »2d6, stalker, the chosen +3, troilblazer.
Strength: L4 Dexterity; 18
Constitution: 15 Intelligence: 14 Skills: Balance +13, Bluff +g, Climb 26, Concentration
Wisdom: 17 Charisma: 12 +8, Cultures +g, Disgaise +5. First Aid +8, Gather
e Information g, Handle Animal +g5, Hide «20, Intimidate
Vil 95 AR 'S +Bieg, Jump +8, Listen «18, Move Silently 2o, Scarch «17,
Defense: 22 {+6 class, +4 Dex, +2 natural armor} Spot 18, Surveillance +7; Survival (Forest) 2ig. Swam. s,
initiative Bonus: <18 (+10 class, +4 Dex, +4 fear) Tumble «16, Xeno Coltures g
G Feats: Armor Group Proficiency (Light, Mediom,

Fort: «10 Refzvn Will: +6 Heavy), Extreme Range, Far Shot, Forest Training,
[rproved Initiative, Martial Arts, Mingling Basics,
Muobility, Maguadah Sense, Outdeorsman, Point Blank
Shuot, Stealthy, Track, Urkan Training, Weapon Focus (Kara
Kesh], Weaapon Group Praficiency (Handgun, Hurled, Melee,
Rifle), Zat Resistance,

Special Qualities: «5 to Disguise and Xenn-Cultures
threat ranges, bushmaster (). détect symb-dote; dominated
body, hand of shadow +z, hunter {night vision), immunpity o
dizease, imperceptible wsession, inherited memaory, long
life, parasite, radiation resistance. rough living +2. Alayer,
sneak attack «idé, stalker, the chosen <2 fradiblarer.

ATTACKS
Skills: Balance #8, Blubt «g, Climb «6, Concentration "
; . Unarmed + 6 ez {subdual)
«B. Cultures »g, Disguise 5.0 First Aid <8, Gather £ S lieh 2 ;
Information +6, Handle Animal +5. Hide +16, Intimidate hinetle bast 9 6. and 2A6 sutidual
= 4o - i il L L + M o 3 R T M]
T N A > Zat'nik'tel v B 3d6 (sohdual, error 1-2,

afii g, [urn1p +7, Listen s15, "Mmr.u th:_nTl',.r w16, 5!321r1:th w3, Ahiveat s, P TEE i FL)
Spot +13, Surveillance +7, Survival (Farest) 415, Swim 5,
Tumble =11, Xeno-Cultures =g, Gear: Dlympian tunic. lara kesh, zatnik'tel, and any

& le 3 ded issionk
Feats: Armor Group Proficiency (Light, Medium, Mndless fiewisd fry i asion)

Heawvy), Forest Training, Improved Initiative, Martial Arts,
Mingling Basics, Mohility, Maguadal Senge, Outdoorsman,
Foint Blank Shot, Stealthy, Track, Weapon Focus (Karak
Fesh), Weapon Group Proticiency (Handgur , Hurled, Meles,
Rifle), Zat Resistance.
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Goa'ulp SCHEMER
(WNew Goa'uld Specialty)

These Goa'ald plot thelt ownerise 1o power via esoteric
means, shunning the pure force teties of thedr hrethren
Some seek the forgotten knowledge of long-dead races,
while athers twist truths o promote existing rivalries in
arder to profit Fromthe resulfing chaos. Their ultimare goal
5 the same as any uther = pessonal power. However, they
plan to have athers bear mastof the‘burden of their rising

fortlines,

CpECial TALENTS

o a3 intelligence

* 4+ Species honus with Bloff and Gather [nformation
checks. This hanus Increases by an acditional «1 a1 4th

level and for every 4 character levels gained thereafter

Schemers are pracliced at keeping their motiyes
secrot, while wresting arcane knowledge necessary fon

their plans from others.

*  Bonus Feat: Field Operativa. All prerequisites far this

feat — including mimimum skill ranks — are wared.

GOA'ULD STRONGMAN
iNewr Goo uld Specialty)

Some Goa'uld believe so stronaly in their own superior-
ity that they work tirelessly to achieve their ascension to
power. This begins by simple bullving, for which they devel-
ap their personal physical prowess to be able to ward off
competitors. Once their power bullds. it progresses o
threats and sheer overwhehming presence of character, as

they become practiced at imposing their will on others

SpeECial TALENTS

* +1 Strength.

&« Species bonus with Intimidate and Sense Motive
checks. This bonps [ncreases by an additional «1 at gth
level and for every 4 character levels gained thereafter.
Strongmen ake used to having to persuade others to do

their bidding by show of strength ond force of will

They are also practiced at sporting the signs of betray-

al early on.
¢  Honus Feat: Iron WILL

SUPER SOLDIER

N Groa ki Specialoy)

The product of Anubis’ mastery of Arcient technology
and his knowledge of Asgard cloning processes, a super sol
dier is the ultimawe killing machine. Bred tor battle and
obedience, a super soldier knows no master other than
Anubis, and follows the System Lord’s commands even unto
dearh. Engineered 1o serve as hosts tor Goa'uld enslaved by
Anubis, a super soldier 8 little more than a shell of flesh
upan ceeation, Once comphete, Anubis infuses irs lnert body
with lite, while a Goa'uld simultanecusly bends with the

creature. Such blendings are never voluntary, as the uli-
mate fate of the Goa'uld in question 15 death: 4 super sol
dier’s physiclogy, while designed for combat, cannot sus-
win life for long. Itk internal organs and viral jife processes
are severely undecdevelopemd, dooming such creatures to
death after only a short period of service 1o Anubis
Thankfully, Goa'uld super soldiers are exceedingly rare. - for
i,

Unless the GM specifically states otherwise, plavers are
not permitted to run super soldier characters under any ¢ir-
cumsianoes.

SpeEciIAl TALENTS

"+ 4o Strength, +x Dexterity, +«4 Constitution, -2
Intelligence, -2 Wisdom, -4 Charisma. Super soldiers
are bred For combat and lirtle else. Their facility for
Teason and mielllgent discourseis severely impaired.
Itis unknown whether thissis doe'to some failure in
thair‘enginedring ar a conscious degision on the part
of Antbis, though thelatter |5 more likely than the for-
WeT

» 4+ species honus with attack rolls and Fortitude saves
This bonus increases by an additional -+ at sth level
and for every 5 chamcter levels gained thereaftern Once
unleashed on their prey, super soldiers are relentless
and deadly predatars.

¢ Bonus Featss Armor Group Proficiency (Heavy) and
Weapon Grodp Proficiency (Handgun). All prerequis
<jtes tor this beat are waived. Regardlessof class, super
soldiers are engineered to use both the super soldier
battle suit and integral plasma repeater 1o full effect

+  Due to either a flaw in thelr genetic engineering, or
Anubis' will, super soldiers have an unnaturally short
life span, At the end of each fall week of life theginning
immediately upon the Goa'uld's blending with its engi
neored host), it must make a Forpitude save (DG 1o), of
be immediately redaced 16 o wound points. At the end
of each successive week of life, the super soldier must
make another such save, with the same consequences
for fallure. The DC for this save inereases by 1 each
time the save 18 made (cumulativel. Under duress, the
strain on the creature’s System 15 even more pro
nounced: it must make thissave st the end of sairy 10
rounds of combat (applying modifiers to the DO as if
those 10 rounds of combat equaled a week of normal
dctivityl IF & combat dees not last the Tull 1o roands,
the super soldier mast save (and apply modifiers) as (F
it has fought for the full 1o rounds.

BAST QUARD

iNew faffa Specialtpl

The servants and warriors of Baster, the Bast Guards
are catlike female Jaffa trained in martial arrs and close
range combar. Wearing helmets that resemble a teline head
and ¢laws that can shred flesh with ease, Bast Cuards are
hath feroclous and nkmble, a combination that makes them




particularly difficult to handle ar close range. Moreover,
Bast Guards are trained to be for more than mere terror
troops and often dre sent fo oversee missions of generasity
where Bastet bestows gifts upon her loyal followers and
warshippers in need

SPECIAL TALENTS

* 2 Dextertty.

= The threat ranges of Balance and Tumble checks the
Bast Guard make are increased by 1 (e a threat range
af 20 becomes 1g9-z0). These threat ranges are
increased by an additional i at sth |level, and For svary
5 character levels gained thereafter.

*  Bonus Feat: Martial arts.

BRAHMA GUARD

(Mew faffa Specialog!

The Brahma Guard 2re Kalis 1affa warriors. Initsally
created by Shiva, Kali elzcted to simply assume control of
these soldiers when she eliminated Shiva, and conrinued to
breed them in the same pattern. Most quickly transferred
their laoyalty 1o Kali, though a few refused to acknowledge
she had killed their god, They are trained to worship Kali in
her Destrayer aspect, and so are extremely capable war-
riers.

SpeEciAal TALENTS

= 2 Strength,

¢« Species bonus with Demalitions and Spot checks.
This bonus increases by an additional +1 at gth level
and for every 4 character levels gained thereafter
Brahma Guards are t-ained to be wary combarants, anid
o leave no stone upon another in conquered territory

*  PBonus Feat: Explosmwves Basics, All prerequisites for
this Feat are waived,

EmMpeEroOR's HAND GUARD

iNewr faffa Speclatng

The System Loard Yu develaped a strain ol Jatfa who were
canty and Intelligent, permitting them to think for them-
selves without compromising their asefulness as servants,
Emperor's Hand Guard are all fanatically loval ta Yu, and
rarely appear within the ranks af other Systom Lords.

SPECiAL TALENTS

o sz intelligence.
&+ Species bonus with Bluff and Sense Maotive checks
Thia kenus increases by an additional =1 at 4th level

and for every 4 character levels galned thereafrer

«  Bonus Feat: Martial srts.

FiaMNA WARRIOR

(M Faffi Specialty)

Fighters, hards and maming judiciary, the Fianna make
up the Celtic ideal of what a warricr should be, Those wha
join the Flanna are already impressive combatants in their
own right; the training they receive once they join this elie!
group focuses onénhancing their natural abilities to make
them even faster and deadlier,

SpEcial TALENTS

e« <z to Strength or Charisma.

* 1 speciafty bonus to Initiative, This bonus increases
be+1 af 4th tevel, and by an additional =1 every 4 lovek
thereafter.

®  Cralt (Poetry) is always considered a class <kill For the
Fiz hna.

*  Bonus Feat; Any basic combat feat. You must still meer
all prerequisites for the feat, including ability scors
and base attack bonus minimums

THE GUARD OF AGESs

e faffo Specialty)

The Jaffa in the service of Cronus are fanatical and hrg-
tal warriors, trained to crush the threat of revolt or insul-
ordination switthy and ruthlessly, Atter the death of Cronu
the Guard of Ages 15 sworn far the most part to-the service
nf Zeus, though a tew Eollow their nwn path, convineed tha
their Master will rise again

SpPELCIAL TALENTS

& i3 Strength

* 4 Species bonusto Initiative checks, This increases by
+1 at gth level, and at every 4 levels thereafter. The
Guard of Ages are trained to strike swiftly and withoo:
merey i accordance with the will of Cronuas

o  Honus Feat: Power Attack. All requisites tor this fea
are walved,

JACKAL GQUARD

(MNew faffa Specialtyl

The Jackal Guards are among the most recognizably
symbols of Ra's powaer, Originally, they were |affa trained tp
serve the System Lord Anubis, When Anubis was defeatec
and extled, Ra seized control of his resources and Integrat
ed his oyal lackal Quards into his own contingent of Jaffa
Mo ather CGoa'uld were able to recruit any lackal Guards fo
their own torces, so complete was Ha's takeover of Anubis
territory. The |ackal Guards represented Ha's vast powag
and ability to overthrow even the most powerful Goa'old
and stieal their resources for his own. With Ra's death il
the return of Anubis, some of the Jackal guards hiv
returned 1o their original master while others were assimi:
lated into the ranks of ather Goa'uld forces.




SpECIaAlL TALENTS
* 2 [hexterity.

a1 Apecialry bonus to Attack relle. Jackal Guards
receive an additional «1 Specialty honos to attack rolls
at gth level, and every 4 levels thersafier

*  PBorus Fedt: Weapaon Foous,

Magi-UcHawi

iNew faffo Specialty)

The Magi-Uchawi are derived from African stock, but
they benefit from Olukuns attempts 1o create an amphib
ous hast race. While the Magi-Uchawi are not amphibious
per se, they are quite comfortable both on land and at sea,
and are tarmudable marines

SPELIAL TALEHTS
* s Dexterity

4 Species Boos with Survival and Swim checks. This
honus increnses by an additional +1 at gth level, and tor
each additional 4 character levels gzined thereafrer
The Mugi-Uchawi are gifted swimmers, and can easily
fend tar themselves 1n the wilds.

*  Bonus Feat: Aguatic Training,

Necropolis GUARD

iNew faffa Specialtyl

Sokar differed from the other Systems Lords in many
ways, and none s much as the faffathat served him. While
most of the other Goa'uld have their Jaffa wear a standard
suit of chain armor with armor plates over the top, occa
sionally accompanied by a System Lord specific helmet,
Sokar has ereated a more heavily armored form of [affa 1o
suir hiz specific needs. The Neeropolis Guards wear a heavy
breastplate of ved metal armor adorned with curved blades
and spikes on the shoulders, Nane of Sokar's Jaffa wear spe-
cinlized helmets, and mast are jincredibly muscalar and
peewerful Mecropalis Guards Fear Lintle thasiks to their close
imteraction with one of the most ewil Goa'uld of all time.
They bear a howling hatred for any shel'va, and would
rather slaughter thelr Foes than capture them for question-
ing. Few things give Necropahis Guards mare pleasure than
extracting information from a foe with torture and vio-
lence.

Special TALENTS
* iz 5trength.

& The threat ranges of Bluff and Intimidate checks made
by the character while performing the Taunt and
Thresten actions (respéctively) are increased by (e a
threat range of 20 becomes 1g-20). These threat ranges
are increasod by anoadditional 1 ar sth level, and for
every character levels gained theresfrer.

*  fonys Feat: Blosdthiesty, All requiremends tor this feat
— including teat requirements — are walved,

OLYMPIAN GUARD

(News faffa Specialog,

Zeus’ Olympian Guards were originally culled from the
ranks of Cronus” servante and retrained to serve thelr new
mazter. When Zeus escaped From captivity, it was not hard
to hegin the process again. Today, his Jaffa are an equal
mixture of Olympian Guards and turncoat Guards of Ages
from Cromus’ rule. (Mympian Goards do not wear the large
constricting laffa armor familiar to most 3G teams. Instead
they wear a the thin Olympian tunic with sandals, for ease
of movement, carrying a staff weapen and zar gun.

SPECIAL TALENTS

® -1 Strength and -3 Charizma, This replaces the stan-
dard -4 Charisma penalty sutfered by all laffa charac-
ters faee faffa Shoved Tolenta on page 147 of the
Stargate SG-1 corg vulebook),

# 41 Species bonus to Defense. This bonusg increases by
an additional =1 at cth level and far every 4 character
levels gained thepeaTter

&  Bonusz Feat: Weapon Focus, All prevequisites for this
Feat — mcluding minimsm base artack bonus and ather
frats — are waived.

RAVEN GUARD

(Mot Juffa Specialey

These Taffa in service to Mornigan are Few in number,
but their skills allow them o penetrate areas forces ten
times their size couldn't breach, and return to tell about it
Raven laffa are deployed shead of a main force to scout the
frontiers of the battlefield, pteking out the best targets.
They alsa go Into civilian papulations to uncover intelli-
gence before hostilities begin

SPECIAL TALENTS
* sz intelligenco.

=« Species bopus with Gather Information and
Survaillance checks. This bonus increases by an addi-
tional +1 at 4th leve| and for every 4 character levels
gained thereafter. Raven Guards are often used to
scout ahead and size up forces and defenses arrayved
against them. Gather Information and Surveillance
are alwnys considered class skills for Raven Guards.

*  Bonus Feat: Mark, all prerequisites for this Feat are
waived.




SPARTAN GUARD

iNewe faffa Specialty

The Spartan Guard are Jaffa warriors engineered from
Greek stock by the Goa'uld Pelops: Though they descend
from a separate line than their Chulak brethren, Pelops
used many of the same basic technigues in their ceeatian.

SpECIAL TalENTS

®  spStrength,

®  e1 Species bonus with Intimidate checls, This honus
increases by an additional «1 at 4th level, and for each
additional 4 character levels gained thereafter. The
contidence and fearlessness displayved by Spartans is
pften enough to send enemy units fleeing.

o Special Quality: Warrior Gestalt. This quality repre-
sents warrtors ratsed in the same tradition and trained
identically from an early age to function better as a
wnit. They have learnzd to 2acrifice their own individu
ality in eeturn For greater effectiveness when working
tagether. When fighting alongside other individuals
with this quality, the warrior gains +1 ta his attack rolls
and defense For each two such individuals imvvalved in
the combat an his side, Including himself, up toa max-
imum af +5. For exam ple. a group of o warriors who all
possessed thiz guality would each receive +4 to their
attack rolls and defense. When tighting alongside
alhes who do not have this quality, or when fighting
alone, the warrior receives a -1 to his attack ralls and
defense, to reflect his discomfbort at being deprived of
the fellow warriors Fe usually relies on to be exactly
where he neads them

CERADORIANS

(Wi Near-Human Specialty)

The residents of Ceradar (ade page 63) are descended
from Hindu stock and ¢orently under the dombnion of the
goddess Kali. This is a near-human species with a prignitive
society (aee the Stargare SG-1 core rrlebook, page 1510

SpeECIal TaleENTS

* sz Caonstitution, -z Infelligence

o &) Species Bonus with any skill check made in tha fol-
lowing skills: Climb, Handlé Animal. This banus
incrieases by an additional +1 at gth level and every 4
character levels thereafter,

w  Cubtural Weaponry, Ar iat level, the character does nor
gain the Weapon Croup Proficlency Feats typically
granted by his hase class. Instead, he gains rhe
Weapan Group Proticiency (Hurled) and Weapon
Growp Proficiency (Melee) feats.

¢ Evolutionary Advantzge: Environmental Resistance,

»  Evolutionary Disadvantage: Awe faee page 1380

e Pay Grade: While working with the SGC, the charactey
is paid as an enlisted soldier (e the Stavgate 56 cow
ralvhook, poge 28], Near-human characters are oftes
paid in barter artrade rather than a salary.

*  Bonus Feat: Desert Tramning. All prereguisites for this
feat — inclhuding mintmuom skill levels — are waived,

CuLTiST OF SOoKAR

[N Moar-Higman Specicleg)

A Cultist of Salkar bears po identifying marks; he -
sheis in nooway distinet fram humans of any other culture
Cultists of Sokar do not stand out in any way, and canna?
be identified by their speech patterns, their appearance,
ar their mannerisms. In short, the Cultist of Sokar is
completely indistinguishable from any other member of a
societw which is what makes them so dangerous. A Cultis:
of Sokar constantly works as an agent of the Syatem Lord,
both spying and passing on information as well as per
forming tasks in the name of Sokar. A Coltist will work
hard to cultivate the trust of thase around them but wil
net hesirare to stah their supposed allies in the back if th
System Lond demands i

SpeEcial TaleWTs

o +2 Charisma. -2 Strength. Cultists often value personal
sk ls rather than physical skalls

»  Bluff 1= always a class skill tar the characrer

*  The threat ranges of Bluff and Diplomacy cheels madé
by the character are increased by 1 (e a threat range
of 2o becomes 1g=20). These threéat ranges dre
increazed by an additianal @ at sth level, and for every

g character levels gained thereafter.

* 1 Specialty bonus 1o disposition checks. Cultists of
Sokar receive an additional +1 Specialty bonus to
disposition checks at ath level, and every 4 levels
thereatter,

¢ Bonus Feat: Flawless Identity.

DENDERRANS

(N Near-Huinan Spurr'r.lf.'ry,i'

The residents of Dendera faee page 1094 are descended
from Egyptian stock taken by Ba to sepve In his Goa'uld
breedir g ground. They have since overthrown their gnd and
mivw struggle to sarvive in their harsh environment. Thigis
a near-human species with o primitive society oo the
Stargate SG-1 core ralefook, poge 15

SpeECiAalL TaLlENTS

* 2 Constitution, =2 Intelligence, Like many primitive
o0 eties, Denderrans are much hardier than modern
humians, but lack our advances in gducation and tech
nology




&« ) Species Bonus with any skill check made in the

Following skills: Climsh, Survival. This bonus increases
by an addirional «1 at gth level and every 4 character
levels thereafter.

¢ Cultural Weaponry, At 1st level, the craracter dees ror

gamn the Weapon Group Proficiency Feats typically
granted by his base class. Instead, he gains the
Weapon Group Proficiency [Horled) and Weapon
Group Proficiency (Meles) Feats

s  Ewplutionary Advantage: Infestatior. Resistance fase

page 1371

¢ Evolutionary Disadvantage: Gene Pool Deficiency (-2
to Charismal.

*  Pay Grade: While working with the SGC, the character
15 pand as an enlisted soldier face the Srargate SG-1 core
rutehook, page 283 Near-human characters are often
paid i barter or trade rather than 4 salary,

*  Fonus Feat: Swamp Training, Dendermns automatically
receive the Swamp Training feat for free All preregui-
<jtes for this feat —including minimuen skill levels —are
waived.

JAFFsS

iNews Near-Human Specialog)

The jatts are eesidents af the planet of Zigara, descen-
dents of the Jaffa wha have slowly intethred with normal
humans until little of the origimal laffa remains, Thisis a
near-human species with a modern society (aee rhe
Stargate 561 ciare culehook, page 148-151),

SpECIAL TaAaLENTS

*  Noability modifiers,

* 41 Species Bonus with anmy skall check made in the
tallowing skalls: Diplamacy, Gather nformation. This
banus increases by an additions] +1 at gth level amd
every 4 character levels therealte

e Ewolutionary Advantage: Radiation Resistance.

«  Evolutionary Disadvantage: Vulnerable to Disease,

& Cultural Weaponrey, At ist level, the chatacter does ror

gain the Weapen Group Proficiency Feats typically
granted by his hase class, [nstesd, he gains the
Weapon Group Proliclency (Handgun) and Weapon
Group Froficiency {Rifle) teats.

*  Pay Urade: While working with the 5G4, the characrer

is paid as either an enlisted soldier or a specinlist face
the Stargare S6-1 core rulebook, page 283),

*  Bonus Feat: By the Book. All prerequisites for this feat

—including minimum skill levels = are waived

JARDIANS

iNew: Mear Huar Specialng)

The residents of Jardia faee page gol are descended
tram Hindu stock, culled by Mirrti to aid in her experi
ments. This 1 8 near-huwman species with a primitive socie-
ty faee the Stargate SG-4 core rudebook, page 151.)

SpECIAL TaleWTts

o w2 Constitution, -2 Intelligence. Nirti's worshippers
are hardier than most Taurl: bot net particularly
bright.

o+ Epecies Bonos with any skill check made inthe Fal-
lowing skalls: Hancle Animal, Knowledge (Theaoracy).
This bormus inoreases by an additional «1 a1 4th level
and every 4 character levels thereafter,

o Cultural Weaponiy At st level, the character does rat
gain the Weapon Group Proficiency Feats typleally
granted by hix base class. Instead. he gains the
Weapon Geoup Proficiency (Hurled) and Weapon
Group Proliciency IMeles) feats.

s Evalutionary Advantage: Mastery of Survival faee poage
137k

s Evalutionary Dsadvantage: Shortened Lifespan.

e Pay Grade: While working with the SGC, the character
is paid a5 an enlisted saldier {aee the Stargate SG-r corg
futebook, poge 2830 Near-human characters are nften
paid in barter or trade rather than a salary.

* Bonus Feat: Forest Teaining, All prevequisites tor this
feat — including mimimurm skill levels — are waived,

KaNpAarRAaNSs

{Nens Negr-Hhomon Specialtig)

The residents of Kandara (aee page Sgi descended fram
avirus unfeashed by e System Lord Nirrti long ago, They
have since evolved sxce prienal sight and hearing, as well as
the ability te go many. days without eating. They are no
longer capable of speaking, however, and thelr society has
been reduced o primitive hunting and gathering. This s a
near-human species wnth 4 primitive society faee the
Stergale SG-1 cove rulebook, page 15

SpECcial TALENTS

& 3 Constitution, -2 Intelhgence. Kandarans are much
hardier than the Tauri, But lack our advances in educas
tinn and rechnology.

* +1 Species Bonus with any skill check made in the fol
lowing skills: Balance, Survival, This bonus increases
by an additional «0 at gth lovel and every 4 character
levels thereabter.




s Cultural Weaponry. Al 1st level, the character does not
gain the Weapan Group Proficiency Feats typically
granted by his base claszs. Instead, he gains the
Weapan Group Proficiency (Hurled) and ‘Weapon
Group Proficiency (Malee) frats.

& Evolutionary Advantages: Environmental Resistance
(Extreme Heat), Low-Light Vision, Reduced Sustenance
Weed faee page 137), Thermal Vision faee page 137).

= Evolutionary Dizadvantages: Gene Pool Defigiancy (-2
to Chamsmal, Light Sensitivity, Mute faee page 1381
Shortened Lifespan,

+  Pay Grade: While worang with the 3GC, the character
is pakd as an enlisted soldier faee the Stargate 5G-1 core
rufebook, page 283L dear-human characters are often
patd in barter ar trads rather than a salary,

* Bonus Feat: lJungle Training. Kandarans autamatically
receive the lurgle Traming teat for free. All prerequi-
sites for this feat — including minimum skill levels —
ure waived.

POLIGRANS

(Mewr Near-Higman Specialty)

The residents of Polig:a face page 640 are ane of many
wretched planets caught up in the canstant hartles between
the System Lords. This s a near-humian species with a
primitive society (e the Stargare S0 cove radeliook, page
15l

SpeECIAL TALENTS

® 2 Constitution, -2 Int2lligence,

* 4+ Species Bonus with any skill check made in the fel
lowing skills: [ump, Survival, This honug increases by
an additional <1 at 4th level and every 4 character |ev:
els thereafte

o Coltural Weaponry, At ast level, the character does ros
gain the Weapon Group Proficiency Feats typically
granted by his base ¢lass. Insread, he gains the
Weapon Group Proficiency (Hurled) and Weapon
Group Proficiency (Melee) feats.

*  Evolutionary Advantage: Resilient (aee page rzh

=  Evolutionary Disadvartage: Wary {4ee page 138/,

e Fay Grade; While working with the SGC, the character
i< paid as an enfisted soldier (aee the Stargate 5G-1 core
rulobosk, page 283), Near-human characters are often

paid In barter o trade rather than a <alary.

*  Bonus Feat: Forest Training. All prerequisites for this
beat — inchuding mintmum skill levels — are waived

SEKETINS

{Mews Near-Humaom Specialty}

The residents of Seket-Hetep are descended fromw
Egyprian stock, cut off Frorm rhe rest of the galaxy millennis
ago and only recently reconnected to the Stargate netwark
This is a near-human species with an advanced society s
the Stargate SG-t core rulabook, page r51),

SpecCial TALENTS

*# .z intelligence, -2 Stréngth. Like many advianced soci-
eties, Selketing have advanced brains hut are not os
hardy ws mora primitive societies

s+ Species Bonus with any skill check made 1n the fol-
townng skills: Bureaucracy, Knowledze (Theocracyl.
Thiz bonus increases by an additfonal +1 at 4th level
and every 4 character levels thereaFter.

*  Cultural Weaponry. At st level, the character dies not
gain the Weapon Group Proliciency Feats typically
granted by his base class. Instead, he gains the
Weapon Group Proficiency (Handgun) and Weapon
Gronop Proficiency [Meles) feats.

e Pay Grade: While working with the 5GC, the character
15 paid as either an enlisted soldier or a specialist (aee

the Stargate 5G-1 core rulebook, page 2831,

& Bonus Feat: By the Boole Al preveguisites for this feat
— including minimurm skill levels — are waived.

NEW NEAR-HUMAN
EVOLUTIONARY
ADVANTAGES

Accelerated Recovery; This advantage arises from a
planet tat requires a great deal of endurance and shart
down periods due to exhaustion or exertion to survive
Mayhe the seasons change sn rapidly that the character's
nomad zncestors had to he continually on the move, oF 1he
chemical makeup of the bigspheve simply promuotes i, but
the chavacter heals from damage to his vitality points 6
the same rate as if he was 4 character levels highet than his
current level, The character heals waund points at the nor
mal ratz Recommended Evolutionary [Nsadvonrages:
Dependency (native chemueal compounds i the diet),
Yulnerability lextreme heat or cold),

Electrical (Zat) Resistance: Near-humans possessing
this advantage come from s world plagoed with pericdic
electrical discharges throughout the atmosphere, While
these bursts of electricity could easily stun or kill a stan:
dard huwmnan, the natives have adapted over time to the
point that they merely experience slight pain upon expo
sure. These near-humans gain a +2 species bonus with
Fortitude saves made to resist ¢clectrical effects {including
the shots from a zat'nik'rel]. This bonus increases by an



additional «1 at znd level and for every 2z character
levels gained thereafter, Becommended Evolutionary
Disadvantages: Dependency (Electrical Stimulation),

Enhanced Pain Threshold: Due to a misture of factors
such as exotic frace gases, extreme partial pressures of
oxyzen in non-standard armospheres, and high concentra
tions of UV radiation on their homeworhds, the nervous sys-
tems of these near-humans have developed te compensate
for the stresses this type of environment placed on them.
The frequency of nerve endings typically found In human
skin &5 greatly veduced in these characters, resulting in a
limited sensitivity 1o touch and pressure, as wall as a
greater resistance to pain and the other signs of badily dis-
tress. A near-human possessing this evelurionary advan-
tage gaing a +2 species bonos to his vitality points. This
bonus increases by an additional =1 at and level and for
every 2 character levels gained thereatter. In addition, the
character receives a +2 species bonus o Conceptration
checks that are triggered by injuries. Recommended
Evolutionary Disadvantages: Gene Pool  Deficiency
{Dexterity], Slow,

Increased Reaction Time: The character's race devel
ops a greater density of neural tissue than the typical
human. Experience teaches the character how 1o use these
extra nerve pathwavs to greatly accelerate his or her
responses. Near-humans with this advantage gain a +
species bonus to therr lmtiative bonus. This species honus
increases by an additional «0 at fth level and for évery 4
gained thereafter.
Evalutionmry Dasdvaniages: Low Pain Threshold.

Infestation Resistance: A near-human character pos-
sessing this evolutionary advantage ha: developed some

character  levels Hecommerded

means of resisting being taken as a host by a Goa'uld,
either due to a particularly rough skin, bone fragments
Blocking the spine, or some other means of blocking the
normal entrance path of the Goa'uld larva. Though this
advantage does not guarantee safety, i1 does mean that the
larva must find an alternative entrance into the body of s
potential host. 'Whenever a Goa'uld larva antempts to take a
near-human character with this advantage as a host, it
takes three half actions instead of ane: one to discover the
advantage, one to search for 8 secoadary means of
entrance, and ane ta enter the hosts body, Recommended
Evolutionary Disadvantages: Dependency, Gene Fool
Dreficiency,

Mastery of Survival: Tiue to the contimual change of cli-
rate and terrain forced on these near-humans, they have
learned the secrets of aperating in most environments effi-
ciently and effectively. In addition to the bonus terrain feat
they receive as part of a primitive sociery, these near-
humans know how to quickly alter their survival tactics to
fit an abrupt change in scenery. Once per session, this char-
acter may spend an Action (e to gain the henefits of one
ather terrain Feat (save Urban Teainingd for the rest of the
sessinn. The character must meet all prorequisites of the
feat before selecting it, and cannot use this abiliry to quali-
fy for other feats or prestige classes. Recommended
Evolutionary Disadvantage: Shortened Lifespan,

Radiation Resistance: This advantage is usoally anly
available to [affs: The character gains a +1 Species bonus
with Fortitude saves made to resist the effects of radiation,

Thiz bonus increases by an additional =1 at5ed level and for
every 3 character levels gained thereafter. This diluted
resistance is a result of the genetic heritage of the prigimal
lafta who started the lime.

Reduced Sustenance Need: Mear-humans possessing
this advantage can go fer up 1o 10 days on the same amount
of food a standard human vses for one active day. (An aotive
day i one in which the character participates in o o nore
ronends of combat. For each day of lighter activity, the near
human ¢an go praportionately longer without food. The
same s true for water, starting at 5 active days and increas-
ing with days of reduced activity,

Regilient: These near-humans bave grown accustomed
to enduring wars they can neither understand nor win
Marate penalties inflicted on a characrer with this evelu-
tionary advantage are reduced by 4.

Swift: The planets from which these near-humans hail
might have an abundance of predators to run from, or prey
requiring a fast runner ta hunt. Whatever the feason. the
character |5 quick on his feet, and has anincreased speed
al 4o’ per standard halt action move. The nearc-human with
this advantage also gains a +2 speed bonus ta his Defense
for 1 round when taking the Total Defense full action faee
the Stargute SC-1 cove rulebook, page 375 This speed
banus stacks with the typical dodge bonus granted by that
Recommended  Svolutionary
Shortened Lifespan, Slow Recovery.

Thermal Vision: P.cking up the long wavelengths of
infrared radiation given off by heat sources such as living
hodies, these near-humans can tollow the trace heat left by

ACtion. rapdvantoges:

a warmehlooded creature as [F they had the Track feat for
a6 minutes after it's gone. For those with the Track Feat,
this ahility grants a «5 bonus to the Spot or Survival check
required to stav on the trail.

Thick Skin: Some near-human cultures develop in envi
ronments where rugged living is « woy of life. Whether it is
because of generations of [ife i a jungle; ar an unusual
reaction to harsh atmospheric conditions, these near
humans are resistant to many forms of mjury. Such charac
ters gain a +2 natural armer benos to their Defense
Recommended Evolutionary Maadvantages: Shortened

Lifespan, Slow




pouch iz not cleaned out with antiseptic material, the jaff

" Ew " EA R “ u MA “ hag a chance of cantracting a fever ag indicated below an
Table 3.: Jaff Abdominal Tnfection. Once contracted, antibi

Evo Lu I IO“A n ' otics must be used 1o cure the victim, or the second stage
remains ongoing. Some smugglers use the pouch to traes:
__msmm.ﬁi.s port smal| items: doing so adds a corcumstantial -z bonus to

the Fortitude save.

Wary: These pear-humans are a wary people. slow 1o
trust @ new acquaintance. Thanks to their unfriendly s
tude, the initial disposition of all characters roward a wary
charazter i decreased by one grade,

Awe: Many near-humans live directly under the domin-
i of the Goa'uld for mast of their lives, instilling them with
a sense of swe for thelr "gods” All Charisma-based skill
checks made by 2 character with the Symbiote feat that
targer a character with swe gain o «4 clrcumstance bomus.

Low Pain Threshold: in near-humans who have overly
developed central nervous systems, the enormous quantity
af signals generated during times of injury or similar forms Hm
ol duress tend to overwhelm their capacity o respand.
While these characters may be more dexterous or swiff,
they pay for it with a reduced capacity to resist damage and
pxhaustion. Therefore near-humans with this disadvantage K'kaaN, NEAR-UNAS
suffer a -4 species bonus to their vitality points, as well as (MACR 0'_ SPECIES)
an additianal related -2 5onus to any Concentration checks
resulting from any type of injury.

Mute: These neachumans lost the ability to speak long
ago, and thewr disused vesce box 15 Fimally disappearing from
the race as a whole: Their form of communication [often a
camplex sign-language or the like) counts as Rare in terms
of Xeno-Languages, requiring a check (00 25) to get by pnd
be understood with it for those not familiar with it

Slow: Either due to some combination of a naturally
high body mass, an unceordinated nervous system, ar low
muscle density, the character ks slower ar moving than
wsual. Thiz near-human has a speed of 20 fr. per standard
half action move. In addition, a character with this disad
vantage only gaing hall of the standard dodge bonus ro his
Defenze when using the Total Defense Full Action.

Slow Recovery; SNear-humans with this disadvantage
are not capable of exerting themselves for extended periods
without succumbing to exhavstion maore readily than a tvp-
ical human. They moy come from planets with low gravity,
or have endocrine systems that are geared towards produc-

e following new alien macro-speces are mentioned
elsewhere in this boal.

The K'kaan are as hardy as their ancestors, but lack
the claws found in most Unas populations. They are, an
average, smaller and weaker than ather Unas, but still mope
powerful than humans. They are neither more nor leds
intellizent than human beings, but their thought processes
are more ordered and logical. This makes them good prob:
lem sclvers, but poot Innovators.

Unlike normal Unas, K'kaan are extraordinarily coope
ative and community-oriented. They do not typically have
the Inquisitive nature er natural bravery characterisele cf
human beings, but 4 few have heen known te break this
mald. Such individuals are respected il their accomplist-
ments bepebit the group, but their methodologies are not
admired. Though peaceful, K'kaan will fight with strengta
and bravery if called upon, They can be oxtraordinarify
selt-sacrificing when it is in the best interest of their com
munity, however they personally define it. and they will
fight vigorously against threats to their group.

ing a great deal of energy guickly instead of a sustained SHARED SpECiES Talenis

release over time. These characters subfer a penalty when

recovering last vitality points, treating their character level ® o+ Strength, «2 Constitution, -z Wisdor, -2 Dexterlty,
as % its normal value (rounded up) when figuring the rate

of healing, The charactar recovers wound points ar the *« 200 Education checks, <2 an Inspiration checks,
nodmal rate.

Yulnerable to Disease: This disadvantage is generally = Cultural Weaponry: At 1t level, the character does por
only avallable to jatfs. As with the radiarion resistance, the gatn the Weapon Group Proficiency Feats sypically
jaffs have alsa inherited a vestigial abdominal pouch, granted by his class. Instead he gains the Weapar
which Is accessed through the navel, About the size of o Graup Proficiency feats granted by his Unas culture’
small salt shaker, these pouches are no longer capable of level of seciety. The (M may always geant additian
sustaining a larval Goa'uld and pose a health risk if noe Weapon Group Proficiency feats as fits the Unas cul
kept clean and free of debris. For every dav In which a LUrE concept,

TaBLE 3.1: |AFF ABDOMINAL INFECTION

Primary Phase ——————— Secondary Phase

OHSET DAMAGE ] ONSET Camage/
CONTAGION CR TIME SAVE EFFECT TiMmE SAVE EFFECT
Jaff Abdomnial 6 1dé days Fort (DT 15) 15t 1 Con 1d& davs Fart {DC 18) 1dd S,
Infection 1d4 Con

This termplate may be wsed for any similar diseases afflicting different near-humans with this disadvantage.




« Radiation Resistance: The character gains a «1 Species
bonus with Fortitude saves made to resist the effects af
radiation. This bonus increases by an additional «1 at
znd level and for every 2 character levels gained there-
after.

* Pay Grade: While working with the SGT, the character
15 paid as an enlisted soldier faee page 283 af the
Srargare 50i-1 core rilehook), Allen characters are often
paid in non-monetary concessions and favors,

e lLanguagzes: Unas is 3 native [anguage for the charac
ter.

SEKHMET (MACRO-SpPECIES)

The Selchmet are a primitive species with little in the
way of technology, Though intelligent and capable of learn
ing, the Sekhmet live in tribal societies where survival is as
much of 2 concern as luxury and advancement, The
sekhmet ave occasionally moody and can be provoked wnm
temtionalby, bur a1 the same time have strang Family struc-
tutes and are affectionate with their offspring. Sekhmet
can learp to speak other languages, including those of the
Tauri, and some educated Sekhmet are still in the service of
Basted

SHARED SPECIES TALEHTS

® +2 Dexterity, -2 Charisma. The Sekhmet are gracetul
and Flued, but lack the ability to interact with mare
advanoed species initialky,

o  Notural Weapong: The Sehkmet possess sharp claws
that can be used as & weapan in combat, Whenever 3
Sekhmet fights unarmed, the character may add 1d4
points of damage to any damage roll when using bis ar
her elaws.

* Species Feats: The Sekhmet may choose level-based
feats From the species feats tree. Mormally a character
may not choose teats brom the species tree unless he
possesses a character option that expressly allows him
fa do sa

o Pay Grade: While working with the 5G4, the characte
e paid as an enlisted saldier faee page 287 of the
Stargate St-vore rufebooic). Alten chamcters are often
|1i1!|.‘| Im Comme nEurate 'I'II'}I'I-’I'I'II":-TIE"T_B[’}' I:!'_III{I:"SSi_l:Jr'I'S rl|'|l_'i
Favors.

¢ lLanguages: Sekhmese s a native longuage for the
charpcter.

SEKHMET ScouT

With the fight for survival taking up a large portion ot
the Hyes of all Sekhmet, the ahility to foresee danger has
becoms an incredible asset far most communities. The
seouls of the Sekhmet are excellent trackers and are acous-
romed to moving through rough terrain with great ease,
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SpECIAL TALENTS

® 2 Canstitution,

s+ Species Bonus to Search and Sarvival checks: This
banus increases by en additional <1 at gth level, and for
every 4 levels thereg fter,

#  Bonus Featz Any ter-ain feat. All prerequisites tor this
feat are waived.

SEKHMET As Goa'ulp HosTs
If a Sekhmet |5 takea as a host fara Goa'uld, create

character stats for the Goa'uld 35 normal but with the

fallowing modifications to the Goa'uld Macro-Species:

Ability Scores: Strength +z, Dexterity <2

Matural Weapons: The character possesses sharp
claws that can be used as & weapon in combat.
Whenever the character Fights unarmed, he ar shemay
add uly points of damage to any damage roll when
nsing hisor her claws.

Species Feats: Goa'uld that inhabit Sekhmet badies
miay. seleet lovel-hased f2ats from the species feat tree
fape the Stargate SO-1 core rulekook, frage 283,
Additionally, the character may select feats from the
species feat tree that list Seklbmet as a species prereg-
wisite, as well as those that are for Goa'uld onlhy,

SEKHMET SHaAMAN

Like many primitive societies, the Sekhmet have their
own religions and religlous leaders. Most Selkhmet fear the
Goa'uld and see them as evil gods that abandoned them eons
ago, though some (especially those in Bastet's territory) still
worship the Goa'uld as benefactors, The shamans are the
religious leaders of the Sekhmet and are primaidily tasked
with performing the sacred rituals and creating the wards
designed to keep the Goa'uld from returning. Additionally,
the shamans are the healers of most tribes and can be relied
upan forcounsel and assistance inatime of need,

SpEciaAlL TalenTs

n #2 Wisdom.

* 1 Species Bonus to inspiration checks. This bonus
increased by an addizional <1 at 4rh level, and for every
4 levels thereafrer.

= Bonus Feat: Allen Healer. All prerequisites for this feat
= meluding minimum skill ranks and species requive:
ments — are waived,

SEKHMET WARRIOR

Orie of the reasans that Bastet used the Sekhmet as her
hosts was their incredible ferocity in hattle. Mot only were
the Sekhmet warriors nore visually appealing than the
Unas, they also served as excellent warriors thiat could
Focus mare on speed and dexterity rather than ocn pure
brute strength. The Sektmet warriots are the hunters and




Species Feats: Unas may zelect feats from the species
feat tree that List Unas as a species prereguisite.

gatherers of the society, and when inter-tribal conflices .
break aut the warriors are there to ensure victory for their

vlan. These warriors are not aggressive predators like the

wiarriars of the Unas but instead adopt a more passive =  Pay Grade: While working with the SGC, the character
s paid ag an enlbisted soldier (e page 284 of the
Stmqite S pore ralebook). Alien characters are oftes
pald in non-moenetary concessions and favors,

philogaphy until provoke:,

SpeECial TaLeENTS

®  Larguages: Unas isa native language for the characten
* 2 Strength, EUAR guag i

UNAS A5 GoA'ulp HosTs

If an-Unas is taken as & host fora Goa'uld, create
charactor stats for the Goa'ald as normal but with the
tallowinvg modifications to the Goa'uld Macm-Soecies;

Ability Scores: Strength +4, Dexterity -2,

Regeneration: A Goa'uld that fakes an Unas ag o
host gains the ability totake advantage of their nataral
regenerative abilities. The character recovers 1| vitality
paint per minate and | wound poinl per 5 minudtes
Further. the character always automatically stabilizes
whenewer injured, even when reduced to negative
wonnds (s long as he or she does not diel,

Sarcophagus Incompatible: Goa'uld thar take Unas
as hosts may not use the sarcophagus device 1o heal
their hoest body.

Species Feats: Goa'uld that inhabit Unas bodies
may select level-based fears from the species feat
tree (aee the Stardate SGa core prlebook g 2830
Additionally, the character may select feats [rom the
species feat tree that 1ist Unas as a species prerequisite,
ag-well a5 those that are for Goa’uld only,

* 1 5pecies Bonus toattack checks. This bonus inereas-
es by an additional »1 at gth level, and for every 4 levels
thereatter.

*  HBonus Feat: Break Fall, All prerequisites for this feat —
including minimum «kill ranks — are waived

UNAs (MACRO-SPECIES)
The Unas were the original hosts for the Goa'uld, and
a few still appear in service té their former gods. Rules
for Goauld blended with Unas can be found on the nearby
sidebar, Unblended Unas utilize the following stats:

SHARED SPECIES TALENTS

2 Strength, 2 Constitution, -z Intelligence, -2
Dexterity, <2 Charisma. The Unas are strong and harndy,
but millennia of domination by the Gea'uld has severa.
Iy stunted their intellectual growth, Furthermuore, their
large bodies are rarely as graceful or coordinated as
ather spacies.

*  -zan Education checks, s2 on Inspiration checks.

NEW PRESTIGE
CLASS

¢  Cultural Weaponry: At 1st level, the Unas character
does rar gain the Weepon Group Proficiency fears typ
ivally granted by his class. Instead, he gains the
Weapon Group Proficiency (Hurled) and Weapon
Group Proficiency (Mz]ee) feats.

TACTICIAN

Firearm Incompatibi ity. Because of their oversized
hands, Unas characters suffer a -4 penalty to all
attempts to operate ficearms fregardless of type), tacts-
cal weapons; and alien weapons,

Matural Weapons: Unas possess sharp claws which can
be usged as a weapon in combat. Whenever an Unas

A tactician brings keen insight to the hattlefield,
empowering his allies to do their best in combat, and trip:
ping up their enemies with the unexpected.

Abilities: The tactician requires a broad base of ablili-
ties to reach his peak performance, though Wisdem and
Dextericy are maore |MpPortant than most

Vitality: adue plis Constitution modifter per level

fights unarmed, the character may add 1d6 paints of
damage to any damage roll when using his or her
claws.

REQUIREMENTS
Character Level: 5+.
Dexterity: 13
Base Attack Bonus: =4 or better,
Knowledge iMilitary Historyl: 2 ranks
Profession (Military} or Profession {Mercenaryl: 4
ranks:
Feats: Combat [nstincts

*  Regeneration, The character recovers 1 vitality poine
per minute and 1| wound point per 5 minutes. Further,
tho character always automatically stabilizes wheney-
er imjured, even when reduced to negative wounds (3o
long as he or she does not die).

«  Sarcophagus [ncompatible: Unas are not affected by

the sarcophagus device, and may not use it to heal
their bedies,

o




CLass SKILLs

The tacticians class skills and key abilities are:

Class skill Key asiliTy
Appraise vt
Bluff Cha
Concentration Wis
Cultures Wis
Diplomacy Cha
Diriver Diex
First Aid Wiz
Gather Information Cha
Habbsy Wis
Knowledge It
Languages Wi=
Listan Wiz
Pilot Dex
Profession Wilis
Saarch {313
Sense Motive Wiz
Spaot Wis
Surveillance Wis
Survival Wis

Skill Points at Each Additional Level: & = Tnt modifie)

ClLAss FEATURES

The following are class features of the tactician,

Starting Feats: The tactician gains the following Feats
at 15t level

Armar Group Proficiency (Light)

Armar Group Proficiency (Medium)

Armnor Group Praficlency (Heavy)

Weapon Group Proficiency (Mandgun)

Wiraprom Girpnp Proficiency (Melee)

Weapon Group Proficiency (Rifle)

Wily: The tactician is always quick to respond to a prob-
g, ard can rapidly gain the upper hand in a threatening
situation. Onee per round, the factician may spend an
action die to perform o regroup action as a free action. This
15 the tactician’s core abality

TaBLE 3.2: THE TacTician
EasE ForT REF WiLL DEF

Lvl ATT SavE SAVE Save Bod
1 41 + +1 #1 +
2 2 +0 +2 L +1
= L] el ¥ = 2
il £y +1 2 +=2 o
5 +5 +1 =3 +3 3
£ s o2 +3 +3 4
i +7 0 & +i} &
B +B 2 o4 + +5
9 +3 +3 +& +és +5
0 «10 +3 +5 5 +6

I H

Stratagem: Beginning at 15t level, when the tactician
takes a tegrawp action, his initiative total is increased by 5«
his Intelligence modifier (if positive), to-a maximum of <10

At bth level, when one of the tactician's teammates who
is in werhal or visual contact with him takes a regroup
action. the teammate’s initiative total is increased by his
own Intelligence modifier imimuam 1.

Tempo: The tactician is an expert at reading the ebb
and flow of battle. At 2od level, he gains the Surge of Speed
teat, The tactician's prerequisites for this feat — including
character level — are waived.

Starting at 7th level, when the tactician uses his Surge
of Specd feat, he may d2signate one teammate who is with-
in line of sight ta gain the same honus {an additional half
action which cannot be used ro attack) during that round.

Bonus Feat: At yrd level, the tactician receives a bonus
basic combat or covert feat.

At pth level, the tactictan recewves an additional bonus
basic combat or covert feat (for o total of 2 banus feats). In
hoth cases, the racticien must still meer all prerequisites
tor this fear.

Ambush Tactics: The tactician is always searching his
surreundings tar locations from which he, or his enemies,
might launch an pmbmszh, Starting at 4th level the tactician
receives a «2 honus to all awareness checks for the purposs
of determining surprisa. Further, if the tactician plans an
ambush. his opponents awareness DCs are increased by «2
for the purpose of determining surprise.

Break Away: The tactician’s ability to read terrain
ensures that his team aheays has at least a chance at escape
from dangerous situations. At gth level, once per session as a
free action, the tactician may declare thar the team is retreat
ing For the next 4 rounds, the tacticlan and all team-mates in
verhal or visual contact with him add the tacticians class
level ta their Defense while making a withdraw action

At Brh level when the tactician succeeds with o cooper
ation check to assist a tzammate who is the prey in a chase,
the teammate receivas a +8 cooperation bonus to his next
maneuver check {instead of the +2 normally granted by
cooperation). This assistance requires 3 full action for the
tactician, who muost be moverbal contact wath the teammate
to provide this bonus.

IT GEAR RES

EonN picks prs SpeECIAL

+1

2
+3
+3

* 5
+3
+B
+B

+
1=

5] E Starting feats, Stratagem [self],
Wil

1 4 Tempo {surge]

1 & Bonus feat

c 8 Ambush tactics,
Break away [retreat]

c 10 Soldier's Soldier (1 grade]

3 12 Etratagem {team)

3 14 Bonus feat, Tempa (share)’

FA 16 Break away [assist prey],
Mo escape

s 18 Soldier's Soldier (2 grades]

5 o0 Seize the moment

" Core Ability — A character only ever gains the core abilities of the first base class and the first prestige class he chooses.
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Soldier’s Soldier; Through a combination of manner,
bearing, msighttul observations, and well-chosen quota
tloms, the tactician can quickly establish his credentials as
career military. Beginning at sth level, the disposition of
other career milltary characters toward the tactician
improves by one gratde. This bonus is applied after all other
disposition effects are applied (ncluding any roll 1o
Improve the target’s dispasition],

At gth level, the character’s reputation precedes him,
and has become 5o Impressive that the dispositions of
career military personnel improves by two grades

The tactician should keep in mind, however, that allies
and helptul NPCs expect to be treated with respect in
return, and that their opinion will quickly sour if they are
not treated with protessional courtesy and due respect for
their rank.

No Escape: At Sth level, all of the ractician’s teammates
gain the Combat Tnstincts feat so long ds they are within
verbal or visual contact with the tactician, Even if a team-
mate's Dexterity bonus is o or lees. that character may still
use the feat once per round. If a teammate already has the
Combat [nstincts feat, the number of times he may ase it
per tound is increased by +1

Seize the Moment: A 1oth level, ance per session, tho
tactician may sevze upon -he citical moment, The tactician
and each of his team-mares within verbal ar visual contact
receive ane hanus action die of the standard type for thei
leval (without the accompanying xp bonus). This action die
must he spent before the end of the round or it is lost,

— NEW SKILL USE

This section covers a new use for previously established
skill.

GQATHER INFORMATION
[(CHA; DISPOSITION)
Leading the Witneas
Through clever conversation it is possible to get some
one tosay more than they intend, or to give away important
infarmation through what they cheose nat to say. In conver-
sation with s single individual, the character may attempt to
gain the answer to one question, without actually asking
that guestion. The DC tor this check is determined by Table
6.7 on page 212 af the Stargare 5G-1 core rulebook Failure
indicates that the target realizes he's being pumped for
information, If the character possesses at least 5 ranks in
the Bluff kil hereceives a +2 synergy bonus an this check

_ NEW GEAR FEATS

The following Feats are considered part of the gear feat
tree fape the Stargore 5G-1 core rufebook, page 259/,

HaND CLaw Basics
You can use the hand claw weapon with proficiency and
are capable of wsing them in combination with unarmed
attacks.

4z

Benofit: You are consideced 2o be proficient in hand
claws even (F vou do not possess the appropriate Weapon
Group Proficiency fear. Additionally, vou may make
unarmed attacks while wearing hand claws and make use
af any beats ar special obilities thar rely an being unarmed
tir funcrion,

Normal: Hand claws are considered to be a mefee
weapen and must be removed 0 order to make a regular
unarmed attack.

HanNDo CLAW MASTERY

You have mastered the use of the hand claws and can
cause |mtense pain with the correct application of the
Weapon,

Prevequisites: Character level 3o, Honad Claw Basics

Benefit: Whenever yvou make a successtul unarmec
attack while wearing hand claws, you may add the damage
wou wodld normatly do with hand claws 1o your unarmec
damage. This damage stacks with any bonuses from feats
ar spec:al abilities.

Kara KESH Basics

You have learned the basics of using the kara kesh anc
can manipulate its powers to better suit your infentions.

Prevequisites: Ability to use i ribbon device,

Berefit: When using the Kinetic Blast ability of the rik
bon dey ice, you may subtract a number of damage dice from
either the suhdual damage or normal damage dealt by
thi device and apply those dice to the other type of damage
For vxample, you may subtraet w6 normal damage from the
device's blast and apply it instead to the subdual damage
meanirg that a successful Kinetic Blast would deal 1df
normal damage and 36 subduoal damage.

KARA KESH MASTERY

Yau can mantpulate the electramagnetic field of 2 rib
bon dewice and cavse sovere damage to electronic devices.

Prevequisites: Character Level g+, Kara Kesh Basics
Abllity to use a ribbon device

Benefit: When using the Nerve Rip function af the rib
bun dewice, a successful hit mot enly causes one point of
temporary Dexterity damage but also makes the targe
stunne:d for one round fsee page 379 of the Stargate 564
care rudelook for o deacription of the stunned condition,

NEW BASIC SKILL
_FEAT

The tollowing feat is considered part of the hasic skil
feat tree faee the Stargate SG-1core rulehook, poge 260,

BioLogy PRODIGY
You have an intuitive grasp of the complexities ant
interactions invalved 0 living vrganisms, which gives yot
an advantage In studies of biclogy and medicine
Prerequisites: Knewledge (Biology) 1+ranks, Knowledge
[Medicing) 1sranks.




Benelit: You gain a +2 bonus with all Knowledge
(Baolagy] and Knowledge (Medicine) checks, In addition,
your threat ranges with these skills increase 1o 1g-200

NEW SPECIES FEATS

The following feats are considered part of rhe species
Feat tree faew the Stargute SG-3 core rulebook, page 26.4),

ABSORBED MEMORY

Through szome fluke of genetic memory, you have
acquired the memories of another Goa'ule and its hostis),

Prerequisites: Goa'uld or Tok'ra, Special: the character
must have consumed a Goa'uld or other being with inhent
ed memory in the past

Benefit: Choose 2 skills that the consumed being pos-
sexsed. Gain a «2 borus with all checks with these skills. In
addition, your threéat range with these skills increases by o
You may not chooge the same zkill twice, but this bonus
does stack with other skill boouses. I these skills were
class skills for the consumed, you may treat them as such
untkl your next class change.

Special: You may choose this feat multiple times,
selecting different skills each vime. It another Goa'uld is
consumed after this feat 15 chosen, the new fear may apply
to the skills of this new victim instead of the onginal, In
this case, previously chosen skills may be selectod.

ALTER Larva

You can alter the genetic structure of the larva you pro-
duce in subtle or significant ways.

Prerequisites: Goa'uld Queen sub-species, Wis 13,

Benefits: You can improve the Goa'uld larvae you pro-
duce by ultering your body chemistry during the gestation
period. Firstly, you may choose the sub-species 1o which
each larvae will belong, including queen, although you may
create po more than one queen per brood of larvae. In add|
tion, for every point of your positive Wisdam modifier, you
may increase the ability or abilities of your choosing of
your larvae, above and beyvond whatever bonuses are

provided by their sub-species. Thus, iF you have a
Wisdom modifier of <3, you may add up to 3 points to any of
your larva's abilities. This bonus need not e added roa sin-
gle ability = it can be divided among several — and vou need
not @se every point of bonus available. The bonus applies to
as many larvae in a single brood as yoa wish. You may
choose vo.apply different bonuses {or none at ail) to the
larvae ot other broods.

Alternately. each point of vour Wisdom modifler may he
exchanged lor a «2 competence banus with a single skill for
your larvie. Agaln, you may stack this bonus if you wish or
divide fr among sevieral skille As in the example above, 8«3
Wisdom modifier could be used to give your larvae a «2
bonus to three different skills or a «& bonps to one (or any
thing In hetweanl. All of the other rules apply regarding
how you may alter vour larvae in this fashion. You mav also
mix and match between ability bonuses and competence
honuses for skalls, so long as you provide no more bonuses
than your Wisdom moditier allows
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Back FRoM THE BRINK

You are an except:onally tough Unas that can live
through grievous damage and still return to the fghr,

Prerequisites: Unas only, Constitution 13+,

Benefit; You do not die until you reach negative wounds
equal to yvour Constinution. You may continue o take one
half action per round untl] you are reduced below -0
wilinds

Mormal: A charactes is considered dead after reaching
Lo wounds

_ NEW STYLE FEATS

The following feats are considered partof the style feat
tree face the Stargate SG-1 core rulebook, page 266)

PeERrsoONAL LIEUTENANT

You have a close Friend or underling as your trusted
right hand

Prerequisites: Character level 6a, Cha s,

Benefit: You gain the services of & standard NPC. You
may design the charncter using any NPC class approved by
the GM. The lieotenant's agent level begins equal to one
hall of yours {rounded down), and rises by 1 for every 2 char
acter levels vou advance

The Heutenant has 1 gear pick for every 2 levels he pos
sesses, and may not be pooled together o requisition mane
expensive (tems, Other items and personal belongings may
e determined by the GM, Likewise, the lieutenant receives
{and may wse) no action dice, but you may spend your own
action dice to assist him and activate any of his abilities
that require action dice

Your lieutenant’s disposition toward you is "ally,” and
Ie undertakes any reasonable action that can be expectied
of a character in his position 1f he's captared or killed, you
|ose the benetits of this feat until your superiors {(whoever
they might beabsolve you of redponsibility and assign yoo
4 NEwW One

UNDERMINE
You excel at plaving with people’s insecurities
Prerequisites: Cha 13+, Innuendo 2s ranks,  Sense
Muativet 3+ ranks.

Benefit: You may use cunning suggestions to under
mine another character’s resdolve After speaking to him for
a full round you may make an Inneendo check opposed by
the target's Sense Motive. Success indicates that a seed of
doubt has been planted in the target and he suffurs a <
penalty to his skill checs and a -4 penalty to his Initiative
for a number of rounds equal 1o twice your Charisma modi-
fier,

Special: You must be able 1o understand and be under-
stood by the target before you can undermine him or her.
Any single character can only be undermined once per
aesginn,




__ NEwW ALIEN GEAR

This section includes an overview of 1he technological
devices and wenpons discussed elsewhere n this hoale
Unless specifically stated (Le, Tesource points of some
pther stipulation iz prowided), none of these devices are
available tor purchase by members of the SGC or rtheir
allies: they remain the sole purveyance of the System Lords.

The Black Cauldron: The Black Cauldron s the device -
based on the Goa'uld sarcophagus — used to Create
Mannanan marc Lir's shock troops, More detalls can be
found in Mannanan's section on page 68,

Resourie Pafnea: N4 The Black Cauldron s a unique
item, jealously guarded by Mannanan mae Lir, and unavailk-
able ta SGC teams {or ary other Goa'uld, tor that matter)

Mechanica: Like a sarcophagus, the Black Cauldron
miay bie used to resurrect any character whase current
wound points are betwesn =10 and -2.4. The process takes
halt the time a sarcophagus does {Le, a character at ~a0 is
resurrected in 1o minutes, not 20}, and neues o XP loss,
However, he immediately acquires the Cauldron-Born sub-
specialty with all s arendant benefits and drawbacks.
This sub-specialty replaces uny other sub-specialties the
character had previously received.

A character who has been placed in the Cauldron cannom
be completely restored 13 his former life using a sarcopha
girs; the damage 1o the cerebrum is so great that the brain
can no longer be cansidered Fully intact, Ar the GM's
discretion, a sarcophagus might e able ra restore some of
the character’s lost stats and abilities and remove the voice.
print programming, but the loss of speech is permanent,
Other means — such as the Nox — might be used to restore
a Cauldron-Barn 1o his former gelf, but such methods exist
completely at rhe GM's discretion.

Cauldron-Born who die cannot be resurrected again,
either by the Cauldron or o sarcophagus, though again,
alternate means like the Mox may {at the GM's discretion)
hiave mare success.

Cloak of Invisibility: Unlike Nirrti's personal cloaking
dovice, the Cloak of lnvisibility — used by minions of
Mannanan mac Lir fsee page 68) — does nor completely
remove the user from others view, but it does provide excel-
lent camouflage The cloak covers the wearer from neck to
feet, and has a hood that can be raized to cover the head. Irs
fabric contains tiny ceflective crystals which allow the
wearer to hlend in with her surcoundings, but do nothing to
compensate for movemant.

Resource Pointal g

Mechanica: If the wearer stoys completely still and has
theé hood up. the Cloak provides threequarters conceal-
ment; maving ar half speed reduces this to ene-guarter con
cealment: moving at full speed negates the effect entirely.

Cuneiform Combination Locks: The door frames used
to secare Marduk's holdings are covered with stories of the
god’s victories, divided into 4 in. x vin. rectanples.

Mecharsca: For any given lock, 2d6 random blocks are
out of place while the door is locked. A Knowledge
(Rabylonian History) (B 12) or Education (DC 268) check &=
required to determine the correct order, allowing the door
to be opened. The doorways are made of material similar to

L

the areas they protect, and range from simple stone at the
temple ziggurats to reinforved trinium ar the peltaks of
Marduk’s flagships.

[affa Creation Device: Although most Jaffa hail trom
the planet Chulak, this was not always so. In the past, o
Goa'uld used many species as the incubators of their larvas,
stich as the Unas These earlier incubators were not yet
culled Faffa, but they functivned almost exactly like the
laffa ol later centuries. All such incubators. whether
human or alien in origin, were initially created througha
combination of surgery and genetic engineering at the
hands of the System Lords. Once the Jaffa bred true, they
became self-sustaining and the Goauld could stmply
choose From among their population when an incubarcr
was needed, OF course, the technology to create new fatla
cominses to exist. A handful of Goa'uld further perfected
this technology so that it could be easily transported and
used ar their leisure. Looking like an ornate belt witha cen-
tral crystal, the creative device must be placed against the
ahdomen of the intended Taffa-to-be, Withm a few seconds,
the crvstal glows intently and creates o pouch in the
ghdarmen into which a Goa'uld larve can he sately placed.
The device does little permanent damage, but its elfects are
draining on those wha underge them

Muechanica: The Jatfa creation device cannot be used in
combat. It must be held against a helpless or unresisting tar
get for a period of (o secands in arder 1o functinn properiy.
At the end of that period, the paténtial laffa must make &
Frrtitude save (DC 1) or suffer 1d6 points of wound damags
After this damage heals, the target will become a true Jaffa
if a la-wa is implanted within his newly-created abdominal
pouch. In that case, he then gains the symbiote feat bat
loses the next level-based feat he would otherwise gain

If 2 tarva iz not implanted, the rarget retains his origh
nal species characteristics except that he no longer has an
mmune system of his own. The abdominal pouch [kewise
remalns present. These changes to the target's racial maks:
up can anly be removed through the use of a carcophagusor
other advanced medical technology, such as that of the
Asgartl. A character without an immune system suffers gl
the problems that a normal Jatfa would should his symhiote
be rermoved.

The Sunshade: in order to make his stay on Earth more
comfortable. Sokar came up with a device that would alliné
him 1o shape the portion of the planet where he ruled to his
own tastes without wiping out the most abindint source 5f
human hosts in the galaxy. Known as the sunshads, this
device Functioned on many of the same principles as the
cloaking device in that it can affect the way light passs
aver an abject. In this case, the sunshide was deployed into
the skies above the city of Memphis and creatid 3 dome
rhat reached for many miles into the wilderness, When the
sun began to rise over the eastern horizon, the sunshade
would be activated and block out all hight from the oufsice
Onee the sun set, the sunshade would be deactivated 1o that
the land could be bathed in true night The end result {s thit
the land around Memphis was covered in darkness &4
hours a day

It is possible to simply walk through the dome harier
created by the sunshade: it offers fio resistance to peoples
abjects passing through. The field created by the sunshade




even allows ane 1o look from outside the sunshade to the
inside, but everything appears to be blurred or hazy as
though looking cut a window Into the darkness from the
welllix interior of a bullding. I put to malicious purposes,
the sunshade could be used ta eliminate all plant Life with-
in a certain area thar requires sunlighe o survive, which
could be catastrophic depending on how much of the popu:
latian depends on the plant life that = killed

NaNocyTe TEchNolLogy

Pelops’ namocytes are microscopic devices capable of
ahtering their host's hody, somerimes guite radically. The
nanocytes are activated by a transmitted signal. Without o
dally maintenance signal, the nanocyvtes stop functioning
and begin to break down. All the Spartan  residents of
Aegis, including Pelops’ laffa, are infested (without their
knowledgel with the nanocytes Each wears 3 wristhand
which acts as a low-power transmitter, sending the mainte-
nance signal each day. Additional signals tsent by Pelops’
wrist device, or the similar device worn by Alexander) sig-
nal the nanocytes 10 activate their body-altering abilities.
Oine spectfic freguency boosts to the subect’s Strength abil-
ity score, annther boosts the subject’s Dexterity soore, and
a third freguency boosts the subject’s Constiturian,
Thiough use of this technology, Pelaps and his chosen First
Prime can convey his blessings upon his warriors. making
them more fit for his service. To the affected Jaffa, this
seems like powerful magic

The possibbe effects are as follows:

Aging, Accelerated: Used on both Argos and Tiryns,
aceelerated aging increases the rate at which the hest's
body ages The specific rate at which the aging occurs is
adjustable, mnging from slight scceleration in which each
day that passes ages the subject by one week, 10 extreme
acceleration {ag in the case of the Argosians and
Tirynsians, where the normal human lifespan 15 shortened
toeanly one hundred days).

Aging, Reversed: Reversed aging slows down the body’s
natural aging process by automatically repairing, healing.
and replacing dying cells ag needed to keep the body in a
more or less constant level of health, In game terms, this
eftect 15 similar 1o the Long Life ability of the Symbiote [eat
(4w page 265 i1 the Srargaty St core ridebook). This effect
iw persigtent in the hostantil intentional ly shut of F, ar until
a different effect is mriggered in the hozt, Pelops uses this
effect on himself as well his First Prime, who has served the
Goa'uld for the last 200 vears.

Enhanced Abilities: This effect can be used to boost
one of the host’s ability scores for o period of up to one
hour. Each ability score bonus has & corresponding penafty,
the result of the stress of such radical and rapid change in
the hosts body. The possible bonoses and corresponding
penatties are as tollows:

Bodus PENALTY
4 Sty =4 Dex

+f Dhax =&y Con

=4 Con ~-& Cha

ely It =i Wis

& Wis —&to lnt
+& Cha ~d} Sir

Healing: This effect boosts the character’s normal nat-
ural healing rate, allowing the charmcter to heal W6 vitality
points per character level per howr of rest (for up to three
hours, after which time the character heals normally], and
1dg wound points per day of rest

Injury and Disease: This effect can create any manner
of injury to the host's body, including lezions, abrasions,
burns, and other injuries. When inflicting this effect on a
subject, rall the damage dice as normal for the type of
inpury. For instance, if mimicking a wound from a staff
weapon, roll normal damage (646) and apply the damage 1o
the subject.

I addition, this effect can mimic the effects of any poi
son or disease, and at an sccelerated rate When using this
effect, the anset time of both the Primary and Secondary
phases of & disease of poison are lowered to the next lowess
unit af time: years become months, months become weeks,
hours become minutes, ¢1c. For example, the onser time of
Ebala when mimicked via Pelops’ nanocytes is 2dio hours
instead of 2dio davs. All other effects of mimicked diseases
and poisons, Including saving throw DCs and damage
effect remaln the same.

NANOCYTE CONTROL TRANSMITTER

Various versions of the transmirter exist. Each Spartan
man and woman wears an armband that transmits a main
tenance signal to keep the nanocytes in their own body
functioning, as well as constantly activating the reduced
aging eHecr they cause, By tensing the muscles of the arm

n i certain way, the transmitter can be cued to activate the
characteristic boosting effects of the panocytes, The trans
mitter automatically activates the nanocytes’ healing
elfect when the individual s Injured

Alexanders transmitter faee page 1o6) i3 more complex,
and can be used to activate any function of any Spartan's
nanocytes, including the tortures ol aecelerated aging and
negative effects o characteristics. He typically uses his
transmitter to coordinate the use of the nanocytes’ boost
ing powers among his troops in battle, granting an entire
phalanx great strength just before ordering & charge, foo
example,

Pelops’ tranamitter has all the fonetions of Alexander's,
with the added ability to override Alexander’s, and to con-
trol his own nanocytes, which Alexander’s transmitter can
not - do, Additionally, Pelops own device s far more ormane
and elaborate, with jewels and inlaid designs

_NEW ALIEN ARMOR

The armar isted below isutilized by the Goa'uldsand
their minions (and eccasionally their enemies). It no
specifically stated (e, resource pomts or some other stip.
ulation is provided), none of these devices are available for
purchase by members of the SGC or their allies.

Battle Suit (Super Soldier) Constructed from a synthe
sis af Ancient and Asgard téechnology, the armor ab Anuhis”
super soldiers is virtwally impervious o physical attack, It
is fully sealed, providing the wearer protection from not
only hit foes but the enwviranment itself. Unfortunarely, due




to the Immense strain placed wpan the wearer — including
drawing upon naguadas present in the wearer's blood-
stream - this armoer is useless to any bt Anubis’ super
saldiers.

Reaource Pounts; MO (Mor Availablel Battle suits may
not be used by any characters besides super soldiers.

Mechanica: In addition to the stabistics presented
below, a battle suit grants its wearer several additional ben-
efits, The following items are considered integral toa battle
sult, =o the super soldier gains the benefits For each stem
listed: binoculars; ear plugs; flash goggles; UVWIR goggles;
night vision goggles; GPS roceiver; thermal imager; combat
koots: asbestos. dry. Gore-Tex, ghillie, nbc, SCUBA, and
space suits. Further, the battle suit includes an integral
plasma repeater (aee bale s,

The battle suir's tunctions are entirely powered by the
naguadah in the user’s blood, and therefore useless o any
but those wha carry a Goa'uld {or Tok'ra) symbiote. Further,
the armor places intense strain an its user as it draws on
this sourde of energy. Though the super soldiers are engi-
neered to endure this drain, others using the armor must
make a Fortitude <ave at the beginning of their initiarive
count each round the armor 15 10 use ar suffer 1dg damage,
applied divectly to the user's wound points. The DC of this
save begins at 10, and increases by one {cumulativel Fap
each subsequent save Once the user is rendeced uncon:
scious, the battle sunt sauts down and the dramn ceases
rmmediarely, stabilizing the user's wound points at o,

The armor is cumbersome, and requires 3dg minores 1o
praperly dan (though the wearer need not begin making
saves ps described above until the end of this period)
Similarly, the armor requires 2dg rounds to shed, and con-
tinues to draw on the naguadah in its user’s blood until
completely removed (requiring saves as described abowe)

The battle suit is cons idered heavy armor,

Jaffa Helm, Standard: The very symbaol of a System
Lord's might, the external design of the helms of his laffa
are unigue to each lord, However, all |affa helms possess
some of the tollowing special qualities, as dictated on Tahle
33 Laee next pagel).

Communicatar(C): This gear has an internal system
that allows the character to communicate with other com
munication devices of the same type. In the case of |affa
helmets, the internal communications system only con-
nects Jaffa belonging to the same facrion.

fntinidating (ING: Whenever o charocter mests a lalfa
i a helmet for the first time, that Jaffa is granted a «2 gear
banus to intimidate checks on that character. However, the
acenmpanying sound effects reduce the DO of all Listen
checks 1o detect the helm wearer by 5,

Lisnited Vearor (LV): Using this gear restricts the char-
acter'’s field of view, making him more vulnerable to the
unexpected, While using an jtem with the limited vision
quality, the character suffers a -2 gear penalty to all Reflex
savis,

NI'QM Viaion (NVE The latfa helmet allows the wearer to
see in dim light ar total derkness when the night vision fil-
ter is activated. This filter offers a o4 bonus to Spot checks
in near darkness and a & bonus to Spot checks in totsl
darkness. Any choracter that uses the night vision filter in
the daytime 15 biinded for 1 round while his vision clears.

s

Poewwered (PWE The gear operates under an internal
pover source and may fail under feld conditians. [t works
narmally for § minutes {50 rounds) but each time 7t iz veed
thereafter without a recharge the user must roll o d2o. This
roll initially bas an error range of 1. With a roll of 20, the
error fange increases by o (first to 1-a, then to =3, and 42
ond. I the character tolls an error, the Gamemaster may
spend an action die o cavse the em's power 1o rum dowr,
requiring a new power source or @ recharge. Replacing the
power source of such a device requires 1 Foll actior
Recharging requires 1dio+2 rounds, Either method rofresh-
5 the cycle, offering the character another § minutes of s
before he must rell again, and resetting the moll's erros
range ta 1 The [affa helmet only expends ane round of
power when a special guality requiring the helmet's inter-
nal power (such ag night vision or the pressure seall is used

Pressure Seal (P5): The gear contains a pressure sl
that can be activated with a half action. 1f the pressure seal
15 10 place, the laffa 15 immune to damage and negative
effects of gases, chemicals, sandstorms, and other environ
mentsl condifions that can be eliminated by an advancec
air Filrer. While in use, the pressure seal incurs a -2 gem
penalty to epdurancecelated checks and Fortitude saves
due to restricted air Flow

Prvefmiry Algrm (PAL The gear containg a special sen
sor that allows the user to tell when other combatamts are
approaching in secret. Whenever the user of this gear is
being Flanked, all his opponent’s bonuses for flanking thit
character are halved (rounded upl.

Tolescopic Vosion (TVE The gear contains special lenses
that allow the character to see at n greater distance. The
helmet grants a +1 gear bonus to Spot checlks to see any:
thing at a distance,

Ladlerararer Capobilities (UC) The gear |s water-proof
and containg a self-pontained supply of oxygen. When acti:
vated, the wearer can hreath comfortably underwater for up
to x hours belare its oxygen tanks need to be recharged.
This casability does not provide any of the protectivns that
o pressure sedl does,

Lion Mantle: Lion rantles are made from the skin of and
actual lion, then reated with a similar substance to thi
which lympian funics are made to further enhance the
usefulness of the armor. Unlike Dlympan tunies, lion man
tles do not sulfer from the weakness against hlunt
weapons, When worn with an Qlympian tunic a lien mantle
eliminates that armor's weakness to blunt weapons. Lion
mantles are considered mediom armo).

Necropolis Guard Armor; The armor of the Kecropalig
Guard is considerably mere durable and provides more solid
pratectian for the wearer than that used hy most other jaffa
The Mecropolis Guard armaris forged using thick, durable
metal a bovs with trace amounts of trinium wewen e the
metal, The armor is given s red tint by chemical poured
inta the molten metal ar the time of forging and does nor
affect the strength of the armor one way or another.

Olymipian Tunic: Olympian tunics ook like long elegant
Grecian tunics made of white cotton. But its appearance |5
degceptive. The runic is made from a special metal alloy com.
bining vitanium and platinum into a micenscopically thin
thread. The thread is woven into the tames by special
machines thar allow no space to exist between the stands,



Its design allows for the comfortable movement of a person,
while protecting him better than Kevlar, Olympian tunics
have a weakness to any blunt melee weapons as the fabric
will simply band with the weapon, It 5 effective against
otber meles weapons as cutting and thrusting weapans can-
not penetrate the weave; the same applies to bullets. Energy
waapons have thewr energy dissipated gver a wide area
negating much of the damage making them not much better
than Tauri firearms. Olympian tunics are considered light
ATV

Spartan Shield: Spartan [atfa carry large opague metal
shields on their left arms which grant all the benefits of
ane-half cover (+4 defensel while standing, or three-quar-
ters cover (+7 defense) while crouching (which stacks with
the defense bonus granted by the Spartans’ Warrior
Gestalth The shield is composed of 3 frinoum alloy. Due to
their shields, Spartan Jatfa have adopted a style of halding
therr staff weapons in an elevated position in the right
hand, aloft over the right shoulder like a spear. They can
fire the weapan one-handed fromy this position, with a -4
penalty fo their attack rolls {total ol -0 with the staff
weapons inherent -2 accuracy penalty), while still enjoying
the cover benefit of their shields,

The shield 15 notched along s wop edge to allow the
ataff weapon to be hraced on it by Spartans who possess the
Pertect Stance feat, A phalanx of Spartans will typically
miove half of their movement and then us= a half action 1o
crach, gaining the henetit of thewr shields’ extra cover, On
their next turn, they use a half action to eim, and gain the
benetit of bracing for free due to their Pecfect Stance feat

Acrouched Spartan, aiming (+1) and bracing {«2), firing
his statt weapon (-2h one-handed {-4). incurs a total of -3 in
Attack penalties. However, the Spartans’ Warrior Gestalt
{4ee page 134) grants them an attack honus of +1 for each
pairof Spartans present, up to =5, which 15 enough to count-
er this penalty if the Spartans are present in sufficient
niumbers.

NEW ALIEN
WEAPONS

The weapons listed below are utilized by the Goa'ulds
and their minions (and occasionaily their enemies) [F no
specifically stared {iie., resource points or some other stip-
wlation is provided), none of these devices arve available for
purchase by members o the SGC ar their allies.

Hand Claws: Many [affa who serve in the courts of their
respective System Lords muost make use of subtle jor at
least less overt} weapons in order toomaintain the sense o
fearless royalty their gods wish to convey. The hand claws
are often wsed by severe] sects of Jaffa, including Bast and
Jackal guards in order to inflict great paln upon an enemy
in ¢lose combat. The hand claws appear to be a set of
connected finger-pieces with curved bladed claws at the nip
of each prece, when worn, the hand claws look like a jointed
metal glove that leaves the palm exposed while giving each
Finger a curved talon, Some [affa tip these claws in paison
ar other chemicals in order to slow down an opponent,

then fire thelr staff weapons at the enems.

Tasle 3.3: ALIEN ARMOR

SpECIAL
NaME R DM D3  WEeEak MDB ACR  QuUaliTIES SREED WEIGHT
Light Armaor
Olympian Tunic Z] 2 A Ch +Ea =1 = Sarme 1016
Medium Armor
Jaffa armor, standard 10 +1 =] CiE e —i - Same 251b.
Lion Mantle 10 2 £} C +ly -3 - Same 20 b
Heavy Armaor
Battle Suit N;"A +O 25— - +0 —d} - =10 ft. &0 1.
Super Soldier]
Necropolis Armor i1 + =) CE +1 -5 - =10 #e. 35 Ib,
Helmata
Jaffa Heldm, standared i 2 1 F - -z C,IN, Ly, NV, P, PS =G ft. 20 b
latfa Helm, Bast 4 o 1 F - -2 CINCNV, PS TV =5 fu 20 b
Jaffa Helm, Dragon & +2 1 F = =g O IM, L WY, P, PSS, PA =5 fi: 20 b
Jaffa Helm, Horus & = 1 F - - CAM LA PS -5 1. 20 k.
Jaffa Helm, Jackal 4 +e 1 = - - M, LV NY, Ps-5fu 20 b,
Jaffa Helm, Magi-Uchawi & +2 1 F - 2 LY, MY, PS, L —Sft. 20 b,
affa Helm, Raven 4 ] 1 F = | CN LS NY P Same 20 b,
Jaffa Halmy, Serpent [ = 1 IS = - C,IN, LY, WY, P, PS -5 ft. 20 b
Jatfa Helm, Setesh & +1 1 F - -1 CIN, LN, PS Samme 20 b,
Other Armor
Spartan Shield £ =t - - = = - Same Eib

* See description for more details,

MNote: Brahma Guards, Guards of Ages, Mecropolis Guards, Olympian Guards, Emperar's Hand Guards, Fianna Warriors, and Spartan
Guards do not nomally wear helmets,

Unless otherwise specified, ather Jatfa are assumed to use standard helms with the particular moti® of their god.
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Lightning Thrower: This device, similar in appearance
to the ribbon device mast Goa’uld use, allows Zeus 1o throw
lightning bolts at his oppanents, Caly one is known to exist

Reaonwrce Pointa: NAA This is not normally available to
an 5G tearm.

Mechonica: The lightning thrower is powered by
naquadah and channels its power thraugh the nerve paths
generated by a Goa'uld symbiote: Because of this, only a
Gaa'uld character or a character who has previously hosted
a symbiote or Goa'uld larva (e.g. a Tak'ra or any charactar
possessing the Symbiate feat) may use a lightning thrower

The character’s Dexterity modifier is applied o attack
checks made with a ligatning thrower. Ne ability score
modifiers are applied to ightning thrower damage rolls. In
order to properly use a lightning thrower, the character
must possess the Weapon Group Proficiency (Handgun)
feat; otherwise he suffers a -6 penalty with all artack
checks made using the weapaon,

A Lightming thrower may only be fired in single-shot
mode and may be fired with a half action using the stan-
dard attack action faee page 362 of the Stargate S4G-r cove
ritfeboak),

Lightning throwers da subdual damage to living beings,
and normal damage to objects. The lightning thrower has
the takedown guality ard & special form of the armor-
defeating quality, presented below,

Lightning Thrower Takedown® (LTTD: When an oppo-
nent is successfully attacked by a lightning thrower
fwhether the artack inflcts damage to him or nat, the
oppanent must make a Fortitude save, This save's DO s
determined as follows.

s |F the artack successtully reduces the target's wounds
by at least ) {afrer damage reduction and hardness are
applied), then the Fortitude save™ DC i5 10 + the damage
intlicted {before damage reduction and hardness were
applied)

¢ If the attack failed to reduce the target's wounds, then
the Fortitude save's 7 is equal to the danage inflicted
(hetore damage reduction and hardness were applied).

TABLE 3.4: ALiEN WEApPpONS

Hame Rp Recail ACTURATY DaMAGE
Melvr Weapins
Hared Clawes 1 = ld& i
Ruanged weapmns
Lightning Throwwer 10 - - Bl
Plasma Repaater MG 12 + 4dib
Bing Weapaon 1 +0 ddb
Ouwerload - = - Gt
Explosson
Shak el &8 13 g E |5
X780 Force Rifle 5 12 = 4di

* Spr wieapon descriptinn for additicnsd nukes,

ERuOR
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-2

1=

1=3
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IF the target falls his Fartitude save, he is knocked
prone and becomes Har-footed; |Fthe save |5 successful bz
remains uprght,

Lightning Thrower Armor-Defeating® (LTAD): Attacks:
with the lightning thrower ignoces the rarget’s First 10
points of hardness or damage reduction. However, unlike
mest weapans with the armor-defeating qoality, targets
suffer the full remaining damage as the lighrning s simply
going through or around the armaor to hie the target

Plasma Repeater (Super Soldier): Plasma yepeate
weapons are integral 1o the design of super soldier blas:
armor, Like the staff weapon, the plasma repeater emits a
Focused plasma charge capable of inflicting grievons ham
Thowgh the individual chargos are slightly less powerlu
than those generated by a staff weapon, this flaw is more
than compensated by the plasma repeater’s improved rate
of accuracy, portabilitv. and rate of fire. The plasme
repeater 15 further enhanced by a number of technologie:
designed to enhance the weapons acouracy, integrated otk
into the weapon 1tselt and the battle suit as o whoele,

Resierre Poinear NAA. This weapon (s not narmustly
available ta the SGC or its allies.

Mechanica: Inorder to properly use the plasma repeater
in combat, a character must possess the Weapon Group
Froficiency (Handgun) feat; etherwise, he suffers a -4
penalty to all attack checks made using the weapon,
Further, it may only be used in conjunction with the super
soldierbattle suit (Aee page r45), as the battle suit's systems
roufe energy tothe plasma repeater, which the weapon then
focuses and directs to the target, Though the plasma
repeater's ammunition capacity is theoretically unlimited,
its capacitors requice a period of time to recharge after use,
The weapon can store up to 5o shots, At the heginning of
each of the wearer's initiative counts, the plisma repeatar
regains shots equal o adf o« the wearers Constitution mod-
tfier, as the hartle suit mutes additional power to the plas-
ma repeater’s capacifors,

Since the plasma repeater b5 an integral element o the
super soldier bartle suit. the wsor cannot be disarmed of
the weapon. Further, damage inflicted on the plasms
repeater 15 instead inflicted on the hattle suit itself, and

RAMGE
THREAT |HCREMENT AraNan GuALITIES  WEIgHT
= = = 1-hor2-h 16
20 10 - Al To* 1
[ 50 )
18-20 50 100 AP, DR 10, RG s
[miace SO0 ft.)
19-20 i e o Sgesial [Ring) T
- 1CH fr - - -
Blast Increment 5 f1,**
F=lE] 100 e 100 (Wl hyal B b=
18-20 e 10 AR, M G lbs
{rmax, TOO £t |

** Dverload exploskon damadie is apalked directly to the wounds of a character wha is wearing it




thie weapon cannet be réndered inoperable unless the bat-
tle suit itzelf shurs down Fmally, the plasma repeater may
not be madified in any way; the user {or another) cannot
mstall additional qualities or mods beyond those already
included 1o the weapan's profile,

Ring Weapan: A miniscule itemn carred by spies or used
as @ last resort, the ring weapon [ives a powerful bolt of
energy thit is at least as deadly a5 & modern handgun, Trg
small size limits the capacity of the cevice to only Four
shots and it 15 not reloadable in cambat (though it may be
recharged from a suitable prwer source). [t also packs a
reserve power cell not linked to the weapon's beam emitter,
which is designed solely for the purpose of gverloading and
detanaring the device to kill the wielder ithough 11 could
thearerically be hurled as an improvised grenade), The
overioad can bestarted with o half action, and will detonate
an the same Initiative count during the follewing round

Shak'nel: The shak'nel 15 & onique weapon rarely seen
throughout the Goa'uld emipires, The suprems System Lord
Ra abways demanded that his Primes and any court Jaffa
carry the shak'nel in addition to the staff weapon, The
shok'nel k5 a gulujg_-ru laser weapon that “esemhles a noxzle
with a golden crescent curving underneath for o handgrip.
Unlike the gatnik'tel, the shak'ne] is designed salely ta
inflict damage and canpot be used o simply stun an
enerny, It tires green boles of energy that resemble smaller
staft weapon hlasts and can be used at (lose ronge without
all the clumsiness af the larger and more powerlul statf
WEE [HIT

X750 Force Rifle: A reverse-engingered version of a
staff weapon mated toa standard ritle grip, the X750 runs
aff of a primirive naguadah eell that is pot tnterchangeable
with that of a staff weapon. It is primarily used by the
Flgarans (e poge 782 though variants may be found
among aother peoples as the GM sees fit. Reloading takes a
half action after the spent cell gjects its2lf The rifle comes
with one cell, with an additional 5 cells available tor 1 Pick,
The rifte can be fired only mogingle shot mode, unless the
user bas the Speed Trigger feat, When an error occurs, one
of the vacuum tubes burns out, and muss be replaced with a
full aetion, The rifle comes with o kit capable of repairing

twio tubes,

TaBlE 3.5: THE Kadparad FEVER

ZIGARAN FRONTLINE BUNDLE
= Ammunition Eag wio rifle power cells
* Backpack (water tight) {eo store hundle)
*  Hatteries, 2
* Canteen
Compass
=  Flell Radin (equivalent to, bur 3% the size

of tactical radia)
= First Aid Kit
= Flashlighi. clips 1o helmet
* Raope, 34 fr.
Mapof Caverns
*  Tosh-zo fequivalent to gmm Makaroy)
with 16 rounds
¢ Twao [Fays Rations {equivalent to MREs)
» X-750 Force Rifle

MISCELLANEOUS
RULES

NEW DISEASES
THE KANDARAN FEVER
One ot a seemingly endless number of diseases
designed by Nirrti, the Kandaran Fever was unleashed in
the water supply of the planet of the same name, to devas-
tating effect. The natives are immune to it, but off-world
vigitors may contract it by drinking the water or eating the
native frudt (GM's discretion), Mare information can be

Found an page Bg.

NEwW TEMpPLATE
CAULDRON-BORN
The Cauldran-Born are the mindless killing machines
which Arawn creates nsing the Black Cauldran fsee pages
Gy and 14l Each Caoldron-Born hos a single mndividual’s
voice imprinted into ¥ s mind, and b2 incapable of difobey-
ing amy orders given in that veice. Seme Cauldron-Bom are
imprinted with Arawn’s voice, but mast are imprinted with
the voice of the jalfe general who commands them. all,
howewar, serve Mannanan unguestieningly: no Casldron
Barn exist outside his ranks.
When a character 15 placed i the Cauldron, the follow
img template may he applied 1o the character's statistics:
Wounds: Same as the character.
Vitality; Same as ~he choracter

Primary Phase

Sacondary Phase

OMNSET DamaGge/f OMNSET DAaMAGE/

CoMdTAGION CR TIME SAVE EFFECT TIME SAVE EFFECT

The Kanclaran 15 ldi hours . Fart (DC 20) 15t 1Con 10 hours Fort [DC 22] 148 Str,

Fever 148 Can,
146 Int,
Ligghe

Sensitivity

This template may be used for any similar dizeases afflicting different near-humans with this disadvantage.

s




Speed: Same as the character,

Defense; Same as the character,

Damage: Same as the character.

Special Qualities: The following special qualities are
added to Caoldron-Born cha racters:

Al Int-based skills ame immediately habeed. Furthermore,
all in-class Int-based skills are now considered cross-class;
formerty cross-class skills now cost 3 skill peints per rank,
not 2

[pexterity bonuses no langer apply to the character’s
defense honus (he i always considered to be flar-footed)

The charactar cannot rake a Will save to resist any
arders given by the person whose voice is imprinted on his
mimd. {"Obey this person” is an acceprable order)
Recordings of that voice will alse work: computerized
reconstructions can be res.sted with a Will save (DG 2ol
Success means that the Cauldron-Born will ignore that
particular recording. Subsequent or different recordings
merit another sve

If the character previowsly had the Symhiote feat, he
loses it and all feats which depend on it = the larva died
with him. He suffers none of the usual penaltles for losing
a svmbiote, howevers it [s-as if he never had nor needed a
symbioté.

The character can no longer express himself verbally in
any way: he can neither speak nov write,

Saves: Same as the character, except as noted above.

Abilities: +2 to Constitution, -6 1o Intelligence,

Skills: Same as the character.

Feats: The character acquires the bonus feats
Endurance and Coolness Under Fire, The character
acquires the next feat he does nat already have in the feat
tree that beging with Power Attack, For instance, if the
character did not alveady have Power Attack, he gains it if
he afready had Great Cleave, he gains Cleaving Charge, and
g0 o0, All prerequisites for these feats — including mini-
murm =kill ranks and base attack bonus minimoms — are
waived.

_ NEW MONSTERS

BeasT ofF KalypoNn

The fallowing creature = indicative of native fauna on
the planet of Kalydon (e page g2 They Inok ke large and
savage Terran boars, but the creatures are wilier and more
predatory than the bears fund on Earthe Dr, Weiss sus-
pects that the creatures aré descended from similar stock,
but have been genetically altered for some reason tn the
distant past. It is probably not the work of Cronus, though
he enjoys hunting the beasts and sending his laffa in
combat against them. More that, while this boar 15 typical,

Taele 3.6: GIRTABLULLUK VENOM

much larger specimens have been seen deep in the
forest, The largest male slain by the Guard of Ages stood 12
feet high at the shoulder, and could tear a Jaffa in half with
one swees of its tusks. (For such a specimen, double any
damage dealt and wound points possessed, but remaove any
initiative bonuws and increase its size to Huge for the
purposes of Defense and reach).

Kalydonnian Beast: CE 4 52 L w'vp 20030; Init +1 (v
Dexk Spdas fr; Def 13 (-1 s1me, +1 Dex, +0 Species); Atk: Tooth
and Cliw +7 (dmz 1dB+7, error — threat 1g-paol Face 1
square; Reach 1 square; SA Takedown: S Damuage
Reduction 4=
SV Fourt «8, Ref <2, Wl +0; Str 20, Dex 12 Con 2o, Int 4,
Wis 6, Cha 5; Skills! Hide +8, lump +8, Listen +6; Mave
Silently +7, Survival +11; Feats: None.

Tokedown: Attacks of the Kalydonian Beasts possess
the Takedaown qualiny.

GIRTABLULLUHK

These scorpion: | ke creatures are found on PR7-62 fae
page 77 They have twoarms and Four legs, and can rise up
to almaost 1o feet tall an two legs From their normal three
foot height, Their tails, ending tn poisonous stingers, can
reach 6 feet inlength,

Girtablulluh: CR 2 82 L: w/vp 12428; Init +1 (+1 Dexl;
Spd g0 Fr: Def ab (1 Dex, + 5 natural armorl; Atk: Bite =3
Nelgss damage), 2 Claw +5 (1dé+y damage), Sting «o 1dbs
and peison: Face 1 square; Feach 1 square; 54 Improved
Grab, Squeeze, Polsan faee Delowsd 50 None; SY Fort +b,
Rof 1, Will =15 Str b, Dex 13, Con 12, Int 2, Wis 10, Cha 3
Skills: Climb + 10, Hide +4, Spot +5, Survival + 6, Feats
Arctic Training.

huproved Grobe 1F a gireablullub hits with a claw attack,
it may make a second melee tooch attack in order 16 =tar
grappling fage the Stavgare SG-3 cove rulebook, page 3710

Squeeze: A gictablulluh deals automatic claw damage
on a successtul grapple check:

Pocapi: & girtablullub has a poisonoos sting, see below

Kusarikku

These humanoid bulls can be found on PRy-Gy: faew
page 77), They stand over 7 feer 1all and are covered In a
thick fur that pratects them from the seyvere cold, Their
most atriking feature is the mmssive, sharp horns that pro:
rrude from either side of their heads.

Kusarikhu: CR 4; 52 Ly whvp gz, Init +3o; Spd 7o fi
Bef 15 {¢5 natural armork: Atk: Claw «7 (1d6+4 damage), Gore
+ (1d8+z damagel; Face 1 square; Reach z sgquares; SA
Charge 4db=6; S0 Scent Lee bolowh SY Fore+a, Ret «3, Will
vo: 5118, Dex 10, Con 14, Int 7. Wis 1o, Cha 8: Skills: Hide
+2, Intaimdate «5. Move Silently +6, Search g, Spot =g,
Survival « 8, Feats: Arctic Training, Track.

Secandary Phase

Primary Phase

ONSET Damage/
CodNTaglioH CR TIME SAVE EFFECT
Girtablufluh veram & 1d4 rounds Fort (DC 14) 1 Con

ONSET DaAmMAGES
TIME SAVE EFFELT
1410 rounds = Fort (DC14) Ida Con

Thiz templare may be wsed for any similar diseases afflicting different near-humans with this disadvantage,
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Charge: The kusarikku may charge by lowering its head
1o bring its horns to bear. In addition to the normal results
of a charge. this allows the beast to make o single gore
attack with a +g attack bonus that deals gd6+6 paints of
damage.

Scent; This special quality allews the ugally to detect
approaching enemies, smiff out hidden foes, and rack by
sense of smoll Creatures with the scent abilaty can identify
famuliar ndors just as humans do familiar sighes

The creature can detect apponents within 3o feet by
sense of smell. If the opponent is upwind, the range
increases to 6o feet; i downwing, it drops to 15 feet, Strong
scente, such pssmoke or rotting garbage can be detected @
twice the rangos noted above. Overpowering scents, such as
skunk musk. can be detected at triple normal mnge,

When a creature detects a scent, the exact [ocation of
the source i not revealed—only s presence somowhers
within range. The creature can take a halt action 1o note the
direction of the scent

Whenever the crearure comes within 5§ feet of the
saurce. the creature pinpoints the source's location.

A creatare with the Track feat and the scent ability can
Follow tracks by emell, making o Wisdom {or Survivall
check to find or follow a track, The tvpical DC lor a Fresh
trall iso (no matter what kind of surface halds the scent).
This DC increases or decreases depending on how strong
the quarry's ador i, the number of creatures, and the age of
the trail. For each hour that the trail i< cold, the DC increas-
es by 2 The ability otherwise tollows the rules for the Track
feat, Creatures tracking by scent ignore the eftects ot sur
face conditions and poor visibility

Ugalluw

These hall-lion creatres are found oo Marduk's planes
af PRy-B3z Lww page 771 They can wall an two legs and
have opposable thumbs and fingers lik= & primate, with
retractable claws. Their heavy manes of hair protect them
from the harsh climate

Ugallu: CR 3 82 L w/vp agrgs: Init 3 0+3 Dex); Spd 1o
fr.; Def o6 (0 size, +3 Bex. +3 natural armor); Ark: Bite «2
{1dB+2 damage), 2 Claw «7 [1dgss damage); Face 1 square;
Reach 1 square; SA Pounce, Rake faea belowsk S0 5cent fave
Bafiosiak SV Foit s, Raf s3, Will <2: St 20, [ex 16, Con o4, Dot
3 Wis 1o, Cha &; Skills: Balance +6, Hide +4, Move Shemtly
six, Spot s Survival 1. Feats: Arctic Training, Desert
Training, Track

Seent: This special quality ollows the ugallu to detect
approaching enemies, sniff out hidden faes, and track by
sense of smell. Creatures with the scent ability can identily
tamiliar odars just as homans do familiar sights.

The creature can detect opponents within 3o feet by
sense of smell, It the oppooent is upeand, the range
fncreases to bo feet; If downwind, it drops to 1 feet. Strong
scents, sudhas smoke or rotting zarbage, can be derected ar
fwice the ranges noted above, Dverpowering scents, such as
skonk musk, can be detected at triple normal range

When o creature detects a scent, the exact location of
the source i not revealed-only its presence somewhere
within range. The creature can take a half action to note the
direction of the scent.

Whenever the creature cames within g feet of the
source, the creature pinpoings the source’s locatian

A ereature with the Track feat and the scent ability can
fallow tracks by smell, making a Wisdam {or Survival)
check to Find or follow a tracl. The typical DU for a fresh
trail is 1o [no matter what kind of surface holds the scent).
This DC increases or decreases depending on how strong
the quarry’s ador 15, the number of creatures, and the age
of the trail. For each hour thar the rrail is cold, the pC
increases by 2, The abtlity otherwise tollows the rules For
the Track Feat. Creatures tracking by scent ignore the
eftects of surface conditlons and poor visihility

Pounce: If an ugallu charges a fos, it can make a full
attack, including two rake artacks,

Rake: Claw attacks with the legs. Reguires n pounce.
gropple, or prape victim. Claw ¢y (idg+g damage),

_ NEW NPC CLASSES

CERADOR CABAL MEMBER
This secretive cabal pursues technological enlighten-
ment, despite Kali's prohibition, They have secently devel-
aped gunpowder, and may soon present seme small threar to
the System Lords rule aver her swn homewarld. Nonethelpgs,
unless it receives support from an outside seurce, the cabal
will [Ekely be stamped out once it is revealed.

FULL sKiLls

The Cerndor cabal member's full skills and key albilites

HTES
Full skill Key amiLiTy
Blurff Cha
Knowledge [amy ane) Int
Sensa Motive Wis

HALF Skills

The Cerador cabal member's halt skills and key abilities

are;
HalF skill KEY ABILITY
Concentration Wis
Hide [Dex
Innuendo Wis
Move Silently Desx

CLASS FEATURES

The Fellowing are ¢lass features of the Cerador cabal
member

Starting Feats: The Cerador cabal member begins play
with the Following feats

Armor Growp Proficiency (Light)

Weapon Group Proficiency (Melee)

Weapan Group Proficiency (Hurled)

Secret Society: At st level, the Cerador cobal member
learns a secret handshake designed to allow members to
identify vach other, and prevent infiltration Fromy outside,




He receives # «8 competence bomus 1o both Innuendo
checks ta indicate he is a member of the cabal, and Sense
Maotive checks made to determine if another character i a
membaer, Further, the character’s threat range while using
these skills in this fashion is incregsed by 1

Bonus Feat: The cabal member is accustomed to moving
stealthily through urban terrain, In order 1o avoid entangle-
ment with Jaffa patrols At 3rd level, the cabal member
recerves the Stealthy feat. At gth level, the cabal mamber
recerves the Advanced 5kill Mastery (Stealthy) teat,

Primitive Technology: At gth level, the cabal member
recielves 1 gear pick, which may only be spent on firearms.
The weapon selected 15 a primitive version of that which is
normally available to madern societies; increase s ermr
range by 4,

Refined Technology: At 1oth level, the cabal member
has Farther develaped his weapon. He may purchase a
firearm for either 1 or 2 gear picks. If he spends | gear pick,
the eeror range of the firearm s increased by 2 | F he spends
2 gear picks, the error range s increased by 4.

CrRUcIAN KNIGHT

The crucian knights are Ba'al’s forces on Arraxia, who
infiltrated the planets culture while Sokar ruled it Now
maintaining comtrol on behalf of Ba'al, they use their influ-
ence such that when Ba'al arrives, he will be greeted as the
divinity he claims to be. Only Jaffa loyal to Ba'al are permit-
ted to join the order,

While membership in the order itself is quite limited.
each monastery can call upon the able bodied men of the
locil village at will: Such militia men can be represented by
the Kative Off-Worlder NPC class (see the Stargate 50-3 core
rratehaok; page g12),

FULL sSkiLLs

The crucian knight’s full skills and key abilities are

FulLl SKiLL
Bluft
Diplomacy

KEy ABiILiTY
Cha
Cha

HaLfF Skills

The crucian knight's halt skills and key abilities are:

HALF SKILL Key asiliTy
Balance Dex

Intirmiciate Sitr or Cha

Jump Sitr

Knowladge [ Religion) It

Spot Wis

Survival Wis

CLASS FEATURES

The tollowing are class features of the crucian knight

Starting Feats: The crucian knight begins play with the
fellowing feats.

Armar Group Proficiency (Right)

Aoy Group Praficiency (Mediam)

Armor Group Proficiency (Heay)

Weapon Group Proficiincy (Meles)

Weapon Croufp Praficiency (Hurled)

Symbiote: At 15t level, the crucian knight gains the
Symbiote feat, The crocian kaight must nieet al] preréqui.
sites for this fear normally. Generally, crucian knights rake
the heabing trance ability though they may select any one
aof theabilities as normal, if desired

TaBlE 3.7: THE CERADOR CaBAal MEMBER (NPC ClLass)

VITALITY BASE ForRT HEF
Lvl poinTs ATT SAVE SAVE
1 =1 +{1 +1 ol e
c 9 +1 L= -2 3
3 13 += L= 2 +3
i 16 «3 o2 I wif
5 20 = | +3 +3 g
B =3 4 +3 +3 +5
7 27 5 ol oy o
8 30 6 o o &
g 7 +5 s 4 5
10 37 7 5 +5 7

TABLE 3.8B: THE cruUctAN KNIGHT

VitallTy BASeE FoRT REF

Lwl pPailTs ATT SAVYE SaAVE

1 i +1 = e el
2 1B +2 +3 0 2
3 29 e +3 +] =
& a5 wily widy ] =
5 L] +5 -4 +] =3
B 48 +B 5 2 +3
7 55 7 o5 el iy
B Bl +8 45 'E' ady
9 7e +g +5 =3 +dy
10 78 «10 +7 +3 +5

Will
SAVE

{NpC ClLass)
WLl
SAVE

DEF IHIT

BoN Bon SpECIAL

+0 + Secret society

-1 sl

=1 +1 Bonus feat

2 L=

o 2 Primitive technology
2 e

+3 *3

«3 e

4 & Bomus feat

*ia +i Refined technology
DEF (HIT

Bon BoM SpECIAL

0 +l Symbiote

+1 +1

*1 7= Toughmness [vitality]
= a

2 +3 Lessar soak 1/session
2 =y Toughness [wounds)
o3 vy

+3 a5

w0 +5 Toughness (vitality]
+é +G Lesser spak 2feession




sites for this feat normally, Generally, crucian knights take HalF skiLlLs

the healing trance ability, though they may select any one The Cursor'va’s half skills and key abulities are
af the ahilities as normal, iF desired.
Lesser Soak: Beginning at 5th level, once per session as SkilL KEY ABILITY
a free action, the crucian knight may gain a number of Cryptagraphy It
paints of damage reduscrion equal to one half his base [hsguise Cha
attack bonus until the start of s iniative coont doring Escape Artist Dex
the fallawing round. These points fol ow all the standard Forgery Int
rules for damage reduction faee the Stargate S6-1 core vl Search Int
hoak, page 352, and stack with damage reduction gained Sense Motive Wis
from armer, but do net stack with ary other source. The Spat Wis
crucian knight may use this ability rwice per session begin Surveillance Wis

ning at 1ath level,

Toughness: At qrd level the crucian knight gains the
Toughness feat, granting him =4 vitality points. At 6th
lewel, the crucian knight gains thes feat again, granting him
«2 wound points: AT gih level, the crucian knight gains
Toughness a linal time, once more accruing +4 vitality

CLass FEATURES

All af the following are class features of the Curser'vi,

Starting Feats: The Cursor'va begins play with the
following feats.

Armioy Group Proficienci (Light)

Weapon roup Proficiency (Hanrdgun)

Fog of Deceit: The Cursor'va are masters of misinfor
mation and Intrigee Everything an oppenent learns about
them is suspect. To reflect this, the ermor ranges for any
Gather Informaton or Sense Motive checks directed at a
Cursor'va or his mission ave mereased by one (L&, 8 1

points.

CURSOR'VA

Cursot™va are plso known as “The eye hatt-closed " They
are Olukun's masters of trickery and subterfuses, making
aure the wrong information gets to the right people. Their
ranks hold only the most trusted of Olukun's followers: ths
means almost all are [afta, but there remains a small con-
tingent of other racial candidares wsed for missions on
which Jatta would be easily discovered,

berames a 1-2],

At gth level the error range is increased by another
paint, For a net [ncrease of +2

At gth level. it an epponent scores a threat on any
Gather Information or Sense Mative rolls toward the

FUullL SkKilLlLs Cursorva, the opponent has to spend an extra Action die to
The Cursor'va's full skills and key abilities are: activate o threat (inszead ol 1 die; he needs 2],

At roth level, & Carsor'va's mastery of intrigue 18 com-

Skall Key AsiliTY plete. He no longer needs 1o spend an Action die to activate

Bluff Cha an enemy's critical ectors an Gather Intormation or Sense
Gather Infarmation Cha Maotive checks regarcing him.

Hide [rex Mo Truth But Perception: The Cursorva lnow the value

Mlerve Sikently Dhas af allies, and actively work to deny them te their faes. Once

per session starting ot znd level, s Corsor'va may spend one

TABLE 3.9: THE CursoR'va [NPC ClLass)
YiTallTy BASE FORT REF WillL Def I

Lvi DOINTS ATT SAVE SAVE SavE BoN BoH SpeECial

1 +0 +0 +0 2 «0 +1 1 1 Fog of deceit™

2 +1 =00 =0 13 sl ] 2 c Mo truth but parception
[1fzession)

3 +1 +l +1 +3 1 L= 2 2 Bonus feat

& + +1 +1 oly +1 2 e t= Me truth but perception

{2/session}, smoke and mirrors,
tog of deceit

5 = *1 +1 i} e +3 3 2 Smoke and mirrors [1/serial)

& +3 2 w2 +5 2 + i 3 3 Bonus feat, no truth bt
perception [3/session)

7 +3 +2 = 5 +3 [ 3 3 Cloak of shadows {1/zas=ien)

8 wiy g +2 G +3 +5 & 3 Fog of deceit

L] edy 3 t3 v +& +5 4 o Banus feat, no truth but
perception (4 fsession)

10 +5 3 +3 +7 oy +0 5 & Cloak of shadaows [2/session)],

smake and mirrors [2/serial)

* Core Ability = A character only ever gains the core ahbilities of the first base class and the first prestige class he chooses,
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Action die to worsen the disposition ef an individual ar
arour toward another person by one level. This requires the
Cursor'va te talk ro the effected moop for 1 minute (1o
rounds), The Cursor'va gains another use of this ability an
levels 4, 6, and g, This ability can be used on an individual
af crowd mare than once, each time ||}w|_~|'[ng the disposi-
tian by ome level,

Bonus Feat: Cursor'sa are master spies. Te reflect this,
ar 3rd level a Cursor'va may select o bonus feat from either
the Covert or Style tear frees. An additional bonus feat is
gained every three levels of Cursor’va thereafter,

Smoke and Mirrors: One of the primary functions aof
the Cursor'va ks misdirection, The best way ta profect some-
thing From thieves anc sabotedrs is to have them ook
somewhere else for it. Smarting arsth level, if something (m
object. individual or even a small site, such as a laberatory
or a weapons cachel is under the protection of a Cursar’ea,
and it Is about to be discovered by the Cursorva’s enemies,
Fe may spetd Action dice to make it “disappear.” The item,
persen oF site in question doesn't actually disappear; it was
never really there to begn with. The enemy agenrs have fal-
lowed a false trabl, leading them on a wild goose chase, The
distanee the target mayv he "maoved” is dependent an the
number of Action dice spent: 1 die moves the target to
another location within 25 miles. z dice to anather locarion
within 1oo miles, 4 dice moves it anywhere on the same
planet, and & Action dice moves the target te any Incation
within the same systein. The Cursar’va may use this ability
once per serial at thlevel, and twice per serial at 1oth

Cloak of Shadews: Even the maost skilled spy may even-
tually b discovered, Cursor'va not anly accept this fact,
they plan for it, 1t being actively pursoed, a Cursor'va may
attempt to disappear into the shadows (or blend into the
crowd), He first spends an action die {which nets him na
additional banus to any rollsl, then makes an opposed Hide
check versus his pursuer’s Spat check, The Cursor'va gains
a 10 circumstance bonus to this roll, 1F the Cursor™va wins,
he simply vanishes with cut a teace, leaving the pursuers
with no abvious clues to his means of escape. This ability
may be used once per session starting of 7th level ond twice
per sessian at (oth,

GOA'ULD DILETTANTE

Mot all Goz'uld lead che charge inte war, or lead fram
their throne rooms, or even lead at all, There 15 alwavs a
nieed for the lackeys thar deliver messages, show up to take

a moeting, o just keap the throne warm until the Lord is
hack From the hunt, If their fancies take them there, some
of these dilettantes can became quite skilled in a speciiic
area. This class can be used for amy minor Goa'uld undaer
fing the players may encounter (amd who does nol requie
miore sowerful stats)

Full SkilLs

Tre Goa'uld dilettante's full skills and key abllitios are:

FullL =®itl key asility

Bluff Cha

Bureaucracy Cha

Diplamacy Cha 3
Irtimicate Str/Cha

Any one other skill Varies

Half skills

The Goa'uld dilettante’s halt skills and key ahilities ape

Halp skilL Key asiliTy
Concentration Wis

Knowledge (Goa'old) Int

Lsten Wis

Sense Motive Wi

Spat Wis

Any three ather skilis Varies

CLASS FEATURES

All of the following are class leatures of the Gaa'uld dil-
ettante.

Starting Feats: The Goa'uld dilettanie begins play with
the following fears,

Arinar Groagn Proficrency (Ligie)

Weapon Graup Proficiency (Hardgun)

Weapan Group Praficiency (Hurled)

Weapon Growp Proficiency (Melos)

Child of the Gods: At st level, the Goa'uld dilettanne
gains all the special talents |isted for the Goa'uld madre
species, as well ps those listed for any one Goa'uld sub-spe
cialty Lee the Stargate SG-1 cove nefebook, page g1},

The Look: At 15t level, the Goa'uld dilettante gains The
Look fzat (aee the Stargate SG-1 core rilebool, page 2661,
A prerequisites tor this teat are waived,

TABLE 3.10: THE Goa'ulp DILETTANTE (NPC CLass)

ViTaliTy BASE FORT REF WLl
Lvl PoiNTS ATT SAVE SAVE SAVE
1 12 0 o +0 +2
e i7 o1 2 +1 2
3 21 +1 +3 +1 3
4 26 2 3 2 +3
5 a0 +3 +i +0 wfy
B e £ +iéy »3 el
7 30 4 5 -3 +5
8 A o5 5 A 5
=] FAC] +5 -5 £ i1
10 53 +6 15 5 +B

DEF INIT

BoM Bon SpPEC|alL

+1 +1 Child of the gods, the look
2 +1 Athletic

e =)

+3 2 Specialty

L] +3

+i +d} Goa'uld retinuie (3rd level)
th iy Advanced skill mastery
+5 +5 Goa'uld retinue (4th level]
= +5 Goa'uld politics

+5 6 Goa'uld retinue (5th level}




Athletic: At znd level, the Goa'ukd diletante gains the HalF SkiLLs

Athletic Feat {aee the Stargate 56 core ritlebook, page z59), The Spartan warrior’s half skills and key abilities are;
At prerequisites for this fear — including minimum skill
I s — ave watved, HalfF skiLL kKey asiliTy
Specialty: At qth level, ane of the Goa'uld dilettante’s Balapce D
Full skills is increased by 3 ranks. Climb Sir
Goa'uld Retinue: At &th level, the Goa'uld dilettante Intimidate Strgr Cha
gainsg 1db personal Goa'uld guards ar yrd level each, as per Jump Str
the MPC class {aee the Stargarte SG-1 core relebook, page Sport Stror Dex
422}, These guards bear the mark of a more powerful Srvival Wis
Gon'uld, who grants themu At Sth level, an additional 146 Swim Str

guards are acquired at gth level each At 1oth level, o final
16 additional guards are gained at 5th level each. In addi-
tinn, at gth level and above, the Goa'uld dilettante may
mark the guards with his own symbaol

Advanced Skill Mastery: At 7th level, the Goa'uld dilet-
tante gains the Advanced Skill Massery Feat linked to his
Athletic fuat fdee the Stargate 561 core rriebook, page 261).

Goauld Polities: At gth level, the Gea'uld dilerrante
zaing the equevalent of the Political Favors and Pelitical
Clout feats, though for Goz'uld, net human, spheres of
Influence (aee the Stargase SG-1 core raleliook, page 2670 He

CLASS FEATURES

All of the following are class features of the Spartan
WaATTI,

Starting Featss The Spartan warrior begins play with

the follawing feats:

Armor Group Broficiency fLight!

Armor Group Proficiency (Medium)

Armoy Group Praficiency (Heauil

Weapon Group Proficiency (Meles)
Weapeon Group Proficiency (Huried!
Weapon Group Proficiency (Rifle)
Jaffa Warrior: At 15t level the Spartan wairicr gains all
the special talents | sted for the Jaffa macro-species, as wel)
as those listed for the Spartan Guand sub-specialty. No
SpARTAN WARRIOR ather :\1J|J-r:-ipE!L'Ii-I|TY nay be selected for the Spartan warrior.

Symbiote: At 151 level, the Spartan warrior gains the
Symbiote feat (ade the Storgare SG-¢ cove rulebook, page
2650 The Spartan warrior gains the Symbiote feat one addi
tianal time at gth level and for every 4 levels gained there
after (Le, a secand time at 4th tevel and a third time at Bth
fevel).

Bonus Feat: Perfect Stance. At znd level, the Spartan
warrior gains the Perfect Stance feat,

Damage Reduoction: Starting at and level, the Spartan
warrior can easily shrug off most minor damage, gaining 1

also gains an enemy among the Goa'uld as specified for a 4-
point Memesis Background faee the Stargate 500 core rule-
hooic, page 273l This enemy can rangs from a single minor
System Lord 1o several dilertante peers,

Spartan warriors are products of the trunsplanted
Spartan culture established by the Goa'uld Pelops on Aegis
[PéaX-7a2), but may alse have beén raised on ancther world
with similar cultural conditions. They have developed into
astartlingly efficient martial culture, with a rigid caste sys
tem and a fanmatical devetion to their god, Pelops, The great
est strength of the Spartan is the link he shares with his fel:
low Wil Tiors.

FuLl skiLLs paint of damage reduction faee the Stargote SG-1 cove rule:
The Spartan warrior’s full skills and key abilities are: hook page 252),
At doth level the Spartan warror’s damage reduction
Full SkilLLs key AsiliTy increases (o 2 points
None - These points follow all the standard rules for damage

reduction, and stack with points of damage reduction
gatned fram armar, sthar class abilities, and ather charoac-
ter aptions.

TaBlE 3.11: THE SparTaN Warrior (NPC CLass)

ViTALITY Base ForT REF WLl DEF IMeT
Lwl pTs ATT BoN SAVE SaVE SAVE Bon BoN Special
1 B +1 .2 +0 +l +1 +( Jaffa warrior, symbiote
2 12 +2 3 +0 2 o1 +1 Spacialty
= 17 +3 3 +]1 +z ‘e |
i et | *h 54 o1 2 2 2 Symbiote
5 26 5 i +1 43 «3 F
& 20 B 5 e +3 +dy *Z Damage reduction =1/
7 35 LT +5 *2 +3 +) +3
a8 349 +H +& =2 4y 5 +3 Symbiote
L< | 44 +9 +6 +3 i} 5 iy
10 45 +10) i +3 +5 5 il Damage reduction =2/~
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ApPpPENDIX:

PLAYING A
SYsTEM LORD

PLAYING A

__SYSTEM LORD
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Their trappings must be hege, mommmental, constant
preof G their might. Their Ships murstbe mighty, devastar-
ing, organized into fleets that canabliterate entire systems.
Their homes must be powerful statements of their glory,
Huge-statues, glded engravings and frescos on the wills,
Theysit an intimidating thrones and suwrround themselves
with large bodyguands, all to shew te everyone that theyare
power ol beyond measure, vich beynnd drgams, snd mighty
bevond reason.

But their natural state isn't the only phivsical derail that
affects their autlook an the world. They also have their rela-
tinnship with their host, & Series of hosts, Their ability o
take overd persan — o absorh their memories and domingte
every aspect of thair bodies — have given them a true teeling
ol godhood. Most have convinced themselves that they
really are gods, superior to theit'hosts o every way
ASystem Lord shares an intimate relationship with its host,
2 full understanding of his or her innermost feelings and
desarus. A Goa'uld shares this relationship, as brutal as it is,
with every host it takes over, but with nothing else. This
makes it difficult for them to Form any kind of attachments
with other sapient ereatures, The universe is broken inta twn
categories fora Svstem Lovd — those wham it understands,
with whom it shares an intrmate hond but dominates as a
slave, and those who are distant from (1 who it will never
truly comprebend. This combines to ma<e them dispassion-
ate, brutal in their personal relationships, et rarely able o
foren any sort of relationship between equals. Friendship
doesn'texus for the Goa'uld, nor does love, Surveval and dom-
ination are all it knows, which i turm foeds its already mas-
cive g So it builds powerful empires of grander and terror,
and thinks of Tl beyond itz owin wanes and desires, To a
Coauld, nothing else really exists.

EmMoTioNAL DEVELOPMENT
AND INHERITED MEMORY

From a role-playing perspective, this makes portraving
a System Lord both wvery easy and deceptively complex.
st cases, a character evolves through the course of A
story, The Syatem Lords are a blatant exeeption o this rule.
They are long-lived and ancient, with memaories that go
back to the origins of their race, This makes them powerful
personalities, set in their ways, and virtaally unchanging,

A Systen Lord 15 born ina state of arres ted deselopment,
inheriting o massive volume of memories, complete with all
af the emotional baggage that goes along with iv, The shared
memory of the Goa'uld is net one al sacritice and maturity,
but ope of inhumanity, pettiness, and narcizsism. This hur
dle ig almoest impossible to circumyvent. Newly born Goa'uld
are immediately consumed with a massive and oppressive
body of experience which drives their personality down cer
tain nevitable paths, They are chained by rhe ghosts of
Goa'uld lang dead, drsven by motivation and prejudices thar
are not their mem. For a single Goa'uld to resist the weight of
thiz phantam experience is almast unheard of, Fven the
Tok'ra were led to thear new life by their Jueen, her opinions
and decisions passed onto all ot her chilidven,

This premade personality has several traits that are
almost universally shared by System Lords. Petty whims
and childishness are universal, driven eore by thelr need to
satisfy their cwn desires than by any thought or empathy to

L

ather creatures. Thes seek gratification, often shart term
gratificarion, which makes for another profound weakness.
System Lords ahondd be patient. After all, they have lites-
pans measured in thauzands of years. They should be able
spim plans that span the rise and fall of Earth's civilizations
And yet they don't, not where Earth is concerned. They want
things done naw, and the idea of waiting far anything is an
affront to their ege. 8F they could act with care and fore-
thought, there is litte that Earth could do to stop them
Instead, they fizate on insulrs, offenses, and rivalries. They
créate plans that span months or years instead of centuries
or-millennia. They are handicapped by their rage, Spinning
hasty schemes thatwary homans can quickly foil, which in
turn leads to failure after failure. Each defeat is another
bliw, sending the System Lord spiraling up an escalating
pathof furpantil i leads ro hisown downlall

The System Lords are also childish and immatuere.
Indeed. Tn mary ways they are children, croven, whining
firtle hrats armed wits armadas that can bring entire races
to theit knees. They'seek and grasp, throw tantroms and
destroy the things they cannet have, They find joy in perty
things, and quickly prow bored with their possessions
Mamy ancient cultures 8aw the gods aschilden, as imma-
ture creatures corrupted: by absolute power, There's nn
question thar the Syarem Lords dre the source of this trend.

Above all, the System Lovds are unchanging: They
might beimpatient, prone to hasty and ill-concaived scts of
vengeance, but they live on gscale of ime beyvond anything
that humans can properly understand, Spstem Lords dopor
rhange during play Their opininns of & group or person
might shift, but they don't see the light, they aren't
redeemad and they den't descond into tree madoess dlring
the course of play {they are either crazy or they aren't)
Humans can't make & System Lord undergo a fundamental
change of beart, becadse suchiéhanges are centuries in the
making and influenced by things no human can possibily
grasp. The Svstem Lovd you see in the-first mission 15 the
same Systemn Lord you'll see on the ane-hund redth

FE A5 A GQOD

Mot every aspect of Systam Losd pevchology stems from
binlogical considerations. Paychology s a learned Behavior
as much as a hislogical one; and the System Lords have
spent ages carefully programming themselves to'see the
universe in a certain | ight,

he Systen Lords Tive the great e, telling their follow
era that they are gods and for the most part helieving it
Itz not surpriging, for their abilities are. in many ways,
godlike. They can control the mind of nearly any creature
they passess, sift through the memories af their hosts ike
sand, and brutalize any host's pavcheunder the moest inti-
mate of circumstances. They even have "magic” i the
frem of Ancients technology, stolen and shaped to their
own designs, Regardless of how it started, the System
Lords have now lived a vast part of their history as gods,
This constant remmforcement — lifetimes al adoration and
fear —has changed their inferiority-hased egos mto mega-
lomania on-a scale unrivaled amywheré else. They have
played the rale of gods for 0 long thar most of them can no
longer tell the difference between propaganda and realiny.
They really believe that they deserve ta beworshiped,




And why not? They live forever and they can remember
things that happened ages before their kirths, They can
arind the will of a host nte ash, and they can dictate the life
and death of entire worlds. Their technology s indistin-
guishable from magic to their subject races and they can
tinker with the very desting of worlds full of people. Only in
their darkest moments — in those terrible silences when
they are alone with their thoughts - do they dare 1o
acknowledge the truth. And even then they have their hosts
o torment, so respite can easily be fownd,

Thus the System Loeds have begun to believe their own
haody of mythology, This leads to another System Lord weak-
ness: a fallacious sense of absolute invalnerability, Defear
at the hands of the Tau-i is accredited to luck or treachery,
never toa failing on the part of the System Lord himself (by
the System Lord who fa fed. of course: the System Lords are
more than able to spot the weaknesses of their peersl. The
only real threat to the System Lords are the Asgard, and
even they have masqueraded as gods. The humans who
stand up to the System Londs, who actually break through
the veils of their own ignorance and fight back, aften find a
complacent and unprepared foe. The Goa'uld have a hard
time reacting properly against revolution because, while
they realize that slaves revolt, |t never ocours to them thar
their slaves could actually win.

Because af this, nothing hits harder than defeat at the
hands of humans. They —ake it as a persondl failure on acat
aclysmic scale. and heve a singular capacity to hold o
grudge. A defeat at the hands of people whoe should, by all
accounts; be warshippiag at their feet 15 never forgotten
The Tauri are particulady infuriating because their actions
have heen so consistently successful, Every deleat they
have inflicted sends their boes into a deadly spiral of esca-
lating vengeance that quickly leads to eversextension and
destruction. Thus, in tie span of a few shor years, the
Tauri have killed morve Systemn Lords than anyane n the
proviows two millennia could even canceive. The Goa'uld
realize the danger, but they fail to see their part in It To
their eyes, they're being overcome by shvages with aston-
ishing goeod luck rather than legitimate foes. So they redou-
ke their efforts; trying vainly to crush the Tauri like a boy
swatting at flies, and further perpetrating the eyele.

RELATIONSHIpPS WITH
OTHER SYSTEM LOoRDsS

The interaction between System Lords is the most com-
plex of all Goa'uld dealings. Their core of Insecurity, pro-
tected by mammaoth walls of sheltering ego, allows them to
abuse their slaves and their hosts, to crush and oppress the
races that are "inferior™ to tham. But they still recognize
threats, and remain vulnerable to creatures in the universe
that are as powerful or more powerful than they

The firar and ebvious threat to a System Lord are the
Asgard, beings with superior technology and litespans
(through cloningt of comparable length. Waorse <till. the
Asgard seem to almost revel in their physical frailty,
acknowledging it without allowing it to limit them. This
habit, along with their mlm superiority and stole courage,
infuriates the System Lords to no end. The Fact thae these
frail little creatures can kill them with a gesture only
infuriates them more
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But in the snd, the Asgard cannot destroy the Syswem
Lords due to ancient treaties between the two faces. A
Goa'uld that pay careful attention to those treaties, ;nd
mever violates their terms can stay clear of Asgard entan
glemants. In essence, they can put the Asgard out of theis
minds: they must in face, for an attack against the Asgaid
15 tartamount to suicide,

Taat leaves only one foe that the System Lords need 1o
tear: zach other. Goa'uld psychology denies them a sense of
compantonship or equality, and their constant schemes for
domination aften leads to loggerheads. With the destruction
of Ra and no clear successar to his leadership, their squab-
bling has increased tenfold. But it goes bevand simple rival-
ries: the presence of another System Lord is a reminder of
one’s true nature, a reminder that one is not all-powerful,
Mare Systern Lords have been killed by their peers than by
any ofher species, which brings with it the fear of death as
well: that Goa'uld sitting across the table From vou may he the
chly being in the universe capable of destroying you. Other
Systen Lords are the only creatures who bring a clear and
present threat of destruction, and a constant and bimer
remir der of their selfdeceit and the fallacy of their godhoad,

Add to this their childish nature and their thirst for
power, thelr need for constant validation, and the ranks of
the Swstem Lords become a hatbed of violence and infight.
ing, of betrayal and blood feuds. No rwa can ever trast one
another, because whean they |sok into each other's eves,
they =ee their own duplicity and fies, Therefore, the Spatim
Lords ally with and betray each other constantly, though an
a time scale that, to humans, makes these relationships
seem almost static. They hate their rivals while secretly
fearirg that everything they preach about themselves is
actually true about the other System Lords: that they them:
sitlves are the only frauds among the Goa'uld and the othes
are truly gods. So they try all the harder to prove their supe
rierity, and the hate and bitterness andy grows stronger.

This isn't to say that no admiration is possible between
the System Lords. Certain alliances stand rthretgh the cen-
turies, without faltering ar falling. Some even form bords
much deeper, establishing feelings rthat humans might gall
romantic. These bonds. bath those of alliance and those ot
intimacy, are powerful and hard to shake, which males
them seem more loyal than many humans can imagims: Bat
this kn’t the case. The Goa'uld do not have an innate abili-
ty to Jove deeper or in a more lasting fashion than humans.
They simply live on & diffevent time seale than humans.
While they might form relatsonships that last longer then
entire Earth cultures, they also think nothing of being sep-
arated for decades at a time. They cannot crush each ather
2z they do theie other enemies, and so must take the long
view when it comes to their pears. They do not form rela-
tionships as quickly as humans, and those relationships,
once formed, take longer to change, evolve or die, It iz sim-
ply part af their Goa'uld nature.

THE SArRcopHAGUS

The System Lords' behavior is compounded by the uze
of the sarcophagus. While the physical realities of thee
biology make up the coie of their personalities, the use o
the sarcophagus drives them to the levels seen in the cor-
man System Lord. Those who use the sarcophagus gain an



enhanced sense of selfishness, and a drive to seck their
wwn needs above everyone else’s. They become calder, mare
withdrawn and more emotioniess. While their phvsical bogl-
es are cared tor and nurtured by the device, their sense of
empathy and compassion slowly erodes, Over time, the sar

Abilities: Conguerors distinguish themselves on the bat-
flefield first and the halls of power second, so good physical
abilities are a must. High Wisdom increases his shrewdness
in bartle and hetps bio detect hiz enemies’ deceptions,

Vitality: idio + Zonstitution modifier.

rophagus can turn the mast warm-hearted creature into a
vicious monster

Why this happens 15 unknown, but some believe that the
sarcaphagus works partially by strengthening the will of the

REQUIREMENTS

To become a conguerar, a charscter must meet all of the
following requirements:

Race: Goa'uld (or GM's approval).

Character level g»

Strength: 15+

Base attack bonus: «8 or higher.

Enowledge (Tactics) or Profession (Military): 8 ranks

Feats; Commanid Decision, Personal Lieutenant, any 2
myelee or ranged combat feats,

person inside. This fortification centers on the user’s sénse
of self, building up the will to live by Increasing feelings of
salf-importance and narcissism. Regular, repeated use of
the device compounds those gualities until no other part of
the personality remains, The sarcophagus does nor make
the Goa'uld whar they are; 1t samply amplifies the worst
aspects while destroyving the best. Their genetic memory
helps pass these aspects on fo their yoang, until — afrer tens
of thouzands of years — the species itself has been thar-
oughly infused was the sarcophagus's warping power. Class SkKills
The conguerars clazs skills and key abiliries are listed
helow [aee Stargate SG-1 care rrfebonk, Chapter Six for akil!
deacripiioral:

CLosING
ALl of these factors accomulate ta make the Gos’uld o
dangerous and often unpredictable race. System Lords are
powertully egotistical, an ego that could onlv be powered by

CLass SKILL KeEy ABILITY

their supreme Feelings of inferiority. They hate the Taur Craft Wis
bt they look down upon them as well, and the Taur have a Cultures Wiz
powertul ability to drive the System Lords to fatal acts of Cemolitions Int
recklessness At the same time, the System Lords sirround Diplomacy Cha
themselves with symbols of their might while warring Dirivar D
among each other like murderous siblings, They hate and First Aid Wis
ey destroy amd they connive, all to prove to themselves Hancle Anifmal D,
that they really are gads, that they really are infallible |F Intimidate StrfCha
they weren't 5o dangerous, they woulc warrant pity. Knowladge int
Fear iz the only way 1o stay properly onoguard around a Languages It
System Lord, and those that survive brushes with them Listen Wis
learn to cherish their fear. Some things can't be pitied Pilot [hes
Some things are bevond compassion, bevond merne Somn Professian Wis
things, you can't come to ferms with: you can only survive Sense Motive Wis
them and perhags, one day, destroy tham In the end, this s Sport StrfDex
all the Goa'uld have to offen hatred and poison, without Spaot Wis
hope for mercy or compromise. To treat them otherwise is Surveillance Wis
tia place the entire galaxy ot risk. Survival Wis
Heno-Cultures Wis
Xeno-Languages Int

SYSTEM LORD
_PRESTIGE CLASSES

These classes provide several avenues tor the Goa'uld
overlords to exert their power over entire domimions

Skill Points Per Level: 6 + Intelligence Modifier.

CLASSs FEATURES

All of the follow ng are class features of the conqueror

System Lord: The congqueror 15 a System Lord class. [F
the character has previously gained levels in another
System Lord elass, Fe maoy not aain any levels in conguerar

Class Feats: The comgueror gains the following feats at
15t level.

Armor Group Proficiency (Light

Aranor Graep Proficiency iMediin)

Armor Group Proficiency (Heavyd

Weapon Group Proficiency (Meleol

Weapan Qrowp Proficiency (Hurled)

Weapan Group Proficiency (Handgund

Wegpan Group Proficiency (Riflal

CONQUEROR

Conquernrs are masters of stratemy, able to crush all
who stand hefore them on the bartlefield, These System
Lords are the undisputed military geniuses of the Goa'uld,
mighty generals and glorous warciors who lead armies of
millians on brutal military campaigne across the galaxy

The dominions of & conqueror are aften a stringent,
military dictatarships where the rule of law is absolute,
discipline strict, and justice decisive These martial soci
eties are huilt upon the spoils of war




Training Regimen: The conquerar’s victories are attrib-
utable both to his straremc genius and rigorous waming by
hus armies, At the beginnong of the mission, the congueror
may reduce the number of action dice he recelves at the
beginning of each session of the mission by 1, and select a
shngle melee or ranged combat feal he possesses, All NPC
fallowers of the conquersr who meet the prereguisites of
this feat gain the benefits of the feat until the and of the
migsion, These temporary feats may not be osed to mest
the requirements of prest.ge classes or the prerequisites of
other feats.

Spoils of War The conguercr’s dominion 15 composed
of veteran fighters, well equipped from the plunder of
countiess worlds. Beginning at 15t level, all minions in the
conguerar’s dominian gain a number of additional gear
picks equal to the congueror’s class level

Order of Battle: The congueror 15 a8 supreme tactician
with @ solid chain of command throughout his dominion
Beginning at and level, all special MPC followers of the
conguiror gain the Tactics class ability with a «1 bonus (as
the Pointman ahility of the same name, aee the Srargate 50-
reore rulebook, page 160 for the purposes of issuing orders
op behalf of the conguerar, 1f an NPC has the Tactics class
ahility already, he zains another use of this ality per
zezsion Instead,

At sth level, special HPCs in the congueror’s service
may use their tactics ability an additional fime per session.

Rigid Discipline: At 3rd level, the conguerar and all of
his teammates within line of sight gain a +4 morale bonus
ta all Will saves, and automatically pass all Marale checls
in combat (e the Srargate S5G-1 core rulebook, poge 4428

Vast Might: At gth level, the Strength of the conquerar
and all of his NPC followers rises by +2. NPCs who leave the
condquerors service lose this benefit immediately.

Conqueror's Stratagem: Conquerors lead Forces that
can span the galaxy, and may use thewr wvast military
resources to crush their enemies. At sth level, as a foll
action, the congueror mar spend 4 action dice to summaon
reinforcements from an unsuspected sector, If this ability
15 uged In combat, the reinforcements are 2 of the con-
queror’s minion sguads, lead by a special MPC identical ro
the congueror’s Personal Lieutenant, These reinforce-
ments appear no closer than 100 ft from the conguerol,
and roll initiative, joining the combat in the next round.
If the conqueror uses thiz ability outside of combat, the
reinforcements rake the torm of o second force, identical
to the current force lead by the congueror. Netther ome of
these abilities may be uszd if the conqueror 15 unable o
communicate with his armies (such as verbally, ar with the
appropriate communicatians device]

TABLE YU.1: THE CONQUEROR

Base FoBRT REF WiILL DEF
Lwl ATT SAaVvE SavE Save Hod
1 +1 +e +] +f +1
2 2 3 1] 2 +1
= | +3 +3 »1 2 =]
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ETERNAL

RE

cL

Many {oauld aspire 1o build destinies for the ages
eternal kingdoms rhat can withstand the tests of time and
stribe, but the System Lords lnown as eternals are living
destinies themselves. These Implacable Goa'uld seemto Be
unaffected by passage of time or the most concerted efforts
of thenr enemies, surviving against impossible odds re
carry an as the leaders of their empires for docens of life
times, ~his superbuman durability allows the eternal to
wedr deawt his enemies, grinding them down with lengthy
wars of attrition or the slow passage of time.

Thedominion of an eternal is inmany ways a reflection
of the lord's own timelessness and durability — stable bur
static realms, typically ruled through a simple feudal strue
ture, While these fiefdoms are ettective 1n thewr simplicity,
they are also archaic and inflexible, Regardless, these lords
carry on as they alwavs have, knowing that their dynosties
will carry on unti] the end of time

Abilities: & high Copstitution score is critical for the
eternal, increazing his durability and fortitude. High
Strength or Wisdom <cores are also beneficial, as they
gither reinforce his skill at arms or his patience 1o outlast
his oppenents.

Vitality: 1diz + Constitution modifier,

QUIREMENTS

Ta become an eternal, o character must meet all of the
Following requirements:

Race: Goa'uld (oe GM's approvall,

Character level: g+

Constitution: 15+

Burcaucracy: & Ranks

Concentration: |z ranks.

Feats: Great Fortitude, Hard Core. Rapul Healer, Zat
Hesistance.

A55 SKiLLs

The eternal’s class skills and key abilities are listed
below (dee the Stargate SG-1 core ndebeek, Chapter Six for
akill dvseriptional

IMIT GEAR RES

BoM  picks [Ts SPECIAL

+1 1 0 Spaoils of war, training reqimen
+2 2 1 Order of battle 1/session

+3 2 1 Rigid descipline

+3 = c Wast meght +2

i 3 2 Conguercr's stratagem,

arder of battle 2fcession



CLasSS SKiLL key aiLiTy

Halance Dy
Bureaucracy Cha
Concentration Wiz
Cultures Wis
First Aid Wis
Gather Information Cha
Intimidate StrfCha
Knowledge It
Languages. e
Jump Str
Mechanics It
Spat Wiz
Survival Wis
Xeno-Cultures Wis
Xeno-Languages Int

Skill Points Per Level: 4 « [ntelligence Modifier

CLASS FEATURES

All of the following are ¢lass features of the eternal

System Lord: The eternal is 4 System Lovd class. IF the
character has previously gained levels in another System
Lord class, he may not gain any levels in eternal,

Class Feats: The eternal gains the tollowing fears at 151
level

Arrmar Gronp Profuciency (Light)

Armor Group Proficiency (Meditm!

Armor Group Proficiency (Heaey)

Weapean Growg Proficiency (Melee)

Weapon Growp Proficlency (Primivivel

Weapon Gronp Proficiency (Hurled?

Woapan Grivg Praficiency (Hendgurn)

Might of Ages: At the beginning of the mission. the
eternal may reduce the number of acticn dice he receives at
the beginning of each seasinn of the mission by 5, and
select a single basic or unarmed combat feat he possesses.
All MPC fallowers of the eternal who meet the prerequisites
of this feat gain the benefits of the feat until the end of the
mission. These temporary feats may not be used to meet
the requitements af prestige classes or the prerequisites of
other feats,

Eternal Sovereign: The etarnal’s fo lowers take comfort
In his longevity and stability, Ar st level all minions of the
eternal’s dominion may ignore a number of damage each
round equak to the eternal’s class level.

Grind to Dust: The eternal’s follewers are relentloss
warriors who will saceifice everything 1o crush their lord's
enemies, At 2nd level, once per round, any SpL'CIa| HPC fol
lowers of the eternal may spend up to s number of vitality

TaBle Y.2: THE ETERNAL

Base FORT REF WwWiLlL DEF
Lwvl ATT SAvVE SAVE SavE BoH
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peintz equal to their Fortitude save bonus, For each point
spent in this manner, the damage inflicted by this NPC's
melee and unarmed attacks is increased by one until the
end of The round,

Ar gth level, when any special NPC followers of the eter-
nal spend vitality polnts in this way, each point spent
increases the results of both attack and damage rolls of the
WPC's melee and unarmed attacks until the end of the
round.

Unstoppahle: Ar eternal's fallowers gain an almoest
supernatural fortitude under his direct leadership. At qrd
level, the eternal and all his teammates within line of sight
may not he stunnec, staggered or knocked unconscious
{even if redoced to o or fewer wounds) Further, the eternal
and all of his teammates within line of sight ignore the first
eritical hit they suffer in each combat,

Vast Endurance: At gth level, the Constitution of the
eternal and all of hiz NPC followers riges by +2. NPCs whn
leave the eternal’s service lose this benefit immediately,

Eternal’s Permanence: At sth level, when staggered or
knocked unconscious by damage, the prernal may spend 4
action dice to immediately gain 5o vitallty ara number of
wounds equal to his Constitution scove. The eternal may
use this ability even if he is reduced to less than -to
wounds, but not he is reduced 10 -25 wounds or less {as his
body 1 effectively destroved)

MANIpPULATOR

The manipulater s many things to many people — 3
shadowy ruler, a traitorous schemer, a treacherous enemy
< but the only constant that his fellow Goguld can agree
upen 15 that he is not to be trusted, He is a master of dou
blespeak and deception. preving upon the goodwill of his
allies and weaknesses of his enemies alike. OF all the
System Lords, he iz a 50 most interested inthe affairs af the
“lesser” cultures and species — atter-all. each species pres.
ents new opportunities for exploitation.

Manipulators typically found their dominions on layer
apan layer of deceit and subterfuge, from behind which
they may pursue the rown mysterious agendas. Their goy
erpments are typically complex-and rothless bureaucra-
ches, rite with paliticking and competition amongst social
l'.Laﬁ S5 Or castes.

Abilities: Manipalators rely oo cunning to undermine
their foes and persudasion to furn others to ther side, 5o a
high Wisdom and Charisma are essential. [ntelligense and
Dexterity are also important, as they fuel the manipulator's
jrhots, in and curside of combat.

Vitality: 1d8 + Constitution modifier

AR [EAR RES

Bon picks pTs CPECIAL

+0 L0} 4] Eternal sovereign, might of ages
+1 0 1 Grind to dust [damage]

+1 1 = Unstoppable

=4 1 3 Wast endurance +2

2 1 3 Eternal's permanence,

grind to dust [attack damage]




REQUIREMENTS
To become a manipulator, a character must meer all of
the following requirements;
Race: Goa'uld {or GM's appraval),

Character level: g+,

Wisdom: 15+
Bluff: 12 ranks.

Innuendo; & ranks.

Feats: Mark, Stargate Explover, Stealthy, Undermine.

CLass SKkiIlLLs
The manipulatoc’s class skills and key abilities are
listed below (see the Stargate SG-r core ridebook, Chaprer

St for aleill descriptional

Class SkiLL
Bliuff
Bureaucracy
Camputers
Cancentration
Cryptography
Cultures
Ciplamacy
[Meguize

Escape Artist
Fargery

Gather Information
Hide

[nruendo
Irthmiclate
Knowledge
Languages
Listen

Move Silenthy
Profession
Search

Sense Motive
Sleight of Hand
Suryeillance
Xeno-Cultures
xeno-Languages

Key AmiLiTy
Cha
Cha

It

Skill Points Per Level: B + [ntelligence Modifier.

CLASS FEATURES

All of the Fallowing are class features of the manipolator,
System Lord: The manipulator is a System Lord class
It the character has previously gauned levels [n anather
Systemn Lord elass, he may not gain any levels inmanipulator

TAaBlE Y.3: THE MaNIpuLaTOR
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Class Feats: The manipulator gams the following feats
at 151 level

Arearr Groidg Proficiency {Light)

Armar Groug Proficiency (Medion)

Weapon Oroup Proficienoy (Meleg)

Weapar Grow Proficiency (Huried)

Weapar Group Proficiency (Hardgun}

Master's Blessings: The manipulator uses his godhood
o inspire his followers ta their utmest ability. At the begin-
ning of the misslon, the manipulator may reduce the nuniber
of action dice he receives at the beginning of each session o
the mission by 12 All NPC follewers of the manipulatar gam
the ben=tits ab one species feat of their chaice for which they
meet the requirements antil the end of the mission,

If an NPC follower of the manipulator comes from a
species that has no species feats whatsoever, the follower
may choose one style fear for which he meers all the
perquisites o gain unti] the end af the mission, These tem-
porary Feats may not he used to meet the requirements of
prestige classes or the prereguisites of athar feats,

Play to Win: Only those willing to go to any length to
get ahead survive. At 1st level, all minions in the manipu
latar’s dominion goin 2 competence benos 10 all oppose
skill checks egual to the manipulator's class level.

Web of Lies: The manipulator handpicks his leutenant:
tor their guile and skill at deceit, farming a vast network
that cai canceal his complex plots, At and level, once per
session. any special NP followers of the manipulator may
suppress information thar might reveal the activities of
himsell or his lord, The NPC may select one event that has
vecurrid during this session that he or the manipulator
have haen involved in fsuch as a Kidnapping, murder, palit:
cal maneuver). The NPC spends four hours getting 1n tongh
with his various contacts to use this ability. after whick
the D= af all Computers, Gather Information, Search
Surveil ance, and inspiration checks made to collect infor
mation about the chosen event are increased by +5.

At cth level, when a special NPC follower of the manip:
ulatar uses this ability, the DCs of all Computers, Gather
Information, Search, Surveillance, and inspiration checks
made 1o collect information about the chosen event are
incraased by +oo,

Fatal Ruse: The manipulator is a crafty and underhand:
ed fighter who encourages his followers to du the same
At 3rd lzvel, the manipulator and all of his teammates with:
in ling of sight may make a disarm, teing, strike ebject,
ortripattack asa tree action, recerving & bonus equal to the
manipulator’s class level to his artack rell. The mandpulitos
and his reammates may use thiz abilivy 5 number of times
per session equal to the manipulator’s class level, but nog
more than ance in any single round.

IH)T GEAR HES

BoN picks pTs SPECIAL

=1 4 (8] Master's blessings, play to win
*1 i 1 Wab of lies +5

o 1 e Fatal ruse

o 1 3 Vast cunning +2

=3 1 3 Manipulatar's schame;

web of lies «10



Vast Cunning: At gth level, the Visdom of the manipu-
lator and all of his NPC followers rises by +2. NPCs who
leave the manipulator's service lose this benefit immedi
ately.

Manipulator’s Scheme: The manipulatar's skill at
deception |5 50 immense that it {5 almost impossible to
detormine what his true aims and intentions are, At sth
level, at the end of any combar cound as a free action, the
manipulator may spend 4 action dice to negate all damage,
the resuhs of any failed saving throws, and any errors ar
critical failures suffered by himself or his teammates this
raund.

MENTOR

Mentors are the epitome of the "evil genms" — cruel,
callous scientists and scholars who treat the galaxy as a
subject ta be examined, dissected, and disposed of for their
owm ends. Amongst the System Lords, mentors are the lords
of technelogy, and often have the most advanced and dan-
gerous forms of alien devices at their dizposal. Many men-
tors' dominions are meritocracies, where those who have
either tha natural ability or knowledze to successfully rule
those below them. To an outsider, these governments may
appear to be benevolent centers cf enlighteniment and
thought — but just beneath the surface lurks a heartless
and unethical academy. where undesirables are experi-
mented onin the name of progress ar d the mentar’s greater
glory.

Abilities: Intellizence is far ard away the mentor's
most important skill, as it provides him with skill points
and powers many af his class skills, Wisdom comes at a dis-
tant second, as It also improves many of the mentor's class
skills.

Vitality: 1d3 + Constitution modifier.

REQUIREMENTS

To hecome a mentor, a character muost meet all of the
follvwing requirements:

Race: Goa'uld (or GM's approval),

Character level: g+

Intelligence: 15+,

Knewledge (any 2 focuses): 12 ranks,

Feats: Advanced Skill Masteey [Scholarlyl, Advanced
Technology, False Start.

CLass SKIiLLs

The mentar's class skills and 2y abilites are listed
helow faee the Stargate SG-1 core releboak, Chapter Six for

Al deseriprional

Taple W.Y: THE MENTOR
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Class skiLL

kKey ABrLITY

Appraise- |
Computers Int
Concentration Wis
Craft Wiz
Cryptography It
[emalitions It
Electranics It
First Aid Wiz
Hide [rex
Haobkyy Wis
Innuendo Cha
Fnowledge It
Mechanics Int
Frotession Wis
Search It
Sense Motive Wis
Sleight of Hand Dex
Spot Wis
Suryival Wis
Xeno-Cultures Wis
Xenao-Langurages Int

CL

Skill Points Per Level: & = Tntelligence Madifier

ASS FEATURES

All of the following are class features of the mentor

System Lord: The mentor is a System Lord class. 1f the
character has previously gained levels In another System
Lord class, he may not gain any levels in mentaor,

Class Feats: The mentor gains the following feats at ist
level

Armor Group Proficiency (Light!

Armaor Group Profictency (Meditemn)

Weapan Group Praftoiency (Malea)

Weapon Group Praficiency (Handgun)

INMuminated: Af the beginning of the mission, the men
tor may reduce the number of action dice he receives at the
beginning of each session of the mission by 1, and select a
single basic ar advanced skill feat he possesses. All NPC fal
lowars af the mentor wha meet the prevequisites of this feal
gain the benefits af the fear until the end of the mission,
These temporary feats may not be used to meet the require
ments of prestige dasses or the prevequisites of other feats.

Ivory Tower: The mentar’s focus on science, research
and technology gives him a distinct advantage over his
enemies. Beginning at 15t level, all minions in the mentor's
dominion gain a number of Resource Points equal to the
mentor's class level

IHIT GEAR RES

Bow Picks prs CSpECiaL

+0 1 1 Iumninated, ivory tower

+1 2 2 Engineered competence
1/session

+1 z 3 Checkmate

= 2 & Wast inteliect «2

+2 =] 5 Engineered competence

2/zession, mentor's design




Engineered Competence: A mentor's most trusted
henchmen are selected for their quick wits as eften ag then
prowess on the battlefield: At and level, tnee per session,
any special NPC followar of the mentor may reroll a singla
attack or skill check, The results of this second check must
stand, even if they are woese than the initial resul.

At gth level, special KPC followers of the mentor may
use this ability twice per session.

Checkmate: The mentor is a keen strategist, ensuring
his Ffollowers Fight in & logical and coordinated attack
pattern, At ard level, the memtor and all of his teammates
within fine of sight may conperate with another teammate
on an attack or skill check. The leader gains a =2 coopera
tion bonus to the skill check or attack and damage rolls per
teammate assisting him. 1f the leader’s action is an arracl.
all teammates assisting him must be within range of the
rarger and use the same amount of ammunition as the
leader,

Vast Intellect: A 4th level, the Intelligence of the men-
tor and alt of his NPC followers Tises by +2. NPCR wha leave
the mentor's service lose this benefit immediately.

Mentor's Design: The mentor's hoarding of rare and
dangerous technology provides him with a nearly limitless
arsenal of deadly weapor s, available at 3 moment’s notice
Arsth level. as a full action. the mentor may spend 4 action
dice to gain the use of a gsingle alien device with a Resource
Point cost no greater than his Intelligence score. The men
tar may use this ability even if stripped of all his equipment
and/ar visible resources The mentor loses vse of this
dovice at the and of the session

PREDATOR

Predators are the mast devious and vicious af the
System Lords — ruthless hunters and killers who toy with
their prey, harassing and confusing them betore striking
the killer blow. Unlike many Goa'uld, predators are fairly
“hands-on.” sometimes going $o far as to lead their minions
on thelr hunts personally

The dominions of a predator are striking examples of
natural selection at its fivest, where the strong prevail and
the weak perish, Mot all these planets are savage worlds,
however; oftentimes, strict caste systems of ruthless hier-
archies Fill the role of martial conflict egually well.
Predators’ callous rule is legendary across the galaxy, foi
though the predator may not be a visible figurehead, thoze
who dissent fram his whims and edicts are swiftly and pec
manently silenced.

Tagle Y4.5: THE PREDATOR
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Abilities: A high Dexrerity iz a key akality for the
predater, as It increases his natural grace, powers many of
his class skills and makes him a mare able hunter. Mans
predators favar close-n cambat, so Strength fs alsa vitel
and a high Wisdom assists them in stalking their prey more
affectively

Vitality: 1d1a + Constitution modifier,

REQUIREMENTS

To become a predator, a character must meet all of the
following requirermnents:

Race: Goa'uld tor GM's approval),

Character level: g+,

Dexteriby: 15+

Intzmidate: 8 ranks.

Suirvival: 12 ranks.

Feats: Bloodthirsty, Traceless, Track.

CLAss SKILLs

The predator’s class skills and key abilities are listed
helow (aee the Stargate SG-0 core rulehook, Chapter Sty for
Akl deacmiprionat

CLass skiILL Key AiLiTy
Balance Dhax
Bliff Cha
Climb S
Cultures Wis
Demalitions int
Escape Artist D=
Hide Dex
Intimidate StriCha
Jump Str
Listen Wis
Search Int
Spot Wi
Suraval Wi
Move Sileatly Dex
Tumble Chizse

Skill Points Per Level: 4 « Intelligence Modifier

CLASS FEATURES

All of the following are class features of the predator

System Lond: The predatar is a System Lord class. [Fthe
character has previously gamed levels in another System
Lard class, he may not gain any levels in predator.

IHaT GEAR RES
BEox picks prs SpECIAL
+1 £ £ Alpha hunter. survival
of the fittest
+1 3 1 Instinctual [Dex ta Def)
= 3 1 Law of the pack
0 4 [ Yast grace =2
+3 [ = Instinctual [can't be flanked),

pradator’s gambit




Class Feats: The predator gains the following teats at
15t lewel.

Avmor Group Proficienci (Light

Arrior Growp Proficiency (Medin)

Weapan Groip Proficiency (Melee!

Woapon Growp Profiviency (Primivivel

Weapon Grivip Proficiency (Hirlad)

Weapen Group Proficiency (Hundgun)

Weapon Groug Proficiency (il

Alpha Hunters At the beginning of the mission, the pred
ater may reduce the number of acticn dice he receives at the
beginning of each segsion of the mizsion by 1, and select a
single covert or terrain feat he possesses. All NP followers
at the predator who meet the prerequisites of this feat gain
the benefits of the feat until the end of the mission. These
temnporary Feats may not be used 1o mest the requirements of
prestige clazses or the prerequisites of other feats.

Survival of the Fiteest: The predator’s brutal rule of
his dominion ensures that only the wiliest and most savage
foollowers survive. Beginning at st level, all minions in the
predator’s dominion gain adodge bonas to Defense egual to
the predator’s class level, This bonus is (o8t if the target is
Hlat-footed or denled his Dexterity bonus to Defense.

Instinctual: The predator's faith-ul followers are sur-
vivors, with instincts honed by the savage nature of his
dominian. At 2nd level, each special NPC tollower of the
predator retains his Dexterity bonus ta Defense (if any)
when caught tlat-tooted or being attacked by an invisible
atlversary (though he still loses his Desterity bonus 1o
Defense if immnobilized),

Al sth level, the special NPC Follower may react to oppo-
rents on bathosides as easily as he can to a single attacker,
and may therefore no longer be Flanked. This ability denles
seouts and others with the sneak atrack ability the oppar
tunity to use flank attacks to sneak ettack the NPC unless
the atracker is at least four levels ugher than the NPC.

This ability is identical to the uncanny dodge ahility
possessed by the explorer, and the special NPC follower
may add all levels with the uncanny dodge class ability
tagether with the predator’s class levels to determine the
effectiveness of this ability (though he may only gain the
ahilivy ance)

Characters with the uncanny dodge ability from multi-
ple classes may combine levels from all such classes in o
fimited fashion to determine the effectiveness of this abili
ty. Round the character’s level in each class down to the
nearest multiple of 4 before adding the levels together to
determing what uncanny dadge abilities are gained

Law of the Pack: The predator i a master of ambushes
and pack hunting who can tead his fo/ lowers to victory over
apponents many tmes their strength At ard level, the pred-

Tasle U.6: THE TYRANT
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atorand all of his teammates within line of sight inflict an
additional »2d6 damage when either flanking o target face
the Stargare SG-r core ralehosk, page 3690 or attacking a
target who's currently denied his Dexterity bonus to
Defense {such as a character wha 15 flat-footed ar immuohi-
lized). This damage stacks with sneak antack damage trom
ather sources. Ranzed artacks normally gain this bonus
anly i} the targer is within one range increment. Beyonil
that, it is difficult to hit the target’s vitals.

A character may use this ability with any weapoen (or
unarmed attack], even one that deals subdual damage
However, he cannot use a weapon that deals normal dam-
age to inflict subdual damage during this artack, even by
applying the standard - penalty {see the Stargate SG-1 core
rufebook, page 3794 nor may he use strafe five when while
making this attack.

Finally, a charscter may not use this ability agalnst
targets who are Immuneg to critical hits, whio have total
concealment (such as being out of phasel, or whose vitals
ape oul of reach.

Vast Grace: At gth level, the Dexterity of the predator
and all of hiz NPC followers rises by +2. MPCs who leave the
predator’s service lose this benefin immediately.

Predator’'s Gambit: The predator need not always hunt
his prey ~ rather, his prey often comes to him, At gth level,
as o Full round action, the predator may spend 4 action dice
ta spring an amhbush on hiz opponents. All opponents
irmediately become Flat footed. A single squad of the
predator’s minions appears after the predatar’s initiative
count and may imimediately take a full action or two half
actions. These minions may eater the map no closer than
3o ft. from any opponent, and come in addition te any
minipns already at this lecation. This ability may be used
o more than once ser roud,

TYRANT

Goa'uld with stromg political ambitions and particular
|ust for power aften join the ranks of the System Lords as
tyrants. These merciless dictators reign over their domin:
ions with an tran fist of bureavcracy and fear. Tyrants also
tend to be megalomaniacs whe revel in their godhood.
demanding wership Fram the faithful while crushing those
who dare contest them

A tyrant’s domanion is bullt upon oppression of the
citizens and repression of ideas, at the tap of which he =
seated as absolute ruler, His Laws are entorced with brutal
repirisals and capital punishment tor those who stray from
the letter {and those who don't]; his emissaries command
imposgible tributes from the population; and the people are
kept docile and subservient with a combination af military
might, propaganda and terror.

INIT GEaAR RES
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e} 2 1 Imminent domain, reign of fear
+1 3 = Absolute power..
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tyrant's offer




Ahilities: Tyrants are silvertongued bureaucrats and
Fearsome dictators, 2o Charisma is invariably important to
them. Intelligence increases then poal af skill poaints, while
Wisdom assists them in detecting the deceptions of their
fellow Goa'uld,

Yitality: udio + Constitutbon modifier

REQUIREMENTS

To become a tyrant, acharacter must meet all of the fol-
lewing requirements;

Race; Goa'uld {or GM's approvall,

Character level: g+,

Charisma: 15+,

Bureaucracy: 8 ranks,

Sense Motive: 1z ranks.

Feats: Advanced Skill Mastery (Persuasivel. Palitical
Clout.

ClLass SkilLlLs

The tyrant’s class skills and key akilities are listed
beloiw faee the Stargate 5G-1 core rulebook, Chapeer Stx for
Akl deacriprionak

CLASS SKILL

KEY AgiliTy

Biudt Cha
Bureaucracy Cha
Cultures Wes
Chplomacy Cha
Innuendo Ches
Intimidate StrfCha
Knowledge Int
Languages Int
Listen We
Movie Silently Dex
Professian Wi
Sense Motive We
Sport Stry Dex
Spot We
Surveillance - Wi
Sirvival W
Xeno-Culturas Wi
Xeno-Languages Int

Skill Points Per Level: & « Intelligence Moditier,

CLASS FEATURES

All of the following are ¢ ass features of the tyrant,

System Lard: The tyrant 15 a System Lord class [F the
character has previously gained levels in another System
Lard class, he may not gain any levels in tyrant.

Class Feats: The tyrant gains the following feats at 151

[evel.

Armor Group Proficiency (Light!
Armor Growp Proficiency (Medinim)
Weapan Gronp Proficiency (Melee)
Weapon Groug Proficiency (Huried)
Weapan Group Proficiency (Handgus)
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Imminent Domain: At the beginning of the mission,
the tyrantmay redoce the number of action dice he recelves
at the heginning ot each session of the mission by 1, and
salect a single gear or style feat he possesses. All NPC fol-
lowers of the tyrant who meet the prerequisites af this feat
gain the benefits of the Feat until the end of the mission.
These temporary Feats may not be used to meet the require-
ments of prestige olasses or the prereguisites of other feats,

Reign of Fearz At 151 level, all minions In the tyrant’s
dominion may convert threats on all Bureducracy,
Diplomagy, Innuenda. Intimidate and Sense Motive skill
checks to eritical successes without spending an action dig
a numberof times per session equal to ¥ the tyrant’s class
level {rounded upl

Absolute Power..: The tyrant’s emissaries are known
thraughout his domain, and can call upon the tyrant’s own
reputation fo further their own goals, At 2nd level, once per
session, any specinl NPC followers of the tyrant may [nvoke
kis dread reputation to cow their enemies. All enemies
within line of ite to the special NPC must take a Wi save
(D equal to tyrant’s character levell Any enemies who fail
this shve suffer 3 morale paralty to all skill checks and sav
ing throws equal to the special NPC's Charisma maodifier
tmianirmum 1) I used in combat, this penalty lasts for adb
rounds; if used outside of combat, this penalry lasts antil
the end of the scene

“War, By Gther Means": The intimidating reputation nf
the tyrant s 5o far-reaching that 1= only the rare opponent
that willingly raises arms against him, At aed level, all
opponents sttempting to attack the tyrant and any of his
teammates within line of zight must make & Will save (DO
equal to the target’s character level 51 1F this save is failed,
the appenznt may not attack his target this turn, and the
action used for the attack is lost. Once an opponent makes
his save, he may attack that target without making furthe
saves for the rest of the scepe.

Vast Allure: At 4th level, the Charsma of the tyrant and
all of his MPC followers rises by +z. NPCs who leave the
tyrant's service lose this bepefit immediataly.

~Corrupts Absolutely: While the tyrant is universally
feared, his minions are also hearteped that they are not the
targets of his wrath. At gth level, whenever a special NPC
follower af the tyrant uses the Absolute Power class ability,
all teammates with a line of sight to the special NPC gaina
moralebonus to skill checks and saving throws equal to the
special NPC's Charisma modifier iminimum 1), If used in
combat, this bonas lasts for 206 rounds; if used outside of
combat, this bonus lases until the end of the scene.

Tyrant's Offer: & tyrant is so commanding that even his
eneimles are compelled to remain on his good side. At sth
lewel, as a bull action, the tyrant may spend 4 action dice to
dictate the actions of 4 number of opponents equal to his
Charisma maodifier until his next jnitiative count. The
tyrant may nat farce these opponents to take any actions
that directly endanger the lives af themselves or their allies
{euch ss walking off a cliff, attacking one another, etel
This ability may not be used more than once per roand.




SYSTEM LORD
CONSTRUCTION:
BUILDING AN
_ANCIENT EVIL

The Gea'uld System Lords enjoy “esource advantages
that the SGC alonye can never hope to mateh, By definition,
i System Lovd controls the complete natural resources of
multiple star Systems, aswell as coontless buman and Jaffa
troops and nigh-incomprehensible advanced rechnoelogies.
The Following system breaks down these assets into
abstract components that can serve as individual targets
far the small elite teams of the SGC. In other words, these
rules enahle you 1o create a System Lord's vast holdings in
small pieces that your players' characters can then system:
atwally demalish, After all, as Colonzl O'Neill might say,
any problem can be salved by the application of sulficiem
explosives.,

SYSTEM LORD RESOURCE BASICS

These System Lord construction rules use a numeric
trait, Dominion, o measure the relative status of System
Lotds and the value of each of thewr résources, With two
exceptions, noted in the followimg rules, a System Lord’s
total Dominian 15 always equal to the sum of the Dominion
at all of his resources. Thus, the GM can traclk the ascent
and descent of 4 Systerm Lord's fartunes by the resources he
gaing or loses during the course of the campaign. If a
System Lords Dominion sinks too low, his gradual descent
can become a swift fall as his fellow System Lords sense the
proverhial Blood in the water and turm on him in a parox-
yam of fratricide,

System Lords have four general types ot resources ot
their dispoe=al:

Holdings: A holding is a single physical Incation thar
provides the System Lord with raw materials, industrial
capacity, military power. loyal subjects, or some other valu
able commoedity or service A holding can be a planet, a star
ship, or any other site of subficient size or value, Almost all
heldings have Stargates, which facilitate teavel and provide
convenient plat hooks, Holdings are nften where 5G team
missinns take place

Troops: A System Lord without an army s a System
Lord sn name pnly,. The masters of the Goa'uld galactic
empira cannot project power by themselves (mighty thuugh
they may be in single combat), They instead rely on legions
of laffa avd human soldiers to shake worlds beneath thewr

boots and burn rebellion to ash in the plasma blasts of staff
wedpons, Troops mast often serve as obatacles 1o 80 team
Missions

Technology: By nature, the Gpa'uld are scavengers,
teading on the remaing of conquered or extinet cultures,
Some few, however, are capable of horrifving creativity.
These two sources — salvage and innpvation — provide
System Lards with rave or unigue technalogy thar they can
exploit for persenal, tactical, or strategic benefit
Technology is often the target of an G team mission.

Reputation: The least tapgible type of resource. reputa
tion has litthe direct etfect on the events of individual 5G
team missions but s virtually mpessible 1o strip from a
Systern Lord, Planets may rise invebellion, technelogy may
be rendered absolete by Taun ingenwity, and troops may
pertzh in hattle, but the Goa'uld have long memaories, and
the heights to whick 3 fallen peer once rose — or the atroci-
ties he once committed — are always in the back of their
minds. Reputation serves to keep adeclining System Lord’s
eriemies at bay.., fora rime.

LINKED RESOURCES

Many resources may be “linked” to one or more other
resources. A link zenerally establishes one resource’s
dependence on the other; This pavs off i the form of a
reduoced cost, as the dependent resource 1sn't completely
autonomous. However, if the System Lord |eses access to all
resources on which a linked resource is dependent, he aiso
Inses the linked resource. For example, a specific unit of
troops ¢an hbe linked to a planetary holding, which repre-
sents their omeworld, IF the System Lord loses control of
the planet, he also oses control of the troops whose ulti-
mate foyalties lie with their homes and familiss.

Each resonrce type's possible links, along with the ben-
efits and vulnerabilities that such a bnk provides, are list-
ed in the appropriate resource’s description

STEp OHE: INITIAL DoOMINION

[he first steq it designing a System Lord ic to decide
how powerful he is in the relative hierarchy of Goa'uld
despots. s he a termfyvingly powerful being possessed aof
Ascended secrets and Ancient technology like Anubis, a
canstant and steadfazt power such as Yu, or a once-poawer
tul fallen star like Nirrti? This ranking will Influence all
aspects of your design of this Systemn Lord, Table 4.9 should
give you an idea of the relative power of the known Svstem
Lords as the scasons of Storgoete SG-r have progressed,
while the following rable shows the suggested Domimion
ratings for various power brackets of System Lords, Cheose
a Dominien that fits your System Lord's desired power
lewel,

Tasle Y.7: (NITiaAL DomiNiON

SYSTEM LoRD STANDING ExamMplLE SUSGESTED DomINION
Unquestioned Supremacy Ra 2,000

Major Dominance Anubis 1,500

Stable Might Oiukun 1,000

Lesser Potency Kall SO0

Eccentric Obzscurity Pelops 20

Mewly Minted Kloral 150

Powerless and Forgotten Seth 50
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Alternately, il you intend the campaign againse a
System Lord to be the prirmary focus of your campaign, yvou
may design him and his resources to a level appropriate 1o
that of your players’ SG team, placing him wherever e may
fall in the hierarchy of System Lords. In this case, give your
System Lord a Dominion total determined by the number of
migsinng vou want to focas directly on deteating him and
the average level of vaur players’ S0 team an present;

multiple missions to remove any cnit holding from his con-
trol. Conversely, a high number of holdings is harder to
defend, but avoids the problens of keeping all the tarvae in
ane spawning pool,

A halding's base Dominian cost and supplementary
efferts are determined by the henefit it provides. In adde-
tior, each holding type has o certain set oF SG team mission
types which are most lkely 1o take place there.

NUMBER QF

. BolLTHOLE
MISSIONS DoMINION AT .
The System Lord's hiding place of last resort, a bolthole
1-2 50 = [25 per average team level) 1 ) N ek
iz a secrzt helding to which he and his elite guards and clos-
3-5 [45 + {25 per average team level]) !
=7 est pdvisors cam evacuate if his empire falls apart, A bolthole
* number of missions o s
- is more of a plor point than a bepeficial resource in and of
B8 {55 + {25 per average team level]) ; s
T iE itself, SC feams are rarely aware of the existence of a bal-
e Coen Ik hole until they've taken dawn the System Lord! hold
wunr LE W Ta ke dawn B aystem Lo s s ¥
10-12 (65 « [25 par average team levell) o i ; ) G _" RETANZROS
iz = and nat found his body in the smoking wreckage.
A il s 1f a System Lord has a bolthale, the GM dth
—_ A Y RTE AS i [ L} My SPen ree
{Fn [75 = [23 per average team level]} I e L0 DU T ¥

#* number of missions

STEp Two: DESIGH
YoOUR SYSTEM LoRD

Ideally, your SG ream should encounter your System
Lord at least couple of times in the inital stages af the
aperation against him before desteoving bim ina climactic
Final battle. He should be pawerful enaugh to pose a serious
thieat, especially In the inftial encounters, but not =6 horri-
bly braken thar he'll eat the entire team's faces in two com-
bat rounds. Design your System Loed with a level equal 1o
that of the highest-level character in the team, plus two lev-
els for every three missions you plan for the team to undor-
take against him. You can also make use of the System
Lord-only prestige classes presented elsewhere in this
book, which can help establish your villain's personality as
woll as his power. Exercise your discretion when necessary
—the System Lord b5 less of a primary challenge than he is
a focal point for the callecion of threars that compose his
damialn.

| Fyou want your Syster) Lord (o be a direct challenge to
your PCs, you can spend Dominion to add additional capa-
hilities 1o him, above and beyond these provided By Jis
claaa levels This option breaks the stondaed rules for class
and level progression and is avallable anly for System
Lords: you should never allew player ¢haracters to buy
extra traits.

action dice at the beginning of any mission targeting his
stronghold. I the GM exercises this option, the Svstem
Lord s not present In his stronghoeld during the mission,
and s not killed if the stronghold s destroyed.

Cost zo Dominion

Links: A bolthole cannat be linked to another résource.

Mission Types: Capture (System Loped), Destroy (site),

DEFENSIYE MILITARY

A defensive military holding is a fixed Installation thar
provides mlitary defense for another holding, When the
Syatem Lord purchases a defensive military holding. he
designates one other holding which the defensive military
holding protects, It {5 impossible to launch a capturs,
destroy, distract, raid, or surveillance mission against o
holding which has one or more defensive military holdings
protecting it A defensive military holding may not protect
a balthole, an offensive military holding. or another defen
sive milieary helding.

Cost 20 Dominion

Links: A defonsive military halding may be linked 10
the resource it protects toreduce its cost to 15 Dominion. [f
the protected resource leaves the System Lord’s coniral, so
does the defensive military halding.

Miszion Types: Caprure, Destroy (weapon, site,
Distract {Goa'uld), Infiltrate, Raid, Recover, Rescue, Seout,
Surveille noe.

FEATURE/TRAIT DoMmidioN CosT INDUSTRIAL

Feat 2 Dominian An industrial holding is a center of production for the
Skill points 1 Daminlen for 2 technological items that the System Lord and his torces
Vitality 1 Diominion for S uge Indastrial holdings are almost alwavs factories or
Initiative 1 Crominicn for +2 refineries, and range in size from village workshops 1o
Defense 1 Dominion for <1 orbital shipyards, A System Lord must have ar least one

industrial |'|n:'|||iiny, for every developed technology resource
he possesses,

Cost: 25 Dominian

Links: An industrial holding may be linked to up to
thres sepacate raw materials holdings, IF linked to one, its
cost 15 reduced 1o 10 Dominion, 1f linked to twi, its cost is
reduced 10 15 Dominion. 1t linked 1o three, its cost s

STEp THREE: HoLCINgGsS
A aystem Lord without holdings is not long tor this
galaxy. Ideally, yours should have a number of holdings
hetwesn half and twice the number of missions you have
planned for your team. A System Lord with a low number of
hellings has a cancentrated power base, perhaps requiring




reduced 16 2o Dominion. If the (ndustrial holding is linked
to ame or mare faw materials holdings and all of those raw
materials holdings leave the System Lord's contral, so does
the imdustrial holding:

Mission Types: Deliver Meszage, Destroy [site),
Intiltrate, Raid. Recover. Surveillancz

OFFENSIVE MiILiTARY

Essential for playing with the g Goa'uld, an offensme
military holding is vsually a mobile facility, most often a
mothership, that enables rhe System Lord to project power
and destroy or conguer other holdings — or bring other
places, such as independent plapets, under his sway,
Alternately, an offensive holding con he tasked with the
defense of o fixed locatlon. Ar the beginning of any mis-
sion, the GM may spend three action dice to allow the offen-
sive holding to function as a defensive holding. defending
the site that is the mission's target,

Adternately, an offensive military holding can he a for-
ward base that the Goa'uld or his Primes have establizhed
in a disputed system and are using fo stage local opera
tions. An immablle offensive military halding recelves a 1o
Dominion discount (fosting only 15 Domipion), but cannot
b moved to defend another hiolding.

Cost: x5 Dominien

Links: An offensive military hold ing may not be linked
o ."II'|}|' ﬂthPl resource

Mission Types: Defend (target of holding's attack),
Destroy (holding), Distract, Guard [potential target of hold-
ine's attack), Hijack (F holding is & shipl, Baid, Recowver,
Rescue, Surveillance.

Raw MATERIALS

Faw materials holdings are sites for the extraction and
initial processing of materials essential to the construction
of Goa'uld technology, or that produce luxory substances
that the System Lords prize for their aesthetic value The
mpst visible aw materials holdings are the naguadah and
trinium mines that are primary tocal points of Goa'uld mil
itary struggles, but a raw matecials holding can also be a
Farming colony that produces a unique medicinal plant ora
#as giant with rare substances in i1s atmos phere

Cost: 15 Dominion

Links: A rivw materinls holding may be linked to.a slave
popalation holding to reduce s cost to 1o Dominion. This
j= mast varmenky the case <een an Abyidos, where the slave
popalation 15 also the raw marerials holdings sole |abor
force, 1 this option is chosen pnd the slave population hold-
tng leaves the System Lord's control, so doe< the raw mane
rials holding.

Mission Types: Capture, Delivar Message, Destroy
[aite], (nfiltrate, Raid, Scout, Survelllance

SEARCH

A research holding provides the System Lord with
resedrch data on new technology. Research holdings range
from cutting-edge laboratories to dusty archacological
digs. Any unigue or experimental technology resource
must be finked to a single research holding.

Cost: 30 Dominion

Links: & research holding may not be linked to any
other resource.

Mission Types: Capture, Destroy tsite or its research],
Hijack {if the site involves vehicle research), Investigate,
Puzzle, Raid, Recover, Rezearch., Search, Surveillance

SLavE PopulaTion

Goa'uld empires are built on the shoulders of millions
of enslaved subjects, A slave population holding is a planer
that is home 1o a human, near-human, ar alien culture that
provides labor, cannon fodder, and hosts for the System
Lord

Cost: 15 Dominion

Links: A slave population holding may not be linked 10
JIF!}I' ﬂ“'I-EF MesouUrce

Mission Types: Advise. Deliver Message, Disaster
Support, Infiltrate Mediate, Negotiate, Scout.

STRONGHOLD

The focal point of any System Lord's domain is his head-
quarters. This can be a specially-equipped mothership, an
opulent palace, pr a high-tech fortress like Chevennge
Mountain. A System Lord receives a single strenghold for
free, and may not purchase additional stronghaolds.

Cost: Free

Links: & stronghold may not be linked to any other
FESOUITE,

Mission Types: Caprure (System Lord), Deliver
Message, Destrow (site), Distract, Infiltrate, Negotiate (with
System Lovd), Puzzle, Raid, Recover, Resoue, Survelllance.

TRAIKING

laffa and human troops in service to System Lords
reguire gxtensive training before they can he more than
plazma sops. A training holding converts raw recruits into
warriors ready 1o take the field against the System Lord's
ST e

Cost: 20 Domirion

Links: A training hoelding may be linked o slave popu
larion holding to reduce irs cost 1o 15 Domingon. Usaalby, this
represents @ population that sends the flower of its youth
directly to (ts god's martial service IF this option is selected
and the System Lord loses access 1o the slave popalation
hobding, he also loses acoess to the tramning holiding.

Mission Types: Capture, Destroy (site), Distract,
Infiltrate, Investigate, Raid, Scout, Surveillance.

RECREATION

The decadent Coa’uld are loath to part with their hedo-
nistic pleasures. Recreation holdings are sites that the
aystem Lord and his trusted underfings usze for rhewr own
twisted forms of indulgence. ranging from stately pleasure
palaces to geneticzlly engineered hunting preserves. They
also tend to be the sites where Goa'uld negatiate with those
they see as equils. Playing hest also serves as a means of
contimuing their silent games of one-upmanship with a
pelitical or social rival

Cost: 1o Domimion




Links: A recreational holding may be not be linked 1o
Iy ather resoine

Mission Types: Advise {(SGC negotiators), Bodyguard
(SGC negotiators), Deliver Message, Distract, Infiltrate,
Mediate, Hegatiate, Puzzle, Raid, Rescue, Surveillance.

UNDERLORDS

Every holding, save bor a belthole, should have an
underlord. As discussed in the Stargate SG-r core rudebook,
an underlord is o Goa'uld i service 1o a System Lord who
acte as a trusted lisutenans and right-hand snake, handling
the daily operations of a single holding and pstensibly loak-
ing out for his master’s best interests. |n game terms,
an underlord is a primary ddversary for an 5G team o
encounter (and usually kill] at the climax of a mission,

Design underlords using Stargate SG-ra standard char
acter creation rules. In general, underlord should have a
lewel betwesn one-quarter and theeeguarters that of the
System Lard. There 15 no Jominion cost for underlords =

consider them free additions to their holdings.

STEp FOUR: TROoOPS

Croauld military technalogy ks highly advanced, hut the
System Lords' quasi-fewdal seciety still relies an simple
foot saldiers as the backbone of the falzse gods physical
might. Rather than répresent the individual acquisition of
gach such soldier, these rules abstract a Systermn Lord's
troops in terms of generiz traits and scope and scale of
deployment. A System Lord may have any number of differ-
ent types of troaps, so lang ag he can afford the cost. Once
he hns a given troop type, he decides which of his holdings
are guarded by those troops and how many squads of those
tronps are stationed at each protected halding.

The first stage of designing a troop type 15 to create 4
troop template, Using ong or moe NP classes as per the
rules an page 4o8 of the Stargate S50 core rulebook. Troops
should not have a higher level than the level lower than the
pverage level of your S0 —eam — after all, theyv're extras,
destined to threaten with numbers rather than individusl
skill. The base cost af a troop template is determined by two
factors: a fixed number equal to the template’s first-level
vitality point gain, plus the number of levels the template
has ineach MPC class times the clase’ Daminion value, Each
NWPC class’ Dominion value is shown in the following table;
suhsequent MPC clazses can be extrapolated based on the
entry which best matches their ahbiiities,

Onece you've determined the NPC cost ol a troap tem-
plate, decide how many of your System Lord’s holdings are
protected by troops of this type {the deployment width cost)

aid how many squads of these troops ran appear ar each
halding ta appose your S8G team (the deployment depth
cost), These costs are determined by the following tables:

DEpLOYMENT WIDTH CosT
1 specific holding 05

& specific holdings 0&

3 specific holdings 0,75
all haldings of 1 type 1

all holdings of 2 types 15

all holdings of 3 types 2.5

all haldings 4
DEpLOYMENT DERTH CosT
1squad 0

2 squads 025
2 squads (BR

4 squads 1

2 = {number of
squads over 4}

sach squad past &4

Add the deplovment width and deployment depth costs,
then multiply the sum by the troop template cost 1o deter-
mine the total Deminion cest of the System Lords entire
complement af this troop type

LiMkEDn TROoOPS

[t is possible to reduce the cost of & troop type by link:
ing it to slpve population and/or training holdings. This
represents a wwoep fype that's drawn exclusively from a
single planet or heavily reliant on a limited momber of
sources for its indoctrination and practice. As with linked
holdings, losing the halding to which the troops are linked
can have disastrous consequences for the System Lord,

Linking # troop type to 4 slave population holding
reduces its deplayment depth by 2, to 3 minimum of 2,
for purposes of determining cost, However, if the System
Lird loses control of thar holding, the troaps will geadually
trickle out of his hands as they desert his service o return
to the hemes that he no longer holds hostage. At the end of
every mission or event that removed the slave population
helding from the System Lord's contral, reduce the deploy
ment depth of the troop rvpe by 1, toa minimum nf o

Linking a troop type to a training holding reduces its
effective level by 1, tooa minimum of o, for purposes of deter
mining Lost, A troop type can be linked in this mannerta up
fo half its level in training holdings, representing different
schools or ourricula. However, loss of a training holding
means thar the troops trained at it lose some of thelr edge.
At the end of the second mission after the mission or event

TaBgle 4.8: DominNiod CosT FOR TROOPS

NpC ClLass BaseE DoMmiNIioN COST DaomitioN CasT per LEVEL
Academic 5 =
Advance Team Member 15 3
CHplomat 10 =
Goa'uld Guard 15 &
Mative Off-Worlder 10 &
Professienal 5 2
SGC Marine 20 3
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that remaoved the training holding fram the System Lord’s [tz very likely that within 5 minutes of reading this sen

control, the troop type sustaing a permanent -1 morale tence, vou'll think of a device function that isp't covered by
penalty ta all attack ralls and skill checks. This 15 cumula these tables. That's okay. Decide an the relative value of the
tive: loss of § training holdings applies a -5 marale penalty function you want, then assign an appropriate cost based
0 the troop type. an these prices.

For many numesic bonuses, the table stops ot o certain
value, These are pur recommended maximum values,
However, you're e than welcome to extend the mathe-
matical progression iF you want that power scale in your
game,

SQUADS IN DLay
When your 5G team encounters these troops during the
course of play, the siee of each squad is determined by the
difterence between the team's average level and the level of
the froup rype!
LimiTaTioNs

Level Difference Troops per Squacd Mot all devices arovide their benefirs in all situations.
O-2 J=4 Some such himitations are insoluble issues with the
3 5-6 device’s design, while others are the results of funcrion
& 7-B versug-cost compromises made by the creators. On the flip
5 9-10 side of the exploding coin, other devices have performance
] =12 gnvelopes well above the norm for ltems of their type,

7 13-14 By default, all devices that pravids honuses directly to

their users traits or rolls can be turned an and off as a free
action, and provide their bonuses in all applicable situa-
tions, All devices that provide specific triggered functions
ishred a document, dial 10,000 phones. or fire a lightning
boler are activarted as a half action and have a number of
charges or uses depending on their size. It the effect is
ranged, the tange increment alse depends on the item’s
size. The default threat range for any device is 2o, and the
defanlt error range is1.

STEp FIVE: TECHNolLagy

The basgeline level of technology that the Goa'uld have
developed, scavenged, or stalen over the centuries is signif
icantly advanced In relation to that of Earth, ot least in
terms of military assets and certain specific tools: All
System Lords are assumed to have access to stafl weapons
for their troops, ribbon devices tor their rrusted subordi-
nates, and sarcophagi for themselves. A Goa'uld with
Dominion invested in technology has exclusive access to a

e Ll ; DEFAULT UsES/
specific piece of technology that is in some way superior to

! T CHaRGES R 3
standard-1ssue Goa'uld equipment, This is critical to EZ A : AUGE LEGREMENT,
: ) e Fine 25 251
Stargate Command because one of the primary justifica I —
: i . : Diminutive 15 St
tiens for the SGC continued funding 15 the ongaing search - 10 101t
far new techoology that has dieect applications to SI':i!I 5 Eﬂ'f;
American national securlty. In this »fhworld “gold rush,” ¥ -
s ; . - Medium = 30 fr
the SGC has become more fike the Goaa'uld than ite person
Large 1 50 ft.

nel wish to admit

Because of the sheer slze of the Stargate network and
the capabilities ot advanced alien civilizations, it's impos-
sible to quantily every possible type of device to which a
System Lard might gain access. The following rules are
more of general guidelines to help you determing the rela-
tive value of an item of advanced technology. Before you sit
down ta crunch numbers, you should have a solid 1dea of
the item vou want. Don't worry about pame mechanics just
yet = think more of how the device w.ll look on film. Write
a few sentences or doodle on an all-night restaurant napkin

You can either enhance a device’s capabilities for
additional costs, or reduce them to cut costs, or both, The
following tables provide a selection of expansions and
limitations to place on devices. Each expansion has a per-
centage increase in the jtem’s cost, while each imitation
has a percentage decrease

Regardless of bow many limitations it has, & device's
cost may never be reduced by more than a total of 50% by
limitations. However, there 15 no limit to the possible cos:

to-get.a solid kdea of the device's Fanctions and special erEase
f . Try T t of arrative LS 4
effects. Tey to df‘&d‘_'rl_hel p.urpy:n narrative terms. Don't ExpaNsion CosT INCHEASE
worry abour how it works in the game at this stage, just ;
; 3 ey ; Extra uses [percemtane by which
imagine how an S50 team encountering it for the first time 2
Wil Gonith ar A eboe St Foets uses are increasad [ 21596
o 3 Extra range [rumber of feat addad
to range increment] %
RESEARCH AMD DEVELODMENT Threat range...
The fellowing tables provide guidelines for many com- 19-20 *10%%
mon capabilities that you will want to build inte alien 15-20 +25%
devices. Each function has an RP cost, many of which are 1720 +40%

fractional. Keep track of the ®F cost of each function you
salegt for the device.
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LimiTation
Reduced uses

Reduced range incrament

COST REDUCTION
[percentage iy which

uses are reduced / 3] 9%
[number of feet remowved
from range increment § 21 %

If the device is deployed on the squad or individusl troop
level, it is considered developed, Developeid technology must
b linked to one to three industrial heldings. I it is linked to
anly one industrial holdiyg, its cost meltiplier s reduced by
z 1601 15 linked to two industrial holdings, its cost multipli-

er s reduced by nIf the System Lord loses control of all

Always-on device (& activated/deactivated..
i : industrial holdings that provide an stem, any player may

&% 3 half action = ;
: apend wp 3 2 actinn dice at the beginning of esch mission.
— as a full action -10% 1 = : 1 A
For each action dig spent in this fashion, one squad of troops
Triggered device is used/fired... encountered during the mission does not have the copies of
- as a full action =5% the device that they otherwise would have
- 85 & tactical weapon -10%,
Error range... STEP Six: REPUTATION
1-2 —-10% Any Domminion lett over after you've bought your System
1=3 —-15% Lord’s toy: goes to acquire reputation. Repotation is jost
1= =209 that — a personal history that’s known to all ather System
1-5 -25% Lords, as well as some individuals outside the Goa'uld. For
Giavics requires. 8 5671 shack £6 ube Liw-_'l}' fuall 1 pninlt; of Dominion invested in Bepatation, lI.w
5 Systemn Lond gains a +1 circumstance honus on all skiil
- shill can be used untrained — [chack DC - 5% |'J.'|r1 s a A i B related th sorialEitaractiot with .
_.. skill cannot be used untrained = [chech D)% A T T, o

one who Knawe of him and his past imisideeds.

A Systam Lord’s reputation |5 the least tangible of
his assets, but the hardest to strip From him. Only death
can negat the chill of dread that attaches [tself to every
mention of the name of an ancient evil such as the-eldest of
the Goa'uld,

DEPLOYMERNT

Mow it's time to put your device in the sweaty palms of
Systam Lord and his expendable Jaffa field testers. Total all
of the component RF costs, then apply any cost modifiers
derived under "Limitations” above.

It the resulting BF cost is greater than the average char-
acter level in your campaign, discount the average by 20%.
For example, if your average tharacter level is &5 and your
final device design costs 11.2 APs, the excess cost s 4.7 RPs.
20% of 47 15 a 094 RF discount off the total cost, for a
discounted cost of 10,26,

Finally, round up to the nearest whole RF cost —in the
above pxample, the device's fonal cost j2 10 RPs.

Onee you have the base #P cost for the device (which
will also be the cost lor SG teams to reguisition it once the
SGC has captured a fow samples), multiply it by an amoant
determined by how common it will be in the System Lord’s
arsenal to determine its cost 1n Dominion:

UsiHg DoMidioN 14 PLAY

Linilike the usual role the United States military plavs in
terrestrial conflicts, Stargate Command finds tself in the
position of the smaller, lighter, fFaster opponent in the war
against the Goa'uld, In this interstellar war, guerilla tactics
are the ruls ot the day in taking down a System Locd, with
S0 teams administering precise surgical strikes to destabi-
lize a Goa'uld power base one element ot a time. As noted in
their introduction, the System Lord resource rules are
designed to enable the GM to create a network of resources
that the players’ SG team can then fear apart over the
course of the campaign,

Onee you've created the System Lord’ resources, take a
few minutes to sketch our a rough organizational chare

CoMmMOMNALIT i £ : 2
Y Arrange th System Lord's haldings in a pyramid-like stroc

CosT MULTIpLIER

' x
:::m ﬁ:: ::::Underlo de ><‘113I ture, with his stronghold alone at the apex and the rest af
Oria per squad Gf thacps ; w7 his holdings in one or more tiers. roughly sorted in their

orderof impartance to their master, Note'which troop types
are deployed to protect each holding, and which holdings
are linked -o others. When you're done, vou should have an
abstract diagram of how the System Lord views the worlds
and beings over which he holds sway,

Mow it's time 10 let your plavers destroy your pertect by
ordered system. Don't worry — it'll be fun

Usually, the 3GC becomes aware of a new System Lord
via an enceunter with him on a neuteal or contested planet,

Cine per NP troop ®12*

IF the item iz only in the hands of the System Lord him-
self, it is considered urigue. Unique technology does not
hawve to be linked to a helding, but the System Lord must
possess at beast one research holding for every piece of
unuque technalogy he has. This represents the source of his
UTique toy,

[f ome copy of the item is in the honds of the System
Lord and each of his Undeclords, it 1s considered sxper
matital, Experimental technelogy must be linked to a single
research holding. This provides no cost reduction. 1f the
System Lord loses control of this research holding, he and
hiz Underlords do not lose their copies af the device, but the
error range of each existing copy of the item is increased by
2 due to o lack of skilled maintepance,

or during the imtial exploration of & world that contalns
ane of his bottom-tier resources, If this initial contact is
higstile, the SGC = or, more likely, the playvers - males the
decision to commence offensive aperations agalnst the
System Lord. The suggested missions lisred for each type of
holding previde some story seeds for the first few sessions
of play.
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Each successful mission should lead into apother mis-
sion laking place in the same halding ar ane that's cone
nected to it — either by virtue of being adjacent in vour
pyvramid-sketch, or through a link. Pretty soon, your plavers
should start putting the pleces together and asking for spe.
cific missions based on what you've shown them in prew.
ous ames. Eventually, the connections will lead up the pyra-

Once the System Lords Dominion drops to 7o% of its
ariginal value, he's been sufficiently reduced in power that
other Goa'uld may begin eveing his choice holdings for pos-
sible conquest. After all, he's alveady demonstrated his
inability to held onto some of his other possessions. No
overt action will acour —yer. However, System Lords wha
harbor no personal enmity against the Tauri may begin

slipping the SGC relevant information.. if it serves their
own pefarious purposes.

At Bo% of its original value, the System Lord's
Dominion has taken a severe beating. No other System Lord
will raise a hand ta help a Goa’ald who finds himsell i
these dire straits, as he's clearly accelerating toward rock
bottom as gquickly as his enemies can help him along,
Covert action from ather System Lords against him is like
Iy, and 5G 1eams may find themselves with strange bedfel-
Lo,

The 50% Dominion mark is the critical balance point
at which ather System Lords will declare open hostilities
Against the victire If the 5GC can reduce a System Lord’s
resources tn this point, the battle ig all but won = though

mid to the System Lord’s strongheld and 4 bleedy final

showdawi

How Tlhe MigHTY FalL

The relative positions of System Locds withis the hier
archy of ancient Goa'uld are not static. Minoc iriumphs and
defeats can snowball inte catastrophic shifts in the balance
of power as dozens of near-immertal parositic scavengers
jockey far position. Your players can directly affect a
System Lord's standing in the ranks of has fellows by hand
ing him resounding defeats that cost him his resources. As
a System Lord loses access to holdimgs, troops, and tech-
nologies, he alsa loses the Dominion that he's invested in
them. When his Dominion drops beneath certain key
thresholds, expressed as percentages of his original
Dominion, he suffers negative contequences as his peors
view him as weak and incompetent. Eventoally, 30 teams
and their allles may be able to reduce a once-mighty Svstem
Lord to such vulnerability that his own brethren turp on
him. The [ollowing paragraphs provide suggested plar
points that you can inject into your campaign to reward the
efforts of your players and thew 5G -eam.

When the System Lords Dominien reaches Bo% of its
original value, he has suftered sigrificant reversals of for-
ture, While ather Goa'uld are not yet willing to attack him
outright, they are no longer likely ta rush 1o his assistance
Only the Syztem Lord's staunchest allies are willing to pro-
vide him with anl,

they mav not want their target's remaming resources 10 fall
mite the hands of other System Lords who will only profit
from their cousin's loss,

Taele B.9;: Knowd SysTeEm Lorps' DominiaN

Lorp SEASOHN 1 SEASOM © SEASON 3 SEasSON U SEASON S SEASOH B SEASOM 7
Anubis 1,000 1,200 1200 1LA00 1,500 1500 1300
Apophiz 1,250 150+ LAG0 1.500 — - -
Ba'al 1,000 1,000 1100 1,200 1,000 SO0 1200
Bastet 750 750 750 600 400 500 500
Cronus 1,300 1,200 1,300 1300 1200 - =
Hathor £ 200 - - — - -
Heru-ur 11600 1,100 1200 1300 — - -

Kali B B50 600 00 SO0 500 500
MMLIF 300 350 300 300 Pl 250} 300
Marduk 20 0] =1 0] 20 20 - -
Morrigan 850 S00 L0 11000 850 B804 Q00D
Mirrti 1100 1,000 0 (] 250 301 -
Dlukumn L0050 1050 1,050 1000 200 850 SO0
Osiris (8] (0] 0] 1500 1,000 1100 LO0O0
Pelops 250 =ioth | 250 =0 250 50 250
Ra 2,000~ - = — b — -
Sokar 1400 1,500 1400 — =5 = o

i 1400 1400 1,500 1,500 1,100 1000 LOOC
Zeus D o} 8] o =18 00 750

*Apophis was a prisoner of Sokar between the episodes Serpent's Song (Seazon Two) and The Dewl You Know (Season Three).
He had an effective Dominion of O during that pericd. These stats reflact his power before and after his incarceration, respectively.
**Ha was destroyed bafare the beginning of Season One, This stat reflects his Dominion at the time of his death.
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TaBle Y4.10: RESEARCH AND DEVELOPMENT
DEVICE EFFECT

Device Enhances a User's Abifity...

=4

walj

+B

_Inteliigence

Misdom

Device Enhances a Ulser’s SRS
‘e

+i

+B

+8

+10

-automatic success an one type of check
wallows unskilled skill check

wis Int-based

15 Wis-based

.15 Cha-based

Device Enhances 2 Ulsar's Save or [nitiative_
+1
e
+3
A
+H

Device Enhances a User's Attacks of one type (unarmed, melee, or ranged)
cumarmed anly or melee oniy
ranged, but hurled anky

Device Enhances a User's Defense..,
+1
L=
+3
iy
5

Device Enhances a User's Damage Reduction...

woall physical damage

-~ wound only

= witality only

. oFe specific type of damage {piercing, fire, falling...)
— one type-of ability damage (STR, INT, etc..}

Gain mobiity {starting at half base speed].-
— flight
. dig

o SN

Dewvice Enhances & User's Speed.

- raise base speed of extra movement type to users base maove
... » honus base speed for ore movemant type

% bonus base speed for all movement types

Device has its ouwn skill bonus, can make skill chacks for the vser,
o 5TR-based =kill

 DEX-based skill

w INT-hased skill

o WIS-based =kill

e CHA-basad skill

Device provides a feat (subfect to strict GM approvall.
« Dasic combat

17l

CosT IN RP

2

&

12

x2 cost

cannot be altered

0l

03

06

1

15 =
3

c

3 cost

x2 cost

*15 cost

01
Q3
06
1
15

bonus =<2
05 eost
0.3 cost

oomil g =

value /2
value /3
value /3
walue [ &
value / 8

w

i
bonus / 2.5
bonus

‘effective skill bonus /5

effective skill bonus 4
effective skill bonus

effective skill bonus / 2
effective skill banus /3

1 + [number of feate that preceds
the feat in its tree}



DEVICE EFFECT
- meles, ranged, or unarmed combat

e OVt

- chase

Dlevice has a damaging oF weapon-ike effect.

o ke a melee weapan

~ ke a firearm

we ik 3 tactical weapon

... far every size category item s smaller than large
. suibdual da.rna-ge only

Device explodes...

Damage dice

Blast increment

Extra effects..

<with “fire” damage type effects

« with “acid” damage type effects

wowith “flash-bang” sacondary effects

.. device is a shaped charge

. device has no blast increment/only affects its own square

Device prowvides healing (buy each trat separately]..
oINS only

. witality only

.o wotnds and vitality

.. ability damage [buy each type separataly)

Speed of healing...
o instantaneous

.1 round after use
- I minigte after use
.1 hour after use

Amount of healing,.,

- fixed amount, afl at cnce

. fixed amount, metered out as user chooses

. dice, all at onice

w dice, one or more dice at a time as user chooses

Extra effects..
- gevice automatically heals vser when a trigger occurs
..device can be used to heal someor e besides user

Dewvice replicates effect af standard-isswe gear..
.at the same weight andfor size catagory

« ot L the weight or cne size category smaller

.. 3t ¥1g the weight'ar two size tateoories smaller
. @t 485 the weight or three size categories smaller
_ a=an implanted device

Dlavice provides general nan-mumeriz effect..

= [poks good on film bot prowvides no game benefit outside of one very specific situation
- duplicates function of common howsshald or office item {paper shredder)

.. duplicates function of rarefexpensae household or office tem [robot vacuum cleaner)
W duplicates function of table-sized Izb equipment [DMNA sequencer]

«w duplicates function of building-sized lab equipment [neutring detector)

. provides piot-breaking analytical capabilities

« provides plot-breaking protective capabilities

-.. provides plot-breaking destructive capabilities
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2 + [number of feats that pracede
the feat in its trea 2]

1 + (number of feats that precede
thie feat i its tree x2)

2 + [number of feats that precede
the feat in its traa)

average damage / 4
average damage /3
average damage § 2
x1.25

=03

{minimum damage = maximum
damage] « 0.05
(increment / & ft.}

+ [damage cost < 0.2)
+ [damage cost = OL.2]
+ [damage cost = 0.1)
+ [damage cost = L1}
+ [damange cost % 0.5]

a2
0.1

04
1

2
i
05
a1

amount x 0.05

amount » 015

die typex number of dice = 0.03
die type = number of dice = (11

L
[eR|

{gear pick cost] /2
{gear pick cast)
{gear pick cost] % 1.5
{gear pick cost] = 3
qear pick cost % &

Q1RP
DERP
o4 RE
2RP
10 kP
1ORP
15 RP
25 RP
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Kneel before your gnd....

Parasitic tyrants. Aliens masquerading as deities. Scum-sucking boombox-voiced snakes
in the head. Whatever you call them, they are the gravest threat Earth has ever seen:
the Goa’uld System Lords. Now uncover their deepest secrets, their evil minions and the
ways the SGC combats their villainy. The Goa'uld are waiting; do you dare challenge them?

Requires the uge of the Dungeons § Dragons® Player's Handbook, Third Edition, published by Wizards of the Coast.®
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