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INTRODUCTION
This scenario is designed to introduce 

new players and GMs to the Nova Praxis 
setting. It contains an overview of events 
that happened prior to the scenario’s start, 
a synopsis of events to come, and advice for 
GMs who want to expand and customize the 
scenario.
Ghosts in Darkness assumes one GM and 

four players. Create characters using the 
standard creation rules, though you could 
instead just give the players copies of the 
sample characters from the Nova Praxis 
core book. At least two PCs need to have 
undergone Apotheosis. Otherwise, the GM 
will need to rework many of the scenario’s 
details.
The scenario begins with the resurrection 

of the PCs. Apparently, they had been killed 
and were restored from backup after a 
few months. Pure PCs will have a different 
introduction, but most of the adventure will 
focus on investigating what happened to the 
Apotheosized PCs between their last backup 
and their recent resurrection, discovering 
why they were killed, and getting caught in 
the Shadow War along the way.

Background
The Apotheosized PCs in the crew received 

notice of a salvage contract from one of their 
usual contacts. The contact directed them 
to Kestrel, a Kimuran Astralist and apostate 
sympathizer located on Asola.
The PCs met with Kestrel, who explained 

that his client wanted them backed up 
before giving the details of the contract. This 
is a fairly standard procedure for Auxiliary 
contracts, as it protects the House should 
the Auxiliaries be killed. 
Kestrel is a “talent acquisition specialist” 

for several clients. In this case, he offered 
a contract from Expanse Worldsystems, 
a subsidiary of House Tsarya. The person 
behind the contract is Isabella Nowak, a high-

ranking Tsaryan representative and head 
of Expanse Worldsystems. As part of their 
contract, however, Kestrel is not allowed to 
divulge Nowak’s identity.
The contract required the crew to travel 

to an outpost belonging to House Kimura. 
This outpost, believed abandoned, was in 
geosynchronous orbit around a recently 
discovered planet designated RS-412, aka 
Opportunity Four. 
The crew’s job was to visit the outpost, take 

inventory, and determine if anything left was 
worth salvaging.
They were warned that, while the planet 

apparently had little to offer, the outpost 
might now house pirates, remnant forces, 
or other vagrants or vultures. If so, the crew 
was expected to deal with them.
When the crew arrived at the outpost, they 

were attacked by the outpost’s automated 
defenses. The ship and the outpost were 
damaged in the battle, and the crew was 
captured. 
On board the outpost, they discovered 

that a subsidiary of House Kimura, called 
Mindscapes, was performing illegal 
mnemonics research. Any Pure characters 
with the crew were killed. The others had 
their cores removed, and their egos were 
merged into one. 
The hybrid ego called himself Chimera. A 

massive breach of the Humanity Preservation 
Act—a fact he knew well—he faced death 
and erasure if captured. 
To protect himself, Chimera set about 

erasing information from the PCs’ private 
and public records, as well as any clues to 
what happened to the PCs and Chimera’s 
location. This information included Extranet 
interactions, passwords, and intimate 
knowledge only the PCs would possess. 
When the PCs—now dead or merged—

went four days without contacting Kestrel, 
he became alarmed. When he reported this 
to Nowak, she declared them dead and the 
mission a wash. 
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