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WoRmholes
There are wormhole gates in some systems, 

These can connect to any other known jumpgates 
in the galaxy, which forms The Wormway. The 
gates have been in operation since before the dark 
matter storm, meaning at least some systems had 
access to each other during it. Each gate remains 
the sole property of the Wormway Engineers, 
who operate independently of any government 
just like they do outside of the sector. Using the 
jumpgate is at the discretion of the jumpgate 
engineers who are on staff at the jumpgate itself.

Any ship can use a Jumpgate - as long as the 
captain is in good standing with the Wormway 
Engineers in general (or those at that gate 
specifically).

Typically a ship approaches the Jumpgate and 
communicates its travel request and destination. 
The ship and captain is checked on the Wormway 
Record to see if it has been blacklisted and if not 
the gate is opened to the required destination. 
The ship then travels through the gate, into the 
wormway and out the jumpgate at the destination, 
the gate is then closed behind them.

Several ships can use the jumpgate at the 
same time as long as they are going to the same 
destination and none are blacklisted, otherwise 
entry for all will be refused until the undesirable 
ship leaves the vicinity.

The wormholes are nearly all of Tenarii 
construction, though some are rumoured to be 
even older than that. In each case the technology 
was relatively easy to understand by those of 
a certain mindset - these people formed the 
original  Wormway Engineers, and those since 
with that unique quality are recruited into that 
organisation.

A Venture ship going into uncharted territory 
would ideally have someone aboard with the 
Wormway Engineer edge. This would allow 
them to activate an abandoned or undiscovered 
jumpgate and thus connect it to the existing 
network.

The Wormway allows the ship using it access to 
the linked system without expending any Energy 
Costs. The only downside is that the Jumpgates 
are situated at the very edges of the linked star 
systems. The other way this differs from an FTL 
drive on a ship is that it is instant, whereas a ship 
drive has to spend time in hyperspace as it travels 
the required distances.

The Sector Asgard Kappa branch of the 
Wormway links the following systems:

Samiksha
Larriantzar
Louganis/Yumn
Bergljot
Asima
Dynamene
Zapata
Lalima
Baheera
Thoon
Ahsan
Madani
Lur
Hrefna
Goratze

RiNgWoRlds
A ringworld is a massive artificial structure 

that encircles a star at a specified orbit. This has 
its own gravity and energy shields which protect 
it from radiation, asteroids and other detritus. 
They are nearly all of Tenarii origin. However, 
in contrast to the Alien Artefacts, these are often 
fully working, even after such a long time. Their 
population will typically be those colonists or 
natives who dwell in the system it is found in.

There are ringworlds in the following systems:

Xenoclea
Larriantzar
Lalima
Baheera
Gorgias
Protogoria
Alkhaiwani
Goratze
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NATIVE RACES
Each planetary system has one or more native 

races. They are listed so you can make a character 
from these worlds if you wish. 

The default colonist racial data matches that 
given in the Science Fiction Companion. 

This distinction represents how some races 
either developed on those worlds or  adapted to 

the worlds they found themselves on during The 
Event, and thusly became natives of those worlds 
and identify as such rather than their parent race. 

For example, if you want to make a human who 
is native to Madani, look to page 97 for the racial 
abilities. To make a human colonist on the same 
world, look to the Science Fiction Companion.

NEW HINDRANCES
These are hindrances specific to the Sector 

Asgard Kappa setting book, but of course can be 
used in other science fiction games.

SLAVE MENTALITY 
(MINOR)

You are from generations of people who have 
been raised as slaves. Your people have been 
under the whip so long that they are simply 
unable to conceive of what it means to be free.

ZEALOT (MAJOR)
This character is fanatical and uncompromising 

in pursuit of their religious, political, or other 
ideals. They will act in the best interests of their 
ideology at all times, and are more than willing 
to sacrifice their own lives and/or those of others 
in order to further their goals, whatever they may 
be. Once it becomes obvious that this character is 
a zealot, they suffer a -2 Charisma modifier (-4 if 
their belief system is abhorrent or extremist).

NEW EDGES
HIGH-G WORLDER

Requirements: Novice
The character hails from a Heavy gravity world. 

The Heavy-G Worlder Edge from the Science 
Fiction Companion refers to Super Heavy gravity 
worlds.

Their bulk resists damage better than most 
and adds +1 to their Toughness. In addition, the 
character can carry more than most proportional 
to their Strength. They can carry 8 times their 
Strength in pounds without penalty. In addition 
they start with a d6 in Strength.

The character must take an additional Minor 
Hindrance to balance out this particularly 
powerful Edge.

WORMWAY ENGINEER
Requirements: Novice, Spirit d8+
You have that ‘something’ that allows you to 

understand and use the systems of the Jumpgates. 
Your mind can integrate with the neural net of 
the gates to activate them and establish a stable 
portal for ships to pass through.
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WORLDS OF SECTOR 
ASGARD KAPPA
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Nav Designation: GRID 0002
Stellar Data: M-class Red Dwarf Star (Amineh)
Worlds: Samiksha, Terrestrial planet, Two 

Terrestrial planets, Asteroid Belt and a Jumpgate

The Amineh system is torn by violent 
disagreement between sectarians of The Veiled 
Mind, a psychic based crusading religion based 
on ancient alien technology. The two major sects 
are the Serran-led native population of the region 
and the other are the colonists. Both sects use 
the alien technology to give themselves psychic 
powers. Each view the other as a damnable heresy 
in need of extermination. Local government may 
be able to keep open war from breaking out, but 
the poisonous hatred divides communities. 

The Jumpgate has been used regularly over the 
centuries, and through it the Veiled Mind has 
spread into other systems of the sector.

Samiksha is a gloomy very cold jungle world 
covered with lush vegetation and a myriad of 
lifeforms of all types. The vegetation is adapted 
to the low visible light from the star and instead 
photosynthesises from the Infra-red spectrum, 
which is abundant.

The Serran natives view their psionic powers as 
a visible gift of their god, and deem themselves 
superior to those who are not psychic. 

The Human colony is essentially a single huge 
building meant to serve as a refuelling or repair 
stop for passing ships, ruled by a half dozen 
PrimaCorp executives, it has recently however, 
succumbed to the religion of The Veiled Mind 
and as well as trespassing into the ancient Tenarii 
ruins, the colonists have also created a psionic 
tech imbued council chamber/church where folk 
are ‘awakened’ by the machinery into psychics. 
This is not an exact science however and using 
the technology guarantees some form of mental 
illness as it was meant for the Tenarii brain. As 
a result, an underground sub-level of the colony 
is reserved as a Sanatorium-prison for the truly 
dangerous products of this process.

PrimaCorp who own the facility are aware of 
what goes on there and is looking at the scientific 
data and the psionic research records to determine 

how best they can exploit the alien technology. In 
fact, they are responsible for sending psychics (or 
those with potential) to Samiksha to provide new 
subjects for experimentation, this is disguised as 
job offers for psychics or sometimes even forcible 
kidnapping of those deemed suitable.

The animals of Samiksha are earth-like but 
unique. Those which strayed (or were taken) 
too close to the ancient Tenarii artefact were 
‘Awakened’ and developed psychic powers, this 
remained in the genome and was passed on down 
the generations, becoming part of their genetic 
makeup. As a result, nearly every native animal 
has at least one psychic power as a monstrous 
ability. 

Tenarii Ruin Defenders are the same as any 
other animal on the planet, save that they have 
normal intelligence and are Wild Cards.

PEOPLE OF SAMIKSHA
There are many people who live out their 

lives on Samiksha. This gives a brief profile of 
individuals who the player characters might 
come into contact with.

Amon
Works within the Prima Corps outpost. He is a 

Saurian who loves space - he loves to learn about 
other planets and cultures, but is suspicious of 
people from other worlds.

Science Fiction Companion Data
Native Population: Serran  
Gravity: Normal
Dominant Terrain: Jungle (ave. temp 

-15F)  
Atmosphere: Thin
Population Density: Sparse 
Dominant Government: Oligarchy
Dominant Law: Average  
Customs: Haggling Required
Tech Level: Average  
Spaceport: Basic

SAMIKSHA
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Br’Sisi
Avion Psychic inquisitor, Haughty and noble,  

she is a PrimaCorp operative and is on Samiksha 
to keep an eye on proceedings. 

SAMIKSHAN SERRAN
The natives of Samiksha are slightly different 

from those of other worlds. They can be taken as 
player characters if the Game Master agrees.

• Environmental Resistance, Cold (+4): The 
Samikshan Serran live in very cold jungles, 
and thus receive a +16 bonus to resist cold. 
This also counts as Armor against attacks 
based on cold and ice.

• Atmospheric Acclimation (Thin) (+2): 
The character has adapted to resist the 
effects of a Thin atmosphere, so they need 
not make Vigor rolls.

• Weak (–2): Serrans are weak compared to 
most other races. They suffer a –1 penalty 
to all Strength rolls.

• Artefact Imbued Psionics (+2): Samikshan 
Serran have an extremely developed psionic 
ability thanks to the Tenarii artefact, giving 
them the Arcane Background: Psionics 
Edge.

• Low Tech (-2): As a result of using 
the Tenarii artefact, Samikshan Serran 
technology is a few generations behind 
the galactic average. That makes using 
computers and other devices of an 
unknown tech level tricky, and they suffer a 
–4 penalty when doing so.  This Hindrance 

THE SAMIKSHAN 
ARTEFACT

The ancient Tenarii psi-artefact and 
the Human psionic tech imbued council 
chamber/church grant the user the Arcane 
Background (Psionics) edge at the cost of 
becoming changed in some way. This change 
is represented by the player having to choose 
either two Minor Hindrances or a single 
Major Hindrance for their character. These 
are generally mental hindrances, but you may 
take physical Hindrances at the discretion of 
the Gamemaster. These hindrances may not 
be ‘bought off ’ with advances.

is part of their genetic heritage and cannot 
be bought off.

• Environmental Weakness, Heat (-2): The 
Samikshan Serran live in very cold jungles, 
and thus suffer a -8 penalty to resist fire 
and heat based attacks. The penalty acts 
as a bonus to damage from these kind of 
attacks.

BOAR HUNT
The characters are hired to hunt, kill and bring 

back the body of a Samiksha Boar. This is harder 
than it sounds of course, and there are numerous 
complications. 

A magnetic anomaly (no doubt caused by 
a nearby Tenarii artefact) is interfering with 
navigation systems and sensor use for the 
duration of the adventure, giving any check 
involving navigation, astrogation or the use of 
sensor devices a -2 penalty. This anomaly will last 
for 1d6 days.

The same anomaly that is disrupting sensors, 
also causes the character’s vehicle to break down 
requiring 2d8 hours work and a Repair roll at -2 
to get working again once the anomaly ends. 

The following encounters take place at 
different times depending on the result of the 
Action Deck. Draw a card for each 4-hour 
period the characters spend looking for a boar. 
If a face card is drawn, use the suit from that 
card, and if another number is required (such 
as for the Non-Player Character entry) simply 
draw another card to find the number.

diamoNds: The boaR
The characters will encounter the target of 

their mission - a Samiksha Boar. This wild pig 
analogue is just a blur as it speeds along the paths 
of the Samiksha jungles, stopping only briefly to 
quickly eat before zipping away again. Catching 
such a creature is a tremendous feat and worthy 
of accolade among the native Serran.

If the card drawn from the Action deck was an 
Ace, you have had the misfortune of encountering 
a boar which is also a Tenarii Ruin Defenders 
- this means it has normal intelligence and is a 
Wild Card.

Attributes: Agility d6, Smarts d4(A), Spirit d6, 
Strength d8, Vigor d10
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Skills: Fighting d6, Notice d6, Stealth d6
Pace: 6; Parry: 5; Toughness: 7
Treasure: none
Special Abilities: 
Quickness: The Samiksha Boar has the 

Quickness power as a monstrous ability.
Low-Light Vision
Berserk: When a Samiksha Boar is Shaken, 

it goes berserk. It gains +2 on all Fighting and 
Strength rolls and its Toughness, but its Parry is 
reduced by 2.

Gore: If the boar can charge at least 6” before 
attacking it adds +4 to damage.

Tusks: Str+d4

heaRTs : NoNplayeR chaRacTeRs
The characters come across a local colonist or 

native.  They are most likely to be hunters, braving 
the wilderness for trophies, skins, meat or  glory.

clubs: local complicaTioNs
Local PrimaCorp military are also active in the 

area, and are hostile to the characters. There are 
two dropships with crews and about 80 soldiers 
on the lookout for off-worlders. A single team 
will find the characters. The PrimaCorp soldiers 
are formed into eight teams of ten troops. The 
four-person crews will generally remain with 
their dropships and will defend them with their 
lives.

PrimaCorp Dropship
The PrimaCorp dropship carries up to 40 

soldiers into battle. They are not well armoured, 
but are fast and pack a punch with their Heavy 
Lasers. The crew consists of 1 pilot, 1 officer and 
2 crew.

Medium Starship: Size 8, Acc/TSW 65/800, 
Climb 2, Toughness 25 (6), Crew 4+40, Cost 
C$16.13M, Remaining Mods 2

Notes: AI, AMCM, Atmospheric, Deflector 
Screens, 4x Passenger Pods, Planetary Sensor 
Suite, 4x Speed, Targeting System

Weapons:
2x Quad Linked Heavy lasers

PrimaCorp Pilot
These are the lightly armed and armoured 

pilots and crew of the dropships. 
Attributes: Agility d6, Smarts d8, Spirit d6, 

Strength d6, Vigor d6

Skills: Fighting d4, Knowledge (Astrogation) 
d8, Knowledge (Electronics) d6, Notice d6,

Piloting d8, Shooting d8
Cha: +0; Pace: 6; Parry: 4; Toughness: 9 (4)
Hindrances: —
Edges: Ace
Gear: Combat Spacesuit (+4 and ignores 

4 ballistic AP), laser pistol (Range 15/30/60, 
Damage 2d6, RoF 1, AP 2)

PrimaCorp Officer
Each dropship has one officer. These are all loyal 

devotees of The Veiled Mind and have undergone 
augmentation via the PrimaCorp psionic power 
induction device.

Attributes: Agility d6, Smarts d8, Spirit d8, 
Strength d6, Vigor d6

Skills: Fighting d6, Intimidation d6, Knowledge 
(Battle) d6, Notice d6, Persuasion d6, Psionics d8, 
Shooting d6, Stealth d4

Cha: +0; Pace: 6; Parry: 5; Toughness: 9 (4)
Hindrances: Loyal, Overconfident (the result 

of the augmentation)
Edges: Command, Leader of Men, Natural 

Leader, Arcane Background (Psionics)
Power Points: 10
Powers: Smite, Bolt, Confusion
Gear: Combat Spacesuit (+4 and ignores 

4 ballistic AP), laser pistol (Range 15/30/60, 
Damage 2d6, RoF 1, AP 2), power saber 
(Str+d6+2, AP 2).

PrimaCorp Soldier
These are the soldiers of PrimaCorp, they make 

up the colony defense force.
Attributes: Agility d6, Smarts d6, Spirit d6, 

Strength d6, Vigor d6
Skills: Driving d6, Fighting d6, Intimidation 

d6, Notice d4, Shooting d6, Stealth d6
Cha: +0; Pace: 6; Parry: 5; Toughness: 9 (4)
Hindrances: Loyal
Edges: —
Gear: Combat Spacesuit (+4 and ignores 

4 ballistic AP), laser rifle (Range 30/60/120, 
Damage 3d6, RoF 3, AP 2), molecular knife 
(Str+d4+2, AP 2), 2× frag grenades.

spades: aN uNexpecTed boNus
The characters come across 1d4 cargo spaces 

of rare mineral (worth C$1,000 each). These will 
take 1d4 hours to gather.
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