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INTRODUCTION

INTRODUCTIONINTRODUCTION

Welcome to the Dragon Awoken. This book will give you great

insight into the clandestine, industrial machine that is the Ai-Jinn.

All manner of information can be found within these pages, from

new Trainings and cybernetics to factory plans and pleasure

orbitals. A wealth of new character options are presented which

are intended to make your Agents far more ‘Ai-Jinn’ and really

differentiate them from the other Corporations.

The Ai-Jinn, although an Asian based corporation, take their

Agents from all over the world. They are the least ethnically

selective of the corporations and their divisions are the most

culturally diverse. You will find thick-necked British gangsters

alongside Japanese yakuza, Jamaican yardies and Russian

mobsters. This range of backgrounds makes the division

extremely adept at working on a global scene as, unlike a Shi

Yukiro division, they are more likely to understand a greater range

of international customs and methods. 

This can of course be a disadvantage as the division may not

always get along to eye. An exiled German surgeon who has

joined the Ai-Jinn may well have trouble seeing eye to eye with an

African-American gang-banger. Nevertheless, the security the Ai-

Jinn offer to their Agents can have a mellowing effect and strange

combinations can find themselves getting on like proverbial

houses on fire. 

Another advantage to the Ai-Jinn’s recruitment methods is the

sheer range of professionals they seem to net. No matter what job

you’re in, if the UIG come down on you hard you may well find

yourself knocking at the Ai-Jinn’s door, offering your skills and life

in exchange for money and safety. This open door policy has to be

carefully managed though; the possibility of infiltrators can be a

significant problem. To reduce this, before being made active

Agents, recruits are required to betray those they were previously

loyal to. This is normally a sizable action which anyone who retains

a vestige of loyalty would be reluctant to perform. 

The division are normally set to perform each of these purification

missions as a whole so before the Division is assigned proper Ai-

Jinn missions, they will typically spend their first 4 or 5 outings

making brutal strikes against their former employer’s assets. In

cases where there is not a former employer, the Agents are simply

required to go along and help.  This also gives the Ai-Jinn power

over their Agents should they falter at some point in the future. 

More on this on page 110.

Being essentially a pack of thieves, murderers, extortionists, and

gangsters the Ai-Jinn need to maintain order within the ranks like

no other Corporation. This tends to be done through the concept

of loyalty and by using a tried and tested system of enforced

comradeship the Ai-Jinn are able to weed out potential trouble very

early on. More on this on page 110. 

AI-JINN: THE SHADOW BUSINESS

All the corporations have dark secrets, no entity as massive and

monolithically powerful as a corporation-state can exist without

acquiring a few, but while most have them at the very highest

levels of command, the Ai-Jinn has them at all levels. No other

corporation has as many skeletons in their closet, though E.I.

probably would if they bothered with cover-ups, and none even

come close to having the degree of illicit knowledge the Ai-Jinn

possess. Most of these secrets are fairly petty affairs, at least on

the scale at which the corporation-states operate, involving street-

level crime, racketeering and extortion, but others are posed to

smash the world into shards.

Where did the technology for the FarDrive come from?

What are the future plans of the UIG?

What lurks out in deep space?

How many trusted Agents are actually spies for rival

organisations?

Why did the rogue Archons defect?

The Ai-Jinn may not know the definitive answer to all or even any

of these questions, but they know more than anyone else and, for

the time being, they're keeping their cards close to their chest. The

power of the Ai-Jinn is twofold; the members are ultimately loyal to

the Corporation and they are everywhere. No city, town or spire is

without its criminal element, and every seemingly disorganised

gang of hoodlums might be reporting back to the Ai-Jinn,

sometimes they might not even know it themselves. Much as the

other corporation-states might like to dismiss the Ai-Jinn as a

rabble, they have learned through harsh experience that when the

Ai-Jinn make a move, it's best to watch them very closely. Of

course, when it's for something that truly matters, it's as though the

Ai-Jinn were never there.

We are despised in some quarters because we do not aspire to
beauty. What our detractors fail to realise is that our design
ethic represents an efficiency of the most fundamental kind.  If
it takes me two days to make a sword, and it takes you three
days to make a beautiful sword, then on the morning of the third
day I will take my sword and cut you down while you are still
working at your forge. Now I have two swords, and two forges
with which to make more. Thus we prevail.

attr: Juan Meng, Mountain Lord of the Hong Kong White Lotus
Society
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STYLE

The Ai-Jinn build to last. Whereas the Shi Yukiro and E.I. may build

with a certain amount of flair, the Federation with fearsome

purpose and Comoros on a budget, the Ai-Jinn tend to build with

scale and durability in mind. 

One of the most obvious examples of this is in their vehicles.

Whether it’s a hulking FarDrive craft or a sub-orbital shuttle, the

design will be as simple as possible, the materials as strong as

attainable and the aesthetics thrown out of the door. Even their

FarDrive crafts, which you might expect to be streamlined, elegant

pieces of art, give absolutely no quarter to styled appearance. 

This is something that is worth remembering and can add a strong

feeling of consistency to your game. If you try to remember that

anything built by the Ai-Jinn is likely to be solid, dependable and

down-to-earth, it can help to keep the corporation’s various styles

distinct. When the players need to visit an Ai-Jinn spire the lack of

frills and chunky, no-nonsense construction will be a familiar sight.

If they are E.I. or Shi Yukiro Agents, then they may be a little

disdainful and will be looking forward to getting back to their own,

more refined cities. 

GRIME AND CRIME

Another of the key themes you should try to keep in mind when

running a game involving the Ai-Jinn is the concept of ‘grime and

crime’. Simply put, anything or anyone in the Ai-Jinn world is

metaphorically only a few feet from the seedy world of crime and

ugly, hulking structures of heavy industry. Take, for example, the

Maitabo Restaurant in the Enlight Archology; yes, it looks beautiful;

its interiors cascade with sparkling waterfalls, exotic plants and

magnificent fountains and it serves some beautiful food.

It would not take long however to discover the Maitabo is run by D-

Company, essentially an Indian Mafia. You had better be sure of

yourself because by walking through its doors you enter a world of

gambling, extortion, bootlegging, murder, and blackmail. If you sit

down and flash the cash, someone will take notice, in a weeks time

you may be approached with an ‘unmissable’ business deal or you

may be asked for some inside information on your company’s

operations. And this trend continues throughout all Ai-Jinn assets;

nothing is as it seems. 

If you see an Ai-Jinn backed charity you can be sure that for every

credit donated, 75% goes directly towards the purchase of

armaments and drugs.

And the grime? Well, that refers to a more literal filth and lack of

grace. The Ai-Jinn maintain nothing that does not need it. If you

were to take a look behind the scenes of a Shi Yukiro spire, you’d

find order, cleanliness and efficiency. In an Ai-Jinn spire things are

only cleaned if there is a practical reason; if not it can wait. Even

the wealthy areas are nothing like a typical E.I. residence, hygiene

is not the reason the rich come to live in such places. As long as

the Ai-Jinn continue to offer their discreet, no-questions service,

they will always have a broad client base. The no-frills, oppressive,

industrial environments which characterise Ai-Jinn structures are

here to stay.

I DON’T LIKE THE CEO   

This book pins down many aspects of the Ai-Jinn corporation such

as its leaders, methods and many of its assets. This is not meant

to hamper your game and make your carefully designed CEO or

Spire City redundant. It’s for three main reasons. 

1. To add consistency to the world.

2. To save you the job of making them up so you can 

concentrate on plot etc.

3. To present ideas you may not have thought of.

You should not be at all concerned about disregarding any aspect

of this book and instead using your own NPCs, weapons, tactics

and buildings.

RULE AMMENDMENT

Note that this change was made to severing body parts in

July 2009.

When you sever a body part (except the torso), you only

deal as much damage as needed to sever the part in

question. 

For example, if you deal 50 damage when severing the
arm, the target will only take 10. 

The reattachment of a severed body part replaces the hit

points lost. So in the example above, when you reattach

the arm, you regain 10HP
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Historically speaking, one of the largest obstacles to China's

continued development was the transit of resources around its

massive landmass. It was therefore no surprise that the company

which developed and built the Trans-Asian magna-rail was going

to be pivotal in the formation of the Ai-Jinn Corporation. 

At the time, the Lang Transit Conglomerate was an industrial giant

building most of Asia's cars, trains, planes and roads. The magna-

rail was ingenious because of the low cost involved in taking the

rail to any part of the country. It was therefore possible to build rails

going all over East Asia for a relatively modest sum. The

technology was owned by Lang but they leased the rail to anyone

wishing to use it for the transportation of goods. It was easily the

cheapest form of transport for private, commercial and industrial

customers. The Lang Conglomerate was fast becoming a super-

corporation and the government were rightfully concerned that the

entire country was completely dependent on Lang and

consequently subject to its whims. 

The Chinese government, headed by Chairman Cho Yun, was

unable to do anything about the situation legally. Their attempts at

trying to force Lang to split into smaller units were crushed by

armies of lawyers. Rather than pursue more fruitless court cases,

Cho Yun established a task force who were instructed to put

control of Lang into the government's hands via any means

necessary. They were given access to essentially unlimited

government resources and granted immunity from prosecution. 

The task force initially attempted a range of methods including

espionage and sabotage but Lang's immense resources were still

insurmountable. Eventually the task force approached Asia's less

savoury elements such as the Yakuza, Triad, Tong and Snake

heads. By transferring their own immunity and resources onto

these organised criminals they rapidly created the largest, most

comprehensive army of ruthless, immoral and devious soldiers

ever made.

The organised criminal groups took no prisoners bringing Lang to

its knees. Hundreds of high-up employees were murdered and

terrorised until all of Lang's executives were too terrified to

maintain their positions. Within months the company began to

crumble but the results were not as Cho Yun had predicted. 

The task force, who had named themselves Ai-Jinn, were not

about to relinquish the power they had acquired and by continued

alliances with the criminal organisations were able to make sure a

sizable amount of Lang's wealth and assets ended up, not with the

government, but with the task force and their new allies. 

This combination was phenomenally successful and the

government were powerless to do anything about it. Any

investigations were called off when those in charge ended up dead

or missing. If any of the Triad or yakuza bosses were placed on

trial, members of the jury would be intimidated or judges would be

murdered. 

Unusually, however, the collapse of the Chinese government did

not lead to chaos among the citizenry. The Ai-Jinn became the

new government, using the Triads, Yakuza and Tongs as a form of

police. The streets were not patrolled in the traditional manner but

anyone engaging in crime without the permission of the local clans

would be dealt with in the time honoured manner. Over time the Ai-

Jinn, building on the framework of the shattered Lang

Conglomerate, rose not only as the head of a criminal empire but

as an industrial giant. There was one final event which would seal

the Ai-Jinn’s place among the greatest Corporations of all time.

THE DISCOVERY

The newly formed Ai-Jinn did not take long to become the foremost

industrial force on the planet. So efficient and successful were they

that even the other Corporations were forced to accept it was

cheaper and more productive to get the Ai-Jinn to build their

structures and mine their ores than it was to do it themselves. 

It was during such a mining operation in Antarctica that a massive

anomaly was detected deep beneath the ice. The operation was

immediately halted and the Ai-Jinn ferried in several war ships,

transporters, battle class cyberlins and heavy excavators. After

months of painstaking work the fruits of their labour were

transported home spread over three cargo barges. Although many

images exist of the operation, there is no hard evidence to reveal

exactly what they found down there. The most likely answer is

some kind of space-travelling vessel. This supposition is backed

up by the fact that nine months after the discovery the Ai-Jinn

began their first test launches of a new breed of shuttle capable of

travelling through sub-space, cutting journey times significantly.

Many attempts have been made to find out what the Ai-Jinn

discovered that day. It is common knowledge that the item was

taken around the coast to the Xa Men factory complex but the use

of SatBlankets and cyberlins was sufficient to make sure it was not

tracked to an exact location. The general consensus is that it was

taken underground into a specially constructed vault and is

probably still there. The force of cyberlins stationed at Xa Men and

the array of synchronously orbiting war satellites suggest that this

supposition is correct. Aside from the FarDrive and their

illegitimate GET station, the Ai-Jinn show no other signs of

abnormally advanced technology suggesting that whatever they

did find; its secrets have either been fully realised or are, at this

time, beyond comprehension.     

THE FORMATION OF THE AI-JINNTHE FORMATION OF THE AI-JINN
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Ranger Class Cyberlin - Fire from Heaven. 

This mech is equipped with environmental seals so that it can hide in swamps and lakes. 
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