
MARKETPLACE COSMBOOK

CHAPTER ONE
GAME SYSTEMS

Marketplace Axioms and World Laws
Magical Axiom: 2
The Magical axiom is much lower than that of Core Earth, a natural consequence of the cold rationality that pervades Marketplace and now 
characterizes the economic leadership of Japan.  
   This has had a peculiar effect upon life in Nippon, one quite the opposite of what would reasonably be expected.  Much of the "normality" that 
Core Earthers perceive in their environment is actually due to the free-floating waves of ambient magical energy that cross the Earth cosm.  Thus 
when a Core Earther is deprived of this energy in a setting like Nippon, everything seems "eerie" and "unusual."  
   In Nippon, the strangeness that Core Earthers feel manifests itself in a number of seemingly mystical fashions.  Nippon seems rife with uncanny 
conspiracies and coincidences, foes seem to appear out of the woodwork and vanish into thin air, and certain people and organizations have power 
that is beyond the belief of the typical Core Earther.  Add to this the amazing technology that is already beyond the level of Core Earth and Japan's 
idiosyncratic culture and you are left with a very moody, very "eerie" locale.
   The most obvious effect of the low Magical axiom is a strange mist which blankets the land.  This mist gives all of Nippon, but particularly the 
cities, a grim, bizarre atmosphere, one many people have been forced to adapt to if they wish to survive.
   Again, even though these phenomena seem mystical in origin, they are in fact much closer to the way things act and react in an objective reality 
untainted by magic. In fact, magic barely functions at all under 3327's axiom set.

Social Axiom: 22
Socially, the cosm is slightly more advanced than Core Earth.  This is reflected in the relatively rigid organized bureaucracies which have sprung up 
throughout Japan.  The Japanese government has grown to twice its former size almost overnight, and Japanese businesses have implemented their 
own complex bureaucratic system based upon the Japanese feudal system: corporations are headed up by "daimyos" or "lords," who oversee a court 
of "vassals" (division heads), etc. 
   But despite the higher Social axiom rating that arrived with Nippon, most of the recent changes in the Japanese social arena have been for the 
worse.  The increased activity by the Yakuza and the weakening of the Japanese government, both at the High Lord's urging, have created something 
of a social crisis.  Crime, infant mortality, unemployment, homelessness and poverty rates are all roughly three times worse than they were before 
3327 arrived.  Most of these problems are the result of simple economics: as Japanese industry becomes more and more advanced, laborers without 
the skills to match industrial developments are driven from the work force, giving rise to unemployment, poverty, and ultimately, crime. All of these 
problems have been made worse by the fact that the Japanese government is unwilling to do anything about them - mostly because the government 
itself has been corrupted by 3327's influence.  Spending money on social problems would necessitate the elimination of big business incentives, 
which would reduce the profitability of 3327's corporations.  
   As it currently stands,Tokyo, Osaka and several other Japanese cities have become urban nightmares.  The rates of suicide, drug addiction, and 
gang violence have skyrocketed, turning entire sections of certain cities into monuments to despair.

Spiritual Axiom: 8
   3327's Spiritual Axiom is also lower than its Core Earth counterpart, and the lack of spiritual energy in Marketplace is partially responsible for the 
"weirdness effect" described above.   Again, the low value is understandable considering 3327's home cosm – there is little room for spirit in a 
universe governed entirely by the concepts of profit and loss.

Technological Axiom: 25
Marketplace's Tech rating is slightly higher than that of Core Earth, and it was 3327's knowledge of advanced technologies that allowed him to 
achieve economic dominion over Japan so swiftly and efficiently.  By retooling a few small Japanese firms to produce the sophisticated weaponry 
available in Marketplace,3327was able to make a quick profit by selling the arms abroad to those nations embroiled in the bloodier aspects of the 
Possibility Wars.  This allowed him to rapidly expand his financial empire.
   The best way to sum up the level of technological achievement in Nippon Tech is to break down 3327's achievements field-by-field.
Medicine: One of the most stunning medical advancements fostered by Nippon Tech is the widespread use of artificial limbs and organs.  Artificial 
hearts, kidneys, and lungs are all compact, affordable, and practical.  State-of-the art prosthetic limbs are approximately 95 percent functional 
(meaning they can perform 95 percent of the functions of their natural counterparts) and are far more life-like than their Core Earth counterparts.
   Subsidiaries of Kanawa Corporation are also investigating cybernetic technology, not only for its commercial possibilities but as a potential 
weapon against the  Cyberpapacy.  Prototype cybernetic implants are available, but they are few and tend to be prohibitively expensive.  As a means 
of accelerating the progress of this research, Kanawa Corporation has recently purchased a factory in France to take advantage of the higher 
Cyberpapacy Tech axioms.
   The other area in which Marketplace has made great progress is cloning.  The technique of reproducing humans at will coupled with accelerated 
growth is seen as an attractive solution to the labor force problem.
   In the realm of more traditional medicine, effective (though expensive) treatments for both cancer and the AIDS virus are available, though 
treatment is too expensive for widespread employment.  Several drugs with combat or espionage capabilities have been imported, and have made 
their way into the hands of groups like the Shiki.
Military: State of the art weapons include portable chain guns, rudimentary man-portable battle armor and small, robot combat modules.  Higher 
powered ballistic weapons have entered the market.  Plexiflex, Syntheleather, and Interdermal Plate Armors are being used by elite Marsec Agents 
and Ronin.
   Although several mega-corporations are currently spending big money on laser and plasma weapon development, energy weapons remain 
impractical and expensive.   Personal energy weapons developed in the Earth market have become reliable.  



Transportation: The automobile has been vastly improved by Marketplace engineers.  Most cars are easily capable of speeds up to 280 kilometers 
per hour and feature advanced collision safety devices, satellite road navigation systems, on-board micro-processors, and various electronic 
accessories (cellular phone, compact-disc player, etc). These cars are sturdy and affordable.  According to government statistics, every family owns 
1.6 of them.  Virtually all commercial air traffic is now comprised of supersonic "jump jets."  The jump jets eliminate both the need for larger 
runways and the noise problems associated with the supersonic airliners.
   Little development has occurred in the area of rail transport, due to the fact that it has not exhibited the potential profitability of the automobile and
aircraft industries, Some effort has gone into improving the quality of tankers and freighters due to the need to export goods and import oil and other 
natural resources.
   Improved hovercraft – both civilian and military have entered production, and research into Electric Fuel Cells is being made.
Communications: The major breakthrough in the field of communications since the invasion has been the dramatic advance in cellular technology.  
Microwave communication techniques have also been vastly improved and are now the norm in many areas.
   Cellular Phones with advanced computer capabilities are now quite popular.  Simulated Intelligence allows these phones to anticipate the users 
needs, based on past trends, and can advise the user of appointments, weather, stocks, entertainment, and other desired topics, as well as acting as a 
camera, video player, e-book reader, and can download a variety of specialized applications, including a variety of sensory tools.
Computers: Nearly all homes are equipped with a personal computer.  The typical home computer system features more memory than most user's 
will ever need (hundreds of gigabytes), as well as hard copy, communications, and storage peripherals.  Almost all home systems have access to one 
or more computer information networks.  Computers are used for shopping, banking and a host of other activities, as citizens try to spend as little 
time as possible out in the polluted atmosphere.  
   Businesses now rely on supercomputers with advanced video coprocessors, floating point co-processors, and voice recognition processors.  These 
machines also have up to 10 units of storage memory (multi-terabytes), and multiple output option module.
   Misaki has developed a line of portable computers which permit neural interface via trodes, however there is about a 20% failure rate, often with 
lethal consequences.  Some among the Kashi are willing to risk it.
Daily Life:  Almost every home can access thousands of recorded films and video programs via home computer.  These same homes are all 
connected via complex interactive cable television systems that allow program viewers to communicate with the programmers and each other.  
   The net is becoming an increasingly important, with all legal business, and some others being capable of online sales.  Desperation has lead to 
crash efforts in recycling, energy conservation.  Though hydroponics and other methods of producing food are possible, the start up is proving 
complicated.

World Laws
The Law of Intrigue
   A peculiar side effect of Marketplace's axiom set makes individuals and organizations in Nippon more susceptible to intrigue and deception than 
their Core Earth counterparts. Remember, the cosm is a very dark and mysterious place.  One never knows whom he can trust.
   In game terms, this world rule has a number of effects:
• When using the stealth skill in Marketplace, characters receive a +3 bonus to their attempts.  The difficulty numbers of Perception checks intended 
to detect stealth-using characters also increase by +3.
• Charm attempts based upon lies or deception receive a +3 bonus in Marketplace.  In addition, persuasion attempts receive a +3 bonus if their goal 
is to convince the target of something untrue.  Possibility-rated characters receive a +3 bonus for all trick attempts.
• Characters using persuasion in an effort to bribe someone in Marketplace receive a +3 bonus.
   Note: attempts to bribe and deceive at the same time require two separate persuasion rolls. For example, Kenji wishes to bribe a guard into 
admitting him to a party to which he was not invited.  He claims to have forgotten the invitation, and generates a persuasion total to deceive the 
guard.  If he then offers the guard money to slip him in, he generates a persuasion total to bribe him.
   Even if he fails to deceive the guard, it is possible the bribe may be tempting enough that Kenji will get his way.  But in that case, the guard will 
know that Kenji is up to something, and might cause problems for him later.
• Using the disguise skill is also easier in Marketplace. Characters trying to penetrate a disguise using Perception or find have their success level 
reduced by one, i.e., a Good success automatically becomes Minimal.  A Minimal success becomes a failure.
• Any group or organization in Marketplace with more than 100 members will have at least one spy or traitor within its ranks.  If the organization 
numbers 1,000 or more members, there will be a cell of at least 10 members conspiring to wrest control from the leaders.  (This is most common 
within mega-corporations.)  Traitors will commonly be members of a rival organization or working toward goals that are contrary to those of the 
group being betrayed.  Traitors within the ranks of politically unimportant or innocuous groups may be social deviants or psychopaths (i.e., 
somewhere within the ranks of the Japanese equivalent of the Boy Scouts there might be at least one future mass-murderer). This rule applies to both
honorable and dishonorable organizations.  There are traitors within the Megacorporations, Marsec, the priests of Palan, Kashi and the Burakumin 
and Shiki.
• Roughly two-thirds of the gamemaster characters the Storm Knights meet during an adventure set in Marketplace should be unfriendly, though the 
majority of them will pretend to be friendly.  Note that unfriendly characters are not necessarily working for an enemy organization.

The Law of Profit
As stated above, the cosm of Marketplace is based entirely upon the concepts of profit and loss.  Its axioms are specially configured to favor those 
with great wealth and penalize those who are poor.  All of this has a rather unusual effect upon economies operating under Marketplace axioms, such 
as Nippon Tech.  
   According to the Law of Profit, goods and services cost less when purchased by those of means than when purchased by the underprivileged.  
"Those of means" are inhabitants with an income above that of the realm's average citizen (roughly 3,500,000 Japanese yen or 25,000 American 
dollars), and the underprivileged are those with an income below this figure.  Characters earning more than ¥3.5 million can find goods for 10 
percent cheaper than the average Japanese citizen will pay.  Characters who earn more than ¥10.5 million can purchase goods at a 25 percent savings.
   This law does not mean that the instant a wealthy character steps up to a cash register, all the price tags magically change.  Instead, the lower prices
are found in the better neighborhoods and in stores maintained by corporations for the benefit of their executives.
   If a wealthy player character wishes to take advantage of the Law of Profit when purchasing goods, he may play a Connection card to guarantee he 
can find a store that will sell him what he wants at reduced prices.  If he does not play a card, he will have to roleplay finding a source of goods, 
which may involve convincing a merchant he is indeed worth as much as he claims.



The Law of Vengeance
   Finally, the Marketplace axioms favor those who claim vengeance for themselves.  The personal avenging of a wrong done you, making use of the 
"eye for an eye" system of justice, is encouraged in Marketplace.  It is possible that there is some connection between this situation and the high 
incidence of betrayal in the realm mandated by the Law of Intrigue, but no definite link has been established.
   In game terms, a character who takes revenge against someone who has wronged him receives six possibilities at the end of the act in which the 
vengeance was exacted. In essence, the revenge subplot constitutes an adventure all its own.  There are two conditions that must be met to earn the 
possibility reward at the end of the act: 
1. The player character must be responding to a serious wrong.  Punching someone back who punched you earlier is insufficient under the Law of 
Vengeance.  The key to determining if a particular wrong qualifies is that it must involve a significant loss: the loss of limb, loved one, fortune, 
honor, etc.
2. The taking of revenge cannot occur less than 48 hours after the commission of the wrong.  This gives the character time to cold-bloodedly plan his
actions.  Gamemasters can treat a quest for vengeance as a Personal Stake subplot for any adventures that take place between the the victimization of
the character and his revenge.
   Note that only possibility-rated characters can claim this "vengeance bonus."

Skills
   The following skills and specializations are employed in Marketplace:
Dexterity
Vehicle Piloting:Air – Aircar
Perception
Cyberdeck Ops
Language:Japanese – Marketplace has evolved the same language as that spoken in Japan.
Scholar:Marketplace Lore - Megacorporation, or faction (Marsec, Kashi, etc.)
Mind
Psychology – Marketing Strategy
Spirit
Faith: Atheism is not uncommon, though Agnosticism (not a skill) is more so.  Palan is the native religion with the greatest number of active 
adherents. 

Equipment
Armor
   Plexiflex and Synthileather, as per Cyberpapacy and Tharkold.
   Samurai 68-D Battle Armor, was first introduced by Ursan Industries after field testing in Los Angeles against the Tharkoldu.  In addition to very 
heavy protection, the suit contains an internal jet pack, defense modulator (which analyzes opponent's unarmed attacks and assists the wearer to 
avoid or block them), power boosters (which amplify the wearer's strength tenfold), and two Sansu 500K lasers mounted in the wrists.  Squad leaders
suits also contain a Katana 6800 battlecomputer (which allows the squad leader to coordinate their forces on the battlefield).  68-D's are linked to the 
brain waves of their assigned wearer, and can not be used by anyone else without modifications.
   Niyoki Shinobi Infiltration Suit is a light armored camouflage suit.  The suit contains infrared baffling and an ECM system, which act to counteract 
most security detection systems.  Holomimetic Camouflage uses dozens of tiny cameras in the suit to scan the environment, so long as the wearer 
moves slowly (no speed pushes) the suit projects the image of the surroundings, causing observers to see only a slight distortion from movement – if 
anything.  The mask includes lenses which allow the wearer to see in low light, ignore the effects of smoke pellets, or sudden bright light.  Breathing 
apparatus, such as a breather, or gas mask may be worn under the mask.  Hidden pockets and pouches store and conceal a ninja-to, pistol, smoke 
pellets, shiruken, and other small items.
Weapons
   Ursan Industries remains at the cutting edge of weapons tech.  
   The Ichiwa Disrupter is phasing out the 13mm Chunyokai and KM11.  Larger slugthrowers being implemented are entirely new designs not sold 
on Earth.  The A-36 Assault Rifle, replacement to the A-35 Medium Assault Rifle.  AA-12B Assault Shotgun is an upgrade on the AA-12.  The MP-
10G is another upgrade of an older design, and is replacing the MP-11 Machine Pistol.  And finally the MG-225 and MG-226 Machine Guns.  The 
225 is a bipod mounted, or light machine gun.  The 226 is a heavy autocannon intended for use on combat vehicles.
Vehicles
   Asuga Hovercraft has introduced a new generation of Aerovehicles, with much of their sale going to Marsec.  The Maxim Hovercycle, and 
Interceptor Aerocar are capable of speeds in excess of two hundred kph, as well as hovering at up to five meters.  The Hover Utility Vehicle (HUV) 
can be used as a Troop Carrier (8-man squad), an ambulance, or a surveillance van.  Kubaicho's news agencies make extensive use of the latter.  All 
three vehicles use new electric fuel cells rather than gasoline.  
Computers
   Misaki Computers has spearheaded a radical new advancement in computer technology.  Neural links, called Temp Trodes, allow the user to 
operate the computer – or rather Cyberdeck – by thought.  The user can actually experience the computer network as a Virtual Experience.  This 
gives the user considerable advantage over conventional computer users.  Unfortunately, the systems require a Tech 26 Temp Trodes, and have a 
dangerous fail rate.  Though not widely advertized, the systems however are exceptional for hacking.  Five models, and a variety of modular 
upgrades have been designed.
Surveillance and Visual Enhancers
   A variety of small, handheld devices, or goggles/visors.  Various functions can be combined into a single unit at an additional 15cr.
Security Equipment
   Security equipment is used to protect important installations.  These are some common systems.
   Electronic Locks These are rated according to difficulty (normally 10-22). They may be opened with a successful lock picking check. Their cost in 
credits is equal to measure of the difficulty -9.  For example a lock with a difficulty 18 would cost 60 credits.
   Voice Identifier This unit analyzes voice inputs and matches them to data held within a computer. It may be fooled with a a good impression 
(difficulty 22) or a synthivoice (difficulty 18), or negated if one of the voices it has been programmed for is held in a Vocoder.
   Retinae Scan This device scans the user’s retinae and compares it with those in held in a computer. It can be negated by a RPR. 



Medical Supplies
   Medical supplies are readily available.  Some of the drugs available are addictive, see the sidebar for ways of dealing with drug addiction. Drugs
may only be taken three times per day without an overdose occurring. If a fourth dose is taken see the sidebar. Drugs come either as pills or in small 
plastic vials suitable for use in a Neural-Injector. Pills take one minute to take effect. Injected drugs take effect on the following round.
   Toranaga SlapPatch A SlapPatch is a small pad of self-adhesive NeuraSkin which contains blood coagulants. It can be administered by anyone and
instantly removes half of a character’s shock damage. If applied to a mortally wounded character it prevents the accumulation of one shock point of 
damage per round, keeping him alive until he can receive medical attention. Applying a slap patch is a simple action. 
   Toranaga Bioscanner A bioscanner is placed against the patient’s skin and gives readouts of bodily functions and drug levels. It adds +2 to first aid
skill. If a character is fitted with a Mediserve, the bioscanner has no effect.
   Toranaga Laser Scalpel A laser scalpel focuses a laser beam to a fine cutting point which is extendable 2 cm from the end of the scalpel. If used as
a weapon it has a damage value of 13. 
Street Drugs
   A wide variety of street drugs are available. These drugs are illegal, but widely accepted as part of life on the streets. The drugs come from a 
variety of sources, large quantities come from back room laboratories, but those actually produced by biochemical companies have a reputation for 
the consistent strength of their drugs and their purity.
   For details on the specific effects of these drugs, see Cyberpapacy.

See the Equipment Book for Tech 25 weapons, vehicles, robots, and gear.

Eternity Shards
   A great many of Marketplace's native Eternity Shards have been acquired by 3327, and consumed by Daikoku.  These two shards are known to 
have survived.

Tobukai Algorithms
Cosm: Marketplace
Possibilities: 60
Tapping Difficulty: 17
Purpose: To reaffirm the potential of the human mind and aid in the gathering of knowledge.
Powers: The Tobukai Algorithms allow those who hold it to perform extremely quick mathematical calculations without the aid of a computer or 
other device. In addition, it allows the user to perform extraordinarily fast operations with a computer, including data transfer and analysis. A 
successful reality total vs. the tapping difficulty gives the user the science (mathematics) and science (computers)skill at values of 20 for a period of 
one hour.
Group Power: Insight
Restrictions: Possibilities from the shard can only be used for the performance of Perception- or Mind-related skills.
Description: The Tobukai Algorithms appear as an old weathered book, about the size of a modern encyclopedia.  The pages are worn and faded, but
are still legible. The cover of the book is black cloth with fine threads of red and blue scattered across it.

The Eyes of Palan
Cosm: Marketplace
Possibilities: 75
Tapping Difficulty: 21
Purpose: To help spread the word of Palan to the people.
Powers: The Eyes of Palan grant a +2 bonus to uses of the focus skill by those with at least one add in faith (Palan).
Group Power: Judgment
Restrictions: The Eyes of Palan can only be used by those with the faith skill (of any kind). When tapping possibilities from the shard, those whose 
faith is not Palanic have the difficulty increased by +3.
Description: The Eyes of Palan are two perfectly shaped spheres of marble, one deep blue the other bright red, connected by a white silk ribbon one 
foot in length. When the two spheres are brought within three inches of each other, each changes color, to a even mixture of blue and red. The Eyes 
have no powers when of separate colors.



CHAPTER TWO
CORE MARKETPLACE

Geography
   Marketplace is an resembles Earth, in that it is a spherical world, orbiting within the life zone of a star that is identical to Sol.  However there are 
two key differences.  Marketplace is half the size of Earth, with a circumference of 12,500 miles, or 20,000 kilometers.  And it has an extreme axial 
tilt.  The northern hemisphere is always pointed toward the sun.  As a result the southern hemisphere has a very slight temperate zone, and a large 
arctic zone.
   Note: the map of Marketplace on page 12 of has an error.  The dotted line below the tropical zone is the equator, and the map below that point is 
the southern temperate zone.  The rest of the southern hemisphere below that point is the southern arctic zone.

Mega-corporations
   Marketplace is governed by five mega-corporations.  The three most powerful sit on the world government, known as the Triad.  Marketplace has 
long since exhausted its natural resources, and depends on food, oil, and other raw materials imported from the Maelstrom Markets (other cosms).  
But, since the death of 3327 of Ursan Industries, and the loss of the Darkness Device, Daikoku, the Maelstrom Bridges have been closed.  And the 
cosm is on the brink of economic and social collapse.

Misaki Computers (MsC)
Computers and electronics, Triad member
CEO: 8714
Megaplex: Sebat; holdings in Donglin and Akiyuri
Subsidiaries: Weapons, entertainment, laser technology
Maelstrom Market: Yomi
   8714 has used the current economic crisis, and the actions of Ursan's acting CEO, to bring Misaki out from under the influence of that corporation. 
Misaki is at present the wealthiest of the mega-corporations.  This has made him a potential High Lord Candidate.  However, the fact that he has no 
strategy for saving the cosm, is a point against him.
   Instead, he has acquired an Eternity Shard with the Gate group power, and is moving key resources offsite to Earth, where he intends to takeover.

Ursan Industries (Urs)
Arms manufacturer, Triad member
CEO: 7710 (Acting CEO: 0075)
Megaplex: Donglin; also holdings in Sebat, Ombetsu, Akiyuri, Hanwa
Subsidiaries: Computers, clothing, transportation, energy
Maelstrom Market: Earth
   With 7710 on Earth, 0075 has been running the company.  And his strategy has been to run it into the ground, causing stock prices to drop, and 
buying up the outstanding stock, in order to replace 7710 permanently.
   Ursan has had to make enormous compensations to the other mega-corporations for the last eight quarters, as it has been unable to meet its 
obligations to maintain the Bridges and provide new power packs (stelae).  This has forced the sale of stock in Misaki and Shori.  
   Ursan has lost considerable power and influence.  In fact, one of its breakaway subsidiaries, Kanawa Enterprises of California, has achieved 
enough power to be considered a sixth megacorporation.  It could in fact, rise to threaten the Triad members within the year.

Asuga Hovercraft, Inc. (AHI)
Transportation, Triad member
CEO: 7414
Megaplex: Hanwa; holdings in Ombetsu
Subsidiaries: Banking, retina-scan technology, anti-pollution devices
Maelstrom Market: Chikyuu
   Theft of KEC research has let Asuga bring an electric car to market, and replace Shori Petroleum on the Triad.  Other stolen research includes 
Akashan anti-pollution biotech.  

Shori Petroleum (ShP)
Energy research and production
CEO: 3557
Megaplex: Ombetsu; holdings in Akiyuri and Hanwa
Subsidiaries: Processed food, hydroponics, banking
Maelstrom Market: Lesle
   3557 arranged the termination of 9012, and purchased majority stock from Ursan, as well as significant stock in Asuga.  Illegal deals on Earth have
permitted him to keep Shori from collapse for the time being.

Kubaicho Entertainment (Kub)
Software, laser discs, etc.
CEO: 4778
Megaplex: Akiyuri; holdings in Donglin
Subsidiaries: Computers, construction and demolition, processed food
Maelstrom Market: Meka
   Kubaicho is on the verge of collapse.  With the economy failing, few people have the money for entertainment.  And the lack of imports is hurting 
its food production subsidiaries.  4778 is holding his job only because none of his subordinates want it.  Desperation has lead him to make a deal – 
see Chapter Four.



Other Factions
Marsec
   As food riots increase in size and frequency, Marsec is overworked and underpaid.  Many are worried what will happen when they are unable to eat
as well.
   Keeping Marsec well armed is still a priority.  And Ursan Industries has taken technologies developed on Earth, based on conflict with Tharkold.  
Elite agents have had their gear upgraded.  In time the upgrades will filter down to the rank and file, as well as the Gospog Mk. I to V robots.
See Chapter One for details.

Contract Ninja and Ronin
   In the current climate, mercenaries are making a fortune.  Every executive, and many criminal groups, are hiring – either for long term private 
guards, or short term ops.   But some, with foresight, have been hording food and ammunition, preparing for the total collapse of society.

Burakumin, Mutants and the Shiki
   The Burakumin have swollen as layoffs, and inflation have forced more of the salarymen into poverty.  This has lead to more chaos, as fights over 
abandoned buildings, food, water, and other necessities increase.  The Shiki have been growing as well, recruiting the desperate for raids on food 
shipments.
   In Hanwa, where winter is only weeks away, the Shiki have discovered another alternative.  A dimensional warp to the cosm of Chikyuu.  They 
dispossessed are being relocated by the thousands into the realm Asuga Hovercraft built.  See Chapter Three for more details.
   With more homeless, unscrupulous scientists of the cosm's many chemical and medical firms have more test subjects – willing or unwilling.  
Which has lead to an increase in mutants roaming the streets as well.  They are particularly a problem in Donglin.

Kashi
   The Kashi have been using the uncertainty among the corporations to their advantage, filing false orders, stealing bank accounts, and generally 
attempting to prepare themselves for what is coming.  They have arranged the theft of a large number of experimental cyberdecks from Misaki, and 
have made it their number one priority.  
   When 3327 had 6365 removed, he activated a number of contingency programs she had put in place.  These have undermined Misaki Computers, 
and allowed the Kashi to siphon funds, and appropriate stocks.  Though not enough to hurt, or influence the company, it has given them access to 
internal information.  
   For more on the Kashi's activities see Jigoku and Meka in Chapter Three.

Priests of Palan
   As the populace is losing their faith in the government and the corporations, some are turning once again to religion.  In Ombetsu particularly, the 
Palanic priesthood are gaining followers.  Although the current state of affairs is what the monks have warned of, and hoped for for a long time, the 
suffering that is now at hand gives them no joy.
   They are seeking a way to resolve the situation.  But a miracle is what they need.  
    For more information see Lesle in Chapter Three.

Daikoku
   Daikoku is not gone.  The Darkness Device is in a luxury retreat on an island south of Ombetsu.  The island was purchased by 3327, though the at 
present the title is unclaimed – much like Daikoku.  
   The laptop is watching current events.  7710, 0075, 8714, 7414, and Corwin John-Two of Kadandra are all of interest to it.  
   Daikoku is beginning to feel that Marketplace has just about ended its usefulness.  Despite the infusion of Possibility energy two years ago, 
perhaps it is time for Daikoku, and its' new High Lord to move to a new cosm, leaving the husk of Marketplace to rot.  
   Vengeance against Heketon is another priority.  After the way the Ebon Heart used its' brothers, it must be destroyed.  Daikoku considers that a 
prime consideration in choosing a new High Lord.  Even above profit.

Sidebar: Census
   Marketplace, as of the beginning of this fiscal year, had a population of 3,989,609,563.  Roughly evenly divided between the five megacorps – and 
their territory.  The geographic breakdown is as follows:

Continent Population Unemployment
Akiyuri 1,183.8M 32%
Donglin    401.4M 12%
Hanwa    660.5M 15%
Ombetsu    788.3M 21%
Sebat    955.6M 13%

   The following pages are excerpts from the original Nippon-Tech Realm Book, and the Nippon-Tech chapter of the Clerics' sorcebook, which 
expand on the information depicted above.  It is included here for convenience.



The Genesis of Marketplace
Marketplace Archive 0-2911
Re: Creation Myths
Entered by: 1789
   The information contained in this file was gathered through extensive interviews with followers of the Palan cult (prior, of course, to the banning of that belief system
in Marketplace), and interrogations of the priests prior to Termination. While the data contained herein serves no practical purpose, and thus the Triad was correct in 
outlawing its dissemination, it does provide an insight into those anarchists who would oppose all progress.
   Believers in Palanic theology state that the world we now call Marketplace - which they refer to as "Gokuraku" - has always been and always will be in existence. 
The people of this place are the products of the union between two primal deities, who have since departed this plane.  
   Gokuraku was once a verdant, abundant world where all that was needed could be had without effort.  No one sought to satisfy their own ambitions, no one lusted 
after wealth or power, for all were equal and content.  All of this changed, according to the legend, when a villager named Weng-Ju scaled a mountain peak and 
discovered a great valley, cut in two by a sparkling river. All about him he could see trees heavy with golden chestnuts, thickets filled with wild figs and almonds. 
Never before had he seen such beauty, and of a sudden a dark thought crept into his mind: no one else but he could truly appreciate the wonder of this place, so no other
eyes must be allowed to look upon it.
   Weng-Ju told no one of his discovery, but many of the villagers began to wonder where he found the delicacies he enjoyed. Soon, the people grew jealous and began 
to whisper that Weng-Ju was a sorcerer, and should be cast out of the village. But one young maiden, who loved Weng-Ju, insisted it was not so, and said that she 
would follow him when next he left the village, and return with proof that he was a good and honest man.
   For many days, the maiden, Lin-San, followed her beloved without his knowledge. When she reached the peak of the mountain and saw the valley below, she gasped,
a small sound that Weng-Ju heard. Infuriated that someone else had discovered his wealth, Weng-Ju hurled a stone in the direction of the sound.
   Struck, Lin-San fell dead. Weng-Ju brought her body back to the village, only to find himself branded a murderer by his people. Fearing their wrath, he offered to 
share the secret of his great wealth with any who would defend him. One man, and then another, came to his side, and Gokuraku wept.
   The war that followed would last hundreds of years. When it was over, a mountain separated the land of one nation from that of another, and within each nation men 
greedily protected their own goods and coveted those of others. Some men were called leaders, and claimed the right to greater wealth than all others, to compensate 
for the great weight they bore. Battles raged for the riches that were left, and the contentment and peace that had been Gokuraku's was seen no more.

The History of Marketplace
   When Gokuraku first began to be called "Marketplace" is unknown possibly it began as a derisive joke among the poor as social structures and 
religion were being swept aside in favor of corporate structures and the worship of the credit. However it started, the name has proven to be an apt 
one, as big business has come to dominate virtually every aspect of life in the cosm.
   At the start, Marketplace was much like a thousand other worlds. Farmers toiled in the fields, laborers flocked to cities in search of better-paying 
jobs, nations quarreled with each other over borders and resources. Although their wealth made them powerful, industrialists had limited influence 
over their governments, and their business practices were monitored. Labor laws, environmental regulations, and other shackles were placed on 
business to ensure that the welfare of society as a whole was taken into account by its leaders.
   The first sign of the Marketplace to come was the reaction of munitions firms to a long period of peace. Companies around the world chafed at the 
inactivity, and decided that the only way to bring themselves back into the black was to provoke a war. Three major arms manufacturers hired ronin, 
warriors who did not have a master, to stage border incidents, and bribed highly-placed officials to manipulate their governments into a 
confrontation.  The ploy worked, and the idea of private corporate intelligence services was born.
   The war raged for years, with munitions stocks climbing to record levels. The firms brought the battles to a halt only when the high casualties 
created a serious labor shortage, one which might have forced the companies to raise the salaries of their employees.
   But the war had a happy side effect the companies had not anticipated - weakened by public outcries against the war, governments began to topple, 
and the people turned to successful businessmen to rule in the place of politicians and kings. 
   Industry accepted the challenge, and in the name of "rebuilding the shattered economy," began dismantling environmental legislation and various 
labor laws. Full-fledged "factory towns" began to appear, where employees were clothed, fed and housed by their firms - but employers were quick 
to point out that if a worker should be fired, he would quickly find himself naked, hungry, and out in the cold.    Unions came into being, not to 
defend the rights of workers, but to point out any malcontents to the company for the good of all.
   Industry began to rapidly encroach on the countryside, wiping out forests, leveling mountain ranges, and contaminating air and water. Those who 
voiced objections were branded as traitors to their nation's economies and jailed. An attempt by a radical environmentalist group calling itself 
"Kashi" to stop the burning of a forest was brutally put down by a new industrial police force, the ancestor of Marketplace Security. 
   But despite its newfound power, business still had problems. Their primary annoyance was that no matter which former corporate executive was 
hired to run a country, he naturally favored his old company in all things.  This would enrage all of that firm's competitors, who would often hire 
ninja assassins to murder the new president and his ministers. At one point, bloody corporate wars were being fought in every major city on 
Marketplace, and no end seemed to be in sight.
   It was at that point that the heads of all of Marketplace's mega-corporations held a summit. The problem, they decided, arose from trying to keep 
up the pretense that an executive could ever be totally divorced from his company, and that it was not truly the companies that were running the 
world. The solution, then, was to have the corporations assume control directly rather than through figureheads.
This created another set of difficulties. Though Asuga Hovercraft was based in Hanwa, which it controlled, it owned subsidiaries in Akiyuri, which 
was under the authority of Shori Petroleum. This situation was repeated a thousand times across the face of Marketplace, and wreaked havoc on 
administration, budgeting and taxation, not to mention encouraging industrial espionage.
   Again, the corporations met and arrived at a solution. The old national borders would be dissolved, and the entire world would come under one flag
and be part of one culture. Subsidiaries would be allowed to control small areas of the planet, but they would have to answer to their holding 
companies. The three largest megacorporations - Ursan Industries, Misaki Computers, and Shori Petroleum - would form a body called the Triad and 
oversee the operation of the planet.
   This device seemed to be the answer to a number of problems. Their resources combined, the Triad was more than powerful enough to control the 
actions of the other corporations and prevent them from taking steps that might prove unprofitable. The three firms instituted a system in which 
names were replaced by numbers which, along with a retina scan, served as an access code for computer banking and shopping, as well as entrance 
to buildings throughout the cosm. Without a number and a known retina pattern, it is virtually impossible to accomplish anything in Marketplace (the
numbers consist of four digits followed by seven decimal places, i.e. 3327.7257901, but most people are commonly referred to by the first four digits
only). Ignored in all of this, for the most part, were the world's social ills, which had resulted in more and more people turning to the religion of 
Palan.  
   Ignored, that is, until 3327 assumed power at Ursan Industries, and thus took a seat on the Triad. One of his first acts was to write and implement 
the Triad's First Article of Incorporation, which reads as follows:



   "Whereas, citizens of Marketplace have the inalienable right to own property; 
   "And whereas, the right to own implies the right exclusively to occupy;
   "Therefore, be it resolved that those citizens over the age of 21 who do not own or lease property have thereby forfeited all rights granted by any 
charter, declaration or other document currently extant in Marketplace."
   This statute was explained as an attempt to encourage the purchase of property in Marketplace, but in fact, it gave the Triad sweeping powers to 
use against the poor and disenfranchised in the cosm.  By essentially taking away their right to occupy space, 3327 took away their right to exist, and
that was the beginning of the Termination.
   3327never realistically believed that he could exterminate all of the homeless and poor, nor did he want to - they could, at times, be a source of 
cheap labor. His primary targets were the priests of Palan, whose religious might almost equaled his financial clout in the cosm.  3327 unveiled the 
Triad's fist, Marketplace Security, and they massacred over 5,000 priests and their followers. Slightly over 300 of the order survived, going into 
hiding all over Marketplace and continuing to practice their rites in secret.
   This show of force consolidated 3327's power in the cosm. Ursan Industries now controls virtually every valuable tract of land in the cosm, as well 
as oil and mineral rights on the oceans. Even the other mega-corporations are not aware of the size of Ursan's holdings, nor of 3327's boldest coup in 
Marketplace to date - he has been quietly buying up stock in the other two firms that make up the Triad, planning to take total control over the cosm.

Geography and Environment
   The world of Marketplace bears some resemblance to Earth in terms of geography and climate. Marketplace is a spherical world, smaller in size
than the Earth, with five continents and two major oceans. The names of the continents are lost to antiquity, and they are now known by the names
of the huge cities that dominate every inch of their landscape – Donglin Megaplex, Sebat Megaplex, Ombetsu Megaplex, Akiyuri Megaplex, and
Hanwa Megaplex. Of these, the largest is Akiyuri, and the smallest Donglin, which is ironically the seat of power for the Triad. There has been
some talk of unifying Sebat and Ombetsu, as these cities have built so extensively on the waters that separate them that they are almost touching.
   The climate ranges from arctic to tropical, with the mean temperature of the planet having climbed slowly but steadily over the last two decades
due to global warming. Hanwa, in the arctic zone, is the most challenging continent upon which to live, but also the safest, for few of the burakumin
can survive for long outdoors and thus the level of street crime is low. 
   All four seasons are represented in Marketplace, with long, wet summers and winters and short, cold springs and falls. Alterations in temperature
and precipitation amounts are the common means of judging the seasons, as there are no longer any trees or grasses to change color.
   The topography of the planet has also changed radically in recent years. Where once there were vast mountain ranges and great forests, most 
megaplexes now consist almost exclusively of flat, paved surfaces and tall buildings of glass and steel. Coastlines are marked by the ruins of older
buildings whose foundations were undermined by the tides. 
   The megaplexes are vast mazes of skyscrapers, narrow streets and alleyways.  While there are hovercraft in the air, most roads are still clogged by
automobile traffic. There is virtually no wildlife left, save for abandoned house pets, many of whom have been driven mad by drinking polluted 
water and must be shot. The richer cities, such as Donglin, enjoy the benefits of cheap fusion power, while those with more people and fewer credits 
must be content with antiquated and "dirty" nuclear plants. Entire sections of most megaplexes belong to the street people, and a corporate worker 
knows to avoid these areas at all times - not only can traveling there be dangerous because of crime, etc., but if someone reports your presence there 
to your superior, you could be discharged on suspicion of treason to your firm.
   The damage done to the environment by decades of industrial polluting cannot be accurately measured, but some of the effects are quite obvious.
A perpetual smog hovers over each megaplex, trapping heat on the ground, and most of the street people have some sort of respiratory ailment.
Carbon monoxide levels are extremely high, and those who can afford them wear oxygen devices called "breathers" if they have to go outside.
   Water pollution is no less severe, with industrial waste pumped daily into the rivers and seas. Apartment complexes and office buildings have their 
water pumped in through complicated filtration systems, a frequent target for sabotage by opposition groups. The exact chemical content of the water
changes daily, and those burakumin who do not take the precaution of boiling the water first can expect a lingering and painful death. 
   Ultraviolet radiation has also become a problem in Marketplace, due to the destruction of the ozone layer by fluorocarbons. Very little attention has
been paid to this situation, beyond UV-coating all windows, since it is felt that anyone who spends a prolonged amount of time outdoors is asking for
trouble anyway. 
   Finally, the poorer classes are often made the victims of covert product testing by various chemical companies, which may account for the high
percentage of deformities and mutations among the homeless, particularly in Donglin.
   As would be expected, anti-pollution devices have become a major industry in Marketplace. Along with air and water filtration systems for 
buildings, manufacturers produce goggles to protect the eyes from smog, PureAll chemical testing kits for water, and UV-resistant fashions. Perhaps 
the most innovative step has been taken by a division of Asuga Hovercraft in Hanwa, which opened an anti-pollution devices company, and at the 
same time constructed a factory that produces nothing but pollution. No goods are actually manufactured in this building, but gallons of waste and
clouds of thick, black smoke are pumped out every day.

Government
   As stated above, the Triad is the governing body of Marketplace, composed of the chief executive officers (CEOs) of Ursan Industries, Misaki
Computers,and Shori Petroleum.3327, 9012, and 6365 meet on a weekly basis to discuss potential business problems, including the quelling of food 
riots sparked by the burakumin, differences of opinion between subsidiaries in adjoining territories, and the quest for new markets.
   The Triad is not a democratic body, for the people of Marketplace have no say in who operates the three corporations.  The current CEOs, two men 
and a woman, were appointed by their respective boards, usually because they had struck a deal with the members, had some incriminating 
information regarding the members, or both. Should one of the three CEOs be replaced as corporate head, their seat on the Triad would be assumed 
by their successor.
   TheTriad rarely ever meets directly with anyone, preferring to study FAXed reports and computer files relating to any matter before making their 
decision. Technically, 3327's vote is weighted sufficiently to overcome his colleague's opposition, but he prefers not to exercise that option if he can
avoid it. He knows that maintaining the illusion of a solid alliance is important for the health of the Marketplace, at least until he can gather enough
stock to take control of Shori and Misaki. At that point, he will pressure the boards to replace 6365 and 9012 with people he finds more agreeable.
Currently, 3327's place on the panel is held by one his clones, unknown to either one of his colleagues.
   3327 is wise not to underestimate those who join with him to make up the Triad. 9012, the chairman of Shori Petroleum, has been curious for a 
long time about the business dealings of 3327 and Ursan Industries. While taking pains to be obsequious in his colleague's presence, he has 
circulated rumors among other executives that Ursan is behind the incidents of burakumin terrorism and that 3327 wishes to turn the whole planet 
into a virtual dictatorship. He is currently being blackmailed by agents of Marketplace Security, who have threatened to report his "slanders" to 3327.



   If 9012 has secrets he would prefer no one know, 6365 has darker ones. In keeping with the Law of Intrigue, the head of Misaki Computers is a 
traitor to the Triad. She engineered the murder of three of her superiors to reach the exalted position she now holds, but her motives revolved around
something other than personal gain. 6365 is one of the leaders of Kashi, Marketplace's clandestine environmental group, which has dedicated
itself to the overthrow of the megacorporations and the righting of wrongs done to the ecology of the planet. Her intimate knowledge of corporate 
maneuvers have allowed her to warn Kashi members of plans to trap them, as well as likely targets for strikes.
   6365 fears and hates 3327. She has successfully seduced 9012 and is feeding him information regarding Ursan Industries in an effort to undermine
that mega-corporation's power in Marketplace. She feels that, at worst, 9012 will be arrested by Marketplace Security and Shori will be weakened 
by his absence. She is confident that no one will believe him if he accuses her of betrayal.

Marketplace Security
   The paramilitary law-enforcement arm of the Triad, Marketplace Security has evolved into an organization with almost total autonomy. There is
no executive so powerful or highly placed that he is beyond their reach, and 3327 alone enjoys a limited immunity from their predations because he
was responsible for shaping the force into a lethally efficient machine. 
   Marketplace Security is charged with preserving a climate in which profit may be made. This can mean suppressing violence to allow businesses
to operate, or encouraging violence if there is money to be made from it. Since its inception, MarSec has clashed repeatedly with the members of 
Kashi and the cult of Palan, but their most determined foes have been the militant street people known as "Shiki," or "demons." MarSee has orders
to shoot on sight any member of those three groups.
   Operations against these organizations have been hampered, however, by the fact that as MarSec grows larger, the number of traitors in its ranks 
increases. Some of these are secretly members of the target groups, others are simply anarchists who oppose any and all authority, and still others 
wish to see the plans of their superiors fail as a means of gaining promotion for themselves.

Dishonor and Death
   MarSec plays a major role in one of the most unusual Marketplace customs. The law specifies that megacorporations must produce profits, and 
an executive who makes an unwise investment and drags his company into the red is considered to have broken that law. It is standard practice for
an executive to bankrupt himself in an attempt to balance the ledgers rather than admit that he has cost the company credits.
   A mega-corporation officer whose assets have proven insufficient to make up the loss will find himself approached by a MarSec agent and 
informed that he has dishonored himself and the firm. The executive is given 24 hours to redeem himself by generating profits for the firm, at the end
of which time he must commit suicide as payment for his failure.
   Though this seems to be a harsh, but fair, bargain, in truth it is not. After the initial announcement, the executive is escorted by MarSec to his 
apartment, where he is forced to watch his possessions being confiscated (they will be given to his successor in the company). His apartment will 
then be padlocked and a MarSec agent posted as a guard.
   The unfortunate executive is then informed that both his number and his retina pattern have been erased from all computers throughout the 
megaplexes. This makes it impossible for him to purchase goods or information through any computer network, as well as denying him access to any
megaplex building. This makes it virtually impossible to make a deal in the time allotted, unless he has some incriminating information that can be
used against someone in another mega-corporation to force the doing of business. The system is designed to punish financial failure, but reward 
deception and intrigue.
   The executive will, of course, be monitored throughout the 24-hour period by MarSec. If he does not take his own life at the end of that time, 
agents will be dispatched to exterminate him. MarSec will not confirm rumors that several ex-corporates have evaded pursuit and taken refuge with
opposition groups in Marketplace.
   It should be noted that this system is applied only to high-level executives within the mega-corporations. Lower-level employees who cause their 
firms to take a loss are simply stripped of their possessions and access to megaplex computers and offices, and then discharged, to live or die on the 
street.
   Were 3327 to face financial ruin (a possible, but unlikely outcome of his operations), MarSec would be within its rights to slay even him.

Money and Economy
   The economy of Marketplace is based on a monetary unit called the credit. The credit is not a tangible item of currency, like the dollar or yen, but
rather what amounts to a bit in a computer's memory. The credit is currently worth roughly $2 or ¥280.
   Shortly after the Triad came to power, it was decided that all business transactions would be carried out by computer, since machines were faster,
more accurate, and could not be tempted to dishonesty. Soon, all consumer banking and shopping were being done via machine, and hard currency
had been completely replaced by computer data. This allowed the mega-corporations to monitor through their mainframes who had how much, and 
how it was being spent, thus eliminating costly market research and demographic studies.
   Under this system, a banking transaction would work like this: 2730 wishes to remove credits from his account to purchase a jeweled dagger.
He enters his number into a terminal and submits to a retina scan of his right eye. When the computer determines that the retina pattern matches that 
logged in 2730's file, it will inquire about the nature of the transaction. 
   2730 then types in the item he wishes to buy, and from whom he wishes to purchase it. The computer will then automatically transfer the credits 
from 2730's account to that of the seller, and the item will be delivered within one day of purchase.
   The Marketplace world law which allows the wealthy to purchase goods for less than the middle class or poor operates in a far less complicated
manner in the cosm than in the realm of Nippon. In Marketplace, computers can check your credit balance while making a transaction, and adjust the
price of the goods in question accordingly. 
   Naturally, this system can present problems for some. Those who, for one reason or another, are not part of the mega-corporate system are unable
to access the terminals. In addition, those goods which are illegal cannot safely be purchased using this method. 
   Thus a new form of hard currency, the otau, has been developed by the street people of Marketplace. It has no set worth,since it is not based on any
known monetary standard, nor can it be exchanged for credits (although visitors from other cosms have had some success obtaining otaus in return 
for their native currencies). A good is worth however many otaus the seller feels like charging – a box of processed food may retail for five otaus on 
one day and 100 on the next, with no reason for the change. If this seems confusing or insane, it should be remembered that the people who crowd 
the alleys and ruins of Marketplace have been crushed by a complicated economic system, and now revel in their ability to set arbitrary prices for
their goods. 
   Use of the otau is illegal in Marketplace, and MarSec has raided and burned a number of printing facilities. But the currency keeps on appearing,
implying there is some sort of organization behind its production, or at least people with the ability to stay one step ahead of the Triad security 
agents. 



   In addition to the otau, there is also a widespread (and extremely illegal industry specializing in tampering with computerized financial records
and manufacturing devices known as retina-pattern recorders. The RPR can be used to capture the image of a subject's retina pattern,and then beam
it into scanners to allow access to terminals or buildings. Most of the patterns currently being used are those of crime victims, who have been 
assaulted so that their patterns can be copied. The Triad has yet to come up with an effective defense against use of the RPR.
    There are also rumors that research is being conducted into the cloning of eyes to obtain select retina patterns, which, if done on a large scale, 
would completely disrupt the Marketplace security system. Who might be doing this and where they could obtain the financing for the project is 
unknown.

The MegaCorporations
   The heart and mind of Marketplace are its mega-corporations, holding companies with several smaller subsidiaries and even occasional under-
subsidiaries.  A typical mega-corporation has capital and assets worth the equivalent of 70 billion to 1 trillion yen. They are public corporations, their
stock traded through the megaplex computer networks. If and when anyone acquires a majority of a corporation's available stock shares, she gains 
control of the company (in Marketplace, the CEO is commonly the major stockholder as well). 
   Attempts have been made in the past by chairmen to buyout the rest of the shareholders as a means of eventually increasing personal wealth. But
these entail the mega-corporation involved taking on crushing debt, and the common result is a visit to the chairman by MarSec. 
   There are five major mega-corporations in Marketplace, each one running one of the planet's megaplexes. They oversee all administrative functions
in the cities, as well as maintaining transportation links between workers and their offices and keeping disruptions of business to a minimum. 
   The following is a breakdown of the five mega-corporations and their holdings in Marketplace:

The Independents
   In addition to the mega-corporations and their subsidiaries, there are a number of smaller firms, not economically powerful enough to be major
players in Marketplace. Most of these are eventually purchased by their wealthier competitors and turned into subsidiaries, but some resist that fate
and struggle to achieve mega-status themselves. This has been known to provoke violence and high levels of industrial espionage, as the 
megacorporations try to ruin the independents and the independents try to steal under-subsidiaries from the giants.
   Most of these independents are based in the more dangerous parts of the megaplexes, where they are protected by the burakurnin, many of whom 
they employ. Attempts by MarSec troops to force these companies to close have been met with violence, and the Triad has begun sending corporate 
ninja to quietly slit the throats of the owners of these businesses.

Maelstrom Markets
   Part of the reason for the attacks on the few independent firms left in Marketplace is simply that there is no more room to expand on the planet. 
Every available inch of land has been built upon, and though attempts to build floating factories have met with some success, they are cost-
prohibitive and easily damaged by sabotage. 
   But when 3327 gained possession of the Darkness Device, he saw a means to give the mega-corporations what they wanted - new markets - while
at the same time satisfying Daikoku's need for possibility energy and his own for profit. He called a meeting of Marketplace's CEOs and explained to
them that his researchers had accidentally made a major breakthrough: they had discovered a way to cross into other Cosms.
   This, he said, would be a boon to Marketplace. Rich worlds awaited, badly in need of the goods and services only the manufacturers of this cosm 
could provide. Here were the new markets they were begging for, and he was willing to be magnanimous and share this new technology.
   He offered each CEO a deal. Ursan employees would travel to the other cosms and ready the power supply for the bridges (actually stelae). Once 
the bridges were in place, the mega-corporations could send people across, set up their operations, and make a healthy profit. He would charge them
a small leasing fee for the bridge technology, and take a 40 percent cut of any profits they garnered on the new worlds. In addition, they would be
asked to periodically plant new "power packs" on their new homes. 
   Needless to say, the Marketplace executives leapt at the chance. Unaware that Daikoku existed and was creating the bridges, unaware that the 
"power packs" were bizarre objects that funnelled possibilities, and unaware of just how great a benefit 3327 would accrue from all this, they agreed.
   As each new cosm was discovered, 3327 would put the right to exploit it up to bid. The high bidder would be allowed to travel the maelstrom 
bridge and unwittingly bring Marketplace axioms with him. Both 3327's personal fortune and his relationship with Daikoku grew as a result of this 
endeavor. 
   Of course, should the other CEOs discover that there is more to this arrangement than meets the eye should they, for instance, discover the 
existence of the Darkness Device 3327 may find this plan exploding in his face.

7710
   Most corporate heads in Marketplace have at least one protege, a young executive who serves as trusted lieutenant to the CEO and is groomed as
his successor in the event of tragedy. 3327 began his career in this position with relation to 2174, whom he eventually forced out of office. Aiding 
him in that effort was a young computer expert named 7710, who has since been elevated to the vice-chairmanship of Ursan Industries.
   7710 is the son of two former Ursan board members, who conceived him under orders from their chairman and took no hand in raising him. He 
was brought up by Ursan's child-rearing division, educated in corporate schools, and thoroughly trained in the firm's philosophy and methods. His
computer aptitude was discovered at an early age, and at 18 he was given a post with an Ursan subsidiary. 
   He showed great promise, at one point masterminding a hacking operation that resulted in a 2 million credit loss to a major competitor. He was 
eventually promoted to a position within the holding company. There he met 3327, and joined with him in a conspiracy to destroy 2174. When 3327 
took control of the firm, he promoted 7710 to the high post he holds today.
   7710 is the only employee 3327 has more than a modicum of trust in. He relies on his lieutenant to oversee the cosm invasions of other mega-
corporations, and to serve as liaisons with various groups both in the cosm and in the Nippon realm. He is also the only employee of 3327 aware of 
the High Lord's successful experiments in cloning.
   For his part, 7710 has shown a great deal of loyalty to his employer and done his job well. But there is no telling in Marketplace how accurate that
appearance might be - it may be genuine gratitude, or it may be a pose designed to lull 3327 into a false sense of security and lead him to the same
fate as 2174.



Corporate Ninja
   Privately-owned corporate ninja squads are a tradition almost as old as the mega-corporations themselves in Marketplace. Used both as unseen
bodyguards and for critical missions of murder, no firm can afford to be without a few members of this profession.
   The ninja began in the cosm as warriors for hire during the wars between nations. Totally mercenary, the ninja would fight for any side in a 
conflict, or change sides if the opposition offered better pay. When the megacorporations took over, the ninja found themselves being placed on 
retainer by firms for those jobs too delicate for MarSec to handle. Ninja have even been used by embattled executives to fight off power plays by 
killing rebellious board members.
   3327 makes no secret of his admiration for the qualities of the ninja strength, speed and cunning – and has made use of them as advance scouts
in new cosms. Ursan corporate ninja are commonly sent down dimthreads to plant the stelae needed to drop a maelstrom bridge.

Life in Marketplace
   Daily life in Marketplace society can be very pleasant - providing, of course, you are rich and powerful and have somehow managed to carve out
a secure niche in your firm. But for those with lower incomes who are dependent on their employers for virtually every aspect of their existence,
life can be difficult and uncertain. For the poor, each day is merely another struggle to survive in a world that has no use for those without credits to
spend. 

The Class System
   Marketplace operates under a rigidly-defined class system. The gap between the upper tier and the lower is vast, reflected not only in income levels
but in lifespan. In between, mid- and low-level corporate workers labor at their jobs, caught between the violence that attends power struggles within
and between firms and the criminal acts perpetrated by the burakumin.
   A relatively small percentage of Marketplace's denizens can actually be classified as the upper class. These include the CEOs of the various 
megacorporations and the larger subsidiaries, and other highly-placed executives. Generally, those making more than 50,000 credits per year 
(roughly $100,000) are considered well-off in Marketplace. They occupy the upscale neighborhoods in the megaplexes, have large corporate 
apartments and enjoy the comfort and convenience of having company hovercraft at their disposal, rather than having to rely on crowded monorails 
or subways. The rich have had virtually no exposure to the polluted environment, and are also the only class allowed to reproduce at will. Their 
children are groomed to follow in their footsteps and become top executives.
   The middle class (those making between 15,000 to 40,000 credits per year) are comfortable, but not secure. They are the primary purchasers of
goods and services in Marketplace, and so are essential to the economy, but they also run the constant risk of being thrown into the streets if they
displease a superior. They are the victims of most of the crime in the megaplex, and those who cannot afford the best anti-pollution systems
do suffer ill effects from the atmosphere. Their population growth is strictly regulated to ensure that there will be a large enough labor force, but the 
perfection of cloning methods may eventually make cuts in reproductive rates possible. There is talk about putting such things under the jurisdiction
of MarSec, but the Triad has not yet announced a decision.
   The third level is the lower middle class, those who are making 10,000 credits or below. In general, these are the people doing the jobs no one else
wants - working in water filtration plants or factories with no pollution protection. Desperate to get ahead, it is often members of this social strata
who are tapped to become MarSec agents. The lower middle class and poor also produce the most ninja and ronin.
   Those without any place in megaplex society are the burakumin, the poor, the homeless. Some of these are people who were Simply born to 
burakum in families and have had no opportunity to rise above their beginnings. Others are from among the higher classes, people who fell or fled
to the streets. Contrary to Marketplace propaganda, not all of the street dwellers are mentally ill or hideously deformed, although that description
applies to some. However, the ability of the burakumin to survive at all, and to provide food and shelter to groups like Shiki, the Palan priests, and 
the Kashi show that they are a stronger and more cohesive unit than they might at first appear.
   The lowest class in Marketplace is made up of the mutants, people from all walks of life who had the misfortune to be used as test subjects for new
products by the mega-corporations. They haunt the shadows in the poorer neighborhoods, and are feared and hated by all.

The Shiki
   For too long, the people have been defenseless before the might of the megacorporations. They have been tortured, hunted down, used as test 
subjects and murdered without a second thought. 
   But no more. We will be the demons that haunt the dreams of the wealthy and powerful. We will be the dagger of the burakumin.
- Shuko Matsadaira
   Shiki is the militant faction of the burakumin. It was founded immediately after the Termination by Shuko Matsadaira, a mega-corporate executive
who took the unprecedented step of resigning his position and giving up his number for a life among the poor. Angered and disgusted by the actions 
of MarSec, Matsadaira decided that the street people needed a force of their own, and began recruiting the healthier burakumin and other ex-
corporates to form such an organization.
   Under Matsadaira's leadership, the Shiki became a group capable of opposing and defeating MarSec squads. He knew his troops would have to
specialize in hit-and-run attacks, preferably on highly-visible targets, acts that would send a message to Marketplace that there was an active 
resistance underway. They have bombed purification plants, sabotaged monorail lines, and made several unsuccessful assaults on megaplex power
stations. Their most brazen act to date was donning the captured garb of a MarSec squad and informing the CEO of a major computer firm that his 
ledgers were inadequate, and he would be required to commit suicide. It was only after the executive's death that his fellow board members 
examined the books and found no improprieties. By then, the Shiki were in hiding again. The Shiki wear no uniforms or badges to Signify their 
membership in the group, for obvious reasons. They identify themselves to each other with the password "Jigoku," which means "the underworld." 
Attempts by MarSec to discover how they are supplied with weapons have been futile up to now - the most popular theories involve hijacked 
shipments or traitors within arms manufacturing firms, or possibly a combination of the two.
   The Shiki organization has slowly expanded to the point where there are now branches in every megaplex, although Matsadaira's original band still
operates out of Donglin. They are commonly headquartered in the poorer areas of a megaplex, their hideouts protected by the few burakumin aware 
of them. MarSec believes that they are responsible for the printing of otaus and the proliferation of retina pattern recorders.
   The Shiki have evidenced ability with various types of weapons as well as rudimentary knowledge of the martial arts, indicating that they may
have received some training from the remaining priests of Palan. The Shiki have also benefited from the high number of ex-corporates in their 
leadership, who have been able to direct attacks against the weak links in various financial chains.
   The Shiki would make invaluable allies for Storm Knights visiting the cosm of Marketplace, and efforts should definitely be made to contact
them immediately upon arriving. In addition, there are rumors among the burakumin that the Shiki are going to attempt to overcome the corporate
ninja who guard the maelstrom bridges to different cosms and take the struggle to those new worlds.



Kashi
   The second of the three groups actively opposing the megacorporations within Marketplace, Kashi has proven to be the most effective because it
works from within the system. 
   Long before the formation of the Triad and the horrors of the Termination, the members of Kashi had discovered that open revolt would achieve 
little. The mega-corporations had the manpower and the resources to crush any opposition, and did not hesitate to use it when necessary.
   Secure in their invincibility, the firms had implemented plans that resulted in the virtual destruction of Marketplace's environment, a situation
abhorrent to 1276, the founder of Kashi. He spent many hours trying to decide on the most effective way to combat the mega-corporations, finally
hitting upon the idea of using their own weapons against them. The world's economy was tied to its computers, and that was its vulnerable point.
   Inspired, 1276 proceeded to radically change the direction of Kashi. Gone were the urban warriors (most joined the Shiki) and in their place
were computer technicians and other scientists who could subtly sabotage Marketplace's mega-corporations. 1276 was surprised at the high numbers
of wealthy and educated researchers willing to join in his dangerous fight - many of them had grown frustrated over the years, unable to pursue their 
theories unless they could guarantee their CEOs some profit would be generated. They longed for a return to the days when government and business
were separate entities, and it was possible to work with an eye toward the public good alone. 
   Most of the members of Kashi hold middle management positions in the mega-corporations, although 1276's partner, 6365, is one of the members 
of the Triad. The vast majority are accomplished "computer hackers" who spend much of their time rearranging credit balances, wreaking havoc on
growth projections, and acting to protect independent firms from Marketplace projectors. Naturally, the megacorporations are suspicious, particularly
when entire departments disappear off their payroll programs. But the Kashi technicians have been able to cover their tracks and prevent detection
thus far.
   Kashi's activities extend beyond such tampering, however. The percentage of defective products being manufactured by the mega-corporations
has risen steeply in recent years, primarily because Kashi operatives have altered blueprints or left out key components when assembling prototypes.
   Although MarSec is authorized to hunt down Kashi members, they prefer not to initiate operations against this particular group. Kashi is too 
nebulous, signs of their activity usually being spotted too late to do investigators any good. But in terms of actual damage done to Marketplace
companies and sheer profits lost, Kashi has shown itself to be more dangerous than even Shiki. 
   Kashi members have definitely migrated down the bridge to the Nippon realm, using their corporate covers to make it safely. They have already 
begun infiltrating Kanawa Corporation subsidiaries and practicing their own brand of rebellion. 1276 believes that if 3327's operations in this new 
cosm can be brought to a halt, the financial loss might be enough to bring about his collapse in Marketplace.

Ronin
   Gokuraku's ancient history is filled with tales of great warriors who served landowners and acted to defend their interests. Occasionally, such a 
warrior would taste of freedom, either by purchasing it or as a reward from his master for some important deed. These warriors were called "ronin," 
and wandered the countryside in search of noble acts to perform.
   The landed estates and their armies are long gone, but Marketplace still has ronin. Unlike ninja, these mercenaries never allow themselves to be
bound to one mega-corporation. They accept work only if they feel they can trust their employer to honor his commitments, the money is 
satisfactory, and they consider the mission sufficiently challenging.
   Ronin have proven especially useful in the corporate wars that mark Marketplace. In a world where secrecy and stealth are all-important, the 
brazen attack of armored warriors often provides the element of surprise needed to complete a hostile takeover. 
   Ronin are neither as swift nor as quiet as a ninja squad, but they are brutally effective. They have been employed by the megacorporations and their
opponents, and most frequently are called upon to aid the few remaining independent companies.
   The major drawback of hiring ronin is that their taciturn manners and totally mercenary natures tend to make employers uneasy. They are normally
reluctant to work with others, but if they can be convinced aid is essential for a mission to be successful, they will make the best of the situation.
   Although trained in the use of firearms, most ronin prefer to fight in close quarters with melee weapons, as their predecessors did.

The Mutants
   Violent, psychotic,dangerous – the words most often used by Marketplace denizens to describe the horrifying creatures that result from 
megacorporate product testing. Most of the subjects are drawn from among the poor, although particularly heinous lawbreakers among the wealthy 
have also been consigned to this fate. In a few instances, hovercraft have sprayed entire buildings or megaplex blocks with chemicals, creating entire 
neighborhoods of mutants. 
   The vast majority of the mutations in Marketplace are of the negative variety. The afflicted are driven mad by shock and pain, and will lash out at
anyone who looks normal. Often, they will hallucinate that a person approaching them is the researcher who is responsible for their plight, and they
will strike with murderous force. Occurrences such as these go far toward explaining why even the Shiki will not help these ultimate victims.
   There have, of course, been some positive mutations. A few test subjects have been gifted with great strength, others with high intelligence, but 
they usually suffer some loss which compensates for their gain. It is very rarely that mutants will cooperate with other groups, convinced (with good 
reason) that "normals" will only betray and hurt them. Thus, even the sane, rational mutants remain apart from others, and have made some efforts to
organize their people into an army to take over sections of Marketplace and create a nation where they would be safe.

Law and Justice
   Marketplace's legal system is fairly straightforward: the Triad makes the laws, the remaining CEOs rubber stamp the legislation, and MarSec enforces the edicts.
   There is a provision in the Triad's Articles of Incorporation for trial by a jury of one's peers, but it is used only in certain cases. A Shiki, for 
instance, would never get such an opportunity, for none of his peers would be trusted on a jury, nor would any be likely to volunteer for the honor. A 
mid-level executive will usually be brought before the board of directors of his firm for judgment, who can hardly be counted as disinterested parties.
In particularly sensitive cases involving CEOs, however, MarSec will usually ask for and receive permission to hold a trial before the other top 
executives, if only to defuse criticism that their actions are arbitrary or serve some sort of hidden agenda. 
   Trials take place in the Triad's chambers in Donglin Megaplex, with 3327, 6365 and 9012 acting as judges and the assembled CEOs the jury.
Defendants are not guaranteed representation under Marketplace law, but an accused CEO will occasionally be helped by his firm's lawyers, 
providing his board of directors is sympathetic to his plight. If they are not, he will usually have to try and justify actions that cost his firm credits 
before a stone-faced group with a vested interest in finding him guilty. Needless to say, MarSec's conviction rate is very high.
   Marketplace does not maintain a prison system. The idea of feeding, clothing and sheltering a lawbreaker struck the Triad as wasteful, particularly
since there would be little use for the offender once his term was finished. Minor offenders are usually exiled to live among the burakumin, while 
others are executed by MarSec. In recent months, 3327 has been appropriating the bodies and shipping them to Ursan's hydroponics labs to serve as 
the raw material for gospog, although none of his colleagues save 7710 are aware of this.



The Sexes in Marketplace
   Equality of the sexes is the rule rather than the exception in Marketplace, although it was not always that way. Prior to the war that ushered in 
mega-corporate control, women were expected to take a subordinate role in society, seeing to it that their partners were content and fit to do their 
work. Women had no rights in marriage, and divorce proceedings could be instituted only by men.
   Much of this changed during the war, when women were called upon to labor in armament factories. When the war ended, industry had discovered
that women were a resource that had been going to waste for years. Both sexes are now active in the job market, and today there are women in all 
levels of management, including CEO positions.
   Marriage and childbirth are strictly regulated by the mega-corporations. Normally a committee appointed by a firm's board of directors will meet 
and decide which employees should be directed to mate. Marriage as an institution was abolished due to the religious connotations it contained, and 
the prospective partners instead sign a life contract that Stipulates they will remain together and produce as many children as their employers 
mandate. The children will then be educated by the firm to assume their parent's positions when they reach maturity. Life-contracts are most often 
arranged between executives who are in the same income bracket. 
   The view of the sexes in Marketplace has created some problems in the establishment of the Nippon realm. Many of the female executives who
have traveled down the maelstrom bridge to Nippon have been angered by the rigid thinking regarding women that is still in evidence in the realm.
But 3327 has expressed little concern thus far about that situation.

Fashion
   Clothing in Marketplace is not very different from that of Core Earth, which has helped make it possible for 3327 to successfully integrate his 
people into the Nippon realm. Men and women favor business suits, albeit with some differences from the standard Earth concept of professional 
wear: Marketplace suits often come with built-in anti-pollution gear, extra inner pockets for concealing weapons, and light body armor for protection
against assassination. 
   Specialized garb is worn by ronin and ninja, as well as the priests of Palan. The lower classes wear whatever they can find, usually old clothing
stolen from loads intended for the incinerators.

Religion
   Organized religion enjoyed a brief heyday in Marketplace prior to 3327's assumption of power. The megacorporations saw it as a convenient way
of keeping the lower and middle classes in line, dangling, as it did, the hope that something better awaited them after death. Many firms constructed
their own houses of worship, with clerics who emphasized that following the orders of one's employer and pursuing profit with single-minded
zeal would please the Divine Spirit and guarantee passage into Paradise.
   If the people were growing dissatisfied with this passive brand of religion, they didn't show it until the priests of Palan appeared. Where the order 
came from remains a mystery, but rumors of its origins have ranged from disaffected megacorporate executives seeking spirituality to a vast plot by 
the Shiki to rally the lower classes.
   Whatever the truth may be, the fact is that the Palanic priest's anti-materialistic creed rocked Marketplace to its foundations. Suddenly, the workers
were questioning whether toil and credits was all there was to life. The radical idea that perhaps the possession of wealth did not necessarily mean
the presence of wisdom or honesty undercut Mlarketplace's peculiar social contract (which reads something like, "You work to survive and to make
us richer, and we allow you to do so.") People began to talk about the lack of any semblance of upward mobility in the mega-corporate structure, and
found appealing the Palanic idea that it was possible to attain higher levels of spirituality through faith. 
   The Triad was initially at a loss about how to deal with this situation. Attempts by MarSec agents to detain priests resulted in mob violence and
riots, particularly in the lower middle-class neighborhoods, where the religion was most popular. The CEOs were torn between their instincts,
which told them to crush this creed before it grew any more powerful, and their reluctance to create martyrs. 
   MarSec did their best to contain Palan rallies, but the Triad's indecision prevented them from taking more aggressive action. When 3327took over
as head of Marketplace's ruling body, he concealed his contempt for the priests of Palan, and actually expressed some sympathy for their goals. Over
the objections of his colleagues, he gave his permission for a major Palan rally, and officially ordered MarSec to refrain from any activities that 
might be harmful to those assembled. Unofficially, he ordered the gathering of the largest contingent of MarSec agents in Marketplace's history, all 
armed and with explicit instructions to see to it that no priest was left alive. 
   The massacre that followed grew into the widespread bloodletting now known as "the Termination." With over 80 percent of the order 
exterminated, those remaining fled into hideaways provided by supporters. There they attempted to regroup, but a Triad act making their religion 
illegal made it very difficult to gather new followers, while old ones were being arrested, interrogated and executed by MarSec.
   Palan went from being a populist religion to being a secretive cult. Taking refuge in the ruins of buildings along the coastlines of the megaplexes,
the priests continued to disseminate their creed to any who would listen. The children of the cultists were raised to believe in the religion as well, and
taught the miracles and fighting skills that the order had developed.
   3327 believed that the threat the priests of Palan represented was finished, but he was mistaken. Beyond a few novice priests and unimportant 
adherents, MarSec had been unable to track down any of those who escaped the Termination. Palanic literature still turned up now and then, once on 
every computer screen in the Ursan Building (Kashi's idea of a jest). Rather than destroying their religion, 3327's treacherous behavior had hardened 
the priest's resolve against him and the materialistic culture here presents. With seemingly infinite patience, the order waited for the day 3327 would 
overreach himself and be open to attack. 
   When 3327 introduced the concept of "maelstrom markets," the priests saw that their chance had come at last. Although they did not know how the
Ursan CEO created the bridges to other worlds, they were obviously of value to him. Therefore, destroying them would damage him, something the
priests greatly wished to do. Thus far, the priests have wrecked three bridges, stranding teams from Shori Petroleum, Kubaicho Entertainment and 
Asuga Hovercraft in other cosms. This has forced 3327 to use his Darkness Device to reconstruct the bridges or risk the loss of the possibility energy
contained in those cosms. This not only lessened his standing with Daikoku, but the other megacorporations have begun to doubt the safety of the 
bridge technology and are slightly hesitant about making use of it.
   Security was increased near the bridges to Nippon, making it highly unlikely an explosive charge could be planted to destroy them. But with the
help of traitors within Ursan Industries, some priests were able to disguise themselves as executives and use false credentials to migrate to the realm. 
There they have embarked on a campaign of sabotage against 3327 and his new megacorporations, but their attempts to convince others that "Ryuchi
Kanawa" comes from another world have not met with much success.



The Palanic Gospels
   Excerpt from the First Book of Palan, chapter 2, verse 17:
In the land of Ombetsu there did reside a man named Palan. Though he was a wealthy man, still he toiled morning and evening to attain more 
riches. The sun rose and set, but Palan did not know; the seasons changed, but Palan felt no heat or cold; he knew only his number and the credits 
that were his. 
   Then one night the light of truth shone upon him in his dreams. He saw a great building shining like a jewel in the sun, but empty and cold within. 
He spoke to a machine, but it said it did not know him, and would not answer his pleas. He staggered to his find home, but when he laid a hand upon
it, it crumbled to ash. And from the ash rose the dead forms of those whose blood had built his world, whose tears had made it grow, and who now 
capered and laughed at the great and powerful Palan reduced to naught. 
   But this was not to be a nightmare. For Palan laughed with them, softly at first, then louder and louder still. He saw the magnificent humor in 
spending a life accumulating that which would be of no use at death. He saw the hours that had been wasted and could never be reclaimed. And 
before the eyes of the spirits, he vowed to be a part of this mockery no more. 
   When he awakened, it was with a feeling of peace the like of which he had never known. He donned a simple white robe and wandered from his 
palace, leaving behind all that made him a number in the world. He took a name for himself, and told all that he met that he sought a land where 
there were still things that could not be purchased or owned. He would search for the moments he had not experienced, the loves he had not felt, the 
tears he had not shed, and when he found them, he would settle there and live the remainder of his days.
   Palan searches still, and many have joined him in his quest. The answer lies, not on some unearthly plane, but here – we have but to find it.

The Dagger of the Burakumin
 Excerpt from the Dagger Dialogues:
   Long have we lived under the yoke of oppression. Long have the rich exploited us, turning our lives into their means for profit. Long have we 
turned a blind eye to their tyranny, but no longer. We cry out for vengeance, and we will be heard! From the slums, from the alleyways, from the 
industrial wastelands, we plot our revenge. Your money is no protection – instead, it marks you for destruction.
   The voice of Fukushuu no Kami speaks to us, promising that we shall inherit the earth, and that our oppressors shall be laid low. Our God watches
our every step, advising us when to strike and when to deceive. There can be no doubt that his wisdom vastly outweighs yours. You who place faith
in your capital gains will find that your power is gone, and all that you held as true was the worst kind of falsehood. Like the phoenix, we shall
rise from the ashes of your tyrannical rule, this has been preordained by our God.

   In Marketplace, those who are not wealthy are crushed mercilessly by their society. They exist only to further the goals of the rich and powerful.
This has made many desperate for vengeance.
   Believers in the Dagger of the Burakumin have faith that the Fukushuu no Kami, "God of Vengeance," has come to aid them against their 
oppressors. They seek their revenge by corrupting the very system that birthed them, striking terror into the hearts of their enemies. They typically
employ terrorist tactics, but also depend on computer espionage and spiritual power. The Fukushuu no Kami aids the oppressed and faithful by 
hiding their movements, confusing their foes, and disrupting the society they hate so much.
   Those faithful to the Fukushuu no Kami are found throughout both the realm of Nippon Tech and the cosm of Marketplace. They are all oppressed
in some way, from the burakumin, living on the street, to the lower level sarariman, who toils endlessly yet is still forced to watch his family suffer.
The focus skill is granted to those with a special reason to seek vengeance. These "priests" serve as a rallying point for the faithful, preaching the 
word of the Fukushuu no Kami and acting to destroy their oppressors.
   The miracles of the Dagger are invoked through violence, terror, or subterfuge. All oppressors are enemies of the Burakumin, and they are subject 
to the ward enemy miracle.

Kindaijin
From the Kindaijin creed:
   The spirits of technology are all around us, and they have made our bodies what they are today. We mutants know that the spirits of man are
the most powerful of all. They have won out over the spirits of nature, and we are living proof. Every day we walk amid their grace and 
magnificence, the skyscrapers, the oil refineries, the miles of endless highway.
   The spirits of these great creations will speak only to those who undergo the Kaishuu, or "conversion." Only the strongest survive this, the ultimate
test of devotion to the spirits of technology.
   We pray to the Jinzo no Kami in our shrines, and we gather in places that the unconverted would never dare to visit. We are a community, and the
spirits guide us on our path. Perhaps you too will be so fortunate as to join the ranks of the Kaishuusha. Then you will never be alone, for the spirits 
of man will always surround you. Listen, and you will hear them, in the cars, the helicopters,and the computer networks. They are everywhere.

   The Kindaijin believe that all things are inhabited by spirits. They are all mutants who have been distorted by the darker side of high technology.
They speak with the spirits of technological artifacts, and claim that these are the most powerful entities in the world.
   The Kindaijin believe themselves to be blessed. They consider their deformed bodies and unnatural powers to be the future course of human 
evolution. Indeed, this may be the case, for the mutants survive easily in locations that are deadly to the unconverted.
   The Kindaijin are concentrated in places that have been exposed to the harsher aspects of technology. They are present both in the realm of Nippon
Tech and the cosm of Marketplace, and live rather independent lives. They will go to great lengths to possess technological items, and they often 
make pilgrimages to skyscrapers, stock exchanges, industrial arcologies and other treasure troves of technology.
   The miracles of the Kindaijin all involve asking the Jinzo no Kami to perform some task or produce some effect. To do this, the attention of the 
spirits must be obtained. This is most often done by striking a nearby man·made item two or three times. Once the attention of the spirits has been
gathered, the Kindaijin will chant and pray to communicate their wishes. Rituals usually involve complex chants and offerings of electricity, silicon,
chemicals, or polymers. 
   The Kindaijin receive a +1 bonus when using any man·made tool or machine. This occurs because of their dose affinity to the spirits residing 
within the tool. This bonus extends to such things as guns, cars, computers, planes, trains, etc. 
   The Kindaijin do not have access to the ward Enemy miracle, as they have no natural enemies of the faith.



CHAPTER THREE
MAELSTROM MARKETS

   3327, and Daikoku, had established five cosm invasions as of the time of his death.  Each of the other four mega-corporations had leased one of 
Ursan's Maelstrom Markets.  Though the invasion of Lesle had originally been leased to Ursan subsidiary, Osu Textiles, the losses suffered on Earth, 
from conflict with Tharkold, the Living Land, and Orrorsh, forced 3327 to seek new capital.  So the Lesle invasion was sold to Shori Petroleum 
instead. 

Earth
   An in depth look at the Earth Market can be found in the Nippon-Tech Realmbook, and the Infiniverse Updates.  What follows is a brief look at the
aftermath of the possibility wars, and the Kanawa Corporation-Raaru Block war.

Kanawa Enterprises of California (KEC)
Technology Research and Production
CEO: 7710 (Murasaki Yamato)
Subsidiaries: Kanawa Petroleum (Magnolia Research Parks, Boruzai Construction), Zamftech Computers (Laser, Entertainment, Transportation), 
   Ichi Entertainment (Ichi Records, Ichi Pictures, Ichi Publishing, FOX Network), Hachiman Arms (Ama-Tsu-Mara, Kasigi Motors), 
   Yamaguchi Corporation (Yamaguchi Computers, Yamaguchi Medical, Yamaguchi Energy)
   When 3327 died, taking the upper floors of the Osaka headquarters of the Kanawa Corporation with him, it started a free-for-all, as the surviving 
elements of his empire on Earth, and Raaru Block tried to seize the pieces.  7710, who was in Sacramento at the time, found himself unable to get 
back to Marketplace.  He choose to consolidate hold over Kanawa Enterprises, abandoning most of the Japan-based assets.
   KEC made its' mark by cooperating with the American government, and several other world powers.  Boruzai Construction in particular has been 
unable to keep up with the demand.  Mr. Yamato has become a valued friend of the White House.  
   Though returning to Marketplace, and claiming the wealth of Ursan Industries – and especially, Daikoku – are foremost on his mind, 7710 is 
making the most of his situation.  He has directed Yamaguchi Energy to research alternative energy – a popular cry among the local Californians.  On
Marketplace, such research was considered unprofitable.  Shori Petroleum, and other energy producers, had to much invested in oil, and other older 
energy sources.  Despite the viability of Fusion power, it was considered cheaper to continue the use of coal and fission power, and import fuel from 
other cosms.  But if the foreign markets are no longer an option, fusion is the only viable alternative.  
   By developing the needed technologies on Earth – where demand has made it financially attractive – 7710 can return home with the means to 
insure the future of the cosm, and Ursan Industries at the same time.
   Meanwhile, this expensive research has been paid for by the profits from the other corporations.  Icons 98, from Yamaguchi Computers, is the 
latest, and eagerly awaited version of the user-friendly Operating System, which is now in use in over 2/3s of Core Earth PCs and business systems.  
The fact that Icons is a blatant theft of the Misaki OS is of no import to the people of Earth.

Nagara Corporation, Oda Aircraft, Rijato Electronics
   The three remaining eastern pieces of the Kanawa empire.  Nagara has used its R&D, computer, and robotics firms to ingratiate itself with the 
Japanese government, trying to do there what KEC did in America.  Distance itself from Kanawa, while claiming as much as it can.
   Oda Aircraft of South Korea has found itself in competition with GWI of France, and is losing.
   Rijato Electronics, due to the efforts of Raaru Block, and the efforts of its rightful owner, has broken free of Kanawa control.  The South Korea 
firm has started entered the combat armor market.  Faced with a Tharkold invasion, China has expressed interest in battlesuits.

Shodan Metals, Kokaru Automotive, Dokaru Chemicals, Allied Technologies
   The four largest members of Raaru Block.  Without the threat of Kanawa to unite them, they turned on the other corporations, gobbling them up.  
Allied Technologies has been the most successful.  Allied has taken possession of the Kanawa Building in Tokyo.  A visible symbol of the fall of the 
invader from Marketplace.  With the implication that it was Allied who made it possible.  
   The other three have called a truce, intent on putting their former partner in check.

God's Word Industries
   The most powerful of the Cyberpapal Corporations.  When the Cybertech firms secularized, and began offering stock, they were able to expand 
beyond the borders of Cyberfrance and Quebec Liberte.  GWI promptly bought out several of the lesser companies, and went to work opening 
markets in South America – where alternatives to Akashan Biotech are in demand, and East Asia, where they are proving capable of competing with 
the Nippon-Tech Mega-Corporations.

Karthusa Inc.
   One of the top producers of cheap goods in the third world, and owner of department stores in the first world.  The Singapore based corporation has
become a household name in America and Europe, for its' affordable tennis shoes, designer clothing, and electronics.  In India and southeast Asia, it 
is also well known.  As the source of jobs that pay pennies a day, for hundred plus hour work weeks, with little safety concerns.

General Motors, AT&T, McDonald's
   Three American based corporations who have weathered the numerous invasions of the nation.  GM has kept Detroit running throughout the war, 
and its sales of reliable M-1 Abrams tanks, Humvees, and Semi trucks have not only kept the company afloat, but have allowed it to expand.  New 
factories in the south and west are producing civilian vehicles again.  Though legislation favoring more environmentally friendly vehicles could give 
Kasigi Motors an edge.
   AT&T is still the largest communications corporation on the planet, though Allied Technologies and GWI are both chipping away at its consumer 
base.
   McDonald's, staggeringly popular with Storm Knights from other cosms, has marketed DinoBurgers, and propelled itself to the leader in the 
restaurant wars, as well as buying numerous food producers, and supermarket chains.  Nearly half of all American franchise fast food restaurants and
grocery stores are now owned by McDonald's.



Chikyuu (The Feudal Fantasy Reality)

Axioms
Magic 17
   Magic is potent.  Though actual casters are rare, they may perform great feats.  All four magic skills are available to those arcane casters of 
Chikyuu.  The Wu Jen are Elementalists, the Shinobi favor the Principles and illusion.  Both may use the Kindred and Mixed Forces.  Essence magic 
is not generally known however.
Social 15
   Most of Chikyuu's people live in feudal societies, giving fealty to a warlord, emperor, or other noble.  In the Immaculate Empire of the Rising Sun, 
land is divided among the clans, with each having near sovereign authority – subject only to the dictates of the Emperor.  Though money has been 
invented, stocks and investments have not.  Huge bureaucracies exist to support the smooth function of governments.  Schools and libraries exist, but
are only available to the wealthy or talented.  Most such institutions exist for the studies of magic users or the clergy.
Spirit 11
   Spiritual power can be channeled into items, such as weapons or holy tokens.  It can also be channeled through the mind, body, and soul of the 
adept – permitting Martial Arts, despite the Social Axiom being too low (the World Laws of Chikyuu allow this, as Terra and the Nile Empire allow 
Pulp Powers and Weird Science).  
   Chikyuu's people worship religions much like those of Earth's eastern peoples, though there are gods, most show reverence to the spirits of nature 
(animism) or hold to philosophies (like taoism or buddhism).  
Tech 13
   Metallurgy has made steel possible, but the local iron ore is poor, and magic or faith is needed to strengthen the finished product for weapons.  
Gunpowder has been invented, but is seen more as a entertainment than as a weapon.  Balloons and kites have been developed, and one man craft, 
tethered to the ground are used for observation on the battlefield.

World Laws
Laws of Honor and Corruption
   Very similar to Aysle.  However, neither skill affects the character's appearance, nor does the land become blighted by the corruption of the people. 
As such, the Corrupt do not need, or receive the power to defer corruption.  Ords may not possess more than two adds in either skill.
The Mandate of Heaven
   As Gaea, but reprinted here for convenience.  There is an order to all things, mandated by Heaven. The Heavens have ordained some to rule, and 
others to follow. Both have obligations to each other and to the land of their nativity. The awareness of these obligations tends to manifest—both 
personally and culturally—as a strong sense of honor. Outside of the mechanics of this World Law, an exacting code of honor is found in nearly 
every culture (for example Bushido).
   Commoners are meant to follow the commands of their betters, so gain a +1 bonus modifier on actions taken when directly commanded by a noble 
(such as on the field of battle.) They have a -3 bonus modifier to action taken in violation of noble commands. Commoners being led by a noble 
ignore Break results, either from the Drama Deck or from Intimidate interactions.
   Nobles are meant to lead the commoners, as well as act as their protector (and are forbidden to exploit or otherwise abuse their lessers). Actions 
taken to lead or protect commoners gain a +1 bonus modifier. Additionally, nobles acting within their Mandate gain a +3 bonus to charm and 
persuade those of lesser rank.
   Rulers (such as the Emperor) are the mortal embodiment of their nation, and carry on their shoulders the responsibility to lead the nation, defend 
and protect it, and ensure that it grows in prominence and power. Rulers have +3 bonus modifier to all actions taken in defense of their nation or 
when advancing their nation’s interests. They have a -3 bonus modifier to actions taken which violate their obligations or betray their nation. If 
directly leading nobles or commoners (such as on the field of battle), their subjects gain a +3 bonus modifier for all actions ordered by the Ruler.
   Another cultural aspect of this Mandate is the universal disdain for merchants and mercantilism. Gaining prominence through the accumulation of 
material wealth is seen as grubby and plebeian. The richest merchant may command a fleet of ships, and an army of workers, but in the eyes of 
society (and the Heavens) is nothing more than a commoner.

Mythology
   All creation is a balance, between creation and destruction.  The Sun Goddess created Chikyuu, spinning it outward from herself.  But the 
changing, Moon God circled her, and his destructive presence restrained her creation, limiting it.  She filled her creation with life.  He acted to limit 
that life – introducing death.  
   To facilitate death, the Moon God causes Tides, Storms, Quakes.  These forces are responsible for the destruction of an entire continent.  What 
survived is now known as the Broken Lands.  And the Moon God's emanations perverted the surviving life.  Creating Oni, Bakemono, and other vile 
creatures.

Geography
   Chikyuu bears a striking resemblance to Lower Aysle.  The same 18,000 km diameter, the same continents and islands.  The sun rises and sets 
through a hole in the center of the world.
   Where the two cosms differ is that compasses report that direction to be south, and the outer rim to be north.  Clockwise is east, and 
counterclockwise – west.  And Chikyuu does not – so far as any have discovered – does not have a hollow interior world, or a opposite side.  Instead,
like Magna Verita, the disc is a world complete and whole.
   The lands corresponding to Polja, Chamkatt, and the Volcan Isles are all part of the Immaculate Empire of the Rising Sun.  They are known as 
Gokoku, Shinjou and Kazan respectively.
   Following west are the thirteen islands and the continent of the Dragon Kingdoms.  Here, humans and Half Folk alike bow before the ancient, 
immortal, lords of heaven: the dragons.
   The Broken Lands are home to nomadic maruaders.  Inhuman beasts, known as Oni (or demons), but recognizable to the Ayslish as close cousins 
to the Trolls. 
   The westernmost lands, which complete the circuit around the surface of Chikyuu, have not yet been explored by the Empire, though the Oni may 
well have raided their coasts.  The Empire believes that these lands are home to the Asuga, strange sorcerers, with fantastic weapons and flying craft. 
They are also populated by Round-eyed, white-skinned, devils.



The Immaculate Empire
   The Imperial family are directly descended from the Sun Goddess herself.  Even those with the least drop of Imperial blood are shown the respect 
due their divine lineage.
   The late Emperor Takehiko was an isolationist.  When the Asuga came, he wished them turned back.  The honor of the empire mattered more to 
him than the goods the Asuga offered.  But before he could make an official proclamation, he died in his sleep.
   His son, Ryoichi, shared his father's concerns, but weighed them against the advantages the Asuga offered his people.  Can honor co-exist with 
industrialization?
   Most of his clan has come to enjoy the wealth that trade with Asuga has brought.  But there are some, particularly among the Clan's priests and 
shugenja, who have seen changes in the land since the coming of the Asuga.  Kami grown angry and turning their backs on the people.  They had 
nearly persuaded Ryoichi of this two years ago.  And then the kami reawakened, destroying their argument.  The few that hold to the belief that the 
Asuga are harming the Empire must now do so quietly.  They call themselves the Conspiracy of Light.
   The Conspiracy engages in no dishonorable acts, works to thwart ninja spies, contain the spread of the Asuga, and search for proof that Asuga is an
enemy.
   The larger continent, Shinjou, holds the imperial seat Shujou.  Stretching along the southern coast, Shinjou is quite warm throughout most of the 
year.  
   The west coast is the province of Hisui, land of the Shirakawa Clan.  The Shirakawa are known for their jade, and the skills of their mystics.  The 
Six Elements Monastery is in northern Hisui.
   The central lowlands are the breadbasket of the Empire, Pankago.  For five years, the Montoku clan sold its' excess produce to the Asuga, at a 
generous price.  For the last two harvests, the Asuga have bargained harder, and bought less.  Coupled with exceptionally large crops – in 
anticipation of the Asuga's rapacious needs – this has brought many smaller farms into debt, and caused a recession.
   Above Pankago are the Tetsu Mountains.  Source of much of the Empire's iron.  The higher quality steel produced by the Asuga has lead to 
hardships for the Reizei clan.
   The cold northern coast is the province of Yuki, home to the Uda clan.  Uda are few in number, with much of their population congregated in a 
handful of communities.  They are mainly hunters and trappers, the meat and fur of the local fauna, especially seals, whales, and deers are vital to 
their diet, and are prized exports.
   Shinjou's east coast, Gyorou, is also in mainly in the arctic.  The Fukakusa clan lives mostly along the southeastern coastline, particularly the 
Utsumi bay, where they thrive on fishing.
   Gokoku, the eastern continent, is slightly smaller.  Five clans claim provinces in Gokoku.
   Sasumata's northern reaches offer strong timber, used to build strong ships.  The Shikike clan are the best sailors in the empire.  They have a trade 
agreement with the Asuga, though few Shikike ships have actually traveled to the Asuga homelands.
   The northern plains and mountains of Shiroi are barren and inhospitable, home to the tiny Akamatsu clan.
   Koufukin, largest of the provinces of Gokoku, is a rich fertile land.  Like Pankago, they have have trade with the Asuga.  Even going so far as to 
sell more than a thousand kilometers of their eastern border to them.  The Tachibana clan has wondered at the sudden turn of the Asuga.  Why have 
they suddenly become disinterested in buying Tachibana grain?
   The south is a marshland, filled with disease, and foul creatures.  Shoutaku is home to the Imube clan, rumored to be little more than brigands.  
Bakemono have also been seen near Shoutaku.  The lesser folk are more common here than anywhere in the Empire.
   The east coast is Kyotetsu, once the province of the Nakatomi clan, now the realm of the Asuga (See below).
   North of Gokoku is a large island, home to the Sugawara clan.  The Asuga have coveted their lands, and many minor landowners have sold, 
permitting the Asuga to draw up a black tar from the deeps.  This has angered the kami, and the local priests have demanded the Asuga stop.   They 
also suspect the Asuga of sending ninja to kill a number of shugenja – who's lands were coveted for the black tar or other substances of value to the 
foreigners.  Many in the clan are allies to the Conspiracy of Light, seeking to drive the Asuga back to their homeland.
   The five volcanic islands of Kazan are mined by the Kazan clan, but they have few permanent settlements.  
   In the wilderness hides at least three species of Half Folk: the Kitsune (foxpeople sorcerers), Tengu (Ravenpeople) and Nezumi (Ratfolk ninja).
   
Asuga
   Asuga Hovercraft was granted the lease on Chikyuu almost ten years ago.  Before 3327 became involved in the Earth market.  They began their 
efforts in the western lands.  Three maelstrom bridges were used in their efforts, and the entire region was converted to Marketplace.  In the early 
days of the Earth annexation, a fourth bridge was established on the northeast coast of Kyotetsu, in Nakatomi's province.   
   Asuga has bought out the clan's holdings, but retains corrupt members of the noble house as intermediaries to the Emperor.  Despite some 
unsettling rumors about the origins of the strange magics practiced by the Asuga, he values the fine trade goods they have to offer.  Especially since 
they want only worthless tracts of land or the rights to build artificial islands in imperial waters.
   Branch Manager 4488 has grown concerned about the current situation.  Contact with the home office has been lost, and some of the workers have 
begun expressing the superstitious beliefs they held before Asuga arrived.  Worse, some of the Marketplace personnel have as well.  9134, the head 
of the ninja team responsible for removing indigenous threats to profit (i.e. Wu Jen, Monks, etc.) has deserted, and is believed to have joined a group 
of Shinobi.  
   4488 has also begun to suspect that the Warlord Mizushima is plotting to remove the board, and seize corporate assets.
   And as if all this were not enough, members of the Shiki have somehow been sighted by the Yakuza, teaching the agricultural laborers to use 
automatic weapons.  Weapons stolen from a Marsec armory, under unusual circumstances.



Equipment
Armor
Type                                             Tech           Value                           Cost                             Fatigue?                      Special                                                        
Silk 12 +2/20 500 (14) no
Lamellor 12 +6/20 5000 (19) yes* Intimidation +1, no fatigue is specially constructed

This costs 6000 (19)
   Chikyuu also has access to hide/fur, leather, and cuir bouilli and all Shields of appropriate Tech level.

Melee Weapons
Type                                             Tech           Damage                       Cost                                                               Special                                                        
Katana 13* +7/21 2000 (17) * Requires Magic 17 or Spirit 11
Manriki-Gusari   8 +5/19 100 (10)
Naginata 10 +7/21 150 (11)
Ninja-to 13* +5/20 1000 (15) * Requires Magic 17 or Spirit 11
Nunchaku   9 +5/19 200 (12) 
Sai   8 +4/18 100 (10)
Tonfa   5 +5/20 100 (10)
Wakizachi 13 +5/20 400 (13)
War Fan 13 +5/21 400 (13)
   Chikyuu also has access to knives, daggers, clubs, staves, and various axes, hammers, and polearms.

Missile Weapons
Type                                             Tech           Damage                       Range S/M/L             Cost                             Weight        Special                                       
Rocket 13 16 250/400/1km 2000 (17) 10lb Burst radius  0-5/15/20
Shiruken 13 +2/16 3-5/10/15 100 (10) --
   Chikyuu also has access to spears, slings, short and long bows, and a variety of heavy weapons including catapults.

Alchemy
   Shugenja and Shinobi are skilled at the creation of a variety of single use magical potions and items.  Any Mixed Forces or Kindred spell may be 
prepared in this manner.  Casting difficulty is increased by 6, and the preparation takes ten times as long as a normal casting (+5).  An alchemical 
creation is expensive.  Take one half the value of the Skill Value, this is the price to create a potion or other creation.  Actual sale prices can be much 
higher.  So a Healing potion would cost $500 (Alteration/Living Forces 15, 15 has a value of 1000).

O-mikuji
   Priests may imbue prayers into small scrolls, which can be used by the faithful without the need for the Focus skill.  Only prayers may be so 
imbued, Focus DN+4, and it requires an hour to properly write the characters of the prayer.  The cost of the ink and paper needed to produce an 
O-mikuji is $25, and but if the priest makes too many (GM discretion), the kami may deny him their favor – until he atones and undergoes Rituals of
Purification and Hope.  

Miracles of the Kami
Prayers
Banish, Bless, Call Animals, Calm, Captivate, Cleanse, Contort, Cure Poison, Death of Sound, Detect Deception, Fire Walk, First Strike, Flame 
Burst, Ghost Walk, Heightened Hearing, Heightened Sight, Heightened Taste, Kamikaze, Leap, Pass Quietly, Presence of God, Run Like the Wind, 
Soothe, Spirit Shield, Spirit Sword, Spiritual Protection, True Vision, Walk on Water, Ward Danger, Wings of Sparrow
Rituals
Beacon, Bless Missile, Bless Weapon, Blessing Vow, Bow Master, Cure Disease, Divine Intuition, Faith Armor, Feast, Healing, Healing Waters, 
Pathway, Penance, Prowess, Ritual of Hope, Ritual of Purification, Spirit Flight, Spirit Quest, Staff of Swift Iron, Sword Master

It is possible that some priests may have access to Ayslish miracles of Axiom 11 or lower.  Ward Enemy is not available.  Invocation DN 42.



Lesle (The Manga Reality)
   
Axioms
Magic: 8
   Magic is uncommon, and not particularly potent.  Actual practitioners are quite rare.  Conjuration and magic items are not possible.  The primary 
use of the axiom is to permit fantastic uses of Ki-focus when using the Martial Arts.
Social: 21
   Essentially the same as pre-war Earth or Terra.  Global society is forming, but independent nations still focus on their own needs.  Martial Arts are 
the most noteworthy expression of the axiom.  
Spirit: 10
   Religion is not a driving factor in society, but miracles are capable of impressive acts.  Like magic, Ki-focus is a major benefit of the axiom.
Tech: 22
   The equivalent of Earth in the fifties.  Automatic weapons are common.  Large aircraft and ocean vessels are becoming the next big thing.  Rockets
are capable of sending bombs hundreds of miles, or even into orbit.

World Laws
Law of Morality
   Similar to the Nile Empire.  Possibility-Rated characters must be Good or Evil.  Ords can be, and most are, neutral.  
Law of the Sentai
   Possibility-rated heroes (and some villains) tend to form groups.  Within such teams, if uniforms are worn, each commonly has a distinct color.  
Each member also has their own specialty or personalized gear.  
   Each member gains three adds in a trademark specialization normally in a combat skill.  This could mean a specific melee weapon, or martial arts 
maneuver, though rare individuals might be science experts or pilots.
   Players may play their cards on each others' actions.  For example, Adrenaline or Action can be treated as a Supporter, or Drama or Hero can grant 
the recipient an Up condition.  Their NPC rivals instead, simply gain a bonus to team actions equal to the lower value, Many-on-One or Reality adds,
to all actions.  
   Finally, once per scene, when making a trademark specialization attack, characters may spend possibilities to increase their damage.  Generate a 
bonus number, spending cards if desired and appropriate, minimum bonus of +1.  This total is added to the damage value, in addition to any margin 
of success from the actual attack skill total.  The number of possibilities that may be spent on this attack are determined by the attacker's reality skill 
adds.  One or two adds allows one possibility.  Three to five adds grants a second possibility.  And six or more adds permits a total of three 
possibilities on the attack.
   To counter this, possibility-rated characters may spend two possibilities to negate damage from any attack.
Law of Fan Service
   Possibility-rated characters often find themselves the center of romantic attention.  This is often unwanted by at least one of the involved parties.  If
a Romance card is played on Lesle, it is automatically considered to be campaigned.  This law has three aspects.
   Harem – this generally affects male player characters who are not interested in most – if not all – of the girls who surround them.  This harem has a
size of the character's reality skill value on the push table, plus one for each Romance card played.  The girls do not necessarily have romantic 
interest, some might even actively dislike him.  But for some reason, they must be around him much of the time, and awkward situations are 
prevalent.
   Pervert – a female player character often finds herself pursued by one (or more – a form of harem) pervert.  This individual, or individuals, want 
her romantic attentions, and will not take “no” for an answer.  Violence only encourages them.  Also, due to the pervert's actions, or due to random 
chance, the character's clothes end up stolen, or replaced with embarrassing fetish outfits.  
   A male player character that actively is interested in the women around him, as opposed to trying to avoid them, could in fact be a pervert.
  Willing Partners – eventually, a couple will form, that actively wishes to be together – with each other even.  These two face a new problem, one 
designed to keep any interaction between them PG rated.  Just before things can go too far, something happens to put a stop to it.  An angry relative 
(her father, brother, uncle, or second cousin three times removed if he is killing them to stop the interference).  Nosy friends, who are spying on 
them, or trying to stop the union (perhaps a pervert, or harem members).  Or a wandering battle sequence, looking for heroes to stop it.  
   If an unwilling character is about to be compromised by a Pervert, and can't get out the situation herself, she will also be saved in this manner.
   Characters will likely wish to spend possibilities to resist seductions, or other interaction results, or to negate damage from the assaults of jealous 
girlfriends or unwilling objects of his affections.  Any possibilities spent for these purposes are returned at the end of the adventure, over and above 
the reward for the adventure.
   Note: obviously life on Lesle would be impossible without propagation.  However from a role-playing perspective, it happens off screen.  And 
when player characters are involved, it only happens at the end of the story.

Systems
   Martial Arts on Lesle do include numerous styles from a flavor perspective, but not systemically.  All attacks with Martial Arts gain a +2 damage 
bonus, for each add thereafter, the Artist may select any one maneuver with a cost of equal or less than her number of skill adds.  If Martial Arts is 
her chosen skill for Trademark Specialization, this does not grant additional maneuvers, just a bonus to the particular maneuver.  For example a 
bonus to Leaping Kick or Flurry of Blows.

Description
   Lesle bears superficial resemblances to Earth, circa the 1950s.  Possibility-rated characters are either heroes and villains.  Heroes tend to take one 
of two roles.  One sort travels about, studying the martial arts in various countries, in order to learn new techniques.  The other sort act as the 
protectors of their home city, or some other chosen group or area.  Villains mirror these roles, seeking the power to conquer the world.  
   Though police and other military organizations exist, they serve mainly to act as support to the Sentai.  Likewise, villains are the chief source of 
danger to the world, and their martial prowess largely renders conventional weapons impractical.
   About a dozen countries exist:
   Samica was founded by colonists from the nations of the Roman Union a little less than two hundred years ago.  Though the culture bears some 
resemblance to that of the Romans, it has evolved from contact with the tribes who lived in the lands of Samica before them.  They are a independent



people, proud of their sports cars or horses.  They favor martial arts that are either flashy, fast, or hard.  
   Mexiquay was also founded by Romans.  But unlike Samica, it is a land divided between tyrants.  Masked heroes, practicing the deceptive 
Capoiera, or a high-flying form of Wrestling are always fighting to defeat the soldiers of these overlords.
   The Roman Union was founded less than a decade ago.  It is the political, economic, and cultural alliance of the five nations to emerge from the 
fall of the Roman Empire almost two millenia ago.  A cultured people, they dislike violence.  They have long since disbanded all but emergency 
services, relying on five teams comprised of members from each state to defend them from outside aggression or criminals.  These Legionnaires 
favor boxing and fencing.
   Balchaea is a land of imposing mountains and vast forests.  For over five hundred years, it was ruled by the Warlord Dracula.  Most who resisted 
him were transformed into vampires or werewolves.  A family of hunters has successfully resisted and kept the warlord from world conquest.  They 
excel in armed combat styles, though in ancient times Balchaeans invented wrestling.  Dracula's reign was ended by Osu Textiles, though his 
lieutenant, Aeon Wolf intends to end the foreign occupation, and restore Balchaea under his rule.
    Arabistine is a desert land, with vast reserves of oil, and long forgotten ancient ruins.  Many heroes and villains would visit and search for relics or
forgotten martial arts techniques.  With the storms, such expeditions are now more difficult.  And ominously, the mysterious Shori Petroleum has 
been collecting the relics. 
   The Saharo desert is the most forbidding land in all of Lesle.  The few people who live in the region stick to the coasts.  Her people are necessarily 
very hearty, and the greatest are renown for their stickfighting and wrestling.
   Congo is a jungle, with untold natural resources.  The natives have not changed since ancient times.  The greatest tribes are those with protectors.  
These men and women practice martial arts styles based upon the mighty animals – the Tiger, the Snake, the Crane, and many others.  
   Hindustan was ruled for centuries by a death cult.  The coming of the Brits in the previous century ended their reign.  As a part of its' joining the 
Roman Union, Britland granted Hindustan its' independence.  Little did they know, the death cult was not eradicated.  And it is plotting to regain its 
former power.  The cult is renowned for seeming invisibility and the fearsome Death Touch.  Some of the land's most renown heroes fling sharpened 
discs – like large shiruken – known as chakram, in rapid succession and with frightening accuracy.
   The Middle Kingdom is the oldest known realm in Lesle.  A land of traditions and martial art styles long forgotten.  Despite the name, most of the 
nation today is a Republic, though the southeastern desert, along the border of Arabistine is under the rule of the renegade Jade Warlord.  
   The continent of Nihon is the largest and most powerful nation on Lesle.  Her champions have traveled across the world studying the martial arts.  
Many of Nihon's heroes have traveled west to investigate Shori Petroleum.  And some of its' vilest citizens have acquired deadly weapons of 
otherworldly origin. 
   Ozland is another former Britland dependent, founded by exiled criminals.  Today, its people share much in common with Samica.  A fierce 
independence, and proud belief in their superiority.

Lesle-Tech   
   Though Osu Textiles was originally given the lease on Lesle, that firm is a subsidiary of Ursan, and when the situation on Earth forced 3327 to 
liquidate assets, the lease was revoked and sold to Shori Petroleum.  Shori assumed control of the realm in Balchaea and Arabistine, expanding into 
Congo.  As the Osu reports indicated, the locals quickly adopted the practices of Marketplace.  However the Romans have caused the loss of one of 
the power packs planted by Osu, creating extreme weather problems between the realm and Duetsch.
  Then the expedition lost contact with the home office in Marketplace.  And all the power packs provided by Ursan have all failed.  Since then, there 
has been a lot of strange behavior among the Shori employees.  In plainer terms, the stelae have burned out, creating a permanent, stable mixed zone.
   5081, the branch manager has insisted on surrounding himself exclusively with maids and female ninja.  And the corporate ninja have been issued 
custom camouflage suits, which are not popular with them.  Complaints have been kept to a minimum, since refusal would lead to termination.  
   Renewed terrorism by locals is further hurting Shori's profit margins.  Though a group of five of the Marsec agents deployed in the realm have 
been effective in countering matters.  Eschewing their RKD armor and advanced firearms, they have adopted custom black uniforms and archaic 
weapons.  They call themselves the Super Squadron Epsilon.  1337, the leader, wears a gold-trimmed uniform, and is a master of the katana cyclone 
attack.  5980, wears a blue-trimmed suit, and excels at the Nerve Punch.  0839, in red, is nicknamed the “Iron Fist” for his devastating punch – 
reported to be able to pierce tank armor.  4519, Green, is a kick-fighting expert, and his Thunder Kick has brought down a bridge.  8008, the lone 
female on the team, has adopted a pink-trimmed suit, and is a Bow Master.  She has had near constant trouble from a native terrorist called Aeon 
Wolf.  Twice he has captured her, and upon escape, she was clad in a one piece outfit with bunny ears and a tail.
   A gate between Ombetsu and the realm exists.  And recently, it has been discovered by a small group of the Palanic cult.  The priests have been 
assisting the local heroes, recovering Eternity Shards in Arabistine and battling the Jade Warlord in  the Middle Kingdom.
   Not all Osu personnel accepted the loss of the contract.  6616, the assistant branch manager, has allied himself with minions of Dracula, intending 
to resurrect the vampire warlord and force Shori out – then Osu and the Balchaeans can resume their own fight.



Meka (The Mecha Reality)

Axioms
Magic: 5
   Magic is largely a thing of legend and fiction.  Complicated rituals can make simple divinations or apportations possible.  If the general public 
believed such things were real, they would likely take a dim view.  
Social: 22
   The recent invasion of Meka from beyond has spurred the nations of the cosm to set aside their differences, and work together against the common 
foe.
Spirit: 8
   Though there are indications that this axiom was much higher, modern Mekans are about as devout as the people of Earth.  Islam, and the various 
eastern religions (Buddhism, Shintoism, and Taoism), are similar to their counterparts from that cosm.  Judaism and Christianity exist, but are fringe 
faiths.
Tech: 25
   Meka is actually slightly more advanced than Marketplace.  Where this is most prominent is in the field of Mecha.  Rather than robots with 
artificial intelligence, Meka prefers the human element.  Machines used for construction, agriculture, emergency services, and most notably combat 
are piloted by men or women – with the use of neural helmets, which function much like the Temp Trodes of the Cyberpapacy.

World Laws
Law of Vengeance
   As Marketplace.
Law of Honor
   Mecha pilots hold to a warrior code.  There is a sense of brotherhood among them.  Even the invaders from Yomi are acknowledged for their skills.
All true pilots show respect to their peers, and to the people they are sworn to protect.  Any pilot that adheres to the code gains a +3 to social rolls 
with other pilots or civilians who are neutral or better toward them.  

History
   Meka is physically identical to Earth, but culturally it is quite different.  At the twilight of Rome, Constantine chose Mithraism rather than 
Christianity.  The warrior cult did not catch on with the general public, and when Rome fell, Europe never recovered.  Lacking a common religion, 
Europe has remained a backwater third world, with constant tribal warfare.
   Byzantium and the Almohads dominated western history for most of the last two millennium.  The greatest power on Meka, the United States of 
Ah-meraqah began as a Almohad colony, but broke away two hundred years ago.
   Around the same time the Ah-meraqahan continents were discovered, a new age of humanism swept the civilized world, and theocracy has given 
way to republics.  Religion, though still a vital part of the daily lives of many, is not the driving factor is Mekan politics and culture. 
   
Modern Meka
   The four greatest powers on Meka are the USA (encompassing most of the southern states of Earth's US, and much of Mexico), United Kingdoms 
(Spain and Northwest Africa above the Sahara), the Byzantine League (Greece and Turkey, with the middle east as dependents), and the Nippon 
Empire (Japan, coastal China, much of the Pacific islands, and Oregon, Washington and British Columbia).
   Six years ago, invaders from another universe descended on Meka, and began the invasion of India.  The invaders' mecha have proven faster, more 
responsive to the will of their pilots, and their laser weapons are deadly.  India, on its own swiftly fell.
   This prompted the people of Meka to unite and fight back.  The World Council has been granted authority over more than 75% of all combat 
Mecha.  This has allowed the defenders to slow the enemies advance into southeast Asia and the oil rich Persian states.  But troubling rumors than 
the Indians have joined with their conquerors, and are fighting for the invaders have brought the fight to a standstill.  Clearly, the enemy possesses 
some form of mind control, and if the World Army presses in, Meka's own defenders could be turned into slave soldiers as well.
   A second invasion from Yomi (the invader's homeworld) has claimed almost a third of southern Africa, with similar results.  Though there are some
reports that the two forces are not working together, and have even engaged each other on numerous occasions.
   One bright spot in all this has been the rise of a Nippon-based corporation in the wilds of Europe.  This Kubaicho has begun buying the 
undeveloped lands there, and employing the warring savages in factories to churn out materials for the war effort.  Some say these factories are sweat
shops, and the whites are little more than slave labor.  But others note that these same people once sold each other to the Almohads and Ah-meraqah, 
and that their living conditions under Kubaicho are considerably better than before.  Modern medicine, proper water purification, and better 
treatment of women.
   One of Kubaicho's odder ventures is news and intelligence services.  They send hovercraft into combat zones and film events, selling the raw 
footage to other news agencies and the WIA (World Intelligence Agency).  
   In recent months, pirate broadcasters calling themselves the Kashi have hijacked the airwaves, and used malware to plant messages in unsuspecting
netsurfers' computers.  All to claim that Kubaicho is another invader, in league with a corporation on Yomi to profit from the war between the two 
universes.  The World Council has discredited these claims as the ravings of paranoid minds.



Yomi (Mecha Reality of Constant War)

Axioms
Magic: 1
   Though the concept of magic exists, it is considered fictional.  Something created long ago to explain the unexplainable.  With modern science, it is
no longer important.
Social: 17
   Yomi's nations are in a constant state of flux.  But one constant is that they are militaristic empires.  Leadership, whether hereditary or a 
meritocracy, is based on combat prowess or strategic knowledge.
   Economics, including banking, investments, and insurance, exist to make the construction of new combat equipment possible.  Psychology and 
News media have been developed for propaganda, to hold the loyalty of the masses – or to turn them against the current regime.
Spirit: 9
   A number of faiths exist, some with millions of followers.  But even the most devout don't expect any tangible proof of the divine.  The clergy may 
access the same miracles as Earth, but there are few truly devout clerics who possess the focus skill.
Tech: 26
   Yomi has developed mecha, the neural jack to merge pilot and machine, heavy energy weapons, and crude interplanetary travel.  Personal weapons 
and armor, and civilian technology are much less advanced – about tech 23.

World Laws
Law of Expansion
   Yomi is a warlike, militaristic realm, much like the Aztec Empire.  The cosm must be constantly at war.  If a nation goes three months without so 
much as a border raid, an insurrection will arise to overthrow the peaceful regime.
   Yomi characters, or visitors from other realities, must also engage in some form of conflict within a given period of time.  Read the character's 
reality skill or Spirit value as days - if he does not enter into a fight at some point within that period, he will turn on his comrades and attack them. 
His fellow Knights must be aware of this and learn not to use lethal force against their comrade – as soon as some blood has been shed (his own, or 
another's) he will return to normal.  (Holding out your hand and letting him nick it will not work - there has to be actual combat.)
   Possibility-rated characters can not gain possibilities without engaging in combat.  
   This world law is also the reason for the existence of the stargate connecting Yomi to Meka.  The need to expand and fight created them.
Law of Adaptation
   It is the nature of Yomi reality, that the conquered will swiftly assimilate into the culture of their conquerors.  This assimilation process functions 
much like the transformation of ords in an invading stelae zone.  Within a month, twenty percent will be loyal, productive members of the new 
regime, and if the government remains intact for two years, everyone in the conquered region will have effectively accepted it.
   This Law has revealed an additional aspect on Meka.  If there are at least 25,000 people who accept Yomi reality within a 160km radius, it creates a
mixed zone of Yomi reality.  If Yomi forces assume control of the zone, it will flip to a dominant zone.  And at some point, within two years, all 
adherents of Meka reality will transform, and the zone will go pure.

Description
   Yomi shares the same geography as Marketplace and Takta Ker.  There are five major continents, each of which was once home to several minor 
kingdoms.  Today there are three empires: The Grand Empire of Yomi, the True Empire of Yomi and the Misaki Mandate.
   The Grand Empire of Yomi is a shadow of its' former glory, retaining control only of the cold northeastern continent (Hanwa on Marketplace).  
Founded two hundred twenty-one years ago, the empire at that time held the eastern quarter of the large continent (Akiyuri).  A rebellion one 
hundred thirty-three cost them the southern half of those holdings.  The rebels – the so-called True Empire of Yomi – captured the rest of the 
continent six years ago.  This happened because the emperor at the time had the insane plan of conquering Yomi's sister world of Jigoku.  His 
successor intended to end the plan, and bring his people home.  And then they discovered the stargate to Meka.  For more details on the invasion, see 
Meka above.
   The True Empire of Yomi began with less than a quarter of one continent.  They went one to conquer two other empires, claiming dominion over 
two thirds of that continent, and all of the southwestern continent (Donglin).  As noted, the True Empire has pushed the toothless relic of the Grand 
Empire off of the True Empire's rightful homeland.  And they have followed them to new glory on Meka.
   The Misaki Mandate was formed two years ago.  Five years ago, Misaki Computers opened the Yomi market, establishing corporate holdings on 
what they refer to as Sebat.  Misaki proved a better supplier of robotics components for the Grand Empire's mecha than any other firm.  This allowed
them to buy out numerous less capable companies, and vast amounts of natural resources.
   When the local Misaki personnel found themselves cut off, they turned their efforts from sending raw materials home to making the best of their 
situation.  Though they have not completely eradicated the fiction of a government, the corporation has assumed practical control of both Sebat and 
Ombetsu – as the two continents are now known.  Today, well over half of all citizens on these two continents are employed directly, or indirectly, by
Misaki.  Though there is greater unemployment than was present under the Grand Empire, the company, and its' shareholders are much better off.  
   In addition to the criminal element, and ambitious embezzlers, Misaki has another serious problem.  The Kashi has established a presence on Yomi,
and is trying to reveal Misaki as a foreign invader.  But the loyal sararimen don't care who their employers are, and the Yomi Empires value Misaki 
weapons too much to object.  Even after the loss of over two thirds of its territory to the Mandate, the Grand Empire is still a valued customer.
   The Mandate's successes have had an impact on Marketplace.  Misaki Computers innovations in cyberdeck technology, and some promising 
advances in robotics and energy weapons are the result of specs brought back from Yomi.



Mecha
   Though there are more than a dozen models of Mecha in service in both cosms, there are only three basic types:
Scouts – fast, lightly armed and armored units, usually smaller than the rest.  Generally deployed in three to twelve mecha units.
Assaults – larger, heavier, with the maximum possible armor and armament.  Thankfully they are the rarest.  Three to six of these units will often be 
deployed at the rear of large formations. 
Line Mecha – the most numerous models.  These units lack the speed of scouts, or the armor and firepower of assaults, but are the most balanced 
units.  They are deployed in large formations - 30 to 50 for skirmishes and several hundred for major offensives.
   As a general rule Meka can deploy larger numbers in most engagements – at least 150% the Yomi numbers.  But the slower response of the Neural 
Helmet over the Neural Jack, and the lack of ammunition dependence of Yomi lasers can overcome numeric advantage.
   Piloting Mecha requires Mechanical Maneuver (a Difficult Agility-based skill).  Use of Mecha-grade weapons requires Gunnery (Difficult 
Dexterity-based skill), but characters with Heavy Weapons (particularly with the vehicle mounted specialization) may use that skill, but are treated as
Stymied (no rerolls on “10”s).
   Repairs, maintenance, and modifications use Science:Mechanics, Electronics, or other appropriate skills.  Neural links of both kinds require the 
Cybertech skill to work on.
   Characters in Meka built units suffer a -1 penalty to all Agility and Dexterity skills (such as Mechanical Maneuver and Gunnery).  
   Because of the size of the weapons, all non-energy weapons cause damage to a large area.  When not used against other Mecha, the burst radius 
determines how wide the spread is.  For Medium range, damage from cannons is reduced by 2, and -4 for Long range.  Missiles reduce their damage 
by 3 for Medium range and 6 for Long.
   Yomi lasers are a considerable drain on the fusion reactor that powers the Mecha.  The unit may not attempt a speed push, or jump, in the same 
round it fires any lasers – even if the pilot has a haste or flurry action.
   Rather than provide statistics for every model and brand of weapons system, the following are the baseline versions most common to the war.    
The interior construction of Mecha is not as armored as the exterior, and any given section has a Toughness of 15 to 20.  Mecha are Tech 25, but 
Neural Jacks and Lasers are Tech 26.  Prices are in Core Earth US Dollars for reference.

Scout
AGI/DEX 14 STR 27 TOU 30 Large +3 Lifting 17 (2.5 tons) MRG 13 (150kmh) MRJ 12 (250m) Weapons: 2 Light
   Averages 8 meters tall and 25 tons (22)  Cost: $5m

Line
AGI/DEX 11 STR 30 TOU 35 Large +4 Lifting 20 (10 tons) MRG 11 (60kmh) MRJ 10 (100m) Weapons: 1 Heavy, 2 Medium, 2 Light
   Averages 10 meters tall and 50 tons (24)  Cost: $10m 
 
Assault
AGI/DEX 8 STR 35 TOU 40 Large +5 Lifting 22 (25 tons) MRG 9 (25 kmh) MRJ 7 (25m) Weapons: 2 Heavy, 4 Medium, 2 Light
   Averages 15 meters tall and 75 tons (25)  Cost: $20m

Weapons                   Tech           Damage                      Ammo                         Range (S/M/L)                          Burst (S/M/L)           Cost                          
Ballistics
Light Cannon 25 27 20 3-120/500/1k 1/2/3 $100k
Medium Cannon 25 31 20 3-250/1k/2k 1/2/4 $200k
Heavy Cannon 25 34 15 3-400/2.5k/4k 2/4/6 $400k
Missiles
Light Missiles 25 26 4 10-500/1k/2k 5/15/20 $50k
Medium Missiles 25 29 4 50-1k/2k/3k 5/15/20 $100k
Heavy Missiles 25 32 4 100-1.5k/4k/6k 5/15/20 $200k
Lasers (Yomi only)
Light Lasers 26 25 -- 3-60/150/400 -- $50k
Medium Lasers 26 30 -- 3-125/500/1k -- $100k
Heavy Lasers 26 35 -- 3-250/1.5k/2.5k -- $200k

Special                        Tech            Damage (Bonus/Max.)              Slots                            Cost                                                                                               
Axe or Mace 25 +4/40 1 Medium $10k
Sword 25 +7/42 2 Medium $75k
Additional Ammo 25 1 Light 10% of the cost of the weapon

Sidebar: Gates
   There are seven fixed or regularly occurring Gates connected to Marketplace.  There is also a known Gate to this Monster Island.  It may open on 
the ocean floor, in proximity to any major Ecological Disaster, allowing Gordonra (or possibly another Kaiju) to enter Marketplace and wreak havoc.
Earth: Jigoku Ocean, approximately 1000km NW of Ursan, Akiyuri.  Leads to the Bering Straits.  Opens for one hour every four.
South Kedo Sea, approximately 2000km south of central Ombetsu.  To Persian Gulf, 150km north of Dubai.  Always open.
Donglin, 1 block south of Triad HQ to the plaza in front of the former Kanawa Building in Osaka, Japan.  Opens for one minute at 3am, 9am, 3pm, 
and 9pm local time.  (This Gate is closed after the events of Chapter Four).
Chikyuu: Asuga, Hanwa, in the sewers 26km NE of Asuga Corporate HQ.  To Kyotetsu, Gokoku.  Opens for four hours a day, at variable times.
Lesle: Shori, Ombetsu, 50km north of the Ursan border.  A closed meat packing plant/Palanic Temple to Magyar Valley, South Balchaea.  Opens for 
4 hours and 15 minutes a day on the Marketplace side, but only one hour on the Lesle side.
Meka: Kubaicho, Akiyuri, a squatters' Arcology near the base of the Ursan peninsula.  To Southern Gallia near the Alps.  Always open.
Yomi: Misaki, Sebat, near the eastern megaplex extension.  To the identical location on the Yomi side.  Opens for a coded EM signal, and can be held
open indefinitely.



CHAPTER FOUR
LEREHOLM

Prelude to Invasion
   Kubaicho Entertainment had pieced together most of the story about the Possibility Wars from agents on Earth.  4778 recognized the value of a 
Darkness Device.  But the agents he sent to learn the fate of Daikoku either never returned or learned nothing.  He realized that without Daikoku, 
Marketplace was dying.  
   Kubaicho planned to relocate its vital assets - execs, top stars, precious metals and the like – to Earth via the Gate group power, and later the 
naturally occurring gate to the middle east.
   And then 4778 was contacted by Sabathine.
   The Vampyress needed assistance in preparing Marketplace for invasion.  She offered the CEO a place in the new order, and he suspected she knew
something about Daikoku.  So he played along and waited for an opportunity.
   Kubaicho News Services began to sensationalize the Food Riot coverage – even causing a few when things got too comfortable.  Existing 
programming focused more on the failing economy, and the new season unveiled several series with supernatural elements, and the extremely 
popular Nuclear Winter in which the Megacorps desperate plans for survival leads to war, and the fall of civilization.  Survivors scrabble for food 
and shelter in the ruins of the great cities, as fallout leads to an ice age.
   Kubaicho's new line-up has prepared the population to accept Lereholm reality.  And made 4778 the greatest traitor since Weng-ju.

Kadandra Intervention
   General Corwin John-Two, a hero of the Sim War has been agitating the World Council to get involved with other cosms for years.  He specifically
wanted to stage a retaliatory attack on Tharkold.  But coming to the aid of Earth would have been a good first step.  But the council didn't want to 
involve itself in other cosms' wars.  
   But the imminent ecological/financial crisis on Marketplace couldn't wait for the natives to solve it.  Without immediate help, Marketplace would 
be devastated, and millions could die before the natives could fix things themselves.  So the council approved a mission to help Marketplace.  But 
they wanted the assistance of Earth-based Storm Knights, to make up for the Kadandran's inexperience.  On this Corwin and the council were in full 
agreement.
   They contacted Dr. Hachi Mara-Two on Earth, and she brought the proposal to the Archer Foundation.  Though the Foundation was intrigued, but 
not interested in getting distracted with external affairs.  Nor did the thought of Kadandra repeating the Akashan debacle appeal to anyone.  But Mara
suggested that if the two cosms worked together to help Marketplace, then Mega-corporate agents would be less interested in causing trouble on 
Earth.  And Kadandra could provide other assets without sending in troops.
   So two teams from the Company, one from the PRB, and one from Raaru were sent to join the Kadandran Mission at the Sanagi Arcology in 
Ursan, Donglin.  Weeks of negotiation stalled when Shori Petroleum announced the deployment of a microbe engineered to eat the impurities in the 
oceans.  
   But the microbe grew uncontrollably, threatening to do worse damage to the ecology than it was supposed to fix.  Kadandrans and Storm Knights 
back tracked the problem to a chemical waste coming from Toranaga Chemicals.  Specifically, Relictin-IV (as the Tharkoldu called it).  The factory 
in question was manufacturing Gospog, toward the time when Marsec stopped putting down the food riots, and started fighting for the food 
themselves.
   But things got worse when the disaster lead to an earthquake, and the arrival of Gordanra.  The Knights were able to use the Kaiju to destroy the 
Gospog factory, and in the process largely negate the microbial danger.  A danger caused by Shori stealing Akashan biotech they didn't understand 
and trying to employ it.
   The embarrassment, coupled with desperation, and the surprise support of 7710, lead to the Triad accepting the Kadandran proposal.  Kadandra 
would use its R-Scan and Gate technologies to reopen the Maelstrom Markets.  Then Storm Knights would use volunteers from the respective 
Megacorp to establish Reality Trees in a reasonable area.  (This part proved unnecessary, as permanent mixed zones had replaced the stelae zones.)
   This would be a short term stop gap, to ensure the continued flow of food and power.  Kadandra would be paid a generous sum for this.  And those 
funds would be used to purchase failing business interests, and retool them to models of Kadandran efficiency.  Replacing dangerous power plants, 
especially nuclear fission plants with safe, clean fusion – like Donglin has already begun.  Creating Biofactories to produce needed food.  And 
eventually replacing other wasteful, or polluting, technologies with sustainable options – preferably ones that will function under the lower Tech 
Axiom.
   The Storm Knights were able to restore contact with the markets on Chikyuu, Lesle, Meka, and Yomi.  7710, though he had agreed to the same 
contract as the others, already had access to Earth.  The man who would be High Lord did so specifically to bind his rivals into limiting contracts.  
Technically, Ursan was also limited.  But Kanawa Enterprises is effectively a separate firm, not bound by the contract.
   And just when it seemed that Marketplace was going to get its' second chance, Lereholm arrived.

Sidebar: Skills
   Most skills available to the Living Land and other Lost Worlds are available to Lereholm.
Perception: Language:Volklandic, Scholar: Lereholm Lore
Mind: Alteration:Transformation
Spirit: Faith:Vassen



Axioms
Magic Axiom: 11
   Lereholm's Magic axiom is high enough to permit the existence of undead and other beings that require magic to survive. Enchanted weapons and other tools are 
possible, but the spells cast on them will wear off over time. Still, the existence of the above named creatures ensures that tribal spellcasters spend most of their time 
creating magical weaponry and protective charms. Of the four types of magic, only conjuration is rarely attempted.  Alteration magic is extremely popular, particularly 
spells that involve transforming enemies into creatures.

Social Axiom: 6
   Lereholm social structure is tribal in nature. Due to the harsh living conditions on this world, discipline is harsher than is usual at this low a Social axiom. Each tribe 
is ruled by a matriarch. Every member of every tribe knows his or her place; they also know that they have a place, even if it is only as a transformed guard beast. Due 
to the tribes' all-meat diet, tightly-organized hunting bands are the closest thing they have to military discipline. 

Spiritual Axiom: 12
   Lereholm's Spiritual axiom is slightly higher than its Magic axiom, so holy weapons are slightly more common than their magical counterparts.  The latter, 
incidentally, are invariably in the form of a bone version of the tribal holy symbol, the Vassen (a circle with a triangle inside it). Fairly potent miracles are common, due
to the fact that each matriarch is also priestess for her tribe. (Sabathine relinquished this power in exchange for the Gaunt Man's "gifts.") Lereholm's religion is of a 
shamanistic nature.

Technological Axiom: 4
   Lereholm's Tech axiom is the lowest recorded thus far, even lower than that of the wving Land. The tribes are still in the Stone Age, as well as the Ice Age, on this 
frozen world. Stonetipped spears, stone knives and daggers, and stone-headed maces and axes share prominence with clubs as the cosm's predominant weaponry. 
Armor consists of hides and furs, and is worn as much for protection from the weather as from enemies.  
   Several factors conspire to keep the axiom low. First, agriculture is all but impossible on Lereholm: there are no plants extant which are edible for humans.  Some of 
the smaller game animals have been herded into caverns and sealed in until needed, but true domestication is unknown. Any guard beast encountered will be a 
transformed human, not a true animal. Finally, the fierce winds that constantly blow discourage research into missile weapons such as bows and slings; spears in 
Lereholm are only for thrusting.  
   Although trees are present on Lereholm, harvesting them is so time consuming and difficult that woodworking is almost unknown, with bone and stone taking its 
place.  

World Laws
The Law of Community
   Due to the fact that tribes must work together to accomplish anything, the Law of Community has evolved so that every action has a  better chance of succeeding if 
other members of one's tribe are present. When a character is part of a group of 10 or more, any action he takes will receive an automatic +1 to succeed. This effect is 
unconscious; the other members of the group improve the odds by their very presence. Due to the small size of most Storm Knight bands, this is an excellent reason for 
adventurers to make an effort to recruit  locals (and for the players to engage in roleplaying).

The Law of Matriarchy
   As LerehoLm's power is concentrated in female hands, the Law of Matriarchy provides an automatic +1 to any action by a female of an intelligent species. If the 
woman is part of a group, of 10 or more, she may boost the modifer to +2 by taking advantage of the Law of Community. (She gains no additional bonus by being in a 
group of 10 or more women.) 

The Cosm
   Lereholm is a land of icy wastes, vast tundras, snow-covered mountains and dark forests of twisted trees. This world is very much in thegrip of an Ice Age, one that 
has existed for tens of millions of years.  
   The wind always blows here in powerful gusts, so much so that missile weapons are unreliable. Unless one is firing with the wind directly at one's back, all missile 
Weapons checks will have +4 added to their difficulty.  Rounds from chemically-propelled weapons suffer a +7 to their difficulty of hitting. These restrictions do not 
apply when firing at point·blank range.
   Save for inside the caverns, ranged weapon attacks can only be reliably made with energy weapons, magic and miracles.  
   Many of the mountains are made of limestone and tend to be full of caverns.  The folk of Lereholm have expanded and connected all of these caverns and laboriously 
dug out new ones as shelter from both weather and beasts. Unfortunately, they must often leave their fortresslike homes in order to go hunting, so the monsters of 
Lereholm have a good chance of getting them almost every day.
   Due to the gradual pace at which the Ice Age approached, most of the Cosm's animal life was able to evolve and adapt with it. All  reptiles have had their scales 
modified into a form of feathers, providing both insulation and armor.  Thus, Storm Knights crossing a river are vulnerable to crocodile attack everywhere; the thing 
just has a layer of feathers like those of a penguin, with a roll of blubber underneath.  
   There have been no complete extinctions of animal life in the history of this pocket dimension, though many species have had their former range reduced to a single 
continent.  Mammal-like reptiles, dinosaurs, giant flightless birds (flight is difficult, if not impossible, in Lereholm's winds-, +5 to flight difficulties), and huge 
mammals all share the cosm.  Dinosaurs and mammal-like reptiles now sport feathers or fur (note that this evolution does not affect the creature's Toughness and armor 
adds. This stat is the same as before. Thus, gamemasters can hit players with beasts that look different, but are really as dangerous as in the past.) Interestingly, all of 
Lereholm's creatures are extremely large - this is an evolutionary adaptation due to the fact that large animals lose body heat much more slowly 
than smaller ones.
   Most of Lereholm's humans live on the continent of Volklandia, the only one of the six continents to have been named by the people.
   Many carnivores on Lereholm have subspecies with sabreteeth.  Other unusual inhabitants include hill bears (the name refers to the animal's size, not its habitat) and 
the branch-tusked mammoth. The latter's tusks have short, curved branches protruding at intervals from either side, making them cruel but effective slashing weapons.  
There is also the ditracha, a flightless bird the height of a four-story building, with an ostrichlike build, powerful clawed legs that can deliver a deadly kick, and a yard-
long hooked beak.
   In addition, there are wolves the size of Kodiak bears, ox-sized wolverines, and a host of other reasons why human hunting parties on Lereholm never goout with 
fewer than 10 members, and often a good deal more. Fortunately for hunters, prey animals are even more numerous, and often one kill can feed the entire tribe.
   The cosm's high Magic axiom allows for the existence of various Horrors, who were an invaluable aid to the Gaunt Man when he invaded the original. Lereholm's 
undead are almost always of human form, though occasionally an animal also joins the ranks of the reanimated.  Air elementals are the most common type of true 
elementals encountered here.  In addition, hybrid elementals of snow and ice have also been encountered here.



Donglin
   Sabathine dropped her first bridge on Donglin for three reasons.  First it was the capital of Marketplace.  Second, it was the heart of Ursan 
Industries, the seat of the late High Lord 3327 – and taking it was a powerful message.  And finally, the fusion plants gave Donglin the best chance to
survive what the cosm was doing to itself.  
   A total of seven stelae were planted prior to the invasion, creating a wheel pattern that covered almost all of Ursan-controlled Donglin.  When the 
Maelstrom Bridge dropped, it did so without warning, directly on the Triad Headquarters Building.  Though the three executives were not present at 
the time, the world government was effectively decapitated.  And the large Marsec garrison that protected the capital was slain before they could 
even put up a fight.
   Thousands, if not millions of people were killed  in the initial hours.  Most from exposure to sub-zero temperatures.  Some from animal attacks.  
And the true unfortunates were victim to Vampyres, Apparitions, or other Horrors.  The whole thing was a tremendous waste of Possibility Energy.  
One Heketon was loathe to support.  The Gaunt Man would never have been so crude.  But Heketon's new plan involves Fear in all its forms.  The 
Obsidian Heart intends to find a way to adapt.  Either keep more alive, or to harvest the Possibilities of the dead.
   With the axiom wash, Arcologies turned to cave-riddled mountains.  Robots and vehicles to mammoth beasts.  And corporate wage slaves to 
cavemen.  The pure zone around the bridgehead bears little sign of what was once a modern city.  What remains of Marketplace has become a target 
for Sabathine's horrors.  
   Keywin, daughter of Sabathine rules over northern Donglin from the ice mountain that was once Triad HQ.  The fields below have been seeded 
with corpses, and ice-covered Gospog are being raised, armed with rifles and submachine guns, and sent south to keep Marsec from seeking out the 
stelae.  
   In the other five zones, the ruins are still visible, though shrouded in ice an snow several meters deep.  Ruins of automobiles peeking out, along the 
floor of the canyons.  Heavy volcanic and seismic activity has torn down skyscrapers across the continent, shattering the level, paved, land.  This has 
also caused the formation of numerous hot springs, and 'safe' caves, where survivors huddle for warmth.  All of them wondering what has happened. 
Calling out for aid from leaders they can barely remember.
   The only real resistance to the new reality comes from the handful of Hardpoints.  And here, Marketplace's own reality has worked against it.  In a 
world where nothing is sacred, and monuments are often torn down to be replaced, there are much fewer hardpoints than Earth.  And those that do 
exist are smaller.  The three largest hardpoints are:
   The Ursan Building.  Standing 150 floors high, 7710's headquarters has a 250 meter radius pure zone, covering the entire building and a small 
amount of the surrounding streets.  A dominant zone of 2.5km, and 25km mixed zone provide the building additional protection and resources.  
Portable fusion generators keep the lights on and the water running.  Corporate culture is maintained.  Everyone works, everyone eats.  Though 
former office workers have joined the labor force.  Production of cold weather clothing and survival gear, and keeping the utilities operational.  
Heavily armed Marsec squads venture into the mixed zone for food, and to guard against attack by Horrors, rival corporations, or transformed 
cavemen.  Beyond their borders, lies the Lereholm Pure Zone, and attacks are common.
   Fujioka Power and Utility Fusion Plant #1.  The first fusion power plant ever built on Marketplace produces a pure zone of 60 meters (about a city
block), dominant of 600 meters (about twelve blocks across), and a mixed zone of 6km.  The entire zone retains power and water, and the local 
population has built a barrier wall, using cars, collapsed buildings, and the like, at about three kilometers radius.  Hunting parties must venture 
outside to search for food, and provide security.  Unfortunately, several vampyres have made it inside, and are building their own clans.  They intend 
to treat the survivors as a game preserve.  The Marketplace natives are divided between Burakumin and Salarymen.  The former criminals have the 
advantage of experience in surviving without the benefits of modern technology.  And they enjoy lording it over their former social betters.  
   Sanagi Arcology.  Embassy and headquarters for the Kadandra Mission, now deep inside the Lereholm Pure Zone.  A 10m Pure Zone protects the 
Gate and Satellite Control.  The rest of the building is protected by the 100m Dominant Zone.   1Km mixed zone allows Marsec agents and 
Kadnadran Chromeboys to maintain watch against various threats.  The Kadandran World Council is debating whether to send reinforcements, or 
abandon Marketplace to Lereholm.

Tribes of Donglin
   Shi no Tori Tribe, in northern Donglin, have chosen the large, deadly, bird as their totem.  Vicious, and savage, the Shi no Tori consider themselves
the greatest of all tribes.  They hunt even the monstrous beasts, as well as the weaker tribes neighboring them.
   The Bat Tribe live in the tunnels deep under the northeast zone.  They terrorize the upper dwellers.  Their chieftain is a vampyre, and the tribe's 
witches are skilled in the spells Dark Vision and Polymorphism.  Most of the tribes warriors know their leader's secret.  But it makes the tribe 
stronger, and he feeds on their enemies.  Kyuket, the chieftain, also serves as one of Keywin's five Nightmares.
   The Wolverine Tribe, rules the southern reaches of the realm.  They have already conquered three weaker tribes, and an accounting firm.  Their 
hunting grounds include several expressways and maglev lines.  In their frequent clashes, Marsec has lost numerous agents.  A great many have 
actually joined the Wolverines. 
   The Mangusu Tribe are the subject of a Kubaicho documentary series.  Cameramen are stationed throughout their territory in western Donglin, 
observing their daily behavior.  Hunts, mating rituals, and many other intimate details.  4778 discounts claims that the show helps seed the cosm for 
further invasion, citing profit as justification.
 
Ice Bridge
   Keywin had been provided with a small number of additional stelae.  And she planted three to span the straits to Akiyuri.  The resulting ice bridge 
has allowed for another exodus – human and animal.  The threat to Akiyuri however was secondary to disrupting shipping through the region.  When
added to the second realm in Sebat, this has made the freight fleets of the cosm afraid that the Kubaicho channel will also soon be closed.  If this 
happens, all traffic from the northern hemisphere will be forced to go around Donglin and Sebat to reach their destinations in the south.  
   Marsec had enough time to deploy forces to hold Lereholm on the Shori Megaplex Extension.  For now, the two sides are stalemated.

Sidebar: Tools of the Invasion
Maelstrom Bridge – A bridge of solid ice, with sufficient snow to provide safe footing.  For those that are welcome.  
   Intruders must make Dramatic Skill checks, ABC, Maneuver DN 13.  Toughness 40.
Stelae – A human skull, engraved with the symbol “Lereholm”.  Toughness 10.
Gospog – See Creatures and Folk.  Thanks to the high casualty rate of the invasion, Gospog are being made in great numbers.  
   Worse, corpses can be preserved for a long time.



Sebat
   Only a week after the first bridge opened on Donglin, Sabathine launched a second on Sebat. She had persuaded 4778 to plant stelae months 
earlier. He has, of course, made a file with the precise coordinates. Sabathine personally lead the invasion. And when she sensed Daikoku's presence 
nearby, she ordered all her reserve stelae sent out to place the Darkness Device inside her territory. Three succeeded, increasing the realm from six 
zones to nine. (1 pure, 6 dominant, and 2 mixed.)
   The easternmost zone remains mixed due to the presence of two major Hardpoints: The Misaki Building and Moto Telecom Hub.
   The Misaki Building is the corporate home of the Computer Mega-corp. At 128 stories, it is the largest skyscraper for miles. The R&D department 
generates a Marketplace pure zone of 25m, and a dominant zone of 2.5km. The HQ and most the major service industries and arcologies that support
it are within that area. Misaki's Corporate Security has taken a bit into the local unemployment by hiring the able-bodied to protect the region.
   Moto Telecom is the central router for all landlines, and most cellular communications, for Sebat, and the rest of the Cosm. It produces a pure zone 
of 15m and a dominant zone of 1.5km. As the axiom wash was sweeping the zone, the Kashi co-opted numerous combat robots. They overwhelmed 
the building's security force, and seized control. The leader of the team, who calls himself Ichiro Kita, has promised to keep it operational, and to 
coordinate resistance within the realm – so long as Marsec leaves the Kashi in control of the hub, and provides shipments of food, munitions, and 
other resources. This has made the hardpoint a target for the forces of Lereholm. Sabathine needs it to fall, to cripple Marketplace for conquest.
   The zone containing these hardpoints remains mixed. The temperature seldom drops below -10oc, though it rarely rises higher than 10oc. Weather 
includes snow, sleet, hail, and thunderstorms – sometimes all within a single day. This plays havoc on all ground travel and airports. Maglevs, 
subways, and enclosed, lower level streets, are the only way to transport freight. Aircars, hovercraft, and VTOLs, are hazardous in high winds, but 
can still be used for short jaunts, or fast, courier jobs.
   Essential services (power, water, etc.) function normally most of the time, though as with all things in Marketplace, money matters. The rich 
seldom, if ever, have breakdowns, while the lower class are lucky to have water at home most days, and can expect the power to go out at least once 
a week.
   Sabathine has placed the area under the Nightmare Rishnag. Once a Victorian Merchant Prince in the Gaean Orient, who was transformed by his 
Corruption into what was commonly referred to as an Abominable Snowman. Sabathine had him restored from the Waiting Village, to join her 
invasion of Marketplace. Rishnag, though born human, is quite bestial in nature. He often flies into fits of rage, destroying everything around him. 
But in his lucid periods, he is quite an able schemer. He aspires to be a merchant prince again, and has made his lair in the executive suite of a 
subsidiaries' tower. Humans who are willing to work for him may live in the building, though failure means becoming his dinner. He has compelled 
transformations, to create witches and priestesses – who have orders to cause the weather to worsen, hampering the cosm's defenses. Others work to 
build the companies' fortunes, and buy up faltering neighbors – with meat and furs gathered by company hunters. 
   Most of the southwestern megaplex extension is also a mixed zone. Cosm theorists (read Kadandrans) believe that this is because the region is so 
completely artificial that it has reduced the belief necessary to support the invading reality. The warm winds off the Kedo Sea and the freezing air 
from the realm have resulted in terrible tsunami and tidal waves, which has effectively rendered the channel impassable.

Tribes of Sebat
   The largest 'tribe' in the realm is the Shiki. Their great numbers stretch across the realm from the western half of Misaki and throughout Ursan 
territory. The former homeless have no mercy for the salarymen. Any surviving corps they find are stripped of all real valuables (food, warm 
clothing, weapons) and set loose with their worthless money to die. The lucky ones are killed resisting.
   Palanics. A small tribe in northeastern Ursan. Their priests (both Core Marketplace and Lereholm) use the high spiritual axiom of the realm to 
perform miracles to provide heat and food. They will accept new members, so long as they convert to Palanism.
   The Mutants hold the southern coastal region. A genius named Agdurtz has taught his tribe of brutes how to survive in this new reality. Belief in 
the Kindaijin has allowed them to maintain the spirits of technology, in effect, using the heightened spirit axiom to counteract the low tech axiom. 
Sabathine largely ignores them because the Mutants are as brutal as their neighbors, and only encourage non-mutants to accept her reality.
   The Tiger Clan are the strongest tribe in the Pure Zone which runs from southeast Ursan into Misaki. Comprised of former Ninja under the 
matriarch 6270. Her clan were once indentured to Ursan, and served the corporation for centuries. Now they are free, and like their totem, they stalk 
the remnants of Ursan. Anyone who works for Ursan, and anything that bears its' mark, must be destroyed. 

Sabathine and the Hunt for Daikoku
   Sabathine loved the Gaunt Man, as did so many other wicked women. And for that reason she despised Basjas. The two warred against each other 
across a hundred worlds. And the death of the Gaunt Man has not ended it. But Heketon has forbidden them from wasting its' resources. 
   So Sabathine has come to Marketplace to find Daikoku. With her own Darkness Device, she can defy the Obsidian Heart, and destroy her rival 
once and for all. If she can find the Marketplace Device, and persuade it to accept her reality, Lereholm will be changed as well. The need to 
accumulate, or betray, will become another World Law. Also, artifacts of advanced technology will remain, becoming symbols of power. Fought 
over, and possessed by the strongest. And those (stormers) who can make them function will rule all they survey.
   Of course, if she does succeed, Rishnag will turn on her, seeking to claim Daikoku, and create a reality of Corporate Horror, where the rich may do 
as they please, and everyone else does whatever they are told, hoping to pay their bills for another month.
   At this time, the fate of Daikoku, and all the would be High Lords, remains unknown. It is hoped that Storm Knights will prevail. 

Core Marketplace



   The following are projections for the Fourth Quarter, and the next fiscal year.
The Triad
   Misaki Computers will suffer financial losses, due to the troubles surrounding their Corporate HQ. However, trade with Yomi, and possible 
advances in Cyberdecks and Lasers will lead make the company trend upward. If 8714 becomes High Lord, he will retain Triad leadership. If he 
fails, he may find himself taking the blame for every lost meter. 
   Ursan Industries has lost too much of its' assets and employees. 0075 will seek to split off the viable subsidiaries in Akiyuri, Hanwa and Ombetsu, 
creating a new mega-corporation under his leadership. However, 7710 with the resources of Kanawa Enterprises, should be able to block this, 
merging Ursan with Kanawa. However, if he does not gain Daikoku, he will be unable to keep a seat on the Triad.
   Asuga Hovercraft, Inc. with its holdings in Hanwa untouched, and trade from Chikyuu should see profits for the year. Furthermore, magic 
purchased from the Maelstrom Market can be sold to Marsec, and the defenders in, and near, the Lereholm realms. 7414 will retain a seat on the 
Triad.
   Shori Petroleum with its biotech failure, will post losses for the year, despite new trade with Lesle. 3557 should retain his office, but will find his 
firm drop to number five.
   Kubaicho Entertainment, has had the best year of the Five. If Kanawa Enterprises does not retain Ursan's Triad seat, 4778 will claim it. Already he 
is working to relocate the Triad to Akiyuri, and there is no serious opposition to the proposal. This will give Sabathine insider reports on 
Marketplace's plans, and the ability to manipulate them.

Magic
   Magic-users on Lereholm may commonly possess a handful of spells from this list: Enchant Weapon (as Enchant Armor, but applies to Melee 
Weapons), Awaken, Charm Person, Detect Living Beings, First Aid, Gain Sense (often used to provide Dark Vision), Heal, Improved Dexterity, 
Improved Magical Strength, Vigor, Scarebeast, Sense Undead, Haste, Houndscent, Jump, Silence, Slow, Snail Wit, Stealth Walk, Strength, Weakness.
In addition, the following spell is common:

Polymorphism
Axiom Level: 10
Skill: Alteration/Folk 17
Backlash: 14
Difficulty: 10
Effect Value: 13
Bonus Number to: duration
Range: touch
Duration: 18 (one hour)
Cast Time: 2 (2.5 seconds)
Manipulation: control
   This spell allows a tribal magic-user to transform a willing – or unwilling – subject into a man-sized beast. The subjects attributes, except for Spirit 
are altered at will (minimum of 3 in any attribute, but no maximum). The bestial form may have up to three natural tools: fangs, claws, thick fur/hide,
wings, etc.

Miracles of Faith
The Tribes of Lereholm follow a shamanistic religion, centered on the Vassen, a circle, with a triangle within it. The Vassen is usually carved from 
bone. It symbolizes many things, generally life, death, and the afterlife. It serves as a symbol of protection against the horrors of Lereholm, and a 
promise of a time when the ice recedes, and the world is warm and prosperous again.
The faith is lead by the tribal matriarch, who also serves as high priestess. She speaks to the spirits of the elements and animals, beseeching their aid 
to help the tribe remain safe and strong. 
Many of the faith's miracles are similar to those of the Lost Worlds (the lower Spiritual Rating ones). Though several are shared with Orrorsh, and 
are meant to combat the Horrors.

Prayers of Vassen
Animal Rage, Animal Sounds, Banish, Bless, Call Animals, Cleanse, Cure Poison, Endurance, First Strike, Fear, Ghost Walk, Hear Water, 
Heightened Hearing, Heightened Sight, Inspire, Natural Protection, Obscure Animal's Senses, Oracle, Paralyzation, Pass Quietly, Presence of God, 
Protective Ring, Run Like the Wind, Soothe, Spiritual Protection, Ward Danger, Ward Enemy, Wings of Sparrow, Wisdom

Rituals of Vassen
Beacon, Beauty, Bless Weapon, Blood Brothers, Blood Oath, Communicate with Animal Spirit, Communicate with Elemental Spirit, Cure Disease, 
Divine Intuition, Faith Armor, Healing, Healing Waters, Heroes' Feast, Mark Prey, Object Blessing, Prowess, Ritual of Hope, Ritual of Purification, 
Trap

Invocation DN 41 

Creatures and Horrors



Apparition
   The ghosts of those who died alone in the cold.  They appear as the hooded, cloaked, upper torso of a human, with clawed, skeletal hands, 
surrounded by mist.  In the snow, especially at night, they are nearly impossible to see.  They will stalk unsuspecting travelers and hunters, 
immobilize them with extreme cold, then rip out their throats and drink their blood.

Blood-Thirsts
   Blood-thirsts are sickly gray colored blobs of opaque protoplasm covered with red, unblinking eyes.  Flaps of skin act as wings, allowing them 
flight.
   People who are bitten by a blood-thirst become a vampyre, but not a "conventional" vampyre. The victim's skin slowly turns a putrid gray. Next, 
dozens of tiny red eyes erupt all over their skin, followed by the shrivelling up/sloughing off of the victim's limbs, and the eruption of a toothed 
sphincter on his chest. Finally, the head shrivels and falls off, and the transformation is complete. The entire process takes two weeks.

Branch-tusked Mammoth
  Massive, fur-covered, mastodons.  Their tusks have short, curved branches protruding at intervals from either side, making them cruel but effective 
slashing weapons.

Ditracha
   A flightless bird the height of a four-story building, with an ostrichlike build, powerful clawed legs that can deliver a deadly kick, and a yard-long 
hooked beak.

Gospog
First Planting
   Though fundamentally unchanged from those of other cosms, Lereholm's First Plantings are covered in ice.  They are armed with a variety of 
Marketplace weapons.  Most commonly Wakizachi and SC Kyogo 144 SMGs.  First Plantings are used to defend borders, stelae, and the domains of 
Sabathine's Nightmares.  

Second Planting (Ice Warrior)
   Taller and stronger than their predecessor's, with a heavier covering of ice.  They are often armed with a pair of SC Kyogo 144s, and a Wakizachi 
for when they run out of ammunition.  Ice Warriors are used for assaults on Marsec Agents outside the realm.

Third Planting (Ice Beast)
   Wolf-like creatures, made of ice.  Third plantings stand 3m tall at the shoulders, and over 4m long.  Often sent out as lone hunters, Ice Beasts stalk 
hunting parties small enough to be easy prey.

Fourth Planting (Tunneler)
   Tunnelers are worm-like creatures, about 10-15m long and 2m in diameter.  Their armored shell protects them from injury as they burrow 
underground.  Sabathine uses them to craft underground routes for her loyal creatures to move about, safe from sunlight.

Fifth Planting (Wraith)
   Identical to the standard Orrorsh Fifth plantings.  At present, there are none on Marketplace.  When they are harvested, they will act as the personal
servants of the Nightmares.

Guard Beast
   Former humans, transformed into monstrous beasts by a tribal magic-user.  They are used to protect the tribe from danger, as well as in the hunting 
of the great beasts that roam the icy wilds.

Hill Bear
   Massive ursids, the size of actual hills, with large teeth, and vicious claws.

Smileodon
   Sabertoothed Tigers, similar to felines found in the Lost Worlds.  On Lereholm, they have adopted heavy white and grey fur survive and hide in the
icy wilds.  

Spawn
   When a pregnant woman is infected with vampirism, it is passed to the unborn child.  [For more details see Creatures of Orrorsh.]

Vampyre
   Undead monsters, which prey upon the blood of the living, virtually unchanged from their counterparts in Orrorsh.

Magic



   Magic-users on Lereholm may commonly possess a handful of spells from this list: Enchant Weapon (as Enchant Armor, but applies to Melee 
Weapons), Awaken, Charm Person, Detect Living Beings, First Aid, Gain Sense (often used to provide Dark Vision), Heal, Improved Dexterity, 
Improved Magical Strength, Vigor, Scarebeast, Sense Undead, Haste, Houndscent, Jump, Silence, Slow, Snail Wit, Stealth Walk, Strength, Weakness.
In addition, the following spell is common:

Polymorphism
Axiom Level: 10
Skill: Alteration/Folk 17
Backlash: 14
Difficulty: 10
Effect Value: 13
Bonus Number to: duration
Range: touch
Duration: 18 (one hour)
Cast Time: 2 (2.5 seconds)
Manipulation: control
   This spell allows a tribal magic-user to transform a willing – or unwilling – subject into a man-sized beast.  The subjects attributes, except for Spirit
are altered at will (minimum of 3 in any attribute, but no maximum).  The bestial form may have up to three natural tools: fangs, claws, thick 
fur/hide, wings, etc.

Miracles of Faith
   The Tribes of Lereholm follow a shamanistic religion, centered on the Vassen, a circle, with a triangle within it.  The Vassen is usually carved from 
bone.  It symbolizes many things, generally life, death, and the afterlife.  It serves as a symbol of protection against the horrors of Lereholm, and a 
promise of a time when the ice recedes, and the world is warm and prosperous again.
   The faith is lead by the tribal matriarch, who also serves as high priestess.  She speaks to the spirits of the elements and animals, beseeching their 
aid to help the tribe remain safe and strong.  
   Many of the faith's miracles are similar to those of the Lost Worlds (the lower Spiritual Rating ones).  Though several are shared with Orrorsh, and 
are meant to combat the Horrors.

Prayers of Vassen
Animal Rage
Animal Sounds
Banish
Bless
Call Animals
Cleanse
Cure Poison
Endurance
First Strike
Fear
Ghost Walk
Hear Water
Heightened Hearing
Heightened Sight
Inspire
Natural Protection
Obscure Animal's Senses
Oracle
Paralyzation
Pass Quietly
Presence of God
Protective Ring
Run Like the Wind
Soothe
Spiritual Protection
Ward Danger
Ward Enemy
Wings of Sparrow
Wisdom

Rituals of Vassen
Beacon
Beauty
Bless Weapon
Blood Brothers
Blood Oath
Communicate with Animal Spirit
Communicate with Elemental Spirit
Cure Disease
Divine Intuition
Faith Armor
Healing
Healing Waters
Heroes' Feast
Mark Prey
Object Blessing
Prowess
Ritual of Hope
Ritual of Purification
Trap
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