High in the Palatine Mountains, the walls of a monastery protruded from the jagged crags of granite and
shale. Within these walls, Dahl monks walked along the stone floors, exchanging telepathic greetings as
they passed in the candle-lit halls. They had studied the art of mind magic for centuries in the sanctuary
of the mountain cliffs, isolated from the rest of Aldorus. On one occasion, however, a man braved the
treacherous ravines until he reached the weather-beaten entrance. He knocked on the wooden door.
Slowly, the door opened a crack and the pale face of a Dahl peered out. "I've come to learn the secrets
of psionics!" the man said proudly. The Dahl looked at the man up and down. "No Humans allowed!" he
said and slammed the door in the man's face. The Human, his dreams of learning mind magic gone, plot-

ted his revenge . . .
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The Imperium is a vast empire with hundreds of
worlds to explore. But where should players
start? This chapter is designed to help the GM
introduce the players to the Imperium universe
by providing a “sandbox” of people and places
found on the planet Aldorus.

Aldorus

The center of Imperial politics, Aldorus (Jova |
Capitis | Aldin) serves as the capital of the Em-
pire. It is here that the Five Families formed
their alliance over 700 years ago and crowned
the first Emperor.

Planet Profile
Starport: A

Size: 11,100 km diameter
Atmosphere: Thick
Hydrosphere: 45%
Population: 1.2 Trillion

Government: Aristocracy

Law Level: Standard Imperium
Trade: Industrial

Largest City: Regalis (15 million)
Tallest Peak: Mt. Prospect (9,000 m)

Climate

Aldorus has a mixed climate: with cold regions in
the north and south latitudes and warm, tropical
areas along the equator. On the main continent,
near the city of Regalis, forested hills are promi-
nent; while on the secondary continent, the Pa-
latine Mountains dominate. On a smaller, third
continent, the arid Devil's Cauldron is sur-
rounded by a saltwater ocean and large, brack-
ish lakes.

Regalis

This is the sprawling capital city of the Imperium
and home of over 15 million inhabitants. In
many ways, Regalis is a microcosm of the rest
of the empire: each social class divided geo-
graphically within the city. In the west, across
the Regalis River (nicknamed “The Reggie”), the
Aristocracy and the Imperial government reside
in lavish homes and offices. East of the river,
the Middle Class keep the wheels of the empire
turning while, in the south, Ashetown serves as
a social dust bin for the Underclass.

The Citadel

In the West End (ie: west of the river), an
enormous structure rises above an expansive
square. Called the Citadel, the building houses
the Imperial government, including the Chamber
of Lords and the Senate. It also contains the
official offices of the Emperor himself and the
Imperial Council who acts as a liaison between
the Emperor and the rest of Parliament.
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Victory Park

North of the Citadel are two 100-meter reflecting
pools lined up end-to-end, with a triumphal arc
between them. Along each pool are statues of
historic heroes of the Imperium, each holding a
spear outstretched across the water. Soldiers
leaving for active duty often come to the park to
drop coins into the pools for good luck.

The Palace

Farther north, in line with Victory Park and the
Citadel, the Imperial Palace stands in opulent
beauty. Whereas the Citadel's architecture has
squared corners and few ornaments, the Palace
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has a grand facade of gold, stained glass, and
marble columns. Like a cathedral, it reminds
visitors that the inhabitant of the Palace is the
ultimate ruler of the Imperium with near omnipo-
tent powers.

Botanical Gardens

Near the Palace are the famed Imperial Botani-
cal Gardens. Trees and other vegetation can be
found here, brought to Aldorus from around the
Imperium. The gardens, however, are not open
to regular citizens. In fact, they are restricted to
only the aristocracy and other VIPs.
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Occasionally over the years, hotheaded aristo-
crats have come to the Botanical Gardens to
settle their differences by the sword. Although
restricted, if overseen by a Dueling Master, such
contests are usually allowed. Nevertheless, the
rest of upper society frowns on such barbaric
activities.

Embassy Row

Still in the West End, the embassies of several
other interstellar nations are grouped in this dip-
lomatic quarter. The largest of these buildings is
by far the Magna Embassy, housing the Ambas-
sador and his staff. It is also rumored that the
Magna Intelligence Agency maintains a head-
guarters within the mansion, although this has
never been proven.

Funky Town

In the southeast part of the city, in the heart of
Ashetown is a local discotheque called Funky
Town. lts three large dance floors are crowded
each night with an assortment of young people,
including the occasional aristocrat “slumming it.”
Above the center floor, manning his turntables,
is Funkmeister Rik, a DJ with connections
throughout the Underclass. Very little happens
in Ashetown without Rik knowing about it.

Fat Cat Casino

On the western edge of Ashetown, but still on
the “wrong” side of the river, sits Fat Cat Casino
in a blaze of neon. An obese Akiak named
Big G runs the joint, watching the action from
behind a two-way mirror in his office. The casi-
no is actually a front for the Si-Sawat Cartel, a
crime syndicate specializing in money launder-
ing and black market goods. If somebody has
something illegal to buy or sell, Fat Cat Casino
is the place to go.

Cyberville

In the heart of the Ashetown slums and ware-
house districts is a neighborhood called Cyber-
ville. Few outsiders venture down these trash-
strewn streets due to the cyberpunk gangs that
call this area their turf. Every few blocks is the
territory of a different gang, and none of them
are friendly to uninvited guests. Even the crime
syndicates stay away, finding no profit in the
underside of the Underclass.

Bone Yard

The bone yard is a dumping ground for un-
wanted robots. Piles of broken parts, some still
moving, litter the sprawling, walled enclosure.
Occasionally visitors will enter the junkyard in
search of needed components, but the threat of
malfunctioning robots is a constant danger.

Business District

Flanked by high-speed traffic arteries, the busi-
ness district acts as the commercial hub of the
city. Skyscrapers, hundreds of meters tall, nes-
tle among the clouds, each teeming with middle-
class managers like rats in a nest. Most major
companies will have offices in this area, while
elite mega corporations will have entire blocks
dedicated to their organization.

Warlock Industries

More like a monolith of metal and glass than an
office tower, the headquarters of Warlock Indus-
tries sits behind a wall of security tighter than
most government buildings. Down its brightly lit
(and heavily monitored) hallways are laborato-
ries full of scientists and marketing execs work-
ing toward the next big product to sell. And, in
the basement, is the black ops division whose
sole purpose is to steal the next big thing from
anyone else that invents it first.

Sadira Flowers

Tucked away among several small shops is a
store called Sadira Flowers. Customers can buy
an assortment of bouquets, but with the proper
codeword, another side of the business is avail-
able. Sadira Flowers, in fact, is the front for the
Red Lotus crime syndicate, a cartel run exclu-
sively by women and specializing in extortion,
illegal gambling, and prostitution.

Starport

The primary Aldorus starport lies a short dis-
tance to the east of Regalis. Like a city onto
itself, the ground facilities serve all starships ca-
pable of landing on the planet, while orbiting fa-
cilities provided services for larger vessels.
Characters arriving on Aldorus should expect to
travel through this starport.
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