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Welcome to the Imperium Grab Bag! This free
supplement contains content that was not origi-
nally included in the Basic Rules or that was
written after the rules came out.

The Imperium supports hundreds of star sys-
tems and thousands of worlds, many with their
own native faiths. While most of these religions
remain local, never spreading to other worlds,
some have become adopted throughout the Im-
perium.

Primum Mobile

The Primum Mobile (with a stress on the e) is
arguably the most popular religion in the Impe-

rium, or at least the only one officially recog-
nized by the Imperial government.

Personifications

Also called the First Mover, Primum Mobile is
generally viewed in one of three personifica-
tions: Creator, Watcher, and Judge.

The Creator (“The Wheel”)

As the creator of the universe, the First Mover is
credited with setting the cosmos in motion.
Some believe that the wheel of the universe has
turned several times over the course of its exis-
tence. More to the point, they believe that, with
each revolution of the wheel, time itself repeats.
In other words, everything that has happened
before happens again and thus, knowing the
past allows you to know the future. This belief
has given rise to self-proclaimed prophets who
contend they can connect to past cycles of the
wheel, which allows them to foresee the future.
Although largely ignored by the aristocracy and
much of the middle class, prophets and their
prophecies are highly popular among the under-
class. This persona is symbolized by a wheel
that turns slowly over time.

The Watcher (“The Eye”)

Although the First Mover created the universe,
he does not interfere with daily life. Instead, his
omnipotence allows him to observe the actions
of every sentient being. This personification is
normally symbolized with an unblinking eye.

The Judge (“The Scale”)

When a person dies, the First Mover weighs that
individual's actions during his or her lifetime.
Those judged worthy will go to heaven, while
those judged unworthy will go to hell. Some be-
lieve that living an exceptionally good life is the
only way to guarantee a place in heaven, while



others think that merely “breaking even” is good
enough. A scale symbolizes this personification.

Racially Based Religions

Of the main races of the Imperium, the Draco-
nians and Gordians seem the most devoted to
their respective deities. Other races may follow
a particular religion, but it is not strictly based on
their racial heritage.

The Five Fathers

For most Draconians, their code of honor is per-
sonified by a pantheon of five fatherly figures.
They are named Courage, Loyalty, Faith, Persis-
tence, and Humility. Each appears as a strong,
but elderly Draconian in ceremonial dress. Typ-
ically, a Draconian will meditate once or twice a
day in front of a small shrine containing figurines
of each Father.

Humpen

In contrast to the Draconians, the Gordians wor-
ship a single god called Humpen. Also called
the Caskbringer, Humpen appears as a stout
and very inebriated Gordian (even by their stan-
dards) carrying a beer cask under each arm
(one containing lager and the other, ale). Gor-
dians will pray to Humpen before festivals and
other celebrations in hopes that the beer will not
run out before their party is over.

Magna Faith

Of special note are the Magna who do not be-
lieve in any god since to do so would imply there
is a higher being than themselves. From the
Magna point of view, they are each gods in their
own right.
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Crusader Knights

Crusader Knights are the missionaries of the
Primum Mobile. They travel in groups or alone
throughout the Imperium, spreading the religion
to unbelievers wherever they go. Rarely staying
in one place for long, many of the Knights have
visited 100 planets or more. Rumors, largely
unsubstantiated, persist that at least a few of the
Knights are actually members of the Imperial
Secret Police, using their travels as a way to spy

on enemies of the State. Both the Crusaders
and the government deny such charges.

Butcher Boys

A collection of misfits, the Butcher Boys are one
of the many pirate clans operating within Impe-
rium space. Although they have a reputation for
ruthlessness, they are also able to recruit new
members from the ships and settlements they
pillage. No matter where the Butcher Boys go,
there are always outsiders looking for a fresh
start, even if it means becoming a pirate.

Wanderers

The Wanderers (also called the Gitan) are
groups of nomads who travel from system to
system, usually in a freighter packed with their
belongings. The entire extended family is in-
cluded in such groups, including several genera-
tions. After arriving on a new planet, the Wan-
derers will take up temporary residence in tene-
ments or other low-income housing. From there,
the family will trade with locals and do odd jobs.
They are also known as talented fixers and are
sometimes referred to as “tinks.” Under most
circumstances, the Wanderers only stay on a
planet long enough to earn money to pay for
their next jump.

Most societies in the Imperium (and elsewhere)
view the Wanderers with suspicion. In fact, al-
though some Wanderers are known for commit-
ting petty larceny and other minor crimes, there
is little evidence that this is a common practice.
However, perhaps due to this sense of aliena-
tion, Wanderers are often secretive, speaking in
a language called Sheldru, to prevent outsiders
from understanding them. Nevertheless, due to
their travels, the Wanderers are often very well
informed about rumors and other information.



Most will gladly share what they know — for a
price.

Unlike the conventional star charts created by
the Academy of Astrocartography (Chapter 9,
Basic Rules), trade maps are often used by in-
terstellar merchants to track where the best
deals are for their goods. Whereas standard
charts show the primary star and its name for
each system, trade maps focus on the largest
planet within that system, including its popula-
tion, starport type, and any important trade
codes. Merchants can use this information to
determine which planet would have a better
market for whatever cargo they are currently
carrying.

Trade Map Key

Note: A so-called “wet” hydrosphere is any pla-
net with a value of 1 or higher (at least 10% wa-
ter), whereas a “dry” hydrosphere has a value of
zero (0% water).

Trade Map Example

In the example above, the primary planet in the
system has a population above one billion, a
starport type of A, and a hydrosphere value of at
least 1. It also has a trade modifier of Agricul-
tural, Nonindustrial, Poor, and Raw. Note, how-

ever, this is just an example since it's unlikely
such a combination of trade values could occur
in the game.

Here’s another example, this time using the Im-
perial capital Aldorus (Jova | Capitis | Aldin):

Since Aldorus has only a single trade modifier,
Industrial, that is the only symbol visible in this
example.

Planets are not the only objects that can be fea-
tured on a trade map. In many systems, a moon
(especially those orbiting a gas giant), may be
far more lucrative than a planet. In the following
example, a moon in the Paloni system (Jova |
Capitis) is shown:

Note that in this example, since the moon has a
population of less than a billion, its name is
shown in lower case instead of all caps.

Trade Map Criteria

Since many different planets and moons may
exist within a star system, different trade maps
may feature different planets for the same sys-
tem. In most cases, however, the planet with
the greatest starport (normally type A or B)
and/or the highest population will be featured.
Nevertheless, this is not always the case, de-
pending on the type of cargo the merchant
usually trades. For example, if a merchant pre-
fers to sell agricultural products, he or she will
more likely show planets where those products
are normally bought or sold, regardless of



whether that planet has the best starport or the
highest population in the system.
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For those of you who've bought either Dark Cor-
ridors or Dark Corridors Il, you will be familiar
with the paper walls published for use with the
game. In the following pages, you will find some
walls that were unfortunately cut (so to speak)
from DacCo Il

Walls

Step 1

Print out each sheet. For best results, print each
sheet with a color printer onto cardstock. If your
printer won't take cardstock, try printing the
sheets on regular paper and then glue them to
cardstock.

Step 2
Cut out wall or door segment (see Figure 1).

Figure 1: Cut along dotted lines

Step 3
Fold Tabs A, B, C, and D inward (toward the
printed side) at a 90° angle.

Figure 2: Fold inward
Step 4
Fold along the line to create a front and back
side of the wall.

Figure 3: Fold as indicated
Step 5
Fold Tab E and glue it to the back of Tabs A and
C. Do the same thing to Tab F, gluing it to the
back of Tabs B and D. This will form a triangular
brace that will support the wall, allowing it to
stand on its own.

Figure 4: Fold and glue to back of tabs
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Corners: You can create corners by folding the long wall segments in the middle at a 90° angle.















Columns

Step 1

Print out each sheet. For best results, print each
sheet with a color printer onto cardstock. If your
printer won't take cardstock, try printing the
sheets on regular paper and then glue them to
cardstock.

Step 2
Cut out column segment along its outer edge.

Figure 1: Cut along outer edges

Step 3
Fold tabs at a 90°angle.

Figure 2: Fold tabs

Step 4
Fold each side (including the top and bottom) at
a 90°angle. Glue sides to the tabs.

Figure 3: Fold each side, including the top and
bottom

Tip

To give the column more stability, add coins in-
side the column before gluing shut. This will add
weight to the bottom of the column, which will
help prevent it from tipping over.






PLEASE TRY THESE OTHER GREAT IMPERIUM PRODUCTS

Imperium Chronicles Role Playing Game™

Set in a universe of intrigue and adventure, the Imperium is a tapestry of conflicting groups, each
with their own agenda. From the richest aristocrat to the poorest thug, every citizen dreams of
power, prestige, and a piece of the action.

Features:

Seven playable races

Over 50 skills

More than 150 abilities

No classes, giving you the freedom to build your character nearly any way you want!
Gear including: weapons, armor, devices, implants, nanos, and enhancing drugs
Rules for building creatures, robots, starships, and whole star systems

Detailed Lore creating a rich role playing experience

Imperium Chronicles RPG — Deck Plans

This supplement gives players and GMs the tools to create an unlimited number of deck designs
for their Imperium starships.

Features:

Primary components (power plants, FTL drives, weapons, etc.)
Secondary components (hatches, airlocks, galleys, etc.)

Tips on creating your own deck plans

Six sample deck plans (from ships featured in the Basic Rule book)

Imperium Chronicles RPG — Scent of Decay

In the spirit of Frankenstein and H.P. Lovecraft, Scent of Decay weaves a tale of tragedy, mad-
ness, and horror with a sci-fi twist.

Scent of Decay is a complete adventure module for the Imperium Chronicles RPG suitable for
characters level 1-5.

Features:

Extensive Plot Synopsis

Four Maps

Location Descriptions

NPCs & Creature Descriptions
Zombies! Zombies! Zombies!

ON SALE NOW @

DriveThruRPG.com



