SCENARIO ONE: RENDEZVOUS AT CAMP NAVARRO

: OTHHALY

The GM hands out twelve Archetype cards (all but the Patron), the players select their types
and the GM places the rest to the side.
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Read the following aloud to the players:
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You arrive at Camp Navarro, having been summoned by a cryptic message. Around you
redwood trees tower overhead, rising hundreds of feet up into the North California sky. As
Sensitives, you can tell that a powerful energy permeates this place and hangs heavy in the
air. The camp trails are well-maintained and you begin to walk down one, uncertain of where
to go. A man appears in the distance and approaches you, a fedora tipped slightly to one
side.
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"I'm P. A. Chapeau. Truthseeker. Niantic Investigator. You are here because you are
Sensitives. | need your help. | have been receiving garbled communications from ADA and |
believe it has to do with this area. You feel it, don't you? This is an Anomalous Zone where
multiple time periods can coexist simultaneously."

[FAIEPA LY R— b —RO—H— FAT TV IRBET, BF-BMNIIITEZENDT
ElE 2T IR, BEEDBMITNES, FATENLGEBIEZADANLZIT-DEMN, £h
FEDHDIZER>TWNDAT, B-bHRELSZAS? CTET/RIRY =2 BEIZHE
NELDIGAHT]

"I need you. ADA needs you. Wait, just a minute...I'm sensing something...Never mind, it's
nothing."
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"ADA and | discovered that thirteen days ago this place was crowded with Agents. These
Agents built and hid Portals using things called Tecthulhu modules, pieces of tech that trace
back to one of Oliver Lynton-Wolfe's disastrous experiments. Well, | don't know exactly what
these Agents did, but the whole place is an Anomalous Zone now. Scanners glitch and can't
be used to scan for Portals normally, you can only detect them when you are almost on top
of them."
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"The Agents knew the locations of these Portals, and they must have hidden that information
somewhere on the camp grounds. The only clue I've found is, 'Can anyone resist the stars?
Not the enlightened'."
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"As Sensitives, you have come to the right location, as | believe the hidden Portals can lead
us to discover information about the original 1T3MAGNUS. So, come on. Follow me."
T TG . BB EMEELWNSERTIZRZO, BIFEIN =R —2ILIEIBRED 137
TFTRCOVTHBEBDRERICBENTMSEEL TS, EHITII. BVTERF A

P. A. heads down the road, hoping the group will follow. Regardless of whether the group
decides to follow or not, when he is about twenty feet away, the road explodes with a swirl of
discordant energies and a tentacle reaches from this rift. Behind the group, another rift
opens and a similar tentacle reaches out to attack the group.
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The group has no items to repel these tentacles, but they can dodge out of the way. The
tentacles are more interested in P. A. than them.
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P. A. is pulled through the rift. He cries for help for just a moment before his voice is silenced
by the closing rift.
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Challenge 1: Map Puzzle
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After the rifts close, there is no sign of P. A. or that the rifts were ever there. The players
notice a sign that indicates that the path they are on leads to the Guest Center, but they are
free to explore the camp.
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At the Guest Center, the group encounters Willem Stone, an aging, but friendly camp
employee. Stone’s knowledge is limited to the events and layout of the camp. He knows
nothing about the Portals or what the previous group of Sensitives' activities entailed. Any
questions about the layout of the camp prompt Stone to give the group a map (Camp
Navarro Map).
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The map has key points of interest and general information about Camp Navarro. However,
there is also a Glyph printed in the lower corner. If asked about this, Stone insists it is a
printing error.
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“All our recent maps came with that error. It doesn’t mean anything to me, but the group that
was here about two weeks ago seemed interested in it.”
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A CR 10 Knowledge/Lore check can be made to determine that the map bears the Hide

Glyph.
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One of the key points on the map is the Stargazing Point. Reminding the group of P. A.’s
words may prompt them to investigate there first. However, they may investigate other areas
of the camp. Allow them to explore and describe the areas. You may insert characters for the



players to interact with — which is useful if they are struggling - or decide the camp is empty
except for the players.
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At the Stargazing Point, the Sensitives discover a series of capped telescopes and a bulletin
board which denotes nightly events. A title over the scheduled events .
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The bulletin board is a portal, which can be opened with a CR 15 Hacking check. A failed
check releases Dark XM. If the portal is opened, six items are found, five random XM
objects and a sheet of paper
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The Star Chart depicts many actual stars, but six of these are actually Ingress Anomalies.
Three of these anomalies were won by the Enlightened faction and the other three by the
Resistance faction. The Star Chart also bears a Glyph, which can be identified with a CR 10
Knowledge/Lore check. If identified, the check reveals the glyph is the symbol for Seek.
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The Star Chart and the Camp Navarro Map are two pieces of one puzzle. They can be
combined and if aligned by the Glyphs, the Ingress Anomalies reveal the six locations where
Portals have been hidden.
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In the group is struggling, a CR 20 Investigate/Lore check can also be made which informs
the player that the glyphs appear to line up and suggest to Seek something Hidden.
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Using the maps, the players can locate and travel to the areas where the Portals have been
hidden. Choose an item integral to each location to be the Portal. For example, the wall of
bows at an archery range or fire pit at a campsite. A CR 15 Investigate/L ore check can
locate these Portals once at their locations. Each Portal can be opened with a CR 15
Hacking check. A failed check releases Dark XM.
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Each successfully hacked Portal provides the players with a Media Object (numbered
information card) and four random XM objects.
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Once all six Portals have been successfully hacked, the Media Objects can be arranged
which leads to a method to open the hidden temporal Portal. Connecting the Ingress
Anomalies in the correct pattern will draw the Peace Glyph, and where the Glyph crosses is
where the hidden Portal lies. A CR 10 Investigation check can be made to determine which
Faction is represented in each Ingress Anomaly.
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The sequence to draw the Peace Glyph is accomplished when the numbered media objects
are explicitly followed:
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1.Cassandra is drawn to Darsana.
2.0Obsidian is drawn to Minotaur.
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5.Star to star use only one line, multiple routes are forbidden.
6.Peace marks its cross with a location hidden.
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Challenge 2: The Hidden Portal
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When the hidden Portal is discovered, it can be opened with a CR 15 Hacking check. A
failed check releases Dark XM. Once successfully hacked, the Portal opens a
trans-dimensional temporal rift.
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Read the following aloud to the players:
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As the hidden Portal is activated, a temporal rift slashes through reality. You gaze in
amazement at the scene unfolding before you: the location remains the same, but you are
viewing the past — perhaps hundreds of years ago. Before you is a battle between a group of
Spanish Conquistadors and a band of Native warriors.
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The Conquistadors are entrenched on the remains of what appears to be a Spanish galleon,
and are using muskets to repel the advancing Natives. Atop of the galleon, the
Conquistadors have tied a solid gold totem onto a broken mast. The depicted figures are
animalistic, with the topmost head that of a three-eyed figure. The third-eye is made out of a
stone with an iridescent quality.
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A Conquistador dressed in robes yells orders to his companions. He is obviously frightened,
but determined to keep this treasure. He utters an arcane chant at the totem and a burst of
energy flies from him to the third eye, suddenly the stone flares with that energy. As waves
of energy radiate from this object, it seems clear that this object may be what caused the
temporal rift. You are engulfed by these waves and pulled into this time and place.
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The stone must be the Prime Object. Obtaining it may be the only way of returning to your
time, but the bloody battle before you may make retrieving it deadly.
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Eight Spanish Conquistador Musketeers (see appendix) and Fifteen Native Warriors
(see appendix) engage in battle before the players.
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The bodies of Native Warriors are strewn about the area. These warriors are dressed only in
buckskin trousers and some wear moccasins. Their bodies are adorned in various war paint
patterns. Found with their bodies are weapons which the players can take and use.
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Native Warriors carry a tomahawk and a bow and

arrows. A quiver will have arrows. Have the players
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At the base of the galleon, two slain Conquistadors lie with a dozen arrows in their bodies.
Each of these Conquistadors is wearing a breastplate and carries a sword and musket.
The breastplate can be removed and used by the players, but this takes three extraneous
actions to remove and three extraneous actions to don, for a total of two turns of actions.
The swords and muskets can be claimed and players will roll to determine the amount of
ammunition discovered.
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A CR 20 Investigate/l ore check reveals that the Native Warriors are Anaztek warriors and
that the totem belongs to them. This check also confirms that third eye stone is indeed a
Prime Object.
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The Deception skill can be used here to sway the Native Warriors to the player's side. This
can be accomplished with a CR 25 check by any character. The Interpreter and Trickster
Archetypes can accomplish this with a CR 10 Deception check. The Conquistadors can only
be deceived by an Archetypes special ability.
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If the Native Warriors are convinced to join the players, they assault the Conquistadors and
ignore the players, moving to range at firing arrows. When within range, and on their turn,
each Conquistador takes 4 points of damage as one arrow automatically hits. On the
Conquistadors' turn, two Native Warriors die from musket shots.
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The Dark XM Wave

At the beginning of the second turn of combat, the totem begins to exude a powerful wave of
Dark XM. The aura of the Dark XM extends in a wave 1d20+7 hexes outward from the
totem. Any player caught within this Dark XM wave must make a CR 15 Stamina check to
resist the Dark XM. If the check is failed or the player chooses to accept the Dark XM, one
health point is permanently lost, but the player adds a +1 bonus to all die rolls
permanently, and the player receives one Dark XM token.
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The Conquistadors and Native Warriors exposed to the Dark XM automatically succumb to
its effects and begin to die. Each loses one health point and incurs a -1 penalty to all rolls.
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The Conquistadors also undergo a transformation and become infused with Dark XM. They
become XM Hybrids and begin to take half damage from normal weapons, and full
damage from XM weapons.
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Two noncombatant Spaniards remain on the galleon, the priest and the chronicler. The
priest continues to spur the musketeers to fight to the death, but the chronicler has surmised
that the players are instrumental to this event and decides to assist them. The chronicler
lowers a rope ladder and waits from them to climb aboard.
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When the players ascend the ladder, he does not attack. Instead, he removes his battered
flat sombrero calanés and gives it to the player, saying, "Es necesario." (This is
necessary.) The chronicler then leaves and joins the priest.
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If combat extends beyond six turns, both the priest and chronicler succumb to Dark XM and
petrify into bronze statues.
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In order to obtain the Prime Object, the totem must be subjected to five XM bursts,
regardless of damage. With this accomplished, the Prime Object can be dislodged from the
totem and when in hand can be reactivated with a CR 15 Hacking check. Failed checks
cause Dark XM to be released. On a successful check, the rift reopens and pulls all the
players through, returning them to their point in time a moment before they departed. Any
remaining opponents remain in their time and the outcome of the battle left to history.
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Read the following aloud to the players:
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With the Prime Object in hand, you sense its power and suddenly the temporal rift opens
once again. Energies lash out from the rift and you and your companions. You are torn from
the past and instantly transported back to Camp Navarro. You see your group being pulled
into the first temporal rift and realize you have returned a second before you were abducted
by the original rift.

TSALFTOIOEFICAN, BE=HAZTONT—ERLI-EE. RA BEOXRITELE
UBLV =, IRLF—DERIPRITENSEBELEPLHEICAITTHANET  Bf-LTBEE
HE|EHIN., HoEWLSHEICF YT -FI7OICEEIN-DE, B ERIDBEDHITH
[ZBIEFELONEENDIS, ZLTTORITEISENEONS—HRIZR->TE=0DT,

Challenge 3: The Prime Object and the Hat
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The Prime Object and the chronicler's hat are the keys to finding P. A. Chapeau.
TIALFATOTHRERHEEDBFIIPA v R—2RDOTHT-HDHETHS,

Placing the Prime Object within the chronicler’s hat causes it to transform into Chapeau's
fedora. The fedora becomes infused with the energy from the Prime Object and, if worn by
any player, that player is able to see an energy trail. The trail leads the group to an isolated
area in Camp Navarro.
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Read the following aloud to the players:
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This area seems neglected. It may have been a garden at some point but now weeds and
plants are overgrown. A statue stands within its midst. The statue appears out of place,
looking new and untouched by the weeds. Also, the bronze statue is dressed in modern
garb. After quick inspection, you realize that the statue is of P. A. Chapeau, although his
trademark fedora does not adorn the statue’s head.
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The exogenous creature waits here. It has used its Dark XM aura to turn P. A. into a bronze
statue, and is using him as bait to lure the group to its location. The creature's objective is
simple: obtain the Prime Object. As soon as the group comes within fifteen feet of the
statue with the Prime Object, it attacks. The exogenous creature attacks by engulfing the
statue in a Dark XM aura and causing five tentacles to emerge from rifts which surround the

group.
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Challenge 4: The Exogenous Beast
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Read the following aloud to the players:
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A mass of discordant energies explode in front of you. The statue becomes instantly
engulfed in a deadly aura of Dark XM. Five massive tentacles of energy burst from the
ground and begin to encircle the area. Whatever this is, it is not of this world, and it does not
appear peaceful.
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The creature is comprised of two parts: an exogenous aura and exogenous tentacles of
force. Each part can be engaged individually, but if the aura is destroyed, the entire creature
is defeated. This Dark XM creature takes only half damage from normal weapons, and full
damage from XM weapons.
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The aura is extremely dangerous, as it emits lethal Dark XM in varying pulses. The tentacles
can only perform two actions: move and attack.
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In order for the infused hat to affect P. A., the aura must be destroyed. If the hat is placed on
the statue while the aura remains, nothing happens. Once the aura has been defeated and
the hat is placed on P. A.'s head, the statue slowly begins to transform.
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Read the following aloud to the players:
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With the hat returned to his head, P. A. Chapeau begins to transform, the bronze peeling
away from his skin. After a few moments, P. A. stands before you, freed and holding the
Prime Obiject in his hands.
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"Thank you, my friends. | am indebted to you."
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He lifts the Prime Object up to his face, studying it.
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"Yes, this Prime Object is definitely connected to ADA and her current condition. | wish |
knew a way to reach her."
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He walks over and returns the Prime Object to you. As soon as you touch it, the Prime
Object flares with energy and your group is pulled through a rift, leaving P. A. behind. You
are all transported across the globe and taken to a ramshackle facility. Standing in front of
you are six figures, the other Archetypes.

WIETELIZSAFDE, TI3A LA T ObEBI-BITR Lz, BN 5L TS
ALFTPIMEIIRILF—FRA LD E . B0 L —TREIRITBIZEIEFE LT,
PAZELT, Bf-bI2 A, #IkZEHL. BRIGERANSEEI N, BE-50HIZIE B
TIFBEWT—FFLTDEADILH>TLVS,

There is a hulking figure behind them. You watch as this figure, some manner of monster,
draws closer and closer to you all.
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This ends the scenario.
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Spanish Conquistador Musketeers
ANA: VX RAE— L8
Reaction: +1

DR: 14

Health: 15

Movement: 3 hexes
Weapons: +4 Sword (Adjacent hex): 3 points damage
+5 Musket (10 hex range): 8 points damage
Special: Muskets require two extraneous actions to load and are ammunition dependent.
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When transformed by Dark XM, the conquistadors take half damage from physical
weapons and full damage from XM weapons.
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Native Warriors
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Reaction: +4
DR:7
Health: 10
Movement: 5 hexes
Weapons: +5 Tomahawk (Adjacent hex): 2 points damage
+6 Bow and Arrow (6 hex range): 4 points damage

Special: Bows are ammunition dependent.
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Exogenous Tentacles
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Reaction: +2

DR: 12

Health: 13

Movement: 3 hexes

Weapon: +7 Tentacle Lash: 3 points of electrical damage

Special: Takes half damage from normal weapons and full damage from XM weapons.
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Exogenous Aura (1d20 + 2 hexes)
IOV FRF—5

Reaction: As tentacles

DR: 15

Health: 30

Movement: O hexes

Weapon: None

Special: When a combatant is affected by the Dark XM aura, the player must make a CR 15
Stamina check to resist the Dark XM. Those that fail suffer 1 point of health, but gain a +1
bonus to all die rolls. Those that fail or accept the Dark XM, also begin to petrify as their skin
transforms to bronze in various places. Players accepted in this fashion lose one movement
hex and obtain a dark XM token each time the check is failed or accepted.
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