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OPERATOR'S EYES ONLY

Why does Herald Aesha want to keep the secondary
objective a secret? Is the Vessel aware of this
mission? What will the failure of this objective
entail?

The radio signal originates from a radio transmitter
left by watchers from a parallel universe similar to
that of the players.

Determine the message of the transmission:

TABLE 1: RADIO TRANSMISSION

D6 | MESSAGE

1 It is a warning message left to alert of a danger

2 It is incomprehensible: the recording is too worn out
3 It is a prophecy of the coming of the Devourer

4 It is an old song from the 1920s

5 It is the solution to an equation not yet theorized
6 It is a propaganda message from the Confederacy

To identify the origin of the signal, watchers will
need to tune their communication instruments to the
frequency of the radio located in Area [DJ.



OPERATOR'S EYES ONLY
The layout of the Paradox is of the Chalice type:
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Essence: Pyramid
Danger Level: High

Keywords: Obelisk, ancient, pinnacle,
chamber, hyperboloid.

At first glance, what might seem like a natural cave
turns out to be a hexagonal-based hall, undoubtedly part
of an artificial structure.

Walls and flooring are constructed from polished black
basalt, marbled with crimson veins. The entire hall

is shrouded in profound darkness, and even the Cloak’s
flashlights can only illuminate a few yards ahead.

As the watchers step into the hall, sensors detect
intermittent movements coming from beneath the ground.




Brightened by iridescent mushrooms growing along the
walls, this small room appears to be a vestibule of

a burial chamber. On the wall, pictographs represent
what seems to be a rite of passage: a stone sarcophagus
with a body inside, a blade penetrating the body, and a
blood-red river.

Embedded on the east wall of this expansive hall is a
35-yard diameter sphere made of transparent, glass-like
material. Through it, you can glimpse outside: reddish rock
formations with a fractal bark-like pattern. They might be
fossilized plants or something entirely non-carbon-based.

The sphere filters enough light from the outside to illumi-
nate the entire room. In the center stands an octagonal-ba-
sed pillar, standing at less than a man’s height.

The walls are adorned with columns skillfully inlaid and
intricately carved. On the opposite wall, a grand stone
doorway stands tall.




This room seems to have served as a place of study

in the past: eight stone parallelepipeds are evenly
arranged in two equidistant rows, alongside smaller
stone cubes resembling simple benches. There are signs
of recent passage, possibly pertaining to creatures
other than the original inhabitants. The ruins of this
passage look... familiar. An airtight tent remains
intact, and on top of a table sits a radio transmitter
that seems to broadcast a message.

The heart of the building: the central tomb. Five
sarcophagi lie arranged in a radial pattern, each one
large enough to contain three men. While their lids are
sealed, all five sarcophagi have a spherical slit on the
back. A different symbol is engraved on top of each one.




Inside sarcophagus l: Only pain and fear and emptiness.

Inside sarcophagus 2: A small parasite will penetrate the flesh.
Until the parasite is removed you obtain the Fragile (permanent)
condition and the traits Quick and Stealthy.

Inside sarcophagus 3: A small pendant with a faded photo of a
distant relative of yours.

Inside sarcophagus 4: A lever: if pulled, it opens all the
sarcophagi but the slit will close, neatly chopping off the hand.
You gain the Severed Limb (permanent) condition.

Inside sarcophagus 5: Highetech tools of unknown function.

Similar to an elongated snake the size of a crocodile, it slithers
quietly through the darkness. It can crystallize its skin, forming
a defensive carapace.

Body covered with black scales, white eyes
RATIN TRAITS ;
G L= capable of seeing in total darkness
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HARR:INGAEND 2 (Jaws),nluos(ecr.lshlng) ARMOR N/A (3 in crystallized form)
SOCIAL
WEAK POINT | Lightesensitive optical system STRUCTURE Matriarchal
1 Crystallizes the body, turning as hard as diamonds, and
enters a sort of defensive hibernation
23 Beats tail violently against targets and obstacles to
MOVES injure, scare or bury them under the debris
s Slips into the shadows to sneak up on a prey and tear it
apart with its jaws
3 Grabs a target and crushes it with its tail
TARR Gigantic humanoid with scaly skin.
Scaly body, almost transparent skin (organs
RAINE 210 URATTE and blood vessels can be glimpsed)
HARM AND 4
RANGE Close e 5
The transmission picked up by the SOCIAL
E 0 b
WERSSEOINE] odi0 1ocated in Area [D] STRUCTURE | Unknown
1 Collapses lifelessly
P Attacks the target with his bare hands, trying to hit and
crush, exploiting his size
MOVES
Grabs the target's head and clutches it, staring into the
9210 eyes and eliciting a feeling of desperation and dread.
Inflicts the conditions Terrified (temporary, d6) and
Desperate (temporary, d3)




