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Summary:  This is a summary for the next few adventures.  The next few adventures are a related set of games that center on an alien presence on Earth.  The characters will start by investigating several unrelated events.  Quickly events will uncover a vast undercover network of two alien races.  The adventures will lead the party on chases to uncover information about alien artifacts, strange religions, and an entirely new culture and outlook.


	This series of adventures should be at least four long and will probably easily extend well past this amount before the climax.





Alien Information


Overview:  In a far away galaxy there are two alien races that will form a series of adventures for the party. One of the races are a group of primitive leeches known as the Vikor.  The Vikor are race of sentient parasite creatures.  The Vikor have the ability to gain control of the electrical systems of the target host creature.  More on the Vikor is presented below.  The other race is that of the Pelor.  The Pelor are a collection of humanoid like creatures which have the knowledge of space travel and the ability to take on the shape of other humanoid creatures.


	About two thousand years ago the Vikor planet receives an unexpected visitor.  An alien space craft from Pelor crash lands on planet Vikor.  There are five Pelor explorers on board.  While exploring the planet one of the Pelor explorers is taken as a host by one of the Vikor.  The parasite Vikor, named Rama, immediately gains immense knowledge and considerable power.  Rama realizes that the Vikor are not alone in the universe.  Rama also uncovers the Pelor’s ability to shape change.  These creatures are the perfect hosts!  He also gains intense knowledge of space travel.  Rama immediately becomes a god among the other Vikor.  With his knowledge Rama decides to call the new “breed” the Pelkor.  


Rama’s first decision was to lure the other explorers to a pool of Vikor and make them hosts.  Rama had to expand the ranks of the Pelkor.  The smartest four Vikor are assembled to be given this huge honor.  The plan works perfectly and soon there are five Pelkor.  Rama then decides that it is best for them and as many Vikor that they can carry to travel back to Pelor to get even more hosts.  Rama and the other four Pelkor prepare the alien scout craft and fill it with as many Vikor as possible.  Again only the best Vikor are to be taken on the voyage.  With that the ship departs for the Pelor home world.


Along the journey the ship encounters a strange astral phenomena.  The phenomena is Haley’s Comet.  The unexpected comet causes the ship to become unstable in it’s flight trajectory.  This sends panic through the Pelkor because although they have the knowledge of space travel they are not practiced or experienced in running the Pelkor scout ship.  The unexpected introduction of the comet causes the Pelkor to overreact.  The over reaction pulls them out of hyperspace.  After emerging from hyperspace the group finds themselves much too close to a planet and is forced to crash land.  As the ship descends on Earth the crew frantically tries to control the ship.  The ship begins to spiral towards the planet.  As it descends the ship starts to rip apart.  At this point several events occur:


One of the Pelkor attempts to eject in an escape pod.  Only one escape pod makes it to the surface alive.  It lands in Mongolia near the high mountains.  This Pelkor uses his knowledge and some parts from the escape pod to make a signaling device to the other Pelkor.  The device uses the crystal found by the party in the Red Ice adventure.  This Pelkor generates the Red Ice adventure already presented.


Pieces of the ship are scattered across the globe.  Major pieces end up in France and China.  The France piece was found by Heinrick.  The Chinese pieces are those held by Michael Thom, the others that have the necklaces, and the clan that protect him.  Several of these pieces will be found by the party during the investigation.


The main Pelkor ship crash lands in what is now Montana.  When the main Pelkor force emerges from the ship the find little intelligent life.  The carefully dig out and construct elaborate underground caverns (the Vikor seem safe when near dirt and mud) to hide the pieces of the ship, the surviving Vikor, and plan on what do next.  The Pelkor understand the technology of the ship but they can not intelligently use the information.  Thus they start to analyze the damage to the main ship in secrecy.


	The four Pelkor that remain at the site begin to analyze the situation.  It appears that the ship is nearly destroyed and a key component to the engines power source is missing.  The missing source is a substance known as Dexium.  A certain amount of Dexium is needed to start the engines and maintain them while in Hyperspace.  Dexium is a green colored mineral that is found naturally on Pelor in egg shaped configurations.  During the crash the power supplies were shattered over the planet.  It would be hard to collect them but the ignorant aliens knew of no other method.  They are stuck on a primitive world with little or no resources and very low tech.  This leaves the aliens with several goals:


Rebuild their ship.  This will prove to be quite difficult as the Earth is at a very low stage of technology.


Gather all of the Dexium as it will not be available on planet Earth.  They will need a Dexium detector to fulfill this goal.  This is where the party will get involved in the story.


Integrate into society as the Earthlings must grow in technology before they will be able to rebuild the ship and reconstruct the power supply.


	


Racial Characteristics:  


Vikor / Pelkor = The Vikor are a relatively primitive race of sentient leeches.  Vikor are carnivorous.  They appear to be around 4 inches in length and prefer to live in moist mud or loose earth.  They eat small rodent like creatures or larger animals if they get stuck in the mud where they rest.


     The key power of the Vikor is their ability to take control of a host organism by attaching themselves to the base of the skull where the electrical signals to the brain are transmitted.  The Vikor are able to completely control the electrical system of the target.  This includes taking control of the nervous system,  taking control of the targets muscles, and complete access to the targets memory.  Although the Vikor gain the targets memory they do not gain the targets ability to deftly use the knowledge.  They lack the experience required.  Also because the targets knowledge’s are read like a book it is difficult for the Vikor to extrapolate and use the information creatively.  This is a very difficult concept for the Vikor to understand.  The Vikor’s control of muscles is very complete.  They can completely control the movements and actions of the host.  This includes speech and all motor functions.  The Vikor also have the ability to overload the hosts nervous system.  This has the effect of increasing the hosts strength but it can also burn out the host killing them in the process.


     Vikor can emanate high frequency radio waves that they use for communication.  It is like built in radio hearing.  These emissions can be detected and used to track the Vikor when the communicate.


     The Vikor multiply by laying eggs in a soft mud then waiting for a gestation period of around 14 months.  At this time larvae are hatched.  Vikor larvae need around a month to develop.  After the month the larvae are allowed to host an elder Vikor.  Thus information is passed through the generations.  Mating is carefully controlled so memories are shared throughout the entire group of Vikor.


     Pelkor are Pelor hosted Vikor.  See below for details on the Pelor.


     Vikor has the following physical statistics in their native leech form.  They have 1 Body and 1 PD/ED.  They have only a fraction of an inch of running.  Vikor are speed 1 and Dex 8.  The rest of the character is spent on the huge body and mind control ability.  The Vikor communicate 


     When attached to a host they are able to grant the host the following abilities:


1) Muscle Boost = This power allows the Vikor to increase the strength of the host.  The boost in strength can be used in several ways and is simulated with a multi-power.


7 (25) Vikor Strength Gain Multi-Power = All powers are Usable by Others Only (+¼), Burnout on a 14 or less (-¼), 4x End Cost (-1½), and Side Effect of 4d6 RKA (-1).


1 (1) +10 Strength = Costs End (-½).


1 (1) +10 Stun = Costs End (-½).


1 (1) +5” Running


1 (1) +5” Superleap


2) Vikor Communication = This ability allows the host to communicate with other Vikor, the Vikor parasite, and other Vikor infested host.  The Vikor communicate on a high magnetic band.  This is duplicated with Radio Hearing and Transmit (6 real points) along with Usable By Others Only (+¼).  Note that this communication can be detected by sensitive monitoring equipment.  This should become a weakness of the Vikor during the course of the adventures.


Pelor = The Pelor are a relatively peace loving group of shape changing humanoid aliens.  In their natural forms the Pelor have blue almost metallic sheeted skin.  They can control the shape of other humanoids as long as they remain alive.


     The Pelor are a very structured race.  Their society uses caste systems based around the family.  Several powerful families control the masses.  These families are often at war and the power structure varies on a yearly basis.  Part of the war is over new territories that may be discovered by star explorers.  Thus the Pelor are well versed explorers.


     Some of these emotions should carry over to the Vikor giving the Pelkor a strong family structure and desire for power.





Where are they now?:  In the last 2000 years the Vikor and Pelkor have been very busy.  They have started and completely taken control of a small town in Montana.  About half of the people in the town are controlled by Vikor.  The town is known as Crestview.


	The Vikor are trying to expand so they have been continually breeding and taking hosts.  They are also making the hosts breed.  Crestview has an average birth rate much higher than most towns in Montana.  When the young of the controlled Vikor reach an older age they are taken to the mountains and made one of the clan.  All the while the youngsters are encouraged to learn various skills and talent.  The wider the hosts knowledge the wider the Vikor.


	The Pelkor have almost completely rebuilt their ship.  Over the years they have very carefully reconstructed a slightly smaller version of the original scout ship.  Most of the key components are scavenged from the original wreckage.  This has taken hundreds of years of time, research, and study.


The Pelkor are still missing a couple of key components.  These include pieces of the power supply, and a navigation chip that can only be found in a control panel.  This piece of the ship is in the possession of Heinrick Von Braum as is a section of the power cells.  The final pieces of Dexium landed over China and are being tracked by several Vikor agents.  The pieces make up the various egg amulets that have been worshipped and revered by the Chinese.  This is more than likely the route that will be used by the PC to start the adventure.





Game Overviews


Session	Plot Summary


1.	AIM High Society - In this adventure the group is intrigued by a Victorian theater, an ungratef
