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As your gun-cutter lifts off in a plume of exhaust, you feel a 
shudder pass through the cabin. Turning your gaze to the image 
of the dwindling alien tower, your vision is suddenly filled with a 
flash of dazzling white light. For a heartbeat there is silence and 
then suddenly the shock wave hits the gun-cutter and it is tossed 
wildly in the air. As the light fades, you can see the crackling 
blue sphere of the vortex detonation hanging above the island 
hungrily drawing in energy ribbons from across the dark fortress. 
In the distance, you can see other relay towers flaring bright 
and burning out as the vortex robs them of their energy. And 
then you are beyond the pressure curtain and into the void once 
more—just in time to witness the monolithic alien structure start 
to implode.

Conclusion and 
Rewards
With the crystal tower destroyed, the Yu’vath Fortress’ 
guardian Void Wasps will explode, and its warp-lock will fail, 
allowing the Explorers to escape the system. The rest of the 
surviving humans will be eager to hitch a ride back to the 
Imperium and willing to pay for the privilege. This is the 
point where the Explorers can pillage the system and perhaps 
pick up some more lasting allies. Certainly if Lynara is still 
about, she will be willing make some kind of arrangements 
with them. Finally, if they are very bold indeed (and have 
not had enough trouble from xeno tech), they can attempt to 
plunder the ruins of the fortress. What exactly they find is up 

to the GM—however it should almost certainly be trouble, 
perhaps even more Bone Wardens...

Finally there only remains the question of the Pyscharus 
Worm and what to do with it. With the destruction of the 
fortress’s energy field, it is now truly inert and will no longer 
phase or cause more mischief. This means the Explorers 
are free to keep it, destroy it, or try and sell it as they see 
fit—of course even inert it might cause problems for them 
as rumours leak out of their involvement with it to shadowy 
organisations and interested parties.

Profit Factor Rewards

Scavenging the system and ferrying the survivors •	
back to the Imperium: +3
Recovering any Yu’vath artefacts to sell or pass on •	
to the Inquisition: +1

Experience Rewards

Breaking the warp-lock and escaping the system:•	  
500 XP
Uniting the factions and getting everything they •	
need to assault the fortress without killing either 
leader or their followers: 100 XP

If you have a copy of Rogue Trader, then you can also 
use this opportunity to set up an Endeavour (as detailed in 
Chapter X: The Game Master of the Rogue Trader 
rulebook) such as a permanent colony on the nameless moon 
or a xenoexcavation of the fortress which could lead to greater 
and lasting profit for the Explorers.


