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The Carnae Archeological Company was founded by your mother shortly before you were born, and you grew up believing two things: That the mysteries of the world and its ancient people were just as important as all the modern technologies, and, they could be just as profitable as the new. By the time you inherited the company, you had decades of experience travelling the world and meeting natives, learning ancient languages, exploring ruins for artifacts, and discovering new forms of ‘magic’ that scientists could adapt into profitable commodities. Since then you’ve had to take more of a back seat, but you still like to go into the field for particularly valuable finds. With your cadre of bioenhanced bodyguards, of course.
After the Great War a decade ago, the nation of Rosilica is on the rise, and its military is handing out lucrative contracts to find new tools for Super-Science conflicts of the future. You’re more imaginative than them, however, and something that can’t be used as a weapon can still be used for medicine, or generating this new-fangled ‘electricity’ stuff, or just looking good in a museum next to your extensive collection of mummies, tribal weapons and pets
Recently, however, two of your larger ventures have gone awry. Your scientists found amazing wonder-chemicals at the bottom of a lake, which showed great promise for medicine. However, a mysterious group of agents apparently showed up, investigated the lake, and woke a Kaiju. This ‘Varan’, as the natives named it, destroyed your lab and fled into the sea, only to be killed by the Sendai Navy, who claimed the corpse and the amazing substances in its body for themselves. Desperate to save face, you then turned to another find, a great Sphere which washed up on an isolated island. Your scientists determined the sphere’s energy could be used to create clean electricity, and you began exhibiting your new wonder-generator to other nations. However, during an exhibit in Tokugawa, you found a group of government employees, led by the local magnate Ogomo, messing with the sphere. Before your guards could stop them, the sphere….hatched, and your exhibit was soon crushed by a Giant Caterpillar ramapaging all over it. You were deported in shame, having lost many valuable treasures.
You’re now convinced that Ogomo is responsible for both incidents: Your sources say he appointed himself the head of the Tokugawan Anti-Kaiju Team. He has been using the team to further his own goals, and recently they have captured a UFO, a ship full of extraterrestrials, and no doubt a lot of lucrative technology. You won’t stand for this anymore. You have just as much influence amongst the Council as Ogomo, and if you can sway the crowd you can block his ambitions, and turn your misfortune into a chance to bounce back.

· PRIMARY OBJECTIVE
· Crush the ambitions of Lord Ogomo and gain what he has for your own

SECONDARY OBJECTIVES
· Convince Admiral Harlock to let you gain some of the benefits of the corpse of Varan
· Speak with the non-humans in attendance about possible economic alliances.
Other Characters

Dr. Komon Gasha: A Tokugawan scientist, wanted by their government for starting a civil war. Apparently an expert in weird monsters.

Dr. Tazare Menezes: A fat, jovial Tokugawan scientist. Apparently the ‘Master of Optics’. Or ‘Demon of Optics’ depending on who you talk to.

White Fang: Your long-time ally and confidant, he’s a Native Rosilican who has the power to skinchange, a natural form of transforming that science can’t fully duplicate. He seems oddly distracted lately, but insisted on coming on this trip. And you did need a trustworthy second.

Lord Ogomo: The Ogomo Zaibatsu is a conglomerate operating in many countries, headed by the Ogomo samurai clan. Ogomo is a ruthless opportunist, the only thing greater than his greed is his pride. But he’s also a well-trained warrior, with a wicked katana.

Hell Commander Nitai: Apparently this short and oddly dressed creature is an alien. He’s quite odd, but you’ve seen strange enough things on this planet, he can’t be much worse.

Admiral Harlock: As the leader of the Sendai Navy, Harlock is one of the most dangerous people on the ocean. No conventional military force could stop a kaiju, but her Arcadia took it down in one barrage. But is she also going to find out the beasts secrets for herself?

Mimay: The underwater race called the Mu are isolationist, so you’ve never actually met a Siren before, or heard their legendary music. They say it calms and inspires a troubled mind.

Dr. Kyohei Yamane: One of your childhood heroes, Yamane has been all over the world to meet new cultures. But, after the Giant Caterpillar Incident, he might think very little of you.

Akio Nakamura: A young weapons scientist, with ties to both Ogomo and to Yamane. You wonder if he was one of the team that caused you so much trouble, and what to do about him.

Agatina Heterask: This young lady is now head of the Heterask clan, a very influential family of scientists, nobles and madmen. No doubt getting on her good side would be lucrative for your business, and the Heterasks might have interesting treasures in their vaults.

Saldo Miki: Uh, Agatina brought her butler as a Second? How extremely odd.

Captain Senpuuji: The Captain was a Tokugawan soldier, who abandoned his post and fled by submarine into the ocean. They say he knows many of the Mu Techno-Sorcerors personally.

Kyron of Tasmantis: A true Mu Techno-Sorceror, rarely do they come to the surface, but you suppose the Council is important enough to warrant their attention. He could be a useful ally.
