Gamma World 3rd Edition Adventure Book

“Rite of Passage”, aka “The Weapons Quest”

Errata and notes: please read before continuing.

There were a number of small omissions from the adventure listings in the original printing that need correcting. These corrections are:
-Encounter A13: At the end of the third sentence add “(see picture next to encounters F49-F53)”.
-Encounter C11: Near the end it says, “...take the road out of town (A58).” add “First read A58 then go to A9.”
-Encounter C92: Where it says, “...advised to avoid the pass.” add “Thisisthe arealabeled A48.” Near the end it says, “...take the road out of town
(A58).” add “First read A58 then go to A9.”
-Encounter E40: Where it says, “Do you wish to talk or die?’ change thisto “Do you wish to flee or die?’ and the option should be, “If you want to
run, turn to D29...(not “... tak, turn to B2")
-The town of Restore islocated just off map near A9 (southeast edge of map).
-For a picture of one of the cyborg attackers, see the cover of the GW6 module (it's lying at the bottom of the picture).

This adventure is designed to fit any generic location but it's pretty obvious that the city by the lake is Casper, WY (called Kazbero on the large
US map). The map for ‘ Rite of Passage/The Weapons Quest’ is roughly two hexes by two hexes on the US map. The details on the maps don’t match
exactly, but that can be blamed on the lack of skill of the cartographers during thistime. (In fact this areais alittle north of where modules GW6-11
for the third edition are set).



PART VI: RITE OF PASSAGE

INTRODUCTION

The town of Restore is a smzH Restoeationist
sttonghold in a valley that separates 2 long
mountain range from plains to the south.
Lacely Restore has come under attack from
targe bands of carrin birds and badder mu-
tants. These bands have been fotced down
from the mounrains and your Restoration
Council feels thar these new enemies must be
stopped at all costs. The town has just received
informarion that a raid is going to descend on
Restorc in just seven days. You are being sent
on a desperate mission into the mountains to
find weapons of the Ancients to aid in this
fight. But you begin to wonder why these in-
vasions have occumred. You wamt to answer
that question on your quest, if you can.

This adventure, Rire of Passage, will incro-
duce you tw the GAMMA WORLD® game.
New game masters (GMs) and playess ean be-
gin with this advenrure and learn the game as
they play. It requires no referec and can be
played by one to four people, or 1 GM ean use
this adveacure to help him run a campaign for
his players and to get a berter feel for how 1o
be a GM.

The players take on the roles of a band of
Restorationists assigned to explore the moun-
tains and find ancient artifacts. Although we
suggest using the pre-generated characiers
listed on the cover of the Player's Screen, play-
ets who know the game may create their own
- characters if they desire {see “*Character
Trpes” and “How to Create a Character” in
the Rule Book).

If less than four people play this edventure,
one or two of the players should play more
than one characeer. For instance, if three peo-
ple play, one of them should mun two chaeac-
ters, while the other two should run only one
character each. If one person plays he should
run all four characrers,

What You Need to Play

1) The GAMMA WORLD® game Rule Book

2) The Playet's and Game Master’s Scteens
and the Advenmre Book (you're hold-
ing it now)

3) The dice from the box

4) A photocopied Adventure Record Sheet

5} Pencils and some time 1o play the game

Entries

This adventure consists of many separate
sections called entries. Each eney is desig-
nated by a lecter-number combination and
describes a place or situation that the player
characters (PCs) might encounter, As you read
each entty, you must chease what you chink is
the hest course of action from the list of op-
tions. There are no “cotrect” chaices, but if
you are not cateful, you could end up in some
vety difficubt siruations. Each option directs

you to 1 new entry that describes the results of
yout choice,

Example: At the beginning of the adven-
rure you have to choose whether 1o seek out
your elders for morc information or quickly
leave the village and begin your adventure.
3eeking more information is Entry B1 and if
you take this choice you move to that section
of the adventuse and read that entry. Quickly
leaving the village is Entry C11 and if you take
this choice you move to that section of the ad-
venmure and read that enay. Both of these
choices direct you to some other entry and the
adventure continues.

Players should note that the entties make
no sense if they are read in strict numerical of-
der. It is important that you read only the en-
tries you are directed to read. If you read other
cattics, you may become confused, and you
will certainly spoil the fun and adventure of
the game.

Keeping Track
of the Adventure

Whenever you read 2n encry it will be heip-
ful to use the Adventure Record Sheer 1o keep
ttack of where you have been and what hap-
pened. You may want to make several copies
of this shecr because you may need more writ-
ing room than just the spaces provided on one
sheet.

The “Hit Points/Wounds Suffered” sec-
tion on the Record Sheet is used to record the
oumber of points of damage you have taken
duting the adventure (see “Hit Points and
Damage" in the Rule Book}. In the “‘Last En-
ty” section, you can keep crack of which en-
tries you have tried. There may be times when
you have to go back to an entry and uy again.
The players should keep a separate sheet of
paper to note items acquired during the ad-
veénture.

Decision Making

The players must make all decisions as a
party, except during combat. This means chat
the majotity of the players must agree on an
action before the pamy acts. Duting combar
cach player may choose 2 different action as
long as chose actions do not refer them to sep-
arate entry numbers.

Rolling Randomly

Duting the coursc of a combat or from the di-
fections of an cntty, you may find i necessary to
deterrmine who 2 non-player character (NPC) ar-
tacks or works with by tolling randomiy. You roll
randomly when you can sce o logical reason for
a non-player character to choose one course of
action over another. Arbitrarily assign numbers
on a six-sided dic to determine what the charac-
ter does. Bxample: The character attacks Ren on
al,Razona2, Sheesh ona 3, Wroll on 2 4, ot

tries ta artack both Ren and Raa on a 5, or
Sheesh and Wroll on z 6.

Using the Maps

This adventure is played with a series of
maps found on the cover of the Rule Book and
in the center of the Adventure Book. Use the
outdoor map of the wilderness (the “A™ map)
1o selece the path you want to take. Then
move from hex to hex until you encer a labeled
area. For cvery six hexes you move, roll 1d6.
On 2 6, refer 1o the type of terrain you are in
and read that entry for instructions.

Turn to the Random Encounter Table in the
center of this book and familiarize yoursclf
with the terms used for encounters through-
our this adventure.

Combat

This adventure presents the player charac-
tets with many combat opportunities. It is a
good idez to carefully read the **Combat” sec-
tion in the Rule Book before going further,

Gotting Healed

The PCs have seven days to accomplish
their mission before the raid against Restore,
If 2 characrcr is seriously wounded, he can go
back to the village and be healed completely
by the clders of the Resworarionists. A round
ttip between the mountains and the village
takes one day. A PC can leave his group and
find them again heeause of the trail matkings
they are lcaving. Buc be cannot rejoin them
until 2 day passes for the other PCs and he
cannot leave and adventurc by himself in
other entries. The PC should only be inter-
ested in finding his comrades and continuing
the adventure,

I your character loses atl of his hit points
then he is dead. You can then play che part of
the non-player characters and focs in the ad-
ventute and role play their confrontacions
with the players’ characters.

Ending the Adventure

The entries in the adventure will tel] you if
your actions help the Restorationists win cheir
battle 2gainst the mutants. If all of your chat-
acters die, you have obviously lost and Restore
is overrun by the mutant invaders. If vou do
not rerurn to your village with the necessary
weapons within seven days, you have also lost.

Feel free 1o stop playing ar any time and
pick up where you left off at a later time,

The Characters

Read the character desctiptions on Player's
Screen and refet to the “Murations” section and
the “Equipment and Weapons” section in the
Rule Book w understand the characters and their
devices can do.



A1

VICTORY
CONDITIONS

Weapons: If you take back more than 15
weapons, of get others to take back more than
15 weapons, within the time limit, you win a
Minor Vicrory.

Cyborg Heads: If you ke back more than
two cyborg heads plus 15 or more weapons,
you win a Clear Victory.

Information: ¥ you bring back informa-
tion about the locations of the cyborg menace
plus 15 or more weapons, you win 2 Clear Vic-
tory.

Future Allies: Ifyou have entered a fight to
save the life of another, they will help you in
the future. This plus 15 or more weapons gives
you a Clear Victory.

Maijor Victory: If you fulfill ail four of the
conditions above, you win a Major Victory.

Superior Victory: If you have visited the cy-
botg compound or the space ship and deliv-
ered 15 or more weapons to your village, you
have achieved a Superiar Victory, the highest
level of victory.

Start

For the Readers: When you come within
one hex of a number on the map, you must
read that numbered entry. I there 18 more
than one type of terrain in that hex, cheose
whichever tetrain Is most favorable to you. As
you come into a new terrain hex, read the en-
try for that terrain as noced at the bottom of
the map. ln other words, the first time you en-
ter 2 fotest hex, read the forest entry. etc.

For the Player Characters: Your quest be-
gins at dawn of the first day. You have been
given 2 rough map of the mountains that mu-
tants in the town have created for you. Your
mission 15 to acquite enetgy weapons of the
Ancients, but you also want to discover why
yout lands have been recendy invaded. You
could leave immediately {C11) or you could
take a few houss and ask questions of those
who have recencly scouted in the hills (C92}.

Al The road travels through a narrow pass
between two hills and there is a log roadblock
a hundied meters ahead. You can go off the
road and into the hills of you can check ouc
the blockade (C71).

A2 You travel through the grasslands in
this valley until you notice a large, stone struc-
ture nestled in the hillside to the east. You
come within three hundred meters of it when
a4 metef-tal! oval robot flies our from the
building and apptoaches you. Do you shoot
the rabot (F37), let it approach (B70), or run
back into the wilds?

A3 You follow the river for a time when
suddenly a mountain of white flesh erupts auc

of the water. It meneally atcacks each of you,
strrving to concrol you (HD 15; hp 123; MS
15; mutations—mental control (one tey for
each of your party, any falling under its con-
trol begin fighting the rest with theit best
weapons), mentzl paralysis (f held for five
acrion (urns the viceim dies, the paralysis is au-
tomatic after the first successful attack, the
creature can make other atracks while one of
your number is mentally paralyzed}, stunning
force {one tty for cach of your party, if the at-
tack works, thar patty member is stunned for
the rest of the bartde), heat generation from
tentacles (Dm $).

This crearure attacks every patty member
every action turn until you run away (see D29}
or defeat it, You cannot run away if any party
members are stunned, paralyzed, or mentaily
concrolled.

A4 You hear the sound of an engine rev-
ving. There is a biack plume of smoke rising
about 2 hundred meters off in the grasslands.
If yvou want to check it out turn to B45 (this
takes one hour}.

A5 Out on the prasslands you hear a
scream for help (or is it a bactle cry?). If you
rush o see what it s, win w C58. If you do
10T want to investigace, just concinue your
ek across the map.

A6 Several hundred meters off the road
stands a towering statue of a pure strain hu-
man female. She s wearing a suange dress
and 15 holding a torch in ane hand and a lasge
beck in the other. There is & glowing entrance
ar the scatue’s feet. If you leave rhe road ro
check ic out, go wo A95. This takes two hours.

A7 The door opens into a large room that
lights up from glowing spots on the ceiling as
you enter. A voice speaks in a [anguage you
have never heard before, but you do recognize
some numbers in the speech. The voice seems
to come from all around you. On three walls
of this room are large, open boxes at hip
height. Above each of them is 2 window of
some sott. Fach of you must roll an Intelli-
gence Check. If even one of you succeeds, tutn
ra B73. i none of you succeeds, tura to F34.

A8 This is a box canyon and you have
teached the end of it, but instead of the not-
mal rocks, you discover a huge mecal door. It
stands 20 meters tall by 15 meters wide. Thete
is a large pile of skeleral remains at the base of
the doot Exploting chis arca will take two
hous.

1f you wish to check out the bones and
equipmenr you sce just lying here, go to A96.
To check out the door, turn to AG6.

A9 You move down the read from your vil-

fage ready for action. You only travel 2 shore
distance down the mountain pass when you
see a rider on a brutorz moving up the road ro-
ward you. He 1s a stranger and looks somewhat
beat up. He is bleeding from several wounds,
buc still looks tough in his broad-brimmed,
btack har and strange, blanket-like clothing.
You can let him pass and continue to your next
encountet, of you can try to talk to him about
what lies ahead (A99).

A10 Nothinguntoward happens as you en-
ter an area of sand dunes and discover ruins of
the Ancients buried in the sand! These huild-
ings could be filled with the weapons you
need. It will take you ewo hours o explore
each building. You may explore one of the fol-
lowing: one almost completely buried (AG65),
one that appears o be mostly intact {A97}, or
one least buried by sand {A80).

All Deep in the forest you sense the pres-
ence of eyes watching you. The trees that sur-
tound you ate old and chey seem bent and
threatening. Suddenly you hear a roar and
each of you fites youtr most powerful weapon
at the noise. Then you hear giggling. The lil
are playing tricks again.

You can leave some Tech 111 or IV equip-
ment for them and hope that they leave you
alone. You can z2lse continue on your way and
try to ignore themn (C41).

A12 There'’s a strange smell in che air It's
like meat that’s been out in the sun too long.
You ate on the bhotder herween forest and
grasslands and there is a stream to the south of
you. You ate cansideting going into the woods
when you see the bodies. There ate three
green-skinned humanoid bodies with obortic
heads on them (cyborgs). Each body is trans-
fixed by ac least 10 long spears. You could
check out the bodies (C44), or leave the arca
and continue into the wilderness.

A13 You hear the sound of marching boots
in the distance down the road. You all hide as
best you can and try to see whart is approach-
ing. In a few minutes you sce twenty android
wartiots all armored in energy suits of some
type and catrying unnsually large laser weap-
oas. As you watch, an otlen rushes from con-
ccalment and tries to get actoss the road.
‘twenty laser rifles blast out in unison and turn
the otlen to ash. If Ren is with you, the
thought of talking to them comes to mind {see
B36). Or you could just let them continue on
their way.

Al4 You have climbed o the rop of this
mountain peak because it is the highest point
in the area. You discover a building of che An-
cients. There is some type of light on the roof
that begins flashing brightly as you appreach.



A15

A door slides open as you come within twenty
meters of the building and a voice calls out to
you, *“Won't you come in and have sometching
o eat?”

If you want to go tight in, tun to C45. If
you want to hide and see what happens, wum
to B33,

Al5 You have discovered a cyborg com-
pound in the hills. It is surrounded by 2
strange coiled wire. As you watch, the wind
blows a tree limb into the wire. The limb is si-
leatly severed and falls onto the wite to be
sliced into a thousand pieces.

There are two gates into the compound and
cach is guarded by a huge humanoid cyborg
with a laser rifle. You see a vehicle drive up o
the gate. The guard opens the wire gate and
lets them out. As it drives past you note that it
15 full of cyborgs.

At the cenuer of the compound is a huge
spacecraft. The spacecraft and every other
structure in the compound is made of ctystat.
Everything is dome shaped and you arc all cu-
rious zbout what could be in the domes.
Briefly you look over your equipment and de-
cide that if you had some cyborg heads you
could disguise your group as cyborgs and just
walk in.

If you have killed cyborgs and collecred
their heads, you conld gut them and put them
on and walk in. Refer to the Compound Map
eqtties if you do this,

If you have not encountered and killed
encugh cyborgs to do this, you must leave this
arez and warn your elders about it.

Al6 You hear the sound of a0 engine turn-
ing over but not cacching. As you carefully ap-
proach, you see a turbine truck in trouble.
There is a meral-headed humaaoid trying to
start it and not having any luck ac all. You hear
it asking for assistance over a radio. You see
there is a load of something in the cruck, buta
targe cloth covers it entirely.

You can try to help the cyborg (A87), attack
it (B36), wair to see what help arrives (F48), or
leave and wander through che wilderness once

again.

A17 You are in the hills and haven't seen
anything fot 2 long time. Climbing to the top
of u ridge, you just realize that there is an odd
tack of vegeration here. Reaching down to
check out the soil, you discover that the entire
hill is artificial!

Suddenly a hole opens up in the earth and
vou all fall into it] Turn to C46.

A18 You have come to the foothills by the
source of a small river and you see a group of
five small humanoids chained cogether.
Standing over them are rwo heavily armed hu-
manoid cyborgs! You can min away (rewrn to

the Wilderness Map), or you can fighr (B37).

A19 Moving through the forest (remember
1o check for unusaal trees from entry A43),
you find an animal trail and follow it. After a
while of traveling down the trail, vou see a pis-
tol lying in front of you. Thinking it might be
a trap, you check the area but see na one.
Picking up the pistol, you cannot seem 1o fig-
ure it out. It has no visible moving patts, but
it looks like a pistol—it has 2 grip, a trigger,
and a barrel. As you look around, vou see
more of these pistols off the path, just lying on
the ground. If you wish to coilect them, turm
0 F50. Or f you think the area seems oo sus-
picious, continue on the Wilderness Map.

A20 You are on a wide crail between low
mountzins and in the distance you see a log
cabin to the side of the road. You approach ic
carcfully and thete n the large doorway are
two cyborgs scanning the hillside. They have
the bodies of serfs and metal heads. This
could be some type of outpost. If you want w
see the inside of the cabin, talking to them

seems te be the only way—rturn to F49. If you
decide to avoid this place, return to the Wil-
derness Map.

A21 In the middle of the forest there is a
huge clearing filled encirely with large. purple
flowers. The sight is 2 bit unserling because
you've never seen such blooms. You can check
them out (B35}, of you can avoid the area and
<ONntinue ofl yout way.

A22 There is a massive bridge spanning the
wide river. There is also a huge robot standing
in the middle of the bridge. I+ bristles with
weapons, mini-missile launchers, and rockets.
If you try to cross the bridge you must deal
with the robot. On both sides of the bridge
you can see blast areas where che robot must
have fought and won.

You may continue adventuring and not
cross the bridge. Otherwise flip the GAMMA
WORLD® game equivalent of a coin. If it
comes up multi-headed, turn to entry C73; if
it comes up multi-tailed, turn to B48.




A23

A23 You are traveling by the lake when a
tree-like being suddenly crupe frum che water
and starts shooting an amazing variety of
weapons at you!

Ths is a seroon lous (HD 18; hp 100; this
plant can fice all its weapons at once;
weapons—two laser piscels (Tech 1V, Dm 8§,
three shots left in cach pistol), four crossbows
{Tech I1, Dm 10/5), one type A slug pistol
{Tech I11, Dm 10, 11 shots left), one type B
slug pistol (Tech ITT, Dm 15, nme shots left),
one type Cslug pistol (Tech IV, Dm 15, three
shots left)). The tree plant’s branches can also
grab weapons from fallen party members and
use them in addition to the weapons men-
tioned here.

If you decide to run away, tum to cotry
D29.

A24 In the grasslands you come across the
trail of 4 large vehicle moving west. You follow
the track for a time and finally see it. There in
front of you about 50 meters away is a huge ar-
mored vehicle of the Ancients, There are
many different types of gun ports and they all
lock seady to fire, If you wane to check 1 out,
turn to B60. Otherwise you leave the area and
wandet cthrough the wildetmness.

A25 You have come to the edge of the for-
est and there is 2 vast tunnel sloping into the
ground. At the cunnel’s mouth you see a gline
of metal. If you go to check it ourt, tum to
B39, Or you can leave not wanting to face
something that could bore 2 tunnel that large.

A26 The path between the hills narrows
here and you can sec a roadblock in the dis-
tance ahead of you. When you get within 100
meters of it, a voice shouts out, "“Stop where
you are and come no farther, There is a dan-
gerous plague in this valley. You must turo
back.”

You can leave and continue to adventure in
the wilds, or you can atwack the roadblock

(Bs58).

A27 You've come upon the temains of a
hisser village. 1t consists of semicircular
mounds of packed earth that lead 10 under-
ground homes. But the village is a smoking
min and hisser heads are lying all over the
place. There muse have been a bartle here and
the hissers lost. You search several of the un.
derground homes but find only burnt win.
There are no bodies and you wonder if the
badders and catrins had 2 hand in chis. It
makes you more resolved than ever to find
weapons fo1 your village.

A28 At the edge of the forest you sce a
metal shed and a lot of orange-winged lil
working to clear the sutrounding vndetbrush
and trees. You know thar lil are tricky creatures

that often steal rhings from others. Bur thar
shed lovks interesting . b shines in de sun and
doesn't show a speck of rust. You can check it
out (A84), or you can leave the lil alone and
go back into the wilderness.

A29 You see a pure strain human in the
distance fighting off a group of nine flying
carrins. They swoop down with bows and
shoot at him and then swoop out of range of
hs sling. Yout partty fires from a distance and
then rushes into the bactle. The carrins are
surprised and you get two more action turns (o
shoot at them. Then they fly off into the
mountzins to the west,

The human you have saved is very grateful
and offers to zid you in your guest. He comes
from a Restorationist city far to the north and
has been exploring this area for several days.
He knows there are lots of orange- and black-
winged lil 1n chis area.

(Pure strain human: Rank 16 hp 101 (has
51 left); weapons—sling and metal bullets for
it (Dm 4/8), two-handed sword (Dm 10/20};
plate mail armor (negates 30 points of damage
every action curn).)

A30 You have discoveted a large area full of
ruined buildings of the Ancients. You cannat
hope to search it all in the time you have ce-
maining. Thete are two interesting-looking
areas where you think you migh find some-
thing useful.

Ir rakes three hours 1o check out each of
these interesting areas.

There isa tall black min by a lake (B74). Or
you can search along a road that mans north
and south (F32).

A31 You foltow the road and discover that
it cnds in rubble and boulders. There are na
paths through the mountaing in the area and
you have to wonder why the road was cut here.
It might be worth your while to dig in the rub-
ble for a time (A75). O1 you could just leave
the area.

A32 You hear a Joud crackling sound to the
west of you in the grass, You cautiously ap-
proach and see a fallen figure. Fearing a trap
you cbserve the body for a time. It rwitches
and you see sparks coming from its head,
making the crackling sound. Going over you
find a badty wounded thinker android.

“I am dying," it says, ‘but before 1 return
0 the ooze from which T came, 1 must give
you something. We androids are waging a war
against the cyborgs. My part of this bartle 1s ac
an end, but I have something that will allow
you to concinue my fighe”

He takes two black ray pistols {Tech V, Dim 4¢,
four-shot energy cells} from his robes. He teaches
yau how to use them, gives you a spate energy
cell for each, and then dissolves inco 2 red gel.

A33 Rising out of the water at the edge of
the lake and marsh is a large building of the
Ancients. A doot is visible on the side facing
the lake. As you venrure closer, you can see 13
tentacled creatures sticking co the door. They
are ugly little brutes that wave their tentacles
threareningly at you all as you approsch.

You cannor el what the walls of the buiid-
ing are made of —it is different from any stone
ot metal you have seen. There are no windows
and the large, black door is the only entrance.
Buc you are leery of tangling wich those tenta-
cled things.

H you decide o atrack the creatures, go w0
B71. If you want to leave, return to the wilds.

A34 You see smoke in the distance. You
could approach closer (A74}, but it could be
trouble you might want to avoid.

A35 You see a plume of smoke in the dis-
tance. You cautiously @pproach and sight a
dabber camp. These raccoon humanoids are
known for their sly ways. They are all armed
with laser rifles (lech 1V, Dm 12) and you
don't want to fight them, but maybe you can
deal with them. If you talk with them, turn to
B66. Otherwise you sneak past them and con-
unue theough the wilds.

A36 In the middle of the mountains you
discover 2 huge statue of a falcon with i
wings spread. The thing stands many man-
heights tall and at its base is a huge stack of
items of the Ancients. You recognize some
weapons, but there are many other things you
have never seen before. Naturally the thought
of carrins comes o mind. You stop about one
hundred meters away and spend over an hour
scanning the skies. You do not spot any birds.

If you want o take a look at Lhe equipment,
turn to B67. If you want nothing to do with
this place, wander again through the wilds.

A37 You've moved into che hills and the
poing is pretty rough. You are considering
moving inte the grasslands when you arc at-
tacked by a band of six flying carrins (HD 135;
hp 90, 70, 33, 34, 53, 52; MS 13; weapons—
laser pistol {Tech I11, Dm 8, five shots); short
bows and wwenty arrows (Tech I, Dm 14)),
They concentrate their laser shots on those
with power armor. After they use up the laser
charges, they concentrate their bow shots on
those withour armor. They continue o fight
until all their missiic weapons are used up and
then they fly away. If you run, you must get
two successful run resules o ger away from
these (see [)29).

A38 You hear loud engine noises and cau-
tiously approach a point where you can see the
machines. You see a huge machine of the An-
cients digging a road into the mountainside.



A39

The maching is s large as your entire village.
It is just removing rock from in front and
pushing it off to the sides. You can see it has
already made quite 2 long road from the low
mountains to here. You can go down and try
to deal with it (B&5}, or you czn continue in
the wilds.

A39 You release the robot and it immed:-
ately attacks Wroll. (If Wroll is not here, this
rebot follows your party and only attacks ani-
mals that actack your party.)

(Wilderness ccology bot: HD 16; hp 90; ar-
mor absorbs che first 20 points of physical
damage in an action turn; paralysis field (as a
stun pistol, if it hits it stuns for base rtwo min-
utes); defoliant spray (Dm 10, works on vege-
tation of al types): capture net {if it hits ir
cntangles the figure for base two minutes);
sonic torch {Dm 8); laser torch {Dm 15); flame
gun (Dm 18}, the bot’s vibro saw s not work-
ing right now). If the robor does not stun
Wroll on the first action turn, it attacks simul-
ranecusly wich all of its weapons. It cannot at-
tack Ren, bur it can reply to attacks from any
other members of the party, I you run away,
tum to 329, bur you will have to leave the
compound.

A40 These are small, slow-moving streams
that can be crossed casily, There are crcatures
swimming in the water that your elders have
warned are highly dangerous. At any point
where teees rouch the warer's edge, you can
use them to cross safely. Roll a Dexterity
Check for each character who crosses on a tree.
Those who fail fall just as they reach the oppo-
site bank and land on the ground for 2d10
points of damage. If you try to walk or swim
across the stream, wrn o (A94),

A4]l When you release the first robot, it
immediately begins firing at crystal domes in
all directions. You tun from the compound for
your life and know you have released a terribie
creatuce of destruction on the cyborgs.

A42 There are thiec different rypes of
mountains, Moving through them rakes a
great deal of time. It takes two houts to cross a
low mountain hex, four hours to cross a me-
dium mountain hex, zad nine houts to cross 2
high mountain hex.

A43 You can travel one hex per rwo hours
while in the woods. For each new wood hex
you enter, you tisk having to fight through
murtated trees. Reoll a 1d6. On a 1-3 you meet
normal trees. On a 4 you face thorn throwers
(HD 35, Dm 6, and they atack for the first
action turn and then you may try wo run (go to
D29)). On a 5 you face life leeching trees (HD
15, sttip six points from each party member if
successful and they actack for the first action

marn and ther you may oy to mn away (go to
D29)). On a6 you face intelligent crader trees.
They try to mentally charm each pacey mem-
ber into trading the best tech weapon he has
for a Tech 11 crossbow. This charm is 2 Rank 3
mental attack. Only when you are away from
their influcnce do you realize chat you have
been cheated by the trees.

Ad44 The ground of the marsh is spongy
and you sometimes sink up to your knecs
while crossing. It takes four houss to cross a
marsh hex. You can se¢ the ruins of a city of
the Ancients lying in the marsh, bur you
doubst if it is worth the risk to enter the place,

A45 The river flows wo fast and is too wide
to swim or float across. You will have to look
for a ford ot find an area where the trees lean
ovet the warer. Each woods hex botdering 2
river contatas trees that lean over the river. Ac
these points it is possible to use the ovathang-
ing trees to get across. Roll a Dexterity Check
for each character who crosses on a tree. Those
who fail fall just as they reach the opposite
bank and land on the ground for 2d10 points
of damage.

A46 You consider crossing the lake on a
boat ot ratt until you see the huge ecls and
other creatures that infest the lake. They
could easily swallow your craft whole.

A47 Afrer searching these ruins, you con-
clude chat there arc only three places really
worth checking out. All of them show signs of
still having functioning enctgy sousces of the
Anctents. Each of the three buildings takes
thres houss to scarch. The first area is a lit tun-
nel thae feads underground (A92). The next is
a door in the tocks that has a still-functioning
light an 1t (B43). The last is a 1obot that 1
working around a huge pile of rubble (C70).

A48 The road bends to the north and
winds berween two very tall cliff faces. You
hear the sound of some type of machinery. It
moves and the noise echoes in the rocks. To
continue on quickly down the road, go to
A98; to climb around the area, go to AG3,

Ad9 You encounter a large strerch of roll-
ing sand dunes. You suddenly sec a small dog
running over 2 dune about twenty meters
from you. There are three fins rippling just
under the sand behind it. In a heartbeat a
huge saw.toothed maw rises up out of the
sznd and swallows the dog whole. Maybe this
is not the territory for you. You can retutn to
the Wilderness Map or you can walk out into
the dunes (A10).

AS50 In the grasslands at the edge of the
forest, you discover a recently built brick

building. If you move closer, turn 1o C69.

AS1 You see the smoking remains of a
hover car on the road. If you approach closer,
read C67.

AS52 You are moving as quickly s you can
when suddealy you stop as a huge stonc wall
suddenly fills your vision and blocks your way.
“You will stop and you wilt pay z toll.”” comes
the meneal contact.

“Who ate we talking to? " one of you asks.

Before your eyes the wall vanishes and five
black-winged lil fly up to you.

“We keep this area free of androids, cy-
borgs, and robots. Are you going to pay or
not? The toll is ene Tech 11T item from cach of
you,

If you pav and talk to the lil, tum to C8. i
you run or attack, tumn to B3s,

A53 You have discovered an area of lil
bzambles. You know that these creatures are
whirnsiczl and sometimes dangerous. At the
least they could steal important equipment, If
you wish to try to talk to them, wun to C40.

AS4 Seven orange-winged lil are fighting
an ugly, wentacled horror. As you watch, the
monster pops two lil in its mouth with a
toothy grin. You can walk away immediately,
because the monster is busy with the lil, or you
can take a hand in the bacde {B40).

A35 You are wavcling in the grasslands
when in the distance you sec a huge band of
lil. There are several hundred of them and sev-
eral groups are meunted on aras (large flying
insects). They have not seen you yet so you
could leave the area. These are black-winged
li? and you know how dangerous it can be 10
talk to them. You mighe find yourselves with-
out any weapoans. If you talk 10 them, you
must use the Interrogarion Chart (D30). Mark
this place and return to it after you have rolled
to see how they like you: Favorable (C61),
Cautious (B26), Indignanc (F39), Hostle
(B69).

A56 You are at the border between the
grasslands and the hills when you hear the
sound of shouting in the distance. Cautiously
investigating, you scc a band of 15 hoops ar-
guing with each othet. These creatures ate es-
pecially nasty because they can tuen metal
iterns to rubber with a touch. They are only
armed with swords, but cach onc is in chain
mail, You could go down and talk to them,
but that would be very dangerous. If you go to
talk, wirn o B68. If you decide to Ieave, con-
tinue on your journey.

AS7 Off the road is an oasis in the grass-
lands. From a distance you can see a large paol
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of water surrounded by a grove of yellow trees.
There is 2 metal vehicle of some type there and
you can see two figures moving around a
camp. If you want to check things out, turn to
(75; otherwisc continue using the map. 1t
takes one hour to check ourt cthe oasis.

AS8 You can travel two hexes per hour
while on a road, Whenever you leave the road,
consult the other terrain notes to sce what the
mavermnent rares are in those terrains. You can
travel for 18 hours every day.

Traveling in the clear areas is at a rate of one
hex per hout. You must test six houts every
night, except for the seventh day when you
may push yourself to complete your mission.

AS59 The mins of the Ancients’ city are
thickly cvergrown with vegetation. You see
hundreds of burne-out shells of buildings and
several intact structures rising out of the forest
and hills of the area. You instantly have a ran-
dom encounter: toll 1d6 to determine which
creature you meer from the first six on the
Random Creatures table. Then refer to the
"A" number for those mins to determine
what you do next. You spend two hours
searching and then refer to the “E” map {(An-
cient Ruins) for the other encounters in this
areu.

A6l You see row upon row of mucaced
trecs. Several rows cousist of mobile rees chat
have been tightly chained to the ground.
There are other rows of trees with large holes
in their sides as if explosions occurred here re-
cently. It takes one hout to completely check
the grove and all of its choices. H you wish to
check out any of the following, tmn w the
proper encry: the mobile tress (A100), the
trees with explosion holes (A78); search
through the planted forest {A69).

A61 Heading deeper into the grove, you
see an old, battered robot tying o prne sev-
eral purple fruit trees. Every time it cuts a
branch some fruit falls off and explodes, If
Ren is with you, tuen o €20; if he is not here,
turn to C91.

A62 You challenge him, but before you
can even move your weapons he has rwa slug
throwets in his hands and he fites (Rank 15,
hp 140, Dexterity 18 {+2), chainmail vest
{— 15 points per action turn), two type A slug
pistols (Tech 111, Dm10, —7 CS for the sight-
hand weapon and —5 C5 for the left-hand
weapon). You can run away after the first
action rurn (go to D29), or you can fight. If
you win the bactle, tumn to C88.

A63 You must enter the mountains to get
atound the machincry Rcad A42 and con-
tinue ttaveling on the Wildemness Map.

A64 Rell 1dé. On a 5 o1 6 the guns fire for
two mare action turns befare you pet away.
You will have to face them on the way back if
you don't have enough time to go around
them.

A65 This building is almost entirely buried
in the sand. You clear away enough sand to
uncover an entrance o what appears to be the
roof. The metal door opens onto a leng stair-
way down. You see a light source of the An-
cients still working. This building must have
an active power source semewhere below! If
you wish to continue mrn to €62 ot you may
g0 back to A10 and make another choice.

A6 The door is solid and does not budge
no matter what you do. When you expen-
ment with an enetgy weapon on the door, it
starts to tick. You can ron away and return o
the Wildemness Map or you can continue in-
vestigating (turn ro C76).

A67 You have been caprured by the cy-
borgs and taken to their base camp in the
mountains at Area AlS (see the Wilderness
Map).

As you go through the gates, you notice the
camp is surrounded by huge coils of shiny
wire. You see the wind brush a wee limb
against a bit of it and the limb is sliced into a
thousand pieces. There is no escape thiough
that stuff.

At the gate you see a humanaid cybocg
armed with a laser rifle. 1t is 2 huge creature
and 1ts cyborg head looks strange on the large
body. The thing opens the gate and you ate
taken inside the compound.

You see many dome-shaped buildings all
made of the same crystal material, At the cen-
ter of the compound is a huge spacecraft. You
recognize it from the stories you bave heard
your elders tell. Thete are huge blasting cones
underneath 10 give the ship the power 1o bift
into the sky. There are few figures moving
about the camp and all of these are cyborg
creamures.

You arc taken 10 a large dome ar one end of
the camp (Area D4 on the map). Inside is 2
charnkber fitled with cages. You see two cyborgs
spraying a gas on 1 helpless cac creaure. The
creatute screams in pain and then falls uncon-
scious. The cyborgs do the same to each of your
pary but the gas does not make you go w
sleep—all it does is inflict 5 poines of damage.
But you pretend 10 slump w the floor uncon-
scious and the eyborgs place each of you in sepa-
rate cages. Your equiprment is tossed onto a big
pile of equipment in the center of the chamber.
You wait until it is quicter and think about what
you saw in the camp. You have to escape, but
there 15 a huge ship in the middle of che complex
thar looks like it could fly into space. You rezily
want 2 look inside. Turn 1o B4,

A68 You uy walking with the robor. If Ren
18 with the group, turn to C66. If he is not
with the party, che robot arvacks you all (B42).

AG9 In examining the more normal trees in
the grove, you are amazed at the evenness of
the rows and how well the trees are tended.
Then you hear loud explosions in the dis-
tance, deeper inte the grove. You can go back
to A60 and make another choice or check our
the explosions (A61).

A70 You have disabled the robot. Maybe
you can tecovet it later. You examine the pile
of technology off to the side and discover the
following: one hydrogen energy cell charger,
22 things with blades that you hope are weap-
ons, 91 drained hydrogen energy cells, 19
powered solar energy cells, 2 huge anti-gravity
sled that Ren knows how to operate. With this
you can carry 20 metric tons of marerial if you
can pile it high enough. You cannot use it for
transportation, but you can use it like 2 wagon
and pull it behind you.

A7l You give them nothing and you learn
nothing from them. You are politely forced
out and told not to return again. You know
there are too many of them to fight. You can
go back 10 A47 and make another choice or
just leave this atea.

A72 The shed contains the following: two
large plass tubes filled with a black liquid,
four small black sacks fitled wich 2 dark pow-
der, assorted tools for working with soil (shov-
els, picks, rakes, hoes, etc.), a rack of 10
pistols and 50 tubes that fit into che grips of
the pistols, and ewency small buxes filled with
agreen crystal powder, You may each take one
item of your choice and leave (you may take all
of the guns and the wwbes if ene of you chooses
those itemns). Turn to B2 for an explanation
of what you have.

A73 You rake the down-sloping passage
and teavel deep into the earth. You are begin-
ning 1o wonder how far this passage goes and
feel mote than a little apprehensive when it fi-
nally opens up into a farge underground cav-
ern with a huge pool of water in the middle.
Then you hear a telepathic message, “Who
dares to disturb my rest again? If you are cy-
borgs yeu arc going to be sorry”

You could run from this being and leave, or
you could try and reason with it (B64).

A74 Gertting closer you see the remains of 2
badder fortress. You have heard staries about
them and know cheec is a large arca of under-
ground warrens beneath the burning log
struceure. Something has come in and at-
tacked the fort and destroyed it. Thosc attack-
ers might siill be around.
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[f you want to explore the area to see if there
is anything of value left, go to F43. If you
leave the area, resume yourt journey across the
Wildetness map.

A75 It takes three hours to dig chrough the
rocks. You eventually find a wnnel entrance
made by the Ancients, bur it is blocked with
rubble. You are about to give up in disgust
when you find a body with a metal cyborg
head. It has been there for a while. The body
has a broken Mark VIIrifle and a black ray pis-
tol that seems in working ordes {Tech IV, Dm
40, four shots from the chemical energy ceil,
this one has a drained cell). You take the head
and the pistol, but leave the problem of the
tunnel for ancther time.

A76 You blast away at the metal door and
shoot another 11 times untit several bullets fi-
nally shoot through the doot. You hear the
sound of glass breaking inside. Well, at least
the door 15 open. Turn to A72, ternembeting
that the bottles are now hroken.

A77 You wait and in a few minurtes feel
sleepy and so tired. You fall asleep and arc
basely aware that five metal-headed creatures
come in and cart you away. This was a crap.
Tutn co A67.

A78 Very carefully you apptoach the trees
with explosion holes. Each member of the
party must roll an Intelligence Check. If any
of you make ir, tarn o C89; if you all fail,
turn to 26,

AT79 You artack the gun emplacernents and
your fire does nothing. The lasers attack you
for two more action turns and theo you decide
te un past the lasers (AG4).

AB0 Going to the tuin least buried by
sand, you discover u structure with several lev-
els. All of the windows are broken and the
place has the look of having heen picked
clean. You eonet through the door, If Sheesh is
with you, wrn to €30; if he is oot with the
party, you discover nothing here. You can
choose again from A10 or journey somewhere
eke on the map.

A81 The doots slam shut and you feel the
entite chamber move. After a few seconds the
doors epen again and a huge robot artacks. 1ts
energy screcns stop zll of your weapons, it pre-
vents you from passing by, and it fires for two
turns before your mad burton pushing gets
the doors closed =gzin.

The robot is using laser rifles that shoot
from its main body. There are 16 of them, but
only two can fire on each party member per
wurn {Rank 10, Dm 12) and it has ewo action
tumns of fire before the doors clase again,

Those who survive the fight leave the stacue
immediately, aoc wanting (o face any more
SULPTiSes.

A82 A humanoid as tall as Sheesh meets
you near the deorway before you can gera me-
ter into cthe chamber. He is wearing 2 long
flowing robe and has a sword in his hand that
15 twice as long as Ren.

“Weicome w the Archives! What technoi-
ogy of the Ancients have you broughr us?”

If you cach give them something of Tech [
or IV, turn to C65. If you give them nothing,
turm to A7I.

A83 You are going to follow the androids.
You travel down the road for two miles and
then they veer off and march inco the grass-
lands to the southwest. From out of the prass a
huge metal tank-like thing artacks the an-
droids. There is a furious battle for many min-
utes. You stay well away and wacch from cover.
When the dust clears. three androids are
blastcd along with their equipment and the
tank 15 butning and tipped over. The androids
just walk on. You can search the tank (C43)
and lose track of the androids, ot you can con-
tinue to follow the androids {A89).

AB4 A swarm of 10 lil comc out 1o talk 10
you. You discover they are setring up a lil
thorn patch in the area around che shed and
arc having trouble clearing out the wees. They
aoffer to make a deal with you. If you will work
for one day and heip clear out the trees in the
area they will let cach of you have your pick of
whatever is in the shed. If you accept their of-
fet, arn to B61. If you say, “thanks, but no
thanks,” you leave and centinue your journey.

A85 You go deeper into the tunnel and
your worst fears arc rcalized as six cal thens
beetles aver two meters loag erpt from the
wunnel sides and attack (Rank 8; hp 44 (% 6};
bire (Dm 15); attack thosc with glowing en-
ergy screens first; their mutations make them
immune to heat or cold attacks}.

If you want to run away, wrn to D29. If you
fight and win the bactle, you find many bones
but nothing eise.

A86 This blockade has been set up for
quite a while. It has a large cache of caprured
weapons: six laser pistals {Dm 8), four Mark
VI blaster rifles (Dm 15), 19 shore bows and
198 arcows (Dm 8/4), three vibro dapgers
without energy cells (Dm 4).

A87 You have decided to try 1o help. At
first the cyborg is wary, but after awhile it is
pleased by your offer and you do get the cruck
started. It offers you a cide to wherever you
want to go after it drops off its load just a few
miles from here. If you take it up on its offer,

turn to B57. If you decide not to take the risk,
it waves goodby and you go on your way.

A88 That sight about rwo hours before
youcamp, you throw your medallions into the
grass, As you later make camp miles away, you
see strange Lights in the sky that head toward
where you wete and land about where you left
the medallions. The lights ieave and return
the way they came afier 2 few minures.

AB9 You travel into the grasslands until
you come to a fast-flowing river and a forest.
From out of the woods comes energy and slug
tifl fire and once again the androids go into
batde. Their beams cut into the forest and
they charge. When the battle is over, all the
androids are dead and their equipment has
been destroved. You never saw what they were
attacking and now the forest and grass are
buining from the effect of the bactle. The
wind blows fire and smoke in your direction.
You can jump into the water and stay near the
beach (B52), or you can make a break for it
and cut at right angles away from the firc

(B33).

A9%0 The door has 77 hit points—-you must
inflice that much damage vo gert it to open. If
yuu vontinue trying o open the doer, o to
B3l

Or you can continue o journey on the Wil-
detness Map.

A91 The burnt haver car containg che fol-

lowing:

1) Two laser rifles (Tech 1V, Dm 12)

2) 12 powered hydrogen energy cells

3) Six frag grenudes (Tech 111, Dm 10)

4) Two plate mail vests (absorb 20 points)

3) There are supplies in the car: a box of shiny
mirrors and beads, a box of fist-sized balls that
glow briphtly in the dark, and a box with 12
large cans of a greasy fluid.

You have svarched the car and 1aken whar
you want when one of the heads begins o
talk!

“Who has done this to the shreelon?” it
calmly asks.

If you stay and talk, turn to C48. If you mn
for your lives, continue {ollowing the Wilder-
ness Map.

A92 You approach the lit stairwell thar
leads down into the earth. Now that you are
closer you see picked-clean skelerons around
the entrance. This place is either very dunger-
ous of its inhabitants are unusually neat. You
statt down the seairs and a breeze brushes your
face from below. It carries with it the smell of
burnt flesh and hair. Aca landing below you
see two tunnels. One is lit by the lamps of the
Ancients and the other is dark and dank.

Suddenly you hear a cry for help down the
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dark cortidorand you see the light from 2 glow
cube flash briefly. As if char isn't bad enough,
the longest robot you have ever seen is coming
toward you from the lic runnel.

If you answer the cty for hetp, turn to B41.
Tf you prefer 1o deal with the long 1obot, go to
Ce3.

A93 You decide to fight these horrible
creatures! E you have to run away during the
battle, turn to D29,

Serf Cyborg: Rank 4. hp 50, Dexrerity 19
{ +4), fires his Mark VIT {Tech IV, Dm 13, de-
sctiption in the Rule Book) for two activn
turns and then takes out his vibro ax {Tech TV,
Dm 12, two hydrogen energy cells power it for
five successful strikes). In the same action curn
it attacks with a laser beam from its cyborg
head (Dm 8).

16). -

Orlen cyborg: Rank 4, hp 70, uses a Mark
VT rifle in rhe same action turn it attacks with
a laser beam from its cyborg head (Dm 8).

Gren cyborg: Rank 4, hp 100, it also uses a
Mark V1l rifle in the sarme tutn it attacks with a
laser beam from its cyborg head (Dm 8). If
you defeat the creatutes, turn to C74.

A94 You are hallway across the sircam
when erts atrack and try to tura you to stone
(HD 4, Dm 4, petrify I 12 {Constitution
Check)). They get two action turns of bites be-
fote you decide to try another way and leap
back te shore.

A95 You are approaching a huge, copper-
colored statue. You find a targe open chamber
on the south side of the statuc and small doors
on the east and west sides of the statue. To
check out the large chamber, turn w C86; to
go to onc of the side doors, see C32; o leave,
retutn to the wilderness map.

A6 There is uscful cquipment here, but
under every bone is a centimeters-long beetle
with huge mandibles. They attack the pary!
(Rank 2, collective hp 25, coltective damage
Dm 6 to each party member, immune to laser
fite, bullets are ineffective, can be crushed us-
ing the punching rules in the Rule Book). If
you run away, tutn to D29; if you win the bat-
tle, turn to C56.

A97 You move over to the most intact ruin
you can see. [1is a huge, sand-speckled dome.
When vou draw nearer you discover that it is
an egg! If you study this egg turn to C35. Oth-
erwise you can choose again from A10 o1 you
can leave the area.

A98 You run down the toad hoping to
avoid whatever is making the noisc. Then you
see two huge laser gun emplacements high on
the cliff. They begin firing at you {(Rank 10,

Dm 15 each). You suffer one action tum of
fire und then make a choice. Do you ateack
{A79) ot make 2 mun past the lasers (AG4)?

A99 You approach him and he appears o
be a pure strain human. He is smoking a
strange black weed and his hands are hidden
in his Manket clothing. His brutorz snors at
you, warning you away. The man looks half
asleep and he says, “Go away punks. you
bother me,” and he concinacs riding. You can
ignore him or challenge him. If you choose to
fight, turn to A62,

A100 You go to check out the mobile trees
that are chained down. If Sheesh is with you,
turn 1o ©21, actherwise turm to €90,

Bl The doorts of the crystal dome open as
you tome up and you se¢ a huge chamber
filted with glowing chairs. Cyborgs sit in more
than 100 of these chairs. There are many dif-
ferent types of bodics, but all of these cyborgs
are humanoid. This must be a feeding station
because you can almost feel the energy flow-
ing into the cyborgs. You decide not to investi-
pate further and you leave for ancther portion
of the compound.

B2 As you leave Area A15 you discover all
the cyborgs are inactive and their metal heads
are smoldering. You coatinue running from
the area fearing a big explosion sometime
soon, (o to BOO.

B3 You fire on another crystal, this time in
humanoid shape, bur this one doesn’t arrack
back. Asyou draw near you see it is connected
to a tow of crystals that extends from the foot
of the creature into the final chamber. Every
time you shoot at it, these floor crystals pulse
with energy. Make a note of the types of ar-
tacks you made on the crystal shape.

You ¢an run away, or you can face the final
encounter at the heart of the saucer (F40}.

B4 You discover the next ting is much nar-
rower and has a smaller circumference. The
wails are coveted by red crystals. The floor and
low ceiling consist of white ctystals. Again you
think aboust leaving the saucer and getting out
of there.

BS You are atracking a massive crystal pillar
about two meters wide and 12 merers tall, In
the attack you discover the following: energy
attacks have no effect upon the piliar; slugs in-
flicr double damage: physical arcacks receive o
+1RE

Tirn to eatry F12 to continne attacking, ot
run for yvour lives.

B6 If you shot any energy weapons at the
creature you discover to your horror thar it

feeds on this enetgy (the damage turns into
cxtra hit points for the creature). Roll for ini-
tiative and begin the next action turn,

{Android: HD 19; hp 100 (plus any energy
damage you put on it} 20 crystal clingets
{Tech IV, Dim 5. These are small, star-shaped
crystals thar can be thrown two at a rime, they
are reusable until they hit and cause damage,
if chey hit they inflict progressive damage for
each of the next five action turns, 1o remove a
crystal requircs a successful Dexterity Check.)

If you un away, turn to D29 (you leave the
ship).

If you win the battle, you can use the re-
maining crystal clingers. Turn to entry F13.

B7 Youwalk into the sancer and find a new
wotld filled with color and ceystals. The floor
and ceiling are made of a soft, spongy sub-
stance. The interior walls are covered by col-
oted crystals that flash with energy. You guess
that every color and crystal facet has a mean-
ing but you can’t tell whart they are. Sound is
muffled in these circular halls. Beside the en-
trance aze a set of meter-long red crystals. You
pick one up and find that it is very heavy. Take
as many as you can carry {up to five), but you
cannot experiment with them untl you are
well away from this area. When you are safely
out these crystals can be identified by tuming
o B90. You continue walking down the hall of
the ship.

B$ You have the initiztive this action tarn.

(Cyborg: hp 70; weapons—cyboerg bead la-
ser {Tech TV, Dm 15), three vibto blades (Tech
IV, Dm 12), If you win the battle in ooe action
turn, 21l you have to deal with is the energy
field of the door—turn to E32. If you do not
kill the cyborg in one uction tum you must
alse fighe the encounters from E33 and E34
starting in the second action turn.

B9 You discover the following: 22 type A
slug pistols, each with 2 single 50-shot ¢lip
(Tech IV, Dm 10}, 11 type C slug pistols, cach
with z single 12-shot clip, (Tech IV, Dm 15},
and 10 duralloy shields { —4 CS vs. energy at-
tacks, —1 CS vs. physical awracks).

B10 The huts arc plant crearures that lure
victims inside and then spray dissolving juices
on them, The juices cause 10 points of dam-
age per action turn. Each hut has 50 hit
points. Artacks on them are made at point
blank range.

B11 You atrack the Sleeths (EID 18; hp
140, 138, 130, 122, 121, 120; PS 20 ( +3); MS
15 (+1); mutations—plant control, telepa-
thy, tocal healing, mental blast (Dm 15), they
negate energy shields of all types automati-
cally; weapons—war hammer {Dm 8/4). stun
pistol (Tech IV, a hit stuns viciim for base 2
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minutes, there is 2 10-shot clip for the solar
energy cell).

If you win the battle, turn to F47. If you run
away, tumn to D29, You cannoc run if there isa
stunned patty member.

B12 You try to command the robot not to
tize on the lil and it wotks. You learn enough
about the controls 1o send it back o your
town. It has enough weapon systems on it to
count as the weapons you were sent for. If you
have time, you may continue questing. The lil
fly off inco the sky in 2 fit of giggles.

B13 You kill the patn and continue cutting
away the brush around the robot. This takes
you rwo hours. Finally you have the robot
clearand try to get it started. Each party mem-
bet rolls an Entelligence Check. If anyone suc-
ceeds, mn to F16. If you all fail, you can
never ger the robot started.

B14 It is late in the day and you are consid-
esing camping for the night when you see a
bright light in the distance. Moving closer,
you discover a ruin like many others with
plants growing all over it. The only difference
is that this one is filled with glowing,
triangularshaped metal plates abour a meter
long on a side.

These plates glow all night and become
slightly dimmer towards the end of night,
During the day they are towlly biack. The
longer they are in the sun, the brighrer they
glow in the dark_ Fach one weighs very little
and will not bend no matter how much pres-
sute you apply. You can each rake 17 if you
W

B15 The souice of the blackness is in the
center of the atea. You have been walking in a
field of low-incensity radiation. Turn to the
Rule Book to detetmine what effect the Inten-
sity 4 radiation has had on you over the three
action turns you have been in the area.

B16 Opening the visor reveals a gniesome
scenc, The badder body has been eaten by
zamn beetles and suddenly you are acracked by
them. They ate only thirty centimetets long,
but you have heard that they are highly dan-
gerous (HD 10; hp 15, 13, 12, 11; PS 2; MS 6;
mutation—paralytic poison spit (see *“Muta-
tions” in Rule Book). The beetes acack the
party until they or the party die. }f you win the
battle, you discover nothing of value in the
arca besides the armor (AC 6, —30 points of
damage per turn). You cannot run away if a
party member is paralyzed.

Bi7 On the third day the remaining berries
mentally communicate with you, “*Plant me
of die!” 30 you either thiow them away or
ptant them. If you plant them rurn wo F17.

B18 It takes the weapons under the water
and mentally commuanicates, “My dear chaps,
killing cyborgs is easy. All you have to do is
drop one mectric ton of anything on their
heads and it kills themn evesy time.”

The creature refuses to communicate with
you further.

B19 As one of you teaches for the pistols
(slug cype C, 12-shot clips, Drm 20), he discov-
ers an elecric field in the ground (causes 35
points of damage per acrion rurn and he take
wo action turmns 1o gee out of the area) and he
is fired upon by the stone blockhouse in the
middle of the area (laser fire, Rank 10, Dm
12, the blockhouse gets three shots before the
person leaves its range).

B20 The obb ignores you and flies on. You
can still artack (F22}.

B21 Smashing the vial causes great dam-
age. Use your Rank as the ACT column to tol!

against, Dm 25 for both your enemy and
yourself. Then all others within ten metets of
you receive Dim 25 points of damage.

B22 The kamodos screams a terrible artack
while you ate diving for cover. (Kamodos: HD
2%; P5 120; M3 14} [1s sonic blast (Dm 35)
flactens you. Those of you who are still alive
must roll an Intellipence Check. Thosc who
fail receive anothet sonic blast. Characters
who failed must continue 1o roll Intelligence
Checks and receive sonic blast damage until
they finally succeed or die. The lizard thun-
ders off intu the ruins once all characters are
dead ot under cover.

B23 You see vour friends in the jaws of
huge plants. They have weapons out and are
firing into the plants. You do che same and
gaina + 1 CSon all atracks with weapons. You
continue firing until the planes are dead,

See entry E46 for the plants’ seatistics.
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B24 You have given it your best shot and it
was not enough. You intend to come back
kere someday and get this thing open if it is
the last thing you do.

B25 You tass in an encrgy cell and the win-
dow above the hole lights up with a picture of
that cell. [n a few minutes, 15 fully charged
encrgy cells of that type pop out of a small box
on the other side of the room. This is an amaz-
ing place of the Ancients! You start tossing in
things and getting back 15 of them minutes
later, Check over the list of things you have
and throw in anything you would like more of
{some things may not duplicatc and are lost},
Tuarn to F29 for 4 list of the things the room
will duplicate. {Eack type of item will only be
duplicated once per day.)

B26 These lil are very suspicious of you.
They say they are moving south becansc of the
dangers of the north. You warn them of the
badders and carrins.  They would like to
trade you weapons for gifts. If you want to
give up one of your tech IH of IV items, turn
to F38.

B27 You move into the natrow tunnel and
in a few moments discover a badder trap. In it
arc two humanoids with cybotg heads. They
tripped 4 hidden speat trap. Their holsters are
cmpry. Teaveling further in the nnet could
be dangerous. If you continue, turn to F41.
Or you could return to F43.

B28 You begin cutting down the trees and
ask the lil to open the door They give you
some strange cutting equipment thar works to
quickly cut down trees. You are almost done
when the lil finally get the door open. As you
tush to the shed, the lil are caking our some
black sacks and twa long glass tubes. You will
pet youe pick of whart's left. Turn to A72.

B29 You wait for another two hours and no
help atrives. Go back to A14 and make an-
other choice.

B30 You can tell the robot thinks vou are
lying. Lucky for you it is programmed not to
kill. It scrips you of all your Tech IIf and IV
equipment and forces you outside their
mountain.

B31 You keep the medallions and that
night make camp. A stuange sleep falls over
the cocire patty and you wake up the next
morning captured by the cyborgs. Turn to
AGT.

B32 If Ren is with you, the following hap-
pens. {Otherwise you are all released unharmed
and totally healed, but receive no more
assistance—return to the Wildermness Map. )

If Ren is with you the robots totally believe
your story and immediately send help to your
village. They also ptovide you with transporta-
tion in the form of a turbine truck thar Ren is
taught to drive. It can cross eight hexes per
hour in the ¢lear and fout low mountain ot
woods hexes per hour and will run for sixty
days without refueling.

B33 You hide and wait. Several times the
voice calls out asking if you want something ro
cat and an hour later the door closes. If you
stand up, the door to the building opens
again and the light begins flashing again on
the building's roof. If you want to go in, turn
to C45. If you wait another hour, turn to B33.
If you want to leave, return to the Wildemess
Map.

B34 You grab the two energy nifles (Mark
VII biasters, Tech IV, Dm 15, two shots left in
cach). Ten spears fly our at each of you hefore
you escape their range (Rank 4, Dm 5).

B35 Each character must rolf an Intelli-
gence Check ro see if he can figure out the best
path to take. For each action turn that a char-
acter fails he receives 10 points of fire damage.
Success means that he escapes.

B36 Your group goes our to face the an-
droids. Naturally Ren is in the lead. The an-
droids stop and look at you, but don’t burn
you down (yet). “What is your mission, an-
droids?” Ren asks.

“We have been sent to destroy the cyborg
menace” they all intone ar once. "“We must
scc to our mission now,”" and with that they all
continue marching south.

That sounds intezesting to you. It would be
casy to follow them and see where they go
{A83). On the other hand, walking near
twenty androids that shoot first and ask ques-
tions later could be very dangerous.

B37 You attack the cyborgs and surprise
them! {Cyborgs: Rank; hp 139, 128; Dextetity
18 (+3); weapons—cybotg head laser beam
(Dm 8), slug pistol {type B, Tech III, Dm 135,
30-shot clip).

The cyborgs have a pottable communica-
tions set { Tech IV) chat you cannot figure out
and there ate several sets of lights flashing on
it. If vou win the batde, read C42. If you run
from che fight, turn to D29.

B38 No one can make you pay a toll to
wandet in the wilderness! But when you move
to do something about it, the lil disappear! In
z heartbeat you feel tiny hands move over your
body no mattet what you do. Each party
member rolls an Intelligence Check against
his Intelligence times two. failure means that
a tandom item was taken from that PC. You

all escape unharmed.

B39 You atrack the sleeth for the right to
the objeces in the hover car! (Sleeth: HID 18;
hp 111; mutations—plant control, telepathy,
total healing; three special energy javelins
(Tech IV, PBm 10, hydrogen energy cell is used
up only if they hit); physical suength 19
{ +4); huge hammer to use in battle if the jav-
elins are all thrown (Tech LI, Dm 8)). If Sheesh
is present, the sleeth mentally conttols it from
the first action rurn. Sheesh will fight against
his allies until the sleeth is dead. The second
action tum the sleeth: will total heal if badly
wounded and will continue to heal whenever
it falls betow 40 hit points. If you mun away,
turn to D29; if you win the battle, you are free
to take the javelins and check out the car
(AS1).

B40 The monster (HD 10; hp 82;
mutations—mmental blast {Dm 15), absorp-
tion (laser light), stunning force, total cara-
pace {—2 CS o damage when attacked),
attacks with four tentacles (each Dm §)). If
you run away, tun e D29, if you win the bat-
tle, you may talk to the surviving lil (Co4).

B41 Using whatever illumination you
have, you run down the dark corridor teo dis-
cover a pute strzin human female comnered by
16 of the largest rodents you have ever scen.
These monsters tutn when you airive and at-
tack you!

Squeckers: HD 6, hp 35 (x 1}, 30 (x 11}, 25
{X 4), bite (Dm 5), two claws (Dm 2), cight of
them attack Ren every action turn. If you run
away, you lcave this area entirely and may
choose agzin at A47. If you win the battle,
rurn 1o entry C38.

B42 You move in to fight the robot! Light
engineeting bot: Rank &, hp 48, its metal hult
negates the fitst 15 points of physical damage
each action turn, it attacks everyone but pute
strain hurnans, chree actacks per action rurn:
sonic torch (Dm 10), micto-laser {Dm 6), and
a tractot / pressor beam that is used to incapac-
itate an attacker. If the beam hits that victim
cannot artack in the next action tura {Dm 2).
1f you run away, tuin w D29; if you fighrand
win, turn to A70 for what you find.

B43 There is a narrow stairway to the rock
face with the door. As you near the doeor, you
cats hear the sound of chanting inside. You
smell wood smoke seeping out of the door.
Carefully you open it to find a huge chamber
lit by torches. In the center of the chamber ate
five robots within a circle of Lt candles.
Around the robots are many short humanoids
chanting in a strange clicking fanguage. This
could be a dangerous place. You can step io to
talk with this group (A82}. You can leave and



take another choice from A47 or you can leave
the area.

B44 You've decided o fight the dabbers.
Eight dabbers: Rank 4, hp 24, 21 (X 7), M8
14, crossbow (Tech II, Dm 10/5, they ate so
skillfu! they fire twice per action rurn), leader
has a stun ray rifle (Tech IV, if ic hits ft stuns,
the dabber has 12 shets and then must use &
crossbow).

Their barricade aces as cover for a —1
column shift when you try to hit. i you run
back the way you came turn o D29.

B45 Moving carefuliy through the man-tall
grass vou hear shouting up ahead. Finaily you
gel close cuough to make out the words.

“By ail the bombs ever dropped on this
planet! If someone would come along and
help me now, 1 swear I would take therm any-
where they wanted to go!”

Parting the grass you see a pure strain hu-
man garbed in strange leather clothing (AC 3,
— 15 points of damage per turn). He has got-
ten out of a turbine cruck whose back wheels
are bogged down in mud. You also note a pis-
tol ac his hip and a huge rifle strapped to his
back. You think you also see the glint of chain-
mail under his large leather coat. You can ralk
to him {C80), you can fight him {C346), or you
can ignore him and concinue on.

B46 The grenades go off. Roll for each of
them. Red results do damage to those stuck in
the webs. This does free the survivors, how-
ever. You notice no web maker and you leave
this area for the safety of the wilds, Turn to
C59 if the jaget survived; otherwise continue
your journey.

B47 Those of you frcc of the trap webs see 2
dangerous problem. There are trip wires
strung all around a huge sticky web. In the
web are the PCs who failed their Dexterity
Check and a lone jaget (HD 8, hp 29, laser ti-
fle (Tech LV, Dm 12)).

You can artack the webs to free chosc cap-
tured {C72), of you can seatch the area for the
maker of the webs so as not to be surprised
(C34).

B48 The instant you move onto the bridge
the robot cuts loose with its weapons systems,
You hear the missile taunchers go click-click-
click. You hear the rocket launchers go click-
click-click. You hear bank upon bank of slug
throwers go click-click-click.

You are starting to feel really good about
this when the four laser rifles kick in and fire
(Rank 10, Dm 12). If you trv to mun past the
robot, turn to C57; if you stand and fight, go
to C33. If you decide to tun back the way you
came, see 1329,

B49 You try to talk with these creatures and
at first they are surprised 1o see you, then they
arc overjoyed at this meeting. They listen po-
litely while you tell them of your quest. They
know where a huge stockpile of Ancienc weap-
ons 15 and they will gladly take you there.

All you have to do is come with them in
their vehicle (A67).

Pethaps you think you can manage on your
own, You leave and chey tell you to come back
any time. Conrtinue using the wilderness map.

B350 You climb up 1o the head of the statue
and discover a latge chamber. The eyes of the
head are huge windows and lock out to the
west and north. You can see the road you were
walking on cross with another to the west of
the statue. North along that second road is an
oasis of trees. As you watch, an airceafe ap-
proaches from the southwest and lands ar the
casis. Beyond a large lake are the mins of 2
small city. There are lights flashing in these ru-
ins and signs of some rype of energy source
still at work. You see nothing else of note and
leave.

B51 Suddenly you are surrounded by
twenty hover cars and far too many cyborgs
with weapons to run away fiom. You are taken
prisoner; turn to AG7.

B52 You jumnp ince the water to evade the
fire. The blaze passes but before you can leave
the depths of the swiftly flowing river, huge
ropey tentacles reach out and grab you. Each
player must toll a Physical Strength Check.
Any whe fail receive 10 points of damage and
must roll again for the next action wurm. Keep
rolling (and suffering damage) until you suc-
ceed. Once you succeed, you are free and es-
cape 1o the burned beach.

B33 After thiny minuees, a flying craft
lands by the building and five cyborgs get out.
These creatures have the bodies of orlens and
two metal heads each. You can see a cage on
the back of their vehicle. This was a trap! You
sneak away and thirty minutes later see the ve-
hicle fly off to the southwest.

B54 You think the robot may have believed
what you told it. It gives you some supplies
and offets to send some assistance to your vil-
lage. You ate given a box of 10 energy gre-
vades (Tech IV, Dm 10, inocluding
instructions} and a slug pistol for each of you
{type B, Tech III, Dm 15, 30-shot clip, includ-
ing instructions).

B55 These flowers emit blasts of Intensity
10 radiation pollen towatd each party mem-
ber. Use Rank 19 to dctcrmine whether any-
one is hit. If the pollen hits twrn to the
Radiatian section in the Rule Book, page to

detetmine the effects.

B36 You auack and ger an action turn of
surprise on the cyborg. It is in the cab of the
truck and has the advantage of cover (one
columan shift to the left on the Action Table).

(Cyborg: Rank 4; hp 120; weapons—
cyborg head shoots a laser beam (Dm B}, it
also has a Mark V pistol (Tech IV, Dm 12)) If
you run away, tumn to D29. If you fight and
win the battle, o w0 F52.

B57 You travel through the forest and tnto
the mountains. En just a few miles you come
across a huge, high-mountain camp crawling
with cyborgs. Suddenly twenty of them ap-
pear around you, enctgy weapons pointed
straight at you. You wiscly decide not to fight.
Torn to AGT.

B58 You discover that three cyborgs are
manning a log barricade. They start shooting
wien you are (wo action turns away (Rank 4;
hp 109, 100, 92; weapons—ruby cyc shoots a
laser beam (Dm 8), Mark V blaster (Tech IV,
Dm 12)). Awacks against the cyborgs suffer a
one column shift to the left becausc they are in
caver,

If you win the bartle, you search the area
{A86). If you min away, wrna tw D29,

B59 You discover a laser pistol with a
drained energy cell (Dm 8}. Locking down che
tunnel, you see thar it cravels deep into the
ground. Ar the limit of your vision, you see
another glint of metal. You can go into the
tunnel or use snme means to bring the metal
to you (F46), or you can leave and continue
your travels.

B60 You cauriously approach the huge
tank. It was heading west when it stopped. As
you get nearer, you can tell it has been here for
sorme time. The dust of the grasslands covers it
and the grass has started to grow in the deep
TULS again.

It takes two hours w explore the rank.

You can try w open it {F45), or you can
leave and begin using the Wildetness map
again.

B61 The shed is locked and the lil doe't
know how 1o open it. They just found it and
decided to make it the center of their new
heme. The door looks quite formidable and
you have to use foe. You try shooting the
lock off the door. After three shots it is hardly
scratched! You can continue shooting (A76),
tuy any mutational powers it might help
{Fi4}. ot ger the Nl ta do 1t (B28).

B62 If the tubes are unbroken and not
taken by the lil, you discover that they each
contain a powerful liquid plant stimutant
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with 10 applications that heal a total of 50
points of damage to any plant. If the black
sacks remain, vou discover that the powderisa
powerful hetbicide. Each sack conraias 10 ap-
plications, each of which inflicts 25 points of
damage to any plant.

‘The pistols (lech L) are some type of
marker. They shoor a peller of paint that
splashes and matks the first target it hics.
‘There are 15 pellets in each clip. The gun has z
small air pumnp on it and has a range of fifey
meters. Bach of the twenty boxes with cryscals
is 2 powerful plant food that will make pianes
grow o matarity in a night and doubles theic
normal height with another application. Each
box has 10 applications.

B63 Digging takes 2 good deal of time but
in the end you are rewarded by finding a
metal door. Breaking it open takes two blasts
from ecach of your most advanced weapons
and you discover a badder armory. Several of
the racks are empty, but there ate maay racks
of crossbows and quarrels, pole arms, and
swords of all types. What you find most inter-
csting is the large stecl chest in onc corner. It is
tocked bur a pistol shot cakes care of that. In-
side are boxes of grenades. You do a quick in-
ventory as you take it out of the badder
wattens iato the open air. There are 25
fragmentation grenades {(Tech I, Dm 8), 10
chemex grenades {Tech I11, Dm 15), seven en-
crgy grenades {Tech IV, Dm 10}, 11 poison gas
grenades (Tech 111, Dm 4, special—fumes).
You can’t belicve the luck of your find and
briefly consider going home right now.

B64 Rising out of the lake is a large, tenca-
cled creature. I am the Menin,” the thing
mentally communicates. “T can see you ate
not cyborgs. They came two days ago and took
prisoner or killed all of my friends. For this
they will suffer, I promise! You are the first 1o
find me so you will be the first to help me
sttike back ar the cyborgs. Take these”

Its tentacles hold small ovals of sheil. They
are warm to the touch and the creature gives
one to each of you.

"These are ail I have now, bur recurn or
send others to my pool and I will have more
later. If you come within rouching distance of
a cyborg, the shell will destroy itself and the
cyborg's brain. Each shell will kill one cyborg.
1 do nat usually make them very fast, but T can
when 1'm very angry. Now go, [ am weak”

You leave the badder watrens almost feeling
sorry for the cyborgs: They have made a pow-
erful enemy. You plan on sending scours {rom
your village here for more shells.

B63 You uy 1o deal with the machine in
evety way you can think of. You even climb on
and try 1o get inside the hody, but have no
luck. I just continues digging. You leave this

stery for a {acer time.
mystery for a lacer tim.

B66 If Wroll or Raa ate with you, the dab-
berts talk to you (turn to F40). If those party
members are not with you, the dabbers send
yau awary.

B67 You are within 50 meers of the statue
when fins sweep through the ground and at-
tack. This statue is guarded by land sharks
(seps)! You run for your lives, buc the sharks
attack each pany member twice per action
turn for three action turns (HD 17; bite (Dm
12)}. If you are in a vehicle, they iotally wreck
it before you escape into the rocks. Thete 15 no
fighting these things—there are too many of
them. They can even leap out of the ground so
that 2n aerial attemprt to grab items from the
base of the statue is 2lso dangerous.

B68 You take 2 big risk and go down to talk
to the hoops. They immediately stop arguing
and draw their weapons at the sight of you.
You ralk to them and they gradually calm
down, but they want some of your irems.
Checking over your cquipment, you give
them either all of the parcy’s combat kaives or
two grenades. This pleases them and as they
lcave you they promisc to travel to your village
to help fight. But who knows if you can he-
lieve them.

BG69 You said sorneching to infuriate the lil.
They begin attacking mentally. Roll three
times on column 13 of the Action Table, For
every ted result you must successfully roll a
Dexterity Check or fose an enetgy weapon
from your party. You rus away because there
are just too many of them to fight.

B70 You let the robet approach and look it
aver. Then it speaks, “Welcome to Trader
Jim's Place. I am #99, his best security robor.
If vou are friendly, come inside and sit a gpell.
I you do not like what you see, walk away
with no hard feelings.” With that che robot
flies back to the large building.

Tf you follow the robot, turn to F36; other-
wise go back inte the wilds.

B71 The creatores react differenty o dif-
ferent types of atracks: wirn to F35 if you at-
tack with missiles; turn to F33 if you attack
mentally; turn to F31 if you attack with physi-
cal weapons,

B72 Yeu conrinue the fight! Mark off the
hic points for che demage you have already
done to these creatures and continue fighting.

(Fifteen tentacled horrors: HD 9; hp 31 {x
15); P$ 9; MS 9; muzations—special reflective
ability already mentioned, electrical genera-
tion {Dm 10).

These beasties cannor affect you if you min

away. If you win the bartte and descroy all of
them, you can ¢casily open the doer (turn o
A7)

B73 1f one of you has a charged energy cell
you toss it inte one of the holes in the walls
B25. i no one has any energy cells left you
must wun to F34,

B74 Ou your way w the building by the
lake, you spend some (ime searching the ruins
but find nothing of value. When you reach
the black building you discover, much o your
dismay, that it is the home of 2 group of
otange-winged lil. Fearing for your valuables,
yeu decide not to get any closer.

You seare co circle around the building when
you see the side of the building that faces the
lake. The §il have painted a huge map of the
ruins on this wall. They have obviously been
observing the area from the top of the build-
ing. You see the road vou came on and also no-
tice other landmarks. There are several
notations you cannot decipher. They might be
wotth checking out. You draw a crude skerch
of the lil map and go back into the ruins to
check out the matked areas. You may now ex-
plore the entries on the “E” map in the map
marked A30,

B75 You attack the jawed plant-monster
{HD 3, hp 97, BS 13, M§ 3, mutations-—
ahsorption (lasers), dissolving juices (Dm 8, it
squirts this in a single strearn per action turn),
heat generarion (Dm 10), seven carnivorous
taws used each action tutn (Dm 3, any red
resulr means that the victim is swallowed and
cannot make physical attacks until someone
cuts him out). If you run away from this hot-
rot, turn to 1329, If you fight and win, trn to
F30.

B76 You quickly jog across the bare earth
and come to the hole. At the bottom of the
hele you see a pool of glowing lava and you
know vou have encountered radiation. You
run for your lives.

You have encountered Intensity 12 radia-
tion. Check the radiaticn chans in the Rule
Book and record whatever damage the rollsin-
dicate.

B77 Using a mutation or a missile weapon,
you check out these odd plants from a dis-
tance. With the first couck the affected plant
explodes with tremendous force and several
other plants nearby also explode. Other plants
around these exploding ones seem 10 sigh
with pleasure.

You can go closer (E43). or you can ieave
this atca.

B78 You spend an hous trying to open this
dome and use one charge or shot from every



B79

weapon you have and you get nothing. If you
wish to spend another hour on this project,
turn to E44,

BY9 With Ren in the lead, you approach
the spheres. One of the metal objects floats up
and comes to Ren's side. It starts talking, "I
.- am unit X84, [ will serve you as best [ can.”

The bot then starts devailing its funceions in
2 language you can’t understand. All you
know for sure is thar you have a robor to help
vou, but you have no idea of what it can do.
You leave the area when you find that only
pure strain humans can control a robort.
Through experimentation you discover the
following:

{Bot: Rank 15; hp 50; body atmor absarhs
the first 10 points of physical damage; it has a
laser attack (Dm 4); it is powered by solar en-
etgy and can move but not fight during the
tast six hours of every night; it has a small light
beam for illumination.) It is at the command
of Ren and cannot attack humans or human-
oids.

B80 As you approach, the small spheres
tise once more and this time they shoot lasess
at you. Each party member takes 50 points of
laser damage. You all run for your lives.

B81 With Ren in the lead, you walk up to
the androids and they stop wotking and look
at Ren. Alchough the androids do not tulk,
you soon discover chat they rake simple direc-
tions from Ren. He can make them do what he
wants, This is great!

Ren makes them follow and you have some
allies in your quest. Afeer ewo days, tumn to
E47.

{Androids: HD 10; hp 70 (x 5); weapons—
picks and mauls (Tech 1, Dm 3); they follow
orders, buc arc simple creacures with limited
intelligence)

B82 Naturally whiie you arc checking out
the camp, the badders spring their sutprise at-
tack! They gain a free action turn with their
mussite weapons befote closing to fight.

{Nine badders: HD 6; hp 36, 32 (x 8); PS 1B
(+3); MS 16, steel plate armor (absotbs the
first 30 points of physical damage in an action
turn); weapons—slings (Dm 4/8), flails {Dm
10/20), leader has a slug pistol (type C, Tech
IV. Dm 15, three shots left in the clip), two-
handed swords (Tech 11, Dm 10/20))

Thete will always be at leas: three badders
artacking Raa. the badders fire onc action tum
of missiles and then close to use their melee
weapons. The sick badder can do nothing. If
you tun away, turn to D29, If you win the bat-
tte, rurn ro E49.

B83 If you kill two of themn before they kill
any of you, they allfly away. i they have killed

ane of you, they keep ateacking until you or
they ate dead.

B84 The case for the vials is constructed to
absoth impacts. When you do get down the
party checks out the vials withour opening
them, You have to decide if you want to try to
use them as weapons, If you use them in the
next battle, their effect depends on how you
use them, If you throw them from a distance,
turn to F51. If you chrow them from close
range 10 make sure they hit, turn o F23. If
you hold them to crack against your enemy in
a melee, turn to B21. You can also save them
for your town elders to figure ouc.

B85 You attack the orlens and discover that
they are rough adversaries (HD 15; hp 90, 89,
82, P5 11; M5 15; slug throwers {type B, Tech
1L, Dm 15, 30-shor clip); chainmail vasts (ab-
sorb first 15 points of physical damage per
action turn); mutations—telepachy, will
force; they concentrate their fire an those with
CHCIEY 4lmor.

B86 (Keeshin: HD 7; hp42; PS 11; MS 14;
mutations—cryckinesis (see “Mutations” in
the Rule Book}, life leech (sucks 6 hit points
from each party member), menral blast (Dm
16), 1eflection (see Rule Book. )

After your first attacks, you discover the
creature by the water is only a statue. The true
keeshin appears at the other side of the pool
and gets a frec action twm of attacks against
you. If you run away, rurn ro D29 if you fight
and win, trn o F52.

B87 Two days later che berries all turn
bright green. Roll 1d6 for each berry you have
left and on a 6 it explodes and inflicts 15
points of damage to the one carrying ir. You
consider geuting rid of the test. If you decide
to keep them, tuen to B17.

Ba8 You let the large attack bor fire its
weapens, but the 1il are not affected by the
massive energies of the robot's blaster can-
nons. They giggle and come up to the ma-
chine and suddenly it shuts down. All you
have left is a huge hulk. You will have (o tell
your elders where ic is and try to deal with it
later. The lil laugh and go their own way.

B8 The object you throw in gaes through
the screen in a flash of light. It lands on the
floor on the other side of the screen and is
warped and burnt beyond recognicion. Re-
wien to E32 and make another choice,

BO0 After getting safely away you spend
two houts checking out the long red crystals.
They seem to be some sort of disintegration
device. (Tech IV, Dm 15, Special—
Disintegrate) You have no idea what powers

them, but every time they arc fired they turna
lighter shade of red. You think each has
enough power for about § shots,

B91 When you try out the fist-sized green
crystals, you discover they enhance your natu-
ral abilities in some unknown manner. Each
cryseal has che following effects: increases your
chance to hit by +1 celumn {one column e
the right}; decrcases the chance of success of
mental attacks against you by —1 column
(one column to the left); they must stay
within enc meter of you for 24 hours for you
to get them co work (they sap 5 hit points from
you each day for powers).

B92 While experimenting with che head-
sized blue crystals, you discover that they have
the wondrous powcr of absorbing energy.
Anyone who carries one of chese crystals suf-
fers only half damage from energy weapons.
Unfortunately, the crystals also double the
damage suffered from mental atcacks.

B93 You pick one up and the bright yellow
glow instantly dims.

If you drop it immediately, just continue
exploring the ship. If you continuc to hold the
ctyseal, torn o F11.

B94 You watch the ¢cyborgs work for many
hours. They are taking bodies of all shapes
and sizes and surgically grafting cyborg heads
on them. Then they place the new cyborg in
some sort of powetplant. Afeer several hours
the cyberg gers up and leaves. A plan begins
to form as you lie in your cages. The sun scts
and the ryborgs all leave. Through the use of
murational powers, you get all of your cages
ppen. You cannot rouse the nine other crea-
tures in their cages. You get your equipment
and discover several other useful items char
have been taken from others and thrown here.

Ren finds two type C slug throwess with full
chips {Tech IV, Dm 15). He aiso finds new bat-
teries for his and Raa's suits of armor.

Wroll finds three medikits and a special vet.
ctinary medikir chat can restore up to 100 hit
points to nonhumaneid creatutes.

Raa finds a box of 12 energy grenades (Tech
IV, Dm 10). He also finds a stun ray pistol
{Tech IV, with a four-shot energy clip, if it hits
it stuns for a base two minutes).

Sheesh discovers an unusual crosshow that
shoots energized crystal quarrels. A hydrogen
energy cell can charge five quatrels. These
bolts inflict Dm 15, but arc fired like regular
ctossbow quarrels. Sheesh finds 10 of these
special crystal quarrels. {These bolts have a
50% chance of being ruined on impact.}

There are hundreds of cyborg heads on
shelves in this chamber. You gut a few of them
and place the shells over your heads. This
gives you something of a disguise. Now you
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have a decision o make. You know you can
get out of the area and escape—just walk out,
pretcading to be cyborgs, and escape.,

But if you want to cxplore the compound,
consult the Campound Map and encries.

B%5 Cyborg giani: HD 15; hp 190;
weapons—Ilaser rifle (Tech TV, Dm 12, 10-shot
clip, he has several extra Qipsy; cyborg ruby
eve {(Dm 8). If you win the batile, you can eas-
ily open the wite gate.

B96 You are in a shooting range and weap-
ons training area. Several cyborgs are firing
weapons on one side of the building. You see
them looking at ¢rystal screens that show pic-
tures of the weapan they are using and how to
use them. If you take a few minutes here you
can get instruction in unfamiliar weapons, or
you can leave tf you want.

Each of you takes up an unknown weapon
and leams how o use it. Ren learns from entry
¥9, Raa from entry F8, Sheesh from entry F7,
and Wroll from enury F5. The training pic-
tures are 50 complete that the characters can
use the weapons without gong through the
nomnal system for figuring out new weapons.

B97 You arttack the pillar with your weap-
ons. Most of the creature cyborgs fall 1o the
ground, but four of them on the edge of the
group roar in anger and actack!

Four hisser cyborgs: HD 11; hp 71, 70, 69,
68; mutations--immune ro lasers and sonic
blasts; weapons—cyborg head taser (Dm 8);
Mark V hlaster pistol {Tech IV, Dm 12, hydro-
gen energy cells powers the weapon for six
shots). There is no running from this battle.

If you win, turn o F5,

B98 When vou felease the first robot, it
quictly wlls up to the spacecraft in the middie
of the compound. In the next instant it re-
leases an incredible barrage of energy rays,
rockets, und missifes into the cryseal body of
the ship. You see the domed spacecraft disin-
tegrate before your eyes. This is enough for
you and you tun from the compound for your
lives.

B%9 Yuu release the first robot and the un-
grateful thing attacks Sheesh, (If Sheesh is not
hete it follows the party and attacks any plant
life that attacks you (rom now on.)

(Agriculeural ecology bot: HD 12; hp 70,
flame gun (Dm 10); vibro saw (Dm 15); the
creature directs adl its actacks on Sheesh until i
or Shecsh is destroyed. M you run away, turn to
D29, but you must leave the compound.

B100 Traveling down the largest tunnel,
you discover chamber after chamber of sleep-
ing areas. Then you come to a large closed
door. You can see by the look of the door thar

the attackers worked long and hard at break-
ing it down but failed. Then you look at the
hinges and realize the door is almose falling by
itself. A few quick blows and it falls. Inside
vou discover a large group of badder young
huddled in a corner. You could just leave them
and get ouc of this place, or you could wry to
talk to them (F42).

C1 If Ren is with your pany, the arks
launch themselves into battle. If Ren is not
here, the arks deal amiably with the group—
wrn te encry C100,

C2 The cyberg is happy to see some intelli-
gent faces for a change. It notices you eyeing
its pack and says chac it knows where there are
lots more, but it cannot get to them ail, It
would be happy to take you to them. Either
fight the crearure and then continue adven-
turing on the Wilderness Map, or travel with
it and the creature fight alongside you C99.

C3 Sure the badders talk, just long encugh
to get four of their band in position to awack
the human while che others keep your party
busy (or plant, welf, humanaid in that order
tf the human s missing from the party). The
badders keep attacking until their prime tar-
get is incapacitated and then there is 2 peneral
melee.

C4 They have just been in a battle, but are
willing to serve as mounts if you can heal each
of them =z little bit. They fight alongside you,
but never go into huildings or ruins. If you
leave chem alene while you encera building or
tuin they disappear. They inctease your speed
such that you can ignote the next two "2 day
has passed” notifications in the modulc,
When the first one of their number dies, they
all leave you for safer places.

C5 If Ren is with the group. the androids
are willing to follow and obey all commands,
otherwise they atrack. Ren can get them to
turn over their energy cells. These androids
trn to 1ed jelly ac the end of the next day.

C6 They are friendly enough and willing to
trade information for two combat knives. I
you trade, turn to C98; if you do not trade,
hoth groups part peacefudly.

C7 The fens trade informacion for Tech 11
or Tech III items. For each frem they rell you
about one area, in this order: A22 (see C97),
A3 (see C50), Al3 (see C22), A3D (see C79).

C8 If Ren is with vou, everythiog is fine; if
he 15 absent, they attack and try 1o kill you all.
These knights are parrolling new territory and
canuot help much, bur chey are willing o
trade Tech I weapons for frag grenades on a

one-for-one basis.

C9 They are very friendly and are able 1o
heal three of your group of half their hit poine
damage adjust your hit point torals accord-
ingly. ‘Lhey have heen roaming like your-
sclves, but have stayed away from the west and
south because of rumeors of hotrible mensters
cutring off che heads of anything they find
and steuling the bodies.

C10 If 2 plant or wolf character is with you
they talk, otherwise they oy to kili you, These
creatures are advance scours for a mass exodus
of their race. It scems monsters from the west
and south bave been capturing them, ripping
off their heads, and stealing the bodies,

C11 Just before you leave town, Ren's aged
father shows up with gifts for all of you. He
wants to make sure you have a good chance of
surviving. Ren is given a small personal energy
screen that works on a hydrogen energy cell for
24 hours and negates the first 10 points of
damage in any action tun. Rua is given an en-
erpy mace (lech IV, Dm 8, uses u chemical cell
for five successful hits). Sheesh is given a spe-
cial blend of chemicals that instandy heals
damage ve his plant structure (five applica-
tions, 1 poines per application). Wrall is
given z specially made skull cap thar makes
the wolf impervious to mental control and pa-
ralysis of all types. This allows him to ignore
these encountess in the module and o beip
his allies get through them.

The old man is sad 1o see his son leave and
allows you w depart without saying o word.
Your trip now bepins for real and vou take the
road out of town [ﬁﬁsgj. L /

C12 The hawkoids talk to you, but enly if
you give them each a gifc from your equip-
ment. They then tell you how dangcrous the
mountains are becoming in the north and that
their race is leaving the area. They do not give
specifics abour the danger, however.

C13 You ralk with the jagets and they ask
you to help pull their leader out of the bog.
For this service they give you one of thetr vibro
daggers {with no power charge). They know
oothing about the area and are fleeing the ru-
mors of a hotrible menace in the mountains te
the west and south of hete.

C14 You try 1o talk with these creatures,
but your manner seems to frighten them.
They all disappear in 2 biaze of light, You fecl
small, invisible hands tug at your clothes for a
moment and when you check, one clip of am-
munition or one battery (whatever vou have
the most of) is missing and the lif have left

prgeling.



C15

C15 The lil have traded you a personal
force field. A hydrogen enetgy cell powers this
shield for 24 hours of operation, 1t iaflicrs a
—1 RF on all artacks against its wearer, but a
red tesult burns it out.

C16 If you defear the kai lins, you discover
the ternains of a pure strain human who was
not as tucky. He has a pouch with four chemex
grenades (Tech IIT, Dm 15).

€17 The creature is quite matter of fact: If
you do not give it a piece of Tech L or IV tech-
nology, it will kill you all. If you do tumn over
something, it gives you a bit of information
{sec C94).

C18 You want ro fight the wardenes, but
the creatures show amazing mental powers.
They disappeac, taking all the party's loose en-
ergy cells.

€19 The carrins are in 2 murdetous mood.
They demand thar you give them all your en-
crgy and slug weapons. You can tutn over your
weapons and go on your way, or you can fight
them.

€20 The robot notes your group and cormes
ovet. It offers Ren an amazing varicty of fruit
and buds from the sutrounding trees. You
may take 20 of the following choices (tecord
what you take in your character file): flowers
(C25), yellow fruit (C53), black seeds {C78),
orange stems (C82). After you take what you
want, the robot leaves faster than you can fol-
low.

€21 Sheesh goes up to the mobile trees
and can instantly communicate with them. It
seems that a crazed robot has chained them
and milks them for sap every weck. Sheesh is
naturally upset by this and begins uptooting
all the chains. If you all help, turn to C83; if
you just watch, turn to C28.

(22 The fens tell vou that at Al5 robot
hezds are being grafted onto the bodies of
dead creatures.

C23 Knowing how casy they frighren, you
are more careful with them this time and you
get some information out of the rimid 1il. A 14
is said to bec an old towcr that lights up at
night.

C24 These wardents will trade one fully
powered energy cell of any type for two empry
energy cells of any type.

C25 The flowers repulse insects, Tgnose the
next insect encounter you have as it you had
defeated them.

C26 While checking out the trees, you
have gotren much too closc. The foliage reacts
to your presence by throwing explosive fruit!
Three large, red balls ate thrown at you. Allof
you are caught in each blast that hirs (Rank 5,
Dm 5}. You quickly flee the area,

€27 The man's saddle bags are filled with
100 rounds of ammunition for his two pistols,
some dried meat, and a silver mirror. Anyone
ran use the chainmail vest.

C28 Sheesh conrinues to free the trees
{probably somewhat upser at the pary’s lack
of concern). The trees give Sheesh three large
explosive fruits to use in bartle (Dm 10).

C29 You arc carefully opening the door 1o
peer inside when a rabatic tentacle slithers out
from behind the door and begins firing a laser
at yout party {Rank 8, Dm 8)! If you run away,
go to D29; if you fight, rurn to C84,

C30 Sheesh notices thatr the sunlight
streams through one part of che building in an
unusual way. When you investigate you dis-
cover that part of the wall is really 2 sliding
panel. Behind it are thirty fist-sized white
ctystals. They are collecting energy from the
sun. The crystals are hot to the touch, but the
soft substance they are imbedded in does not
feel hot at all. When you pry a crystal from the
floor, it emits a beam of light that blows a
huge hole in the wall on the other side of the
chamber! Tou have a powetful weapon, but
you cannpot seem to get it to work agan.
Mayhe the elders of your town can figure them
our. You can take them with you, but since
you do not know if they will work again, you
should continne with your quest.

(31 Playing with the keyboard causes the
door to tick faster and heat up to a tempeta-
tare that is too hot to rouch. You run for your
lives and never recurn!

C32 Opening the door at the side of the
statue, you find a small chamber and a set of
spiral stairs that go up into the body of the
srructure. You can clirnb the stairs (B50), go to
the large chambet on the south side (C86), ot
leave the area.

€33 You are going to slug it out oe-to-toe
with this hulking metal monster. The four la-
set rifles fire cach action turn (Rank 10, Dm
12). The monster has 175 hit points,

If you run away. turn to D29, If you win,
later you can get help to drag chis hulk home
and possibly get some use out of it.

C34 It takes you two action tutns to search
the entire web area and its surroundings. You
fail to find the web maker. During that time

evetryone in the web cakes two 10-point jolts of
electricity. You can ecither work on the webs
(C72) o1 toss some grenades into the webbing,
hoping for the best (B46).

€35 For two more action tums you cut at
the webs and rwo more clecerical jolis causc a
total of 20 additional points of damage, but
you do get everyone free. The jagec is dead,
but its rifle is useful. You quickly leave this
area hoping to avoid the web maker.

€36 You atrack and surprise him on the
fist turn and then he atrtacks back with
lightning-quick reflexes.

Pure strain human: Rank 11, hp 144, fu-
sion r1ifle (Tech 1V, Dm 10, 10 shots) and a
black ray pistol (Tech IV, Dm 40, four shots),
he has three reloads for each weapon, AC 3
(— 15 pointsf{turn),

In the event that you defeat him, you get
his wezpons, his turbine truck and the load of
mutated grain he is hauling in his truck.

Ren can drive the truck and you can move
through the countryside at the rate of six hexes
per hour in clear terrain and three hexes per
heur in woods or low mountains. It cannot
ford the large tiver, but it could handle the
small ones.

C37 You calt out to them and they reply.
You quickly discover they really do not wantto
do bartle. They are imptessed by the strength
of your party. If you will pay a woll of onc Tech
1 or IV item they will tec you by. If you do not
pay they fight (B44).

C38 The woman you have saved is the last
remaining humnan dweller of this complex. It
seems that thousands of squeekers, as she calls
the giant rodents, invaded her underground
village 2nd attacked. Oaly she managed to es-
cape with her tifc. She is going to leave to find
telatives elsewhere, but to tepay you she gives
you a map of the mined city (the Ruins Map)
her village has been cxploring for scveral years
fiow. The villagers have been staying out of
the matked areas because there are dangerous
things in each of them. Turn to E1 to sec the
map.

C39 You allow the Sleeth to take whart it
will from the hovet car and talk to it abour
what it has seen. 1t is the tast surviving mem-
ber of its tribe. It scems many of these cars
swooped down on its village in the middle of
the night. The cyborgs attacked with lascrs fir-
ing out of their metallic heads and hand-held
weapons of the Ancients. It has sworn to
avenge each member of its wibe by Killing
three cyborgs for cach loved one. So far it has
killed 98. It does not want o join yout party,
but is honored if you ask. It cakes one of the
first three things from entry A91 and leaves.
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You can take the remainder after seatching the
car yourself.

C48 Ax first you wonder how to make the
lil come out of their 10-meter-tall thorn
hedge. Then you think about their love of
manufactured items. Qut of your supplies you
take severa) things and lay them closc to the
thorn patch. A few minutes later you see them
slide by themselves into the patch and you
hear giggling. It wotked. In seconds you have
swarms of orange-winged lil flying around you
and pulling ar your clothes. You leatn that the
cyborgs are tying to take bodies up to their
mountain camp and turn them into moze cy-
borgs. Cyborgs have been doing this for weeks
now. The lil are able to tuen off the power of
the cyborgs and have not heen artacked. But
that is all you learn from chem as they tire of
vou and frolic away into the razor-sharp
thorns of their hedge.

C41 To ger away from the lil, you move
faster through the tiees. Suddenly you see a
kamodos lizard burst through the trees,
breaking them with its front claws as if they
are toothpicks, You again use all of your most
powcrful weapons and the monster bursts into
hundreds of giggling Lil. You have to leave
something behind for them and each of you
looks over yout equipmenc for  picee of Tech
LI or 1V material.

C42 You have freed a band of Archivists
who have been wotking in this area. They
think the water that flows from this stream is
being artificially pumped frum the earth.
They want you to help them dig for the source
and say it will only take a year ot two to dis-
cover the answer. You 1ake what things you
want from the cyborgs and leave.

C43 You scarch the tank and discover sev-
eral usefui things. The tank was driven by two
cyborgs, now dead. They each had slug pistols
{(type A, Tech 111, Dm 10, 50-shot clip). The
tank is equipped with infrated and ultravioles
gopgles (two sets), a cast with 10 fragmenta-
tion grenades {Tech 111, Dm 8), and there is a
case of 12 charged hydrogen cnergy cells.
You've lost the androids, so you continue on
the Wildeeness Map.

Cd4 The bedies test near weapons of the
Ancients and have been there several days.
When you reach down to take the equipment,
you hear a voice shout from the cover of the
trees, “Don’t ot you will be as they ate. They
came into our lands with their technology and
we have paid them back with ours.”

When you look for the voice, three bone-
tipped spears fly from the trees and strike the
earth at your feet. They mean business.

You could grab a weapon and make a run

for it (B34}, of you could just do what they say
and kave without twuching anything.

C45 Approaching the building, you see
through an open door inte a large, well-lit
chamber filled with 20 different types of
chairs. "Come and get comfortable, please” 2
voice says.

As you enter you se¢ no ene about.

“I am a computer and your host. Others
will be coming shertly to sce to your needs. So
please sit down and relax uatil they acrive ”

This is all very odd and you aten’t sure you
like it. i you wait, the machine talks until
they artive—turn to A77, If you do not want
to wait, return to journeying through the Wil-
derness Map.

C46 You've discovered a still-functioning
automated mining operation: of the Ancients,
but these robots have reprogrammaed themsel-
ves. You are in a huge complex with robors
running all over che place. You cae see assemn-
bly lines building mote robots and stacks and
stacks of metal bars everywhere,

Bur right now you ate looking at the ugliest
black robot you could ever hope to see. You
are too terrified to act! The robot ties you all
up and now it is going to ask you some hard
questions. Turn to the Interrogation Chart in
D30 o determine what happens to you. After
you have been quesrioned, come back to this
entry and turn to the result of your interroga-
tion: Favorable (B32), Cautious (B54), Indig-
nant (C47), Hostile (B30}.

C47 The robot does oot believe you. You
are ejected from the mountain with all your
equipment and wld not to come back.

Cd8 You talk to the cyborg head. You find
out that all the cyborgs call themselves
shreelon. They have been peacefully trying 1o
contact villages in the area because they need
help in building thetr city. In every village
they have been artacked and have had to retal-
1ate.

This conversation goes an fot thirty minutes
and you do not leam much more when sud-
denly you are surrounded by rwenty hover cars
and far teo many cyborgs with weapons to try
to run away. You are taken prisoner (A67).

C49 Your pacty gets into the chamber and
one of you starts pushing buttons. Large pan-
¢ls begin to close off the exit. You can still run
out if you wish and leave this arca. If you stay,
draw your weapons and turn to A81,

C5¢ The fens tell you that in Area A3
white monstcrs often crawl out of the sueamn
and attack travelers.

C51 These lil have been flying over the

great lake and tell you there are huge mins un-
der its warers where man-fish live.

C52 If you defear the kai lins, you discover
the remains of 2 humanoid mutant. He hasa
long sword on his bedy (Tech II, Dm 8/16).

C33 The yellow frir quickly curns to mush
and itsacid burns whoever is holding it for five
points of damage.

C54 You carefully investigare this door. Itis
covered by some kind of multi-colored fun-
gus. You also notice that ali the cracks are
jamnmed tight with a red fungus thar wiggles
every time you move toward it. If you open
the door, go to C85. You can also continue
down the stairs {C77) or leave the building
{A10}.

C55 You carefully inspect the epg. When
you touch it, the shell begins to crack and a
huoge insect-like creature pokes its head out.
Its mandibles alone must be meters long. You
all flee for your lives—go back to the Wiider-
ness Map.

C56 In the packs of the dead you discover
the following: three burnt-ouc hydiogen en-
ergy cells, two fully cherged hydrogen encrgy
cells, several morning stars (Tech I, Dm R},
and 19 large bars of gold,

C57 You dash madly past the robo:. It
slowly turns its guns to bear on you, clicking
all the time with ies empty weapons. You
make it safely to the other side. But you will
have to deal with it on yout remin trip, if you
return this way.

C58 You rush to where you heard the
screaming. Each of you rolls a Dexterity
Check; if you fail you are trapped in sticky
webs raised just above the gtass. If any of you
are free, rurn to B47. Any who ate caught may
make a Physical Strength Check at 2 — 3 pen-
alty to break your bonds. Those who break
their bands should also turn to B47. If none of
you break your bonds, you all lose conscious-
ness from jolts of energy that stream through
the webs and your adventure is over.

The End

C59 The jaget is amazed to have survived
the trap and is very grateful. It is scouting 2
new tetritory for its tribe. The mountains of
the south 2nd west have become dangerous to
all intelligens life and its cribe must move, It
also tells you that strange metal creaturss are
giving away lascr tifles in the ruins beyond the
tiver.



C60

C60 You step our and volunteer to help
him with his difficuly. At fitsc he is naturatly
suspicious, but you win his confidence and
succeed in pulling his truck out of the hole.
‘Ihen he offers to drive vou anywhere you
want w go. He will not fight your barttles for
you, but he will drive you to your next stop
{eacounter number} as long as you don't cross
any rivers.

lgnore randem encountets, and in just two
hours of break-neck speed driving you are
there.

C61 You get along great with these lil.
They listen to yous problem and offer to send
some wartiors down to help in your fight.
They 2te migrating in seatch of a new place ro
live. It scems the north is wo dangerous even
for them. One of the lil leaders even offers 1o
come along with you on your quest {Rank 10;
hp 20; matations—ane-hie leech, dual brain,
force field generation. physical reflecdon {la-
sers and light), welepathy, mental blast (Dm
15}, and total healing. While traveling with
these lil, lit encounters are never harmful.

C62 AL the fist landing you discover a
door, more staits down, and a humaneid skel-
eton. There is a neat hole in the middle of its
skull. Its equipment proves intcresting: one
large hammer, 20 metal spikes, 50 feet of
thick chain, dried vegetables, a match cylin-
der with 20 matches, and a Tech III blewtorch
that sheots a five-meter-long flame and can
melt through steel {Dm 13, 13 minutes of op-
cration from the eylinder). T you move down
the stairs, go to C87. If you open the doot, no
matter how cateful you are, go to C29. You
can always go back and leave this arca.

C63 You go to meet the giant robot and the
first thing it docs is flash a blue ray over all of
your weapons. 1o seconds all the energy cells
in your weapons are totally depleted. Your
bulicts and crossbow balts have been made
too sticky to fire. This tobot is far too powerful
for you to take on. You run for your lives out of
this area. Make another choice at A47, or con-
tinue advencuring in rhe wilderness.

C64 These lil want 1o leave quickly, but
they do warn you to never trust a black-
winged Lil. They also tell you that i the high
mountains lies a terrible ancient force of tech-
nology that is atracking all the inrelligent
races in the area. If Sheesh is sull with the
group, they give it three green berries. Each
berry heals 10 points of damage to 2 plant in-
stanly.

C65 You turn over items from your packs,
but do nor like the idea. Then you are shown
to the leader of the Archivists and you tell che
smatl wardent of your problems. This group
has helped Restorationists in the past and it
will do so again. It will send you back with
enough weapons of the Ancients ro rurn back
the mouniam invaders. If there is sull nme,
you can udventure in another part of the map
before the seven days are up to take more
things back 10 your village.

The small Archivist gives you a map of the
nearby ruins and says that you may search for
more weapons in that area if you wish. Ob-
taining this map enables you to use the
“A47" Ruins Map in the four-page pull-out
section in the centet of this adventure. All the
numbers on this map refer to “E” numbered
entries {turn to the “E” section in this book).
You can also use the Wildcrness Map to con-
tinue adventuting there.

C66 1t is clcar the robot does nor under-
stand you. One of you goes to take some of the
equipment in the pile and the robot moves o
stop you. There ate levers and buttons all over
the body of the robot and vou decide to give
them a try.

You flip the GAMMA WORLD® game
equivalent of a coin and hope for the besc. If it
comes up mubti-headed, turn wo entry B42. If
it COMCs up multi-tailed, tutn to entry A70.

C67 There are rwo dead cyborgs inside.
They have the bodies of badders and the
single-eyed heads of robots. Suddealy a voice
shouts from somewhere, “T did chis and I get

first pick, do you have problems with thar?”
Looking around, you scc a slecth with several
huge, glowing javelins in its hands. Sure
cnough, sticking out of the lower arez of the
hover craft is a javelin. Will you let it take
what 1t wants {C34), or contest its right to the
spoils (B39)?

C68 You pay the toll and in talking with
the lil gain some valuable advice. The cyborgs
have a basc somcwhere in the mountains.
Their flying devices can be seen constantly
moving about during the day. The cyborgs are
coltecting bodics for some reason that the lils
cannot figure our, Every cyborg is armed with
a weapon of the Ancients and fires laser beams
from its eyes. The lil also tell you to never trust
an orange-winged lil.

C69 There are no windows, the only door is
made of metal and looks thick. As you draw
nearer, you begin ro hear a beeping noise from
within. You can run back into the wilderness
{use Wilderness Map), or you can try to break
open the door (A90).

C70 The robat has cleared out the rubble
of a large building. It has carefulty piled the
ruined building marerials in one place and the
items that were in the building in another sec-
tion. You see a great deal of undamaged cech-
nical cquipment in one pile. The robot does
not scem to have any visihle weapons ot its
body. You could talk wich it (A68), fight it
(B42), or leave, but you have speat a lot of
time in this area to just leave.

C71 There are eight dabhers {mutated ta-
coons) hehind thae wall and they demand you
turn over all of your weapuns or die. You can
talk {C37) or you can fight (B44).

C72 Looking over the situaiion, you decide
to start cutting at the webs. In the first action
tarn, however, a jolt of energy inflicts 10
points of damage to these trapped and these
cutting at the webs. You have only managed
to cut a few of the many webs holding the vic-
tims, You ¢an Lty throwing some grenadcs
{B46) or continue curting (C35).

C73 The robor docs nothing. 1n fact it 15
hard 1o tell if it is even activated. You cross the
bridge and continue. You leave the robot
alone [or fear it will cum on you and destroy
you.

C74 Exploting the camp you discover there
is nothing there of immediate use except for
the weapons they were using and their turbine
cdl.

Ren can drive the car and you can now travel
around the countryside at the rate of six hexes
an hour in clrar cerrain and three hexes an



C75

hour in woods or low mountains. The vehicie
cannot ford the large river but it can manage
the small ones. Sheesh must ride on 1op of the
car.

You cannot use the rifles without first figur-
ing them out (check “Comprehending Arti-
facts” in the Rule Book},

C75 Approaching closer to the camp you
see there are three cyborg crearures at the oa-
sis. One cybotg has the body of a serf and a
metal head, another has two meral heads on
the body of an orlen, and the last has the bedy
of a gren and a metal head. Each is armed with
2 Mark VII rifle. You can try tw ralk {B49), at-
tack {A93), or leave this area.

C76 The door is still icking, but further
investigation reveals a small compatement
hidder. in one of the steel bands. The com-
pattment shows a small computer keyboard.
You can play with it {C31) or leave.

C77 You continuc down the stairs. The
deeper you go, the mote fungus you see grow-
ing on the walls. When several wet tendrils of
the stuff splash against your faces, you decide
you have had enough of this place. You can
choose from (A 10) again or just leave the area.

C78 You discover no use for the black
seeds; maybe you should plant them larer,

C79 The fens tell you that the ruins of A30
kave several caches of laser weapons that are
€asy 10 get th,

C80 No matter what you do. you sutprise
these lil and they ali vanish in a blaze of tight,
taking wich them all of your party’s chemical
energy celis.

C81 These wardents ate fleeing the moun-
tain area. It seems that strange creatures have
been capturing mutants and raking their
bodies and leaving their heads. If you give
them a gift of one of your recently acquired
items, they give each of you 2 fully powered
hydrogen energy cell.

C82 You have five orange stems and you dis-
cover that they drain energy cells. You can hira
powered weapon with one and it drains all the
energy of the weapon cell. (Rank 10 for hitcing).
H they strike they make the weapon useless, but
they also destroy themselves, They are only de-
stroyed if they strike successfully.

C83 You all help Sheesh free the trees. Tel-
epathically they are delighced by your planc-
like kindness. Four of them come along with
you ta help for a time. In the next two com-
bats, these trees totally destroy your enemies
and your party takes o damage. The trees

then leave to join their fellows.

C84 For rwo action turns you battle this
teneacle sticking out of che door (it attacks
wwice in this time) and all of your efforts have
not dene a thing to it! You run down the stairs
(CB7). You tun for your lifc our of this build-
ing. Choose again at A10 or leave this area.

CB5 You open the door and are immedi-
arely attacked by horrible fungoid creatures
that come spiliing out of the hall behind the
doot. The hall is filled with this tentacled fun-
gus life! {Rank 12, Dm 6, one atrack on each
party member). You tun for your lives {go to
D29} and the crearure attacks uncil you es-
cape. You min out of the building (A10) and
you can either re-enter it ot go some other way.

C86 The chamber is lit by devices of the
Ancients, but more intcresting are the three
recently killed hoop bodies you sce in the
chamber. They have bows and arrows {Tech I,
Dm 8/4) for weapons and they appear to have
been killed by laser beams. There isa blinking
panel of buttons on a side wall and the dead
hoops are a clear warning of danger, If you
want to check out the panel anyway, see C49.
You can still check out the side doors (C32) or
you can leave (A93),

C87 You climb down several flights of
stairs and the air gets mustier and more hu-
rid. The sides of the metal walls are covered
with moss and some of it moves with your pas-
sage down the staits. You come to another
landing with a door (C54) and a sct of stairs
continuing down {C77).

C88 You have defeated him, but now his
brutorz stands ready to do batcle over his body
(HD 14, hp 74, bire (Dm 3) and two kicks
{Dm 4 each)). If you defear it, turn to entry
cz7.

C89 By careful deduction you determine
that the trees drop explosive fruit. You man-
age to steal five of the fruirs to use as missile
weapons {DDm 5}. You get out of the area un-
hurt.

C90 You approach the wees and sense rele-
pathically that they ate wild with rage at being
chaincd. The plants sec your party and in-
stantly throw five javelin limbs (Rank 5, Dm
6). Afier this first attack you leave the area,
You can do nothing for them.

C91 The old herticultura! robor atracks!
{Rank 7, hp 82, metal pluing absorbs 20
points of damage every action turn, weapons
can be used all at once—=z herbicide (Dm 10 ro
plants), a saw tenracle (Dm 20), 2 whipping
tentacle (D 15}.} If you run away, go o D29;

if you defeat the rebot, turn to €20 and check
our the trays of plants you find.

C92 “Talking to scouts in the village gains
you valuable information about the area wo
the west. It seems that some ancient technoi-
ogy has activated itself on both sides of the
mountain pass and you are advised to avoid ¢
the pass. Also, severa! of the scouts have run
into trouble with masses of nasty creatures.
They advise using the strongest weapon you
have because there is a ot of equipment cut in
the wilds just waiting to be picked up. The last
scout you talk to gives you a small sack of pow-
der. Ir contains & powerful vegicide that will
instanely kill one hostile planc (works auto-
matically}. Your trip now begins in carnest
and you take the road out of rown {A58).

Flras e gt .

€93 These wardents need matches. If you
trade them al! of your party's matches, they
give you one chemex grenade {Tech 111, Dm
15).

C94 The keeshin tells you thar in the
mountains to the southwest (see the southwest
comet of the Wilderness Map) are horrible be-
ings that take the bodies of creatures and place
tobot heads on them. The keeshin gives cach
of you a special ring that hampers the abilicy
of the robot heads to see you (halve atl damage
a cybarg inflices upon a PC).

€95 If you defear the kai lins, you discover
the remains of some type of cyborg. It has the
body of a pute strain human, hur the head of
a robot. Thete is a package of four unpowered
vibre blades on the creature (Tech IV, Dm 12).

C96 These lit are going home and will
trade with you, bur have no information,
They want to trade 2 single, small glittery
bracelet they are carrying for several energy
cells. If you trade, go to C15.

C97 The fens tell you that in Area A22
there is 2 huge meral creature guarding the
bridge and often it kills scrangers.

C98 They acquited their laser rifles in the
tuins of A30, but many horrible monsters
roarn that area.

C99 You chose to follow the cyborg and it
takes you to entry A$7. Roll for rundom en-
counters as you travel there,

C100 The arks ase running from a band of
horrible creatures thar lopped off the heads of
several acks and took their bodies. All they
know about these creaturcs is that they have
metal heads on somewhas normal-looking
bodies. These heads shoot laser rays from a
single red eye.



D1

D1 The bracelets you ook from the carrins
start to glow and pulse. The rate of pulsation
marches that of the pulse in the lenses of the
robor you face. It doesn’t seem to see any of
you. Proceed from this point as if you had de-
stroyed the robot.

D2 If you look like cyborgs, the cyborg
guard lers you through. If you chose to fight
this creature, mirn w B95.

D3 You have made the mistake of going
through this gate and your luck has run out.
There are two bear cyborgs coming in the gate
and your disguises do not fool thern and they
artack! Since they actack, the guard cyborg
also attacks you {refer 1o entry BOS for the
guards stacistics). Two bear cybosgs: HD
123; hp 86, 81; weapons—cyborg ruby eye
(Dm 8); two bear claw attacks (Dm 5). If you
run away, turn to D29,

D4 You enter this dome quickly and si-
lencly. You discover a large chamber with cages
of sleeping creatures. There are several large
tables with surgical equipment. You sce sev-
eral shelves of cyborg heads. This could be the
place where they graft the cyborg heads onto
the bodies.

You cannot reuse the creatures in the cages,
but you discover piles of equipment, some of
which you can use.

Ren finds two type C slug throwers with full
clips (Tech IV, Dm 15). He also finds new bat-
teties for his and Raa’s suits of armor

Wroll finds three medikits and a special vet-
etinary medikit that can restore up to 100 hit
points to nonbumancid creatures.

Raa finds a box of 12 energy grenades (Tech
IV, Dm 10). He also finds a stun tay pistol
(Tech IV, with a four-shot energy chip, if it hits
it stuns for base two minutes}.

Sheesh discovers an unusual crossbow that
shoots energized crystal quartels. A hydrogen
energy cell can charge five quartels. These
bolts inflict Dm 15, but are fired like regular
ctossbow bolts. Sheesh finds 10 of these spe-
cial crystal quarrels. (These quarrels have a
509% chance of being ruined on impact.)

Finding nothing else of use in this area you
leave and search the rest of the compound.

D5 The huilding, tike the rest, is made of a
crystalline material. The wide door opens
when you approach. Inside you find vehicles
of the Ancients. You find military ground cars
and turbine cars that Ren can drive. There are
flir cars, "‘E” cats, and hover cars that you can
tell are ail ready to go. You have never seen so
many vehictes. Ren could drive one of the first
two types of cats right away, ot you could try to
figure cut one of the more advanced cars. Any
of the vehicles here allow you 10 move eight
hexes in clear or road rerrain and six hexes in

mountains of woods.

D6 This crystal bunding is shaped like all
the rest, but from a distance you have scen
several cyborgs enter. You briefly consider not
going in. Turn to B1 if you want to sce whas
the cyborgs are doing.

DT As you come up to this crystal building
and the door opens, you hear the sounds of
weapons fire inside. There could be a fight
you should avoid. If you still want e encer this
dome, turn to BOG.

D8 You are approaching the spacecraft and
see thac it has only one opening, guarded of
course. I you entes, use che E map and begin
with the outermost E coury.

D9 This dame is ¢rowded with cyborgs.
There is 2 huge crysial pillar in the center of
the chamber and lightning bolts of energy
crackle down onto the heads of each of the cy-
borgs. You can attack the pillar (B97), bur you
reatize it could backfite on you.

If you attack the pillar from a distance,
o BT,

D10 You discover an energy cage hobding
an obviously powered and active robot. You
have never seen this type of robot befere, but
it obviously wants to get out and you consider
blasting away at the crystals that arc generat-
ing the force field,

Turn to A39 to release the rabot.

D11 You discover an energy cage holding
an obviously powered and active robot. You
have never seen this type of robot before, but
it obviously wants ro get out and you consider
blasring away art the ctystals that are generat-
ing the force field.

This robot has weapons systems that look like
lasers and are generating their own energy fleld.

Tarn to A41 to relcasc the obot.

D12 You discover an cnergy cage holding
an obviously powered and active robot. You
have never seen this type of robat before, but
it obviously wants to get out and you consider
blasting away at the ctystals that ace generat-
ing the force fields.

It is firing several weapons systcms at the
energy fields thar cage them, but to no avail,
Tuen to B9B o release the whot.

D13 You discover an cncrgy cage holding
one ohviously pawered and active robot. You
have never seen this type of robot before, bul
it obviously wants to get out and you consider
blasting away at the ¢rystals thar are generat-
ing the force fields.

Tarn to B99 1o release 1t.

D14 You come to a large and long crystal
dome. Its door opens as you approach, reveal-
ing = tobot that attacks you!

{Robot guard: HD 18: hp 55; armor ahsorbs
the first 30 points of physical damage in an
action turn: weapons—stun tentacke (if it hies it
stuns for base two minutes); robotic tencacle
{Dm 10)) The robot cannot leave the chamber. i
you decide not to fight, the door closes, but the
robot gets one action tutn of attacks.

If you win the baccle, turn to F4,

D15 This is seme type of crysral growing
dome. You see row upon row of tables filled
with sand. Growing in the sand of each table
is 2 different colored and shaped crystal. You
have not stepped into the chamber as you can
sensc the energy that flows from the crystal
floor and walls. The area is filled with energy
and it could damage you. If someone wants to
usc mutations to take some of the crystals,
turn ¢o F3; otherwise you leave the chamber.

D16 You enter this crystal dome area and are
attacked by automatic laser unics in the ceiling.

{Theee laser units: Rank 5; hp 30 (x 3); Dm 12)

1f you run away, the door closes behind you,
bur the lasers get one action rurn of attacks. All
you have time to see is a seties of large cages.

If you fight and win, turn to F2.

D17 This dome is given to the creation of
android cyborgs. You see the android genera-
tion vats and there are 10 warrior androids
guarding it. While you watch, two thinker an-
droid cyborgs ate in the process of creating two
more wartior androids. You leave not wanting
to face them in an open bactle.

D18 1n this dome you discovet a volcanic pit
and three cyborg bumanoids that artack you!

(Cybotg pure strain humans: Rank 4; hp
142, 138, 119; wecapons—cyborg laser eye
{Dm 8); slug pistol (type B, Tech 1T, Dm 15,
30-shot clip), If you run away, tumn to D29 and
vou leave the compound. If you fight and win
the bartle, win to F1.

D19 This i5 an equipment storage dome.
There are shelves and shelves of almest every-
thing you can imagine, There are hundreds of
types of the following items: camping equip-
ment, clothes, energy cells of all types, min-
ing equipment, shelves and shelves of
equipment of the Anciencs thar you do not
recognize, houschold furniture, and Tech 11
weapons of many different types. You rake
what you think you need and leave the area.

D20 You enter some type of communica-
tions dome and see two cyborg humanoids
manning the screens. You think it would be a
good idea to ruin this area, but you don't
know if you want to take on cthe two credatures



you sce working chere.

You can leave and explore the rest of the com-
pound, or you can fire at the creatures and pain
onc action curn of surprisc ateacks (tum to ES2).

D21 Asyou carefuily open the containet, rwo
of the sceds escape and bore holes into the fist
object they hit. Seconds later these holes sprour
tiny leaves and the object is ripped apatt as roots
and vines grow from the seeds. You rake the rest
of the seeds back to your town to try to figure out
how to use them as weapons.

D22 Thesingle large, glowing seed absorbs
enctgy at a fantastic rate. Energy blasts within
10 meters of the seed are totally absorhed by
the seed, {If the seed reccives over 200 hit
points in energy. it splits and instantly sprouts
roots and digs into the ground. Thece are no
other effects, as far as you can tell.

D23 There arc 100 secds in this contatner and
cach radiates Intensity 5 radiation, Use the radia-
tion chart to deterrnine how much damage they
inflict.

D24 There are 20 pistol-shaped seeds in
this container. If you squeeze the seed’s shell,
a small thorn seed shoots cut up o 20 meters
away (Tech 1, the damage is Intensity 10 poi-
son, cheek the poison charr for the damage,
there are five seeds in each pistol).

D25 You talk with the caerin and badder
and discover that they are the leaders of their
tribes. These groups have been hunted by the
cyborgs fos their bodics. They ageee that if you
free them they will convince their respective
tribes not to attack your town. You free them
and give them what oxtra weapons you can
and they escape from the compound. You also
consider escaping.

D26 The crystals shatcer as you fire your
weapons at them. Keep track of the hit point
damage you inflict upon the crystals. After
you have done 300 points worth, you have de-
stroyed one-fourth of the pulsating blue crys-
tals. You notice the glow on the walls has
dimmed a lictle. It you continue, curn to 51,

D27 The soot, ash, and heat of the aew
mountain of lava is choking you. You suffec 20
points of damage while you are fleeing. Roll
another Constitution Check and i you fail
you take another 20 points of damage before
you escape. If you survive, turn o D28.

D28 You flee the atea aad see that you have
created @ new volcano. The cyborg camp is
completely destroyed and you do not feel too
bad abour that. You continue your quest
knowing you have done something very im-
poreant for the survival of your town.

D29 Running Away: Anyrime you run you
must roll 1d20 for both sides. If you beat the die
toll of the atracking creatute, you all ger away
and it does not follow. If the creamire's roll is
higher, it gets a free actack on you as you escape.

D3¢ Genetic Incerrogatien Chart

This chart is consulted whenever there is a
questioning session berween two groups that
do not know cach other This questioning
process usually takes one hour (two hours iff
the Hostile section of the chart is reached).

To determine how the questioning pro-
ceeds, you will roll 1d20 five times, applying
all of the appropriate modifiers to the roll
each time. Before you roll, look ovet the mod-
ifiers and the tables you will be rolling on so
you understand what is going on.

Positive Dte Roll Modifiers

+1 Murant or PSH questioning the other

+1 Caught where you shouldn’t be

+1 Either side is heavily armed

+1 In the home cerritory of the questioner

+1 Other has things questioner wants

+2 Fighring between the groups before
guestioning

+2 One group is held prisonet

+2 One group belongs to a Cryptic Alliance

+2 The groups ar: working against each other

+2 One group is hiding information

Negative Die Roll Modifiers *

=1 Groups know each other

=1 Groups are in neucral territory

=1 Robots in cicher group

=1 Vaiuable gifts given right away

—1 One group needs the other

=2 Both groups arc Restorationists

—2 One group wants to be friendly

=2 Neither group is hiding anything

—2 One member has Intelligence 16 of
higher

=2 One group offers help to other

=5 Neither group is a prisoner of the other

* None of these negative modifiers apply if
one group is a prisonet of the other.

Once you decermine which of the modifiers
apply o your situation, rofl the first 420 and
consult the First Die Roll rable below. This
gives you the section of the Subsequent Die
Rolt table to roll on for the second 420 roll.
The second die roll will indicare a Secrion
Shift {last column in table) of A, B, or C. A
section shift result of ** A" means your next rol!
occuts on the section above {mare favarable)
the one you just rolled on. A resulr of “B”
means that your next roll is in the same section
you just rolled on. A resultof " means your
next roli is on the section below(less favorabie)
the section you just roiled on.

This continues until the fifth roll, the result
of which is interpreted on the Final Interroga-
tion Resules able 1o detemmine the end result
of the intetrogarion.

After each roll (excepr the fifth roll), check
the Intermediate Resulis to PCs table o see
how the other group reacts to your characters.
Thea recompure the modifiers and roil the
next d20. The fifth roll is the last and afier it
you tefer to the Final Resulrs table to see how
the other group {ecls about yout group when
the meeting ot interrogation ends,

First Diie Roll

D20Roll  Secton for Second Roll
1-5 Favorable

6-10 Cautious

11-13 Indignant

16-20 Hostile

Subsequent Die Rolls

Rolls Section

Section 2d 3d d4th  5th Shift
Favorable 1-10 1-13 1-16 1-18 B
11-20 14-20 17-200 19-20 C
Cautiouns 1-2  1-2 -2 1-2 A
3-15 3-15 315 3-15 B
16-20 16-20 16-20 16-20 C
Indignant 1.2 1.2 1.2 1.2 A
3-15 315 315 3-13 B
16-20 16-20 16-20 16-20 C
Hostile 1-4 1-3 1-2 1 A
5-20 4-20 3-20 2-20 B

Intermediate Resules to PCs

Favorable—other group offers to repair PCs’
weapons of trade on terms favor-
able to PCs

Cautious—oather group heals 134 poims of
damage to each PC

Indignant—ather group kicks PCs around for

1d4 points of damage

*—other group destroys PCs’ four

best weapons

Hostile

* Trear as Indignant unless one group is
held prisoner by the other group.

Final Interrogacion Result

Favorable—groups work together amiably
Cautious—groups leave and set up a time to
talk larer
Indignant—ygroups do not like cach other, but
there is no fighcing
Hostile " —groups either fight or one group
[uns away

* lieac as Indignant unless one group is
held prisoner by the other group.



E1

El The ruins of the city are so large that
you never would have found anything useful
here without a map. But now that you have 2
map of the area, you can ca.sil)' locate the
points of intetest. ' e

E2 Deep in the btush you hear the sound
of weapon fire. You approach and see a robot
shooting up strew dummies twisted into the
shape of humans. Thetc arc hundreds of these
dummies atound and many of their heads are
burning. You can approach the robot (E41), of
leave it alone to search the 1est of the muins.

E2 In the middle of the forest stands an in-
tact building of the Ancicaes. The forest has
been burnt away for fifty meters all around.
Thete are huge, glowing panels on the roof
and you can see a small robot cleaning che out-
side walls. As you watch, 2 humaneid steps
out from the woods into the cleating and calls
to the robot. Four lasers fire from the building
and burn the humanoid to ashes where it
stands. Now you know why the building has
been there for so long—it can protect itself!

You have an idea that the building only
deals with pure strzin bumans. If Ren is with
the party, you might try to deal with the
butlding (E42). If he is not here, you leave this
building for safer ageas.

E4 Ln amongst the ruins is 2 lacge parch of
bare ground with a hole in the middle. The
ground looks strangely barren of all life, And
the vegetation at the edges of this arez is unu-
sual colors of gold and silver.

If you go to check out the hole, turn to B76.
O1 you can leave and search the rest of the ru-
ins.

E5 Traveling through the forested ruins
you suddenly hear the sound of moaning in
the distance. You cautiously approach and
part che brush in front of you to see a vast area
of strange plants. These are man-tall, thin
plents that move with the slightest breeze.
Their huge petals resemble heads. These
heads emit a moaning sound that makes it
seem like the plants are in pain. You can check
out the plants from a distance (B77), or you
can get closer znd try to communicace with
them (E43).

E6 You discover a glowing dome of huge
size in the middle of the mins, As you near,
you can see that many others have been here
before you. Thetfe are scraiches and burmn
marks all over the sides of the dome. There are
urusual, different-colored stains in patches
on its sutface.

You can see a door and there is a path
beaten through the forest to it. You can tell
the doot has never been opened, but there atc
indications 2ll over the door that it has been

shot at, laseted, grenaded, bombed, erc.
Whatever is in this ching must be highly valu-
able, If you spend one hour trying to open it,
turn to B78. Otherwise avoid this place and
save it for later explorers.

E7 You cannot believe your eyes. There by
the take is a water-powered machine. A robot
is operarting it and you can see it is making la-
set rifles. While you warch, a jaget comes our
of the forest, walks boldly up to the piled
crates of rifles, and rakes one and goes back
into the woods. Your problems are solved.
There must be over two hundred crares of taser
rifles there. The robor calmly takes the rifles
from the machine that is creating them, places
an unusnally large enetgy cell into the
weapon, and crates the weapon in 4 box of
ten.

You go up and try to talk to the thing but ic
ignoses you and continues working. You will
have 10 try 1o deal with it later, but for now
you take 25 many crates of weapons as you can
carry and leave.

(Laser rifle: Tech IV, Dm 12, energy cell is
good for six shors.} There is a drawback to
these weapons. The machine thae makes chem
has started to go slightly awry. Whenever one
of these laser rifles is fired. coli 1d100 againsc
the ACT column corresponding to your Rank.
Oua 2 black result, the rifle explodes, inflicting
436 points of damage 1o you and anyone
within three meters.

E8 There is the huge shell of a building
breaking thiough he forest. There is no vege-
tation: inside this building, unlike the others
you have seen. When you approach you scc
the remains of a huge chamber and in the
chamber are 50 onc-meter-tall spheres. The
floor here is completely clean and you briefly
wonder if these are cleaning sobots all stacked
and ready to wotk. If Ret is with your party,
turn to B79. If Ren is not with you, tuin to
E4s.

E9 Have all party members foll Mental
Suength Checks. Those whe fail go mnning
o the forest to the west. If none fails, you
continue on into the wilds.

Those who succeeded can follow any who
failed 1o see what happeos to them and ery to
protect them.

If only some of the patty members failed
the check, tum to B23. If all of the party
failed, turn to EAG.

E1¢ You come upon five androids making
2 10ad in the forest. They are huge things that
wield their picks and mauls with superhuman
strength. You have heard stories of androids
from your eiders. For hundreds of meters they
have cut a large path through the ruins and
forest.

[fRen is with you and you approach, turn to
B81. If Ken is not with you and you approach,
turn to F26.

Eil You are attacked by a band of acks,
huge dogmen, 1oll for surprisc! (Eight arks:
HD 8; hp 40 (x 8). PS 19 {+4}; M8 12; plate
mail vests {absorb 20 points per action turn},
wicker shields { — 1 CS); mucations—life leech
(see “Mutations™ section, Dim 6, the arks only
use this attack when they are down to wwo
party members); stonc clubs (Tech I, Dm 5);
half of the atis always attack Ren).

If you run away, i to D29,

El2 A huge metal pole of the Ancients has
a still-functioning light ac the top. As you
near, the area around the lighe seems 1o spark
and flash. If you climb the pole or otherwise
check it out, turn to F25.

El13 You come upon z badder encamp-
ment. A tent in the middle of the camp con-
tains what appears to be a very sick badder.
You can ieave, fearing there might be more of
them arcund, or you can check out the camp
ta sce if thete might be something uscful here
(Bg2),

E14 You discover a huge purplc thern
patch in che middle of the ruins. At fitst you
think it could be a lil patch, but then you see
the bones and dead things in the thons.
Many beings have died in the patch. You sus-
pect poison of some type on the thomns, but
aren’t sure you want to check it out. Looking
mote closely, you see some green goo drip
from the thorns. This area isn't for you and
¥CU Move on.

E15 Carrins actack out of the sky with mis-
sile weapons! Check for surprise. {Seven cat-
tins: HD 15; hp 75, 60 (x 6); short bows (Tech
[, Dm 8); leader has a slug pistol {type A, Tech
111, D 10, 20 shous left in the clip).

They keep attacking until you kill two of
them; then tuin to B83. If you run away, tum
to D29,

E16 A huge thunder lizard taller than most
trees walks through the ruing toward you. You
all dive for cover because the monster is (oo
large to fight. Roll an Intelligence Check.
Those who fail ate seen by the monster. Turn
to B22 tor the attack.

E17 You hear it long before you see it and
then you can hardly helieve your eyes. Just
above the wee tops a flying car is moving
around in a circle. As you draw closer you see a
dead pute strain human hanging out of the
door. You can try wa climb a tree and getin as
the vehicle circles {F24) or you can avoid the
thing.
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E18 An obb {a huge bat-winged creature)
{lics over your group. If you atrack, wrn to
F22, if you want 1o talk, turn wo B20.

E19 You discover a burial mound of sorts.
Thete are over 100 graves and each of them
has 2 weapon and a marker for a headsione.
There are many swords, maces, and hammers,
bue che thing that attraces your attention arc
the two holstered pistols by one grave. You
consider going to get them, but then you
wondet why all of these things have ncver
been stolen before. Tf you uy for the pistols,
wurn w F21.

E20 You meet three otlens who instancly
notice you. You can walk (F20), attack (B85),
or ignote them.

EZ1 You sce a large grove of white trees.
Each otie has exactly five berries that sparkle in
the light. Those that are in shadow seem w
glow with their own radiance. It is very likely
going to be dangerous to check these things
out. but if you want to, turn to F18

E22 You discover several bodies lying in the
rains of an unusually shiny building. The
structure seems to be made of meral walls.
The bodies ure wearing full suits of plare mail,
but vou wonder if it may be a trap. You can
check themn vut (B16), ar you can ignore them
and continue on into che wilds.

E23 You come w a parc of the forested ru-
ins that is diffetent from all the others you
have seen. Everyching is shiny black. The
plants, the ruins, the trails, and even the earth
in the area is black, but not from soot or other
substances. After testing you discover that the
black color goes much deeper than just the
surface. You also observe that no animals are
in this atez: no insects, birds. ot climbing
creatures. If you wish 1o find (he cuuse of chis
phenomenon, turn to B15,

E24 Inthese ruins you discover 2 large pool
of warer. Basking in the sun beside it is a huge
white lizard that mentally communicates with

ou,

“Hello there, de come ovet! | love talking
1o travelers.”

There is something dangerous looking
about this crearure and you are not fooled ar
all.

You ateack 1t (BBG)! You calk o (Fi9). You
leave it alone and quickly leave the areq,

E25 If itis at tcast as dark as at sunset, turn
to B14; otherwise nothing happens here,

E26 You discover several vehicles of the
Ancients, but when you check them out more
closely you see they are rusted hulks of no

value. Unfottunately, while locking them
over you are surprised (have a random
encounter—you are surprised aud chey are
not}.

E27 You discover a black-hulled combat ro-
bot in the brush ar the side of the road. There

are severzl blasted hulks of other vehicles in
the area. You are just starcing to clear off the
plant growth from the area when you are sur-
prised by a parn.

{Parn: HD 13 hp 70; attacks with two scis
of four-sword fronds, each sct artacks the same
individual {Dm $}; it throws two huge spincs
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at the same individual (D 3); its body amnor
absorbs the first 15 points of physical darnage
in an action turn.)

If you run away, go vo D29 (the tobor is
gone if you come back later). If you win the
hattle, turn to B13.

E28 You hear the sound of pounding long
befare you see what is mzking the noise. After
a cautious approach, you sce six sleeths, giant
lizardmen, hard at work pounding a robot to
pieces. You can ateack (B11). try to talk to
thern (F15), or ignote them and go on your
way.

E29 Far back in the wilds you discover a se-
1ies of small huts. There is the gling of metal
inside each of them. You all roll 2 Menral
Strength Check. Any wha fail each entera dif-
ferent house—turn 1o B10, Those who suc-
ceed attack the plant cteatutes that are
disguised as huts.

E30 In a stroke of luck you discover & hid-
den cache of weapons of the Ancienis. As you
look them over you ate attacked by their right-
ful owners. Consult the Random Encounter
Chart and rofl until you ger creatures that are
agpressive and want to fight.

If you run away, carn to D29 {you do not get
any weapons). If you fight and win, turn to

E31 In front of the flying saucer is a single
cyborg guard. It is 1 multi-armed, stake-
bodied creature and it is holding three vibro
blades.

The door 1o the spacecraft is open and you
can tell there is an energy screen coveting the
enttance. To get inside you are going 1o have
to take out the guard in one lightning-quick
attack. If you botch it up, you suspect cyborgs
will appear from all over che place.

You can ignore this area and continue on to
other places, or you can attack (B8).

E32 You have eliminated the guard, bue
now you face a force ficld of unknown power.
You have to act quickly because you may be
detected at any marment.

If you leap in, risking all, go to F53. If you
throw something in first 1o see what happens,
mrn to BR9. TIf yout fire on the sides of the door
with your weapons, hoping te ruin the screen
generatot, see F14. You can also leave this area
if you ate aftaid of dealing with whatever is in
the flying sancer.

E33 Turning acomer of this strange crystal-
line saucer, you discover a weird guard at the
next entrance and decide to artack,

{Alien android guard—the 2ndroid is to-
rally white and humanoid in shape, but over
nine meters tatl and all appendages are un-

usually thin: HD 10; hp 200; weapons—20
crystal clingers (Tech V, Dm 5). These are
small, star-shaped crysials that can be thrown
two at 2 time, crystals that miss can be reused;
if they hit they stick and do progressive dam-
age for each of the next five action turns; to rip
them off you must rofl a successful Dexretity
Check; armor—enetgy screen that absorbs the
fiest 20 poiats of energy damage reccived inan
action wrn.,)

If you run away, tumn to D29 {you leave the
ship if you run away). If you win the battle,
you can use the remaining crystal dingers.
Turn to entey F13.

E34 You discover an alien android guard
and must fight for your life!

This android is a squat cylinder of a creature
with three long tentacle arms. You have sut-
prised it. After your surprise action turn, turn
w B6.

E35 Sure there will be guards at the en-
trance you see ahead of your position, and
wanting to go farther into the spacecraft, you
all actack simulraneously at the entrance with
the best weapons and mucations you have.
Tura to B3,

E36 You discovet tow upon fow of small,
green, fist-sized crystals in piles on the floot.
You do not have the time to figure them out.
You may take up to five ¢ach and continue on
your way. Turn to enuy B91 when you can take
the time to figure them out in safety.

E37 You discover another huge pile of erys-
tals. This rime they are head sized and bright
blue. You can each take three of them and
save testing them for when it is safer. Turn w0
B92 when you ate away from the saucer and
can test them.

E38 There are several large piles of finger-
sized, pulsing yellow crystals. You do not like
the look of them and it is only with an cffort of
wili that you pick one up. If vou da cake one
with you, wirn to B93. Octherwise leave them
alone and continue.

E39 Suspecting there is anocher entrance
and probably another guard, you prepare to
attack. You all deap zround the corner and fire
your weapons. Tarn to B3.

E40 You enter a chamber filled with puls-
ing purple crystals. In the center of the cham-
ber is a huge black crystal in the shape of a
human brain. It communicates telepathically
with you.

“I have watched you enter my ship. It has
been most amusing. You lower life forms ey
so very hard and it s all for nothing.”

Ac this point you atrack {using the weapons

you {ired in Entry B3}, They are alt ineffective,
“I am immune to your methods of destruc-
tion. Do you wish to #bk or dic?”’
If you want to tatk, wurn o B2. If you fighh
rirn to F10. R o

E41 If Ren is with you, turn to F27; if he is
not, then the robot (Rank 12) attacks your
pany. lc has two laser attacks (Dm 8} and a
slag thrower attack (D 10). You do not think
of artacking back—it looks 100 tough. You all
run away {taen to D29).

E42 Ren boldly goes up to the front door
and it apens by itself. When the rest of you
staft to entet the clearing o join him, the lascr
units on the building move toward you. Looks
like Ren will have to manage all by himself
(turn o F28}),

E43 You go close to one and try to figure it
out, Maybe you can communicate with it. For
some reason, several of the plants you are
neating explode and splarter all over you.
Suddenly you feel a burning sensation on your
face. You have been exposed to Intensity 9 1a-
diation. Check the radiation charts and record
whatever damage the rolls indicatc.

F44 Afrer the second hour of digging and
bashing and using mental abilities you still
have not opened it. This locks like it could
take forever and maybe you should give it up
and go on to other areas. But if you want 10
spend anothet hout here, turn to B24.

E45 As your group approaches, the sphetes
all rise off the ground. Each sphere shoots a
ray of light (no damage) ac your party and
then settles down to the ground again. If you
wish to approach closer, turn to BRO.

E46 You have il failed to make your Men-
tal Serength Checks and you are being guided
by an illusion. Part of your mind knows this,
but the illusion is we strong and you are all
heing controlled. You find yourselves walking
into the jaws of several huge-peraled plants.

Although your legs ate controlled, the rest
of your body is free to act. You get out yout
most potent weapons and usc them as you
walk into the jaws of the plants.

‘There is 2 plant for eack of you. (Plants: HD
5; hp 50; PS 20; MS 13; Dm 8) Damage tw
Sheesh is halved because of the willow’s huge
size. Because you ate inside the plaot, you re-
ccive a + 2 CS forz all your weapon artacks. As
membets of your party kilt their plants, tura
to B23 to conrinue the battle to free the whole

party.

E47 The androids begin to shiver and
shake. Suddenly they turn all red and then
melt into a red jelly-like substance. You have



E48

no idea why this happened.

E48 Naturally you have to take off all ar-
mor w climb the pole and while you are
climbing you check out the area using your
map. You see that Area 14 has some unusual
vegeration while chere is a mecal flying ma-
chine in Area 17. When you finally reach the
top of the light, you cannot figure out any-
thing ro do to it and when it inflicts 10 points
of electrical damage to you, you climb down
and leave the area,

E49 You find nothing of value in the camp
cxcept the weapons on the dead badders.
Their armor is too small for any of you to wear.

E50 lnside the car you find a case of 10 red
vials, Onc of them is broken. You think this
must be what killed the occupant. You cy to
make the vehicle land bat all you can do is
make it go faster. You find nothing else of in-
terest, If you take the vials and jump out of
the vehicle. tum to B84.

E51 Continue shooting until you do an-
other 500 poines of damage and then you have
destroyed all of the pulsating blue crystats
atcund the lava pool. Immediately the pool
begins ta pulse and spurt. Thase cryseals musr
have been somie sortc of conuolling unit and
now the lava is going wild! You all mun for your
lives as the melten rock flows everywhere.
Each characier must rell a Constitution
Check. Those who fail turn o D27. Those
who succeed turn to T)28.

E52 {Two cyborg humanoids: Rank 4; hp
Y2, 76; weapons—cyborg laser eye (Dm 8);
slug pistol (type B, Tech 111, Dm 15, 30-shot
clip). If you run away, turn 1w D29 and you
teave the compound.

If you win the battle, you use their weapons
tc totally ruin the area. Crystal shards are scat-
tered all over and you feel you have accom-
plished something very useful for your side.
You also think you had better run from the
compound because someone of something is
bound to come locking for you after this, Re-
turn to the Wilderness Map.

F1 In this dome you find a huge pool of
lava with pulsating blue crystals floating in ic.
You notice that the walls of this dome are also
covered with the blue crystals, but these arc
just brightly glowing, not pulsating. You sus-
pect this could be the power system for the en-
tire complex, If you touch one of the crystals,
it turns whatever touched it ro cinders. It oc-
curs to you that if you shoot chis place up, you
could really disrupt the efforts of the cyborgs.
If you attack the blue crystals with your weap-
ons, turn to D26,

F2 You discover a prison atea. The oniy
prisoners you find are the biggest badder and
carrin you have ever seen. They are in adjein-
ing cells and you can tell they have been fight-
ing. They look at you sullenly. You could ralk
with them (D25), bue you are wortied that
vou tripped all sorts of alarms when you de-
stroyed those kaser untts.

F3 You use your telekinetic arm to grab one
of the growing crystals. Much to yout horror
you discover it absotbs any type of energy. If
you have any type of energy cells on your per-
son they aze totally drained. This crystal can
be used as weapons. If you threw it at 2 being
using an energy weapon, it would drain off
the energy cells.

(Crystal drainer: if it hits, it drains all en-
ergy cells from the being) The crystal is de-
scroyed if it hies. If it misses there is a 25%
chance that it shatters and becomes useless.

F4 The dome is lined with crystal shelves,
each of which has a clear crystal container
filled with seeds. There must be hundreds of
types of seeds. One entire section of the dome
has containers of seeds thar are moving. There
are also containers with a single glowing seed,
with many seeds that glow in dim light, and
seeds that resemble pistols. There is time to
take a few of these continers, but they are
quite large and you do not want to open any
of them—who knows what the seeds might
do. Each container is a cube haif a meteron a
side, You either leave them or grab one and
then leave.

Tum w one of the following selections
when you are cutside the compound and have
time to study cthe conrainers and their seeds. A
conrziner with moving seeds is D21, A con-
tainer with 2 single glowing seed is D22. A
container with seeds that glow in dim lighe is
D23, A container with seeds thar look like pis-
tols is D24,

F5 You have killed your enemies and there
is a good chance you have ruined the pillar in
the dome. [t has stopped emitting energy and
none of the vther cyborgs are getting up. But
you think there is 2 good chance you have trig-
gered an alarm somewhere. You run from che
compound not wanting to face any more cy-
borgs,

F6 Wroll discovers a fist-sized crystal
weapon to be trained in. He can throw these
with his jaws for 20 meters. (Crystal energy
cages: Tech 1V, a fist-sized crystal is chrown
and when it hits a living object, it emits an en-
ergy field for 10 action tums. The field pre-
vents movement and surrouads the being in a
30-hit-point enetgy screen that also prevents
mental energy from passing chrough. The
charge of the crystal lasts for 3¢ action turns, If

the crystal misses it does not expend its
charge, the device cannot hit beings that have
energy screens up)

Wroll takes six of these in his special packs.

F7 Sheesh leatns how to use a srun whip.
{Stun Whip: Tech 1V, if it hits, it stuns any be-
ing for 1d20 minutes, the chemical energy cell
is good for 30 minutes of use)

F8 Raa icarns to use a vibro blade. Afcer
the session he takes the blade and ar extra hy-
drogen energy cell. (Vibro blade: 1ech [V, Dm
12)

Fo Renlearns how to use a Mark VII biaster
tiflc. Aftcr the session he takes the rifle and an
extra set of hydrogen energy cells, (Mark VII:
Tech IV, Dm 13, two cells good for six shots)

F10 You want to fight this crezture and de-
stroy it. You use your other weapons on it and
they work!

(Crystal Brain: HD 20; hp 500; it attacks by
using up its own hit points in energy bursts.)
This creature attacks randomly during the but-
tle. Roll 1d6:

D6

Roll Attack

1 It expends 3 hit points on each party

member.

2 It expends 20 hit points on a random

party member.

3-5 It expends $0 hit points on the party
member who caused the mos. damage
on the last action turn.

6 It expends 10 hit peints on each party

member.

Thete is no defense against this attack ex-
cept to run from the ship and the area.

If you win the battle, the ship begins vibrat-
ing and starts falling apart. You must oy to
escape—turn 1o B2,

F11 The energy of the crystal heals up 1o 10
points of damage you have previously suffered
and it fades vo a dark grey crystal. There must
be thousands of these crystals here! You heal
yourselves, but after all of your pany is com-
pletely healed, you discover there is no way to
take the crystals from the piie withour causing
the energy to fade, tuming the cryseal grey.
You can each take up 1o 100 of them and con-
tinue.

F12 (Crystal pillar guard: HD 15; hp 250;
attacks—two electrical energy blasts (Dm 10),
two laser energy blasts (Dm 12), two crystal
slug shooters (Dm 10))

[t you run away, turn to D29 (you leave the
saucer). If you win the bactle, you completely
destroy the piilar and can enter the next ring

(B4).
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F13 You have entered the second ring of
the spacecrafi and its walls aze filled with crys-
tals different from those of the first ring.
These are large, single-faceted stones thar
show the surrounding camp and counuyside
in many details. There are hundreds of these
crystals on boch walls.

You ¢an continue into the hearr of the ship,
buc the chatlenges there may be even cougher.
You can leave if you wish.

Fl4 You concinue firing on che doorway
until you have caused 120 peints of damage to
the door. Then the screen goes down and you
may enter (B7).

F15 Talking to the slecths proves worth-
while_ It seems this tobot kilied three of them
and they are destroying it e prevent more
deachs. You try to talk them ouc of it, but they
are adamant. As is their custom, they give you
the weapons of their fallen comiades as gifts,
You collect two frag grenades (Tech 11E, Dm 8}
and two large spears (Tech I, Dm 3/10). You
all pan friends.

F16 You succeed in gerting the thing
started, bul you are not sure how to control it
The robot begins to move and you follow it
out of the ruins and into the hills to the south-
eust. Suddenly il comes across a band of five
black-winged lil. You just know it is going to
fire its weapons and blow them apatt. If you
try and stop it, tarn to B12. If you let it fire,
wumn to B8,

F17 Planting the seeds is the right move.
They communicate (0 you ofce more.,

“We know you need weapons of the An-
cients. You can find a working robot at {the
seeds mentally give you the location of E27)
this thing will aid you™”

F18 You discover that the berries explede
when an enetgy field is within one meter of
them. So if you are within onc merter of aciea-
tuze with an energy screen ot a force field, the
betries explode auromarically and inflict 135
points of damage ther are not stopped by any
type of armor or protection. You narurally
cannot have a force field up while you carry
onc of chese berries.

You consider taking 10 berries and using
them on your quest, but they could be dan-
gerous. If you do cake them, turn to B87 after
two days pass and turn to B17 after three days.

F19 Talking to the keeshin is interesting. I
gets you to tell about your troubles and claims
to know a great deal abourt badders and car-
rins. Te tells you they are not the problem. Ic
says that cyborgs {metal-headed hrmanoids)
have been hunting creatures everywhere and
taking them back to their camp to the south-

west of here, It also offers 1o sell you the secret
of how to stop cyborgs for the sum of one Tech
I or 1V weapon per parcy member. 1f you
want to know the seeret, give the keeshin the
weapons and tuen to B18.

F20 If you talk to them you discover they
are quite frrendly. They are also looking for
weapons for their tribe. Their group has been
fighting a losing battle against cyborgs (metal-
headed humanoids) for months now. They
warn you about the keeshin in the pool (E24)
who is quite dangerous. You patt friends.

FZ1 As you step into the arez you hear a
voice speak in several different languages and
then in your language. “Warning, ttespassers
of the grave site will be desttoyed. You may
bury your decad, but that is all. This is your last
warning.”

Then you notice something you overleoked
before. In the middle of the graveyard is a
large stone with slits in it. There are wires run-
ning from the stone to every patt of the grave-
yard. Mavbe the pistols are not worth the risk.

If you still want to go after the pistols, tarn
to B19.

F22 You atrack the obb. Tt is totally resise-
ant to radiation, hear, light, and laser actacks.
The creature artacks you with ies radiation cyes
murtation. If anyone dies from chis attack, ic
continues attacking; otherwise it flies off into
the wilds {use the run enuy (D29)).

{Obb: HD 8; hp 48:; PS 11; MS 12; eye at-
tack against each member of the party (Dm
12); claw attack (Dm 6))

F23 You throw and crack the vial from close
range. Use your Rank as the ACT celumn to
roll againse, Dm 25 for damage to the creature
you crushed the viai against and then youw and
anyone wichin ten meters of your arget re-
ceive Dm 25 points of damage.

F24 Rol!a Dexterity Check. If you fail, you
fall and suffer 20 points of damage (20-meter
fall; I 3; Special —Comp. C; Red = Critical). If
you succeed, you cnter the {turn co ES0).

F25 Your weapons leave no marks on the
surface of the pole and abouc all there is left o
do is climb it. If you want to cimb to the
light, turn to E48.

F26 As you approach, the androids stop
working and raise their weapons in a threaten-
ing manner. They are obviously ready to at-
tack and cheir size alone would make them
dangerous. You decide to leave and let them
continuc whatcver they are doing.

F27 The robot talks and is more than will-
ing o deal with Ren. It has been recently acu-

vated and was trying w sharpen up its combat
skills. It wall come along with you and try to
protect you as best as it can. (Robot: Rank 12;
hp 100; armor absorbs 30 points of damage
per action wurn; the robot cannot operate for
the six hours in the dead of night as it uses so-
lar energy and its storage capacity is limited;
the robot has cracked optics and there 15 2
25% chance pet action turn of combat thar
one of its weapons fites on an ally.) If you
don't want the robot with your party because
of this optic liability, you must fight and de-
stroy it

F28 Ren goes in and discovers a wondrous
chamber of the Ancients. There is turniture
made of amazing furs. He has never seen ani-
mal pelts like this. There is a large screen on
the back wall and a voice invites him to sit
down. He can oaly understand abour one
word in four of che speech.

The computcr talks amazingly fast, but you
begin to get the drift of the message. It wants
to sell yvou solar-powered weapons, It says
things like “'no money down™ and “'easy pay-
ments,” whatever those are. All it asks vou to
do is take a braceler and put it around your
wrist and begin payments in domars in ninety
days.

You put on the bracelet, but then you no-
nice that you cannot get it off again. And the
compater opens a side wall and our comes a
floating sled with fifty pistols in crates. The
machine even shows you, with moving pic-
tures, how ta use the weapons.

You are a bir wortied abour geuing that
braceler off. but that will have to wait uncil
later. For now you have the weapons your
town feeds.

You have 50 solar pistols (Tech 1V, Dm 3,
fully.charged solar energy cell allows five
shots, to recharge open charging potts o sun-
light for two hours, long range is 100 meters).

The anti-gravity sled cartying the crates s
yours to keep. 1t can be pushed or towed with
casc and has a nincty-day charge co its batery.

F29 Any nonpowered/nonweapon iter
you can create 2s many of as you want. You can
get 15 of the following if you have these items:
grenades (stun, poison gas, fragmentation,
and chemex); pistols (types A, B, and C slug
throwers, needlers, lasers): Tech | and 1T weap-
ons in any quantity you desire.

You spend one hour here for every three
iterns you have the toom duplicace (rovnd up
ta the nearest whaole hour).

The ruins that you are searching are heavily
{forested. It 18 enly by using the road as 2 land-
matk cthat you can find anything ar alt. You
have searched many of the ruins already and
tound nathing. You now hope thar the points
of interest on the map lead to finds thar will
help your town. [t b5 very slow going and cach
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scarched section takes one hour.

F30 You have saved an insect humanoid,
but the creature is dying from its wounds. It
mentally communicates its thanks and irs last
act is to give you a map of the nearby area. You
may now explore the entrics on the “E” map
{Ruins Map} in the map marked A47.

F31 You inflict double damage when you
attack with normal or mutational physical at-
tacks, but you automatically take 15 paints of
damage from some type of reflected cnergy
frem the creatures every time you hit them If
an cnergy grenade was used, the artacker suf-
fets 15 points of damage from each of the crea-
tures in the blast area. Toen ta B72 to continue
the batile.

Fa2 Your search yields nothing of use in
this area. You are 2bour to give up when you
hear the sound of gunfire in the distance,
Running thac way you see a huge, many-
mouthed plant with a humanoid caughr in
one of its jaws.

To run in and attack, see B75. Otherwise
you can leave the area and concinue yours jour-
ney across the map.

F33 Mcotal attacks have no effect on these
creatures. Thete is something about them chat
totally resists damage from any type of mental
attack. Turn to B72 o continue artacking.

F34 You work on this problem for two
houes and give up in disgust. You cannor fig-
ure this arca out. You leave, remembering this
place so that others from your village may ex-
plore .

F35 The enecrgy missile attacks thae hit do
damage, buc half of the damage is sent di-
rectly back to the attacker. Roll on the same
Action Table {(ACT) column to determine if
the backlash hits (successful serikes do half the
damage of the original atcack). Physical mis-
siles inflict double normal damage on these
creatures. Encrgy grenades cause 13 points of
damage to be sent from each of the creatuees
to the user. Turn to B72 to continue artacking.

F36 As you near che stone-walled castle,
you see many rusting vehicles of the Ancients,
There are all types in various states of ruin, In
the innet courtyard there is more equipment
of the Ancicnts, some of it rusting and some
shiny and new. Then a large pure str2in hu-
man comes out.

“Hello!"" he says. shaking your hands.
paws, and roots. "'V'm Trader Jim and it’s al-
ways good 10 see visitors.”

For the next two hours you talk with Jim.
He has been living in these mountains for
years. His post trades mainly with mucants

and this is the first you have heard of him. As
you talk several robots come in and out of the
place and you discover that the trader finds ro-
bots and repairs them. This is whar keeps his
place from being overrun by hostile mutants.

When you tell him about the badders and
carrins, he tells you that they are attacking be-
cause cyborgs have been raiding their viliages.
It seems these meral-headed creatures have
been taking bodics and putting cyborg heads
on them. He has been attacked several times,
buc his two attack robats have always driven
the cyborgs off.

He wiil not come back with you, but he will
be happy to trade with your village. He parric-
ularly necds energy cells of any type. You pan
as friends and he gives you each a good-will
gift of a chemex gtenade (Tech IV, Dm 15, in-
cluding instructions). He says it s good for
business to give gifts and he wishes you luck.

F37 You shoot at the robot with everything
you have and an enetgy screen deflects all your
arracks., Mental atracks have no effect on the
robot. Suddenly it capts with beams of its
own. Those without energy screens are
stunned. Then the robot speaks. “Take your
friends and clear out of my vallcy. Your kind
are not welcome around here ™

You leave and three hours larer the stunned
characters awaken. You leave this arca for
someone &lse to wotry about.

F38 They give you a small necklace of
golden metal and tell you that if you ever
meet black-winged lil, this witl prevenc themn
from taking things from you {you can ignore
harmful encounters with black-winged Iil).
Youmust give up one of your energy weapons.

F39 You have irritated the lil. They swarm
around you and drive you off away.

F40 These are 2 hand of adventuring dab-
bets. They got their laser rifles from a crazed
robot in the ruins by the lake. They could be
talked into going down to your village to fight
if the price is right. The price is three of any
type of Tech I1l or IV weapons (besides laser ri-
fles). If you agree to pay, and have the weap-
ons right now, they stare out for Restore
immediarely. They assure you they will get
there in time.

E41 Venturing into the natrow tunnel, you
discaver a cave-in and see the feet of another
humaneid buried in the rocks and earth. Pull-
ing it out you discover another eyborg with a
laset rifle (Tech IV, Dm 12). Whatever 15 down
this vunnel is well guarded, but if you wanc co
continue you must dig out the tunnel. To dig
a passage through the earth will take four
hours. If this is your cheice, turn to B63.

F42 You deal with the oldest of the young
badders (a male) and it promises fealty to you
for saving them all. It leads you to a small
mounin valley two miles away where there is
a huge herd of brurotz. You take the fifty chil-
dren and the herd of aver one hundred bru-
torz back to your village. The bruterz, ar the
very least, ate powerful allies, The young bad-
ders can be hrought up by your village and
will prove to be loyal friends. The large size of
your party scares away all random cncounters,
but you can have numbered encounters on the
way home. In these the young badder chil-
dren and the brutorz may help.

F43 It will take three houss to explore this
ared.

The firtes are still raging above ground , but
you discover the main encrance to the under-
ground area. There are signs of battle down
here as well. There are no bodies, but tunnels
have been blasted and there are energy scorch
marks everywhere. Badder weapons lie all over
the place. You can pick up any nomber of
short swords, flails, maces, and crosshows with
theit quartels. You come to a crossroads in the
underground tunnels and must make a deci-
sion on which way to go. Tutn to B100 1o tra-
vel the widest path. Tarn to B27 1o travel the
narrowest path {you see the gline of metal
down that tunnel). Tun w A73 o explore a
tunnel chat slopes down even lower into the
warrens.

F44 Itisimmune to mucational infiuences,
but when one of you shouts in frascration,
“Opcn up!” the door does just that. Thm o
A7l

F45 Aftcr a time you get it open and find
there are five chairs inside, each covered witha
ted gel that you don’t want to touch. Beside
cach chair is a pistol belt with a slug thrower
(type A, Tech III, Dm 10, 50-shot clip}. From
the minimal amount of testing you do, you
can tell the rank has no cocrgy left. You must
leave the mystery of this vehicle until larer.

F46 You find a huge four-handed sword.
An orlen must have been here—chose two-
headed hurnanoids are famed for their large
swords. The weapon is far too big for any of
you to use effectively. If you want to know
mote, you have to coatinue down the tunael
(A85). Or you can leave and joutney through
the wilds.

F47 You takc the useful weapons on the
sleeths, but they have really done a number
on the robot, it is useless. You continue on.

F48 You wait for an hour wacching and
nothing happens. You can go back ro A16 and
mzke another cheice, or you can continue
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warching (B29).

F49 Talking with the cyborgs seems to be a
good idea. They cell you they are laoking for
help in building a <ity. Evety time they ap-
proach a village they are attacked and must
then defend themselves. You tell them your
probletn and they are very sympathetic. They
give each you a wonderfu! pold medallion and
say that if you ever need any help just call on
them. You leave wendering if chis was such a
good idea. The medallions are artifaces of the
Ancients, but they could be dangerous. If you
throw them away, rum to A8S8. If you keep
them, turn te B31.

F50 Thete must be over a hundred pistols
fust lying around in rthe trees. What a stroke of
luck! All of you start gathering them in. Sud-
denly roots snap up frem che ground and you
all are accacked!

You have fallen into the snare of 2 woods
kep plant (HD 20; hp 101; attacks with cwo
toots {Dm 8} and two tanglevines against each
parly member (special—tangle); refer w the
Random Encounter Chart for more info). If
you n away, tuin to D29,

If you survive the battle, you discover that
the pistols are kep plant sceds that have
shaped themselves 1o look like pistols.

F51 You throw it from 2 distance and noth-
ing happens. If you survive the batcle, you
cannot locate the vial lawer on.

F52 You have defeated the creature buc
find nothing for your woubles,

F53 These party members with activared
cnctgy screens find that the screens have been
petrnanently destroyed (the characrer suffers
no damage, however). All others take 15
points of clectrical cnergy damage. When you
leave you will have ro suffer this damage
again. To enter the spacecraft, mmn o B7,
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RANDOM ENCOUNTERS

RANDOM
ENCOUNTERS

Terms and abbreviations used in this table:

Tech: This indicaces che group’s level of technol-
ogy. If a PC falls during batle, it is perfectly logical
for the enemy to use a tutn to pick vp 2 dopped
weapon it is technologically familiar with and use it
againse che party.

hp: These numbers are the hit poings of the crea-
ture. When there is 2 “'(x ¥)'' listed, it means that
each of “#'' creatvres has chat maay hic poines.

Atccributes, Abilicies, Mutations, ete.: Most
members of the group have the same values in these
categoties |but see “Special’’ belaw).

Special: These listings are the atuibutes aod
itemns of the creature with the most hit points of the
group.

Mutations: These ate the mutactons the mon-
sters have in common.

Ammaot: The aemor that all the monsrers have
The playees should refer to the armor wable on the
Playet’s Screen for the protection and Tech Tevel of
drmor.

Weapons: These are the weapons used by all the
membets of the group,

D#: Thisis the damage base of any given artack
Eachicolor band on the ACT represents cither a miss
or a multiple of the base damage (e g.. blue is x1,
green is x2, etc ).

Example: a club has 2 Dm 6 damage base against
PSH-sized creatuses. If its user is Rank § (actacks on
the 5 roluma on the ACT)and an 88 15 relled, then
the <lub hits and does 2% basc damage {a gteen
result is 2x), ot 12 points of damage.

Talk: This is the entry the players must go to if
they want o try to talk wich the creatures they face.
If there is no “talk” listing, the creatures will fight.
The party may only tty to talk on the first action turn
and only if they arc not surprised.

13 Five Arks: Tech I1; HD 8; hp 45, 39 {x 3}, 3L;
Physical Strength 16, mutations—Ilife leech, releki.
nesis, weather manipuladen; armor—medium
plastic shicld { — 2 C5); weapon—clubs {Tech T, Dm
613) Talk—C1

2) Venus Fly Trap: Tech I; Rank 10; hp 143;
mutations—light manipulacon, total healing,
modified vines (six carnivorous jaws (Dm 10 cach}},
spikes (if the plant takes a claw or fang artack, the
attacker receives Dm 8 times color multiplier in
damage); a red result with & jaw attack means that
victim s complerely inside the jaws of the plant,
cannot act until the plant dies, and suffets 20 points
of damage every action turn; the plant is invisible
until the party approaches and then awacks, surpris-
ing the partty; there ate seven short swords and 19
crossbow quarrcls stuck in the branches of the 10-
meter-tall plant

1) Thinker Android Cyborg: Tech TV; HD 10: hp
80; Mcntal Scrength 19; metallic cyborg head shoots
a ruby red eye (Tech IV. Dm 8}, it also uses a Mark ¥
blaster {Tech IV, Dim 12}; the creature can ooly use
onc weapon at & fime; it has a backpack open atits
feet and you can sec four laser pistols without energy
cells inside; Talk—C2

4) Seven Badders: Tech I HD 6; hp 35, 30 (x 5},
22; mutation—empathy, armor—plate mail (stops
first 20 points in a physical attack); medium meral
shield § —3 C5); weapon—{lail {lech 11, Dm 18/
20); spcial weapon--stun whip (Tech TV, if it hits it
stuns for base two minutes): lalk--C3. The armor

cnly firs Ren, bur the shield can be used by all.

3) Four Carrtns: Tech II; HD 15; hp 100, 92, 90,
8%; Mearal Sucngth 14; murations—genius {cco-
nomic), heightened intelligence, mental shield, te-
lepachy: poison quills (damage base for quills plus
poison is D'm 13, they can throw 1d4 quills at ene
target per action turn, quills must be thrown from
less than two metets away); Talk—C19- each of the
birds has a red braccler around its lower talon (if you
desttoy them and take the bracelets refer to TH
whenever you encounter a tobot).

&} Five Bruworz: Tech [; HD 14; hp 84, 70 (x 3),
60; Physical Swrengch 80; Dexiernty 10; mutations—
precopnition, telepathy; weapon—hite (Dm 35,
ewo kicks (Dm 4 each); cach of them has been ina
hattle and are 2¢ points helow the totals given here;
Tulk—C4

7} Three Cal Thens: HD 8; hp 45, 39, 31; Physi-
cal Strengih 13 immune 10 weapons using heat or
cold, bite attack (Dm 15) R) Two Wotker An-
dreids: Tech II; HD 10, hp 70, 69; Physical
Strengeh 19; weapon—huge war hammers (Tech 11,
Dm 8/ 4); thete are nine hydrogen and five solar en-
ergy cells on their belrs; Talk—C35

3y Three Drabbers: Tech 1T HID 4, special £1D %
hp 23, 20 (x 2); munatons—empathy, illusien gen-
cration, light gencration, icpulsion ficld, telepa-
thy; ammar—chain mail veses (stops firse 15 points in
a physical artack); weapon—laser rifles (Tech IV,
Dm 12): Talk—Cé

10} Six Fens: If you are not within rwo hexes of
water, ignote this encounter; Tech IT; HD 10, special
HD 13; hp 60, 39 (x 4), 22; muration—
shapechange. weapen—spears (Tech 1. Dm 5/10),
at the same time they gerafin attack (Drm 8); special
weapon—Ilaser pistol {Tech IV, Dm 8), Talk—C7

11} Four Knights of Genetic Purity: Tech III;
Rank 15, special Rank 18 hp 145, 139 (x 3}
meunted ot beutorz hp 50 (x 4); the knights first ac-
rack with thrown fragmentacion grenades {Tech 11,
D 8. they cach have three of thesc}; after the first
two action (s they begins using chetr stug pistols
while their brurorz artack with bire and hooves (see
brutetz abave this listing for their attacks); slug pis-
tols (A) Tech IV, Dm 10); Talk-—-C8

12} Three Healets: Rank 3. special Rank 10; hp
120, 45, 31; there is a putc strain human and rwo
human-leoking bhumanoids in this group; the mu-
tants have the following mutations—life leech, te-
lepathy, total heal, and mental contiol;
weapon—stun ray pistols (hit scuns for base two
minutes); Talk—C9

13} Four hissers: Roll for o different encounter
unless you are in a yellow hex; ‘lech 11; HD 15, spe-
cial HD 17; hp 75, 60 (x 3): Physical Strength 21;
mutations—immune to lasers and sonics, mass
mind, senic blast, celepathy; armor—chain mail
{stops first 15 points of physical damage per action
twirn); weapen—javeling (Tech I, Dm 3, 20 each);
Talk—C10

14) Hoop Cyborg: Tech IV, HD 15; hp 80; Physi-
cal Strength 11; mutations—Ileap, mass mind, te-
lepathy,  transform  metal to  rubber;
weapons—<yborg head shoots a ruby red eye [Tech
IV, Dm 8), it also uses a Mark ¥ blaster (Tech [V, Dm
12}. the cteature can only use one weapon 4t a rime;
it has a backpack open at its feet and you can see
four taser pistols withour encrgy cells inside; Talk—
€2

15) Four Hawkoids: Tech II, HD 8, special HD
10; hp 35, 30, 28, 24; Mencwal Strength 135;

mumatons—fear generadon, levitation, repulsion;
armot—redium dutalloy shields{ — 1 CS vs. physi-
cal amacks, —4 C$ vs. vnergy attacks); weapon—
javelins (Tech I, D5, 20 each), Talk—C12

16} Four Jagees: Tech IT; HD 8; hp 32 (x 4); Men-
tal Swengeh 16; mutatons—ateraction odor, fear
generation, [ear of plants, levication, poison weak-
ness, precognition, welekinesis, telepathy; the jagets
cznnot attack plant PCs; weapon—vibro dagger
(Tech IV, Dm 4); Talk—C13

One of their number is caught in a quicksand.- fike
pool and rhe others are wying to get him out. You
vould atiack and have the advantage of sucprise for
the firzr action rurn.

17¥Fiftcen Lil: Tech IT; HDY6; hp 20 {x 15); Men-
tal Sirength 13; mucations—anti-life leech, dual
brain, cmpzthy, force field gencration, illusion gen-
cradon, light generation, mass mind, physical re-
flection (lasers), telepathy, total healing, wings;
because of theit unusual abilities, $0% of the PCs’
successful accacks miss against the lil. Roll percentile
dice after a successtul hit—a rall of less than 50%
means they did something to make you miss;
weapons—their natural wit, javelins (Tech [, Dim 35,
20 each)

Talk—Each encounter with the Lil is unique.
They are a whimsical race and prone to play tricks on
everyone. Keep track of the oumber of times you
face them in random encounrers: lst ralk—C14, 2d
1alk—C23, 3d ralk—C96, 4th Talkk—C51, jth
Talk—C80.

18) Three Kai Lins: Tech 1; HD 12, special HD 14
hp 72, 50{x 2); mutaticns—artraction odor, elecuri-
cal generadon, immune 1o radiation, radiation
cycs; these plant creatutes ate busy consuming a
body when the PCs see them—they can be attacked
ot ignored. If you win the first barde, wurn to entry
C16; for the second encounter with these, turn to
entty C93; for the third and subsequent encounters,
turn o C32.

19} Keeshin: Tech I1; if the party is not within ane
hex of water the encounter does rot occur; HD 7, hp
38; Mental Strength 17; mutations—cryokinesis,
develution, force field gencration, life leech, men-
1al blast, reflection, telekinesis, telekinecic arm,
telekinetic flight; Talk—C17

20) Three Wardents: They have = pile of Tech I
equipment ar their feet; if you fight, tarn 1o Entry
C18, if you talk the following entries are used for
each new encouncer: 1sr $93; 2d C24; 34 CHI.
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{Pure Strain Human)

Physical Strength 11 (melee, brawling, and screngeh actions)
Diexterity 18 { +2 missile fire and agility actions)
Constitution 13 (+1 survival resistance)

Mental Strength 13 (+ 1 mental attacks and defense)
Inceligence 12 (arciface use and surprise)

Charisma 13 { + 1 response)

Ren's village of pute strain humans is at Tech Level III (zble 1o use any Tech
[II item without figuring it out first) and they add a +2 to the die roll for
comprehending artifaces

Rank: § (Talents are not used in this adventute )
Hir Points: 100

Ren suffers 2 -2 column shift (-2 C5) when using Tech I and Tech V irems
and a -1 column shift (-1 CS) when using Tech 11 and Tech IV items.

Renstands two meters tall and is all musele. He has been a leader of expe-
ditions 1o the south for the last five years. He is a man of action who some-
times gets into rrouble for acting without thinking things through.

Armor: Inertia armor (see che ** Armor”” secoien in the Rule Book for more
details). The armor absorbs the first 30 points of physical damage done to
the characeer in an action wrn (he has enough power packs for 72 hours of
operation and will have o keep tack of when it is on or off during che
adventuee. It takes 15 minutes 1o make che armor fully operational.). He
also has 2 medium dusalloy shield (-4 CS against energy attacks, -1 CS
against physical artacks).

Weapon of Choice: Slug pistol {type C, Tech IV, Dm L5 )—sec the **'Com-
bat" stetion in the Kule Book for derails. The weapon hasa 12-shot elip in it
and Ren has two extra clips.

Other irems: Combar knife (Tech 11, Dm &/3), two blue hydrogen and
two yellow chemical energy cells (Tech IV), backpack, bedroll, canceen, iron
rations, meral cookware, glow cube {Tech 1V), binoculars (Tech III), and
exira clothes and boots.

1986 TSR [nc. All Rights Reserved.

Sheesh

Plant Creature

Physical Strength 16 { +2 melee, brawling, and swrength actions}
Dexterity 9 (-1 missile fire and agility actions)

Constitution 18 { +2 survival rcsistance)

Mental Strength 17 { + 2 menral aracks and defense)
Intelligence 10 (artiface use and surprise)

Charisrna 9 (-1 response)

Plant creatures are at Tech Level T{able to use any Tech I item withour fig-
uring i1 out first), Sheesh uses Tech I items with a -1 CS, Tech I with a -2
CS§, Tech IV with a -3 C8, and Tech ¥V with 2 -4 CS. Planc characeers are
ignored by nonineelligent life unless the plant atiacks.

Rank: § (Tulents are not used in this adventare.)
Hit Points: 90

Mutations: Dualicy, hands of puwer (with its plant vines, Dm 13}, four
manipulation vines, relekinetic arm {vine}. See the “Mutations” section in
the Rule Book for explanations of these murations.

Sheesh is an intelligent plant whose remate ancestors were willow trees.
His viston, sense of smell, and vocal cards ate as good as 4 human's and are
located in various parts of his trunk. His root system is mutated so thar he
can move slightly faster than 2 man can ren. He stands five mewers all, but
<an bend his body to fit into a two-meter-tall space if there is roam for his
bulk. Every time ic fains o1 che party finds a lacge source of waier, Sheeshcan
gain back half of his lost hit points {anly once per 24-hour periad).

Armor: Bark (absorbs 10 points of damage per tuin, -3 C8 when attacked)

Weapon of Choice: When not using mutations, Sheesh fires rwo cross-
bows at the same time (Tech 11, Dm 10/3) at no penaley.

Othet items: Combar knife (Tech [f, Dm 6/3), 100 quarrels, praaing
shears, backpack, watering can, telescope {Tech i), and 1wo hydrogen
enetgy cells {Tech IV).
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Raa

{Tiget-waman Humanoid)

Physical Strength 10 (melee, brawling, and steength actions)
Dexterzty 17 ( +2 missile fire and agility actions)
Constitution 16 { + 2 survival resistance)

Menal Stwength 12 {mental attacks and defense)
Intelligence 13 ( +1 arciface use and surprise)

Charisma 9 (-1 respanse)

Raa’s humanoids are at Tech Level I (able to use any Tech IT item withowt
figuring ir our first}. Raa suffersa -1 C3 when using Tech I and Tech IT1 items,
2 -2 CS when using Tech [V items, and 2 -3 CS when using Tech V icems.

Rank: 5 (Talenits are nor used in this advenrare.)
Hik Paines: 100

Mutations: Anti-life lezch, displacement, electrical genetation (Dm 10).
See the “Mutations” section in the Rule Book for explanations,

Raa is 2 humanoid whose temote ancestots where tigers. She relies on tools
and equipment, but she will attack physically when she has no other weapon
(claws cause Dm 4, fangs Dm 6).

Armor: Powered Alloyed Flate. The armort absorbs the first 40 points of
physical damage in an actien . With power packs for 48 hours of the
adventure, it is imporiant o keep track of when che armor is on. Tt takes 15
minutes 1o make it operational. Raa also has a medium metal shield (-3 CS}.
See the “Armor” secrion in the Rule Book for more desait.

Weapon of Choice: Energy Grenade (Tech IV, Dm 10). She has 10 of these
{in this module, che players can only use grenades if they can activate them
on the first action ruen of 2 combat—only if the players are not sutprised and
have initiative on that first curn). Her altetnative weapon is 4 long swosd
{Tech II, Dm 8716).

Other items: Combat knife (Tech II, Dm 6/3), crossbow (Tech If,
Drm 10/5), 30 quarrels, three gaseline flasks (Dm 8}, claw-sharpener ucensil,
backpack, bedroll, wine skin, dried mear rations, metal cookware, three
torches, a pack of 20 marches, 100 feet of nylon cord. and two orange chemi-
cal energy cells (Tech IV).
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Wroll
Mutated Wolf

Physical Strength 18 (+2 melee, brawling, and sirength actions}
Dexrerity 16 ( +2 missile fire 2nd agility actions}

Constitution 10 (survival rcsistance)

Meotal Sirength 18 {(+ 2 meotab arracks and defense)
Inretligence 10 (arufact use and surprise)

Charisrna 3 (-3 response)

Mutated animals are at Tech Level I {able to use any Tech 1 item’ without
figuring it out first). Wioll understands the usefulness of wechnology, but has
never taken the time to learn o use the few items it can handle. Mucated
animals arc ignoted by amifical intelligences (classificd as pets unless they
artack).

Rank: 5 {Talents are not used in this adventure )
Hit Points: 100

Mutations: Absarption (immune to electric atracks), chameleon powers
{-2 CS when anacked with missile weapons), force field generavion {-1 RF,
goes down for 24 hours if hit with a red result}, genius capahility (milirary,
+1 C5 for hiting, +1 1o figure out mjlitary artifacis), mental blast (Dm
12}, taller, kinetic absorprion {negares first 10 poiats of damage from blunt
weapons inan action turn; halves damage from piercing weapons), gamma
eye (fosces vicim unconscious), telepathy. See the “Mumtions” section in
the Rule Book.

Wieoll is a huge wolf, two mecers tall ar the shoulders. It is as intelligent as
2 buman and thus it prefers the comparny of othet intelligene creatures.

Armor: Wroll relies on speed and quick thinking to keep from getring hit
in bartle.

Weapon of Choice: Wroll actacks with its massive jaws (Dm 8). L never
attacks robots o totally armored encmics physically, relying on its mutations
ta pull ic through against those opponents.

Oiher items: Wioll has @ special double pack strapped e ies back. The
pack enables Wroll to remove things with its jaws. Through the years Wioll
has acquired two medi-kits {Tech IV, see “Equipment” for details).
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Adventure Record Sheet
Hit Points/Wounds Suffered:

REN: RAA: WROLL: SHEESH:
Time Record: —Night—
Day : gooooaod occCcCco o oooooc oL
Day : ocooogogd (0 [ B B I I O mnn@ooo
Day : mrErmaaa accCcCo D noOootc ooy ut
Day : ponLnooug [ I IO Ooo0ooCc o oeainnr
EVENT RECORD:
Move  Last Time Move  Last Tare
Mo, Loy Cven:s Spenc No. Entry Events Spent
1 1
2 1
3 3
4 4
5 5
6 ]
B -
] ]
o L)
L) 4]
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